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INTRODUCTION

Any computer is only as good as the software that runs on it. As an Atari microcomputer owner, youare faced with
a bewildering selection of software for a variety of applications. Programs offering similar functions have
advantages and disadvantages as well as different prices, and it can be difficult to find the right program to meet
your needs among the many competing for your software dollars. This is especially critical when a wrong choice
could cost you hundreds of dollars, time, and a great deal of frustration.

There is, therefore, a great need for this second annual edition of The Book of Atari Software, an evaluative guide
to hundreds of the most important software programs available for the Atari line of computers. It offers an
inexpensive way to look for the exact program or programs to suit your needs. In the following pages you will find
descriptions of some of the most popular, as well as specialized software programs presently available. We hope you
will use it as a reference guide, as many software dealers do, to assist you in making informed and intelligent
decisions when investing in software.

The Book of Atari Software first appeared in 1983. As an independent, consumer-oriented software review
source, it was the first book of its kind and remains an original in the publishing field. It was based on the recognition
that even well-stocked computer retail stores, the primary place people buy software, could not possibly hope to
keep onhand even a fraction of the software available, nor did retail store personnel have the time to adequately
review each piece of software that came on the market. It was impossible for the consumer to know what software
was even available, or what the differences were between competitively priced packages. The Book of Atari
Software and sister publications became an immediate success, remaining a microcomputer bestseller year after
year. Given the abundance and growing variety of software available today, the need for critical evaluation
continues to grow.

The Book of Atari Software 1984 is a critical review book, not a directory listing. If you want a mere listing of
available software with perhaps a few lines from the manufacturer describing each product, you would need to goto
another kind of reference guide. The Book covers a majority of the most significant programs on the market in a
number of key areas; and each program covered here is analyzed in depth. Basic data and grades on important
performance categories are summarized at the top, with descriptive information following on the program’s
strengths, weaknesses, and how it compares to similar packages. No public domain software is reviewed here, only
commercial offerings.

The reviewes and evaluations are produced by experts in their various fields. Accountants were given accounting
packages, office managers and professional writers tested word processing programs, teachers were given
educational programs, and so on. These packages were field tested—in the office, in schools, or whatever
environment was appropriate. The Book Company does not review products in-house, or maintain a staff of
professional writers. Instead, our reviewers are consumers, just like our readers (in fact, it is our readers who
comprise our reviewing staff). They have no particular ax to grind, except the ax of consumer protection. We strive
to maintain their freedom to report on the software exactly as they see fit. For this reason, we do not publish the name
of the reviewer with each review, but give instead our collective thanks.

The programs reviewed in this book are not demonstration packages, but the real programs, just as you would
purchase them off the shelf. If a reviewer has a problem with a particular package he calls up vendors for customer
support, without identifying himself as a reviewer, to find out exactly the kind of help a vendor provides. (This
sometimes accounts for the difference between Vendor Support grades for different programs from the same
company.) We're not perfect. We sometimes make mistakes, but we are open to correction and take criticisms very
seriously indeed. Reviews will always contain a subjective element, but everything has been done to ensure as fair
and honest an evaluation as possible.

Trends and Forecasts

1983 turned out to be a turbulent year for Atari. They appeared to be riding high with the introduction of the sleek,
new 64K computer, the 1200XL, at the Winter Consumer Electronics show in January of 1983. But the optimism did
not last. The 1200XL, equipped with an Operating System that was incompatible with the Atari 400/800 computers,
was a loser. Too many programs, including some of Atari’s own, would not run on it. Combined with tumbling
computer prices, an eroding share of the VCS game machine market, and a large number of unsaleable cartridge
titles, Atari was forced to take an unprecedented second quarter loss of 330 million dollars. Certainly, the actual cash
loss was not near that amount, but the loss did allow them to write off all their old inventory and probably their
California factory as well.



To recoup, Atari merged their game division with the computer division. This proved a good first step, for it
eliminated internal competition. But what was really needed was a replacement for the top end of their line and a
low end machine with a “real” keyboard. An entire new line of computers was announced at the Summer Consumer
Electronics show in Chicago. The new 600XL with a full stroke keyboard replaced the 400. Two new computers, the
1400XL and the 1450XLD it was hoped would top out the line. The 1450XLD is a business machine with a faster,
built-in disk drive, built-in modem, and speech synthesizer. All computers have an open processor bus for future
expansion. Atari also announced a new disk drive with a higher storage density and an entire line of new accessories,
including printers and a direct connect modem. A step in the right direction, but we are still awaiting delivery of
these options as of this writing. While the factory in the Orient has geared up, losses rose to half a billion dollars by the
third quarter of ‘83.

Currently Atari is running several months behind production. By the end of 1983 Atari will have shipped
approximately 200,000 computers, a combination of 600XL’s and 800XL’s. The 1400 XL series probably won’t reach
the shelves until January 1984. Hopefully, Atari will survive scathed but undaunted. Of all the low-cost computers on
the market, Atari offers the best graphics and the most reliable performance by far.

Third party software vendors taking advantage of more than one million Atari home computers began creating
new software and translating the best of their Apple products in earnest. Although many offer new database, word
processing, and educational products, their mainstay is in the game market. Skeptics ponder the viability of such a
lopsided entertainment market, but continual sales show that that's what the public wants and buys. But while Atari
computers are the best game computers manufactured, the machine is also expanding its applications into the
business and educational market.

In 1984, the Atari software market will begin to shift more toward education and telecommunications. The arcade
game market will not disappear, for the public seems to be hooked. However, expectations have expanded and
matured, and new games will certainly need to be creative, imaginative, and have more depth of play than ever
before. Double density disk drives will also help to expand business-related software. In addition, the new languages
like BASIC XL and ACTION will encourage owners to create their own software. The micro computer market is a
fast-paced and exciting world—may the best survive.

NEW ATARI COMPUTERS

600 XL 800 XL 1400XL 1450 XLD
MEMORY 16K 64K 64K 64K
Expandable to 64K

KEYBOARD Full Stroke Full Stroke Full Stroke Full Stroke
COMPATIBILITY TO
EXISTING SOFTWARE 100% 1009% 100% 100%
BASIC Built In Built In Built In Built In

with 24K ROM with 24K ROM with 24K ROM with 24K ROM
EXTRA FUNCTION
KEYS No No Yes Yes
MONITOR JACK No Yes Yes Yes
ACCESS TO REAR
PROCESSOR BUS Yes Yes Yes Yes
JOYSTICK PORTS 2 2 2 2
CARTRIDGE SLOTS 1 1 1 1
MODEM No No Yes Yes
SPEECH SYNTHESIZER No No Yes Yes
DISK DRIVE No No No Yes
LIST PRICE $200 $300 $500 $800—$3900

NOTE: BASIC in ROM can be disabled for RAM by halding down OPTION key while switching on computer or by

POKESs from within a program. It may be possible to expand memory through rear processor bus to 192K. Details
are not available yet.



Apology In Advance

While we have attempted to include the majority of known and available Atari software, we realize that there are a
number of programs which have not been included. In most cases, omissions are a result of our not being aware of a
program’s existence or our inability to obtain and review a program in time to meet our press deadlines. We
apologize for these omissions, and will try to keep you as current as we can with supplemental issues of The Book.
We must also mention that software vendors change addresses frequently, and that the suggested retail prices of
various products likewise change often. The information published here was correct to the best of our knowledge at
the time we went to press, but is subject to change without notice.

We have made every effort to present fair and objective evaluations of Atari software. But it is appropriate to
point out here that neither our reviewers nor The Book Company will be held liable for any mistakes or omissions
that have occurred. We welcome comments from our readers, of course, and in future editions we will correct or

revise errors which are brought to our attention.

Remember: The Book is merely intended as a guide to owners and would-be owners of Atari computers. As a
consumer, it is your responsibility to do whatever further investigation you deem necessary before making your

software purchases.

Thanks To The Reviewers

Once again we must gratefully acknowledge the reviewers who have made possible the 1984 edition of The Book
of Atari Software. They have labored many hours to share their knowledge and experience with other owners of

Atari computers. Our thanks to:

Bill Bacon

Derrick Bang
George Barti
Norma J. Berinstein
Louis A. Cortez
Jay B. Dorsey
Charles Dougherty
Michael Duncan
Walter Germer
Donald M. Ginsberg
R. DeLoy Graham
Allen Harberg
Lenny Harrison

Jan Hasley

Jetfrey Imig

Tricia Jordon

Gary Kevorkian
Harry Koons
Michael La Rochelle
Jan Lauritzen

Mike Marrowitz
Mike Mikus

David W. Neuendorf
Bruce D. Noonan
Peter L. Norloff
Dan Pinal

Jordon Powell
Roger A. Pruitt
Francis G. Rabuck
Davey Saba

Robert Sachs

K. S. Sadlier
David Sanford
David H. Schubmehl
Kim Schuette
Hank Shiffman
Tom Simondi
Robert A. Smith
Jane Suenderman
David Tomczak
Keith Valenza
Ray Watt
Gordon Wong
Don Worth



Criteria

Each program included begins with a listing of basic facts and a summary rating, followed by the review
commentary. We employ the familiar A through F grading system:

A B C D F
(Superior) (Good) (Average) (Poor) (Unacceptable)

Basic facts about a program include its name, the company which manufactures it, its suggested retail price, and
several categories which are not entirely self-explanatory:

Hardware Requirements: The hardware and other peripheral units required in order to run a program. Usually the
minimum Random Access Memory (RAM) is listed in an abbreviated form,; for example: “32K.” 16K is standard, and
programs requiring more RAM will not operate on the Atari 400 or 600XL unless memory has been expanded. Other

programs may require a printer or some other enhancement to run properly. These, too, will be abbreviated: e.g.,
“48K, modem,” “64K, two disk drives,” etc.

Language: Programs are written in a variety of programming languages apart from Atari BASIC. Some of these
require extra memory cards, operating systems, or other enhancements. Machine language, for example, runs faster
than BASIC and is therefore desirable in games or graphics programs. You should be aware of the programming
language before you buy a program.

Availability: This is on a one to ten scale, indicating whether a program is available from few dealers or many (10 is
nearly all dealers).

Disk or Tape: Some programs come on cassette, to accommodate those Atari owners who do not have disk drives. A
few programs are available in both forms. An asterisk (“*”) indicates that the disk or tape is copy protected.

GENERAL
These are grading criteria that apply to almost all programs, regardless of category:

Overall Rating: This takes all facets and evaluation criteria of the program and, to some extent, comparable
programs, into consideration.

Value For Money: Is the purchaser getting what he is paying for? Is it good value compared with similar programs?
Are there “extras” available at reasonable prices?

Vendor Support: Does the software company back its product? Are they available to answer questions? Are they
courteous and helpful? Will they replace a defective program disk, get you up and running quickly, repair damaged
data disks? Are the prices charged for support excessive?

Documentation: Does the documentation answer all questions clearly, and is it extensive? Does it offer a tutorial? Is

it well indexed? Is the printing easy to read, and the layout attractive and easy to follow? Does it make use of
illustrations? Does it explain processes in technical jargon or plain English?

Error Handling: Does the program “crash” during execution? Are there proper error-trapping routines? Are the
error messages you get on-screen mysterious or easily understood?

Reliability: Does the program consistently do what it’s supposed to do? Does it do less than it claims to offer?

Visual Appeal: Does the program look attractive and well-designed on the screen? Is color used effectively? Does it
produce clear graphs, charts, reports, and other illustrations? Does it scroll smoothly from screen to screen? Is it easy
to design your own screens? Are its menu options easily understood?

BUSINESS

As the title suggests, those programs of a “practical” nature apart from educational and utility packages, even if
designed for home use and not the office. One specific criterion not described above is:

Ease of Use: Are the screen designs and documentation clear and well laid out, enabling the new user to run the

program with a minimum of difficulty? Does it involve annoying features, such as a lot of disk swapping or slow
response time, in its operation?



EDUCATION
Any program which purports to teach or offer instruction. Specific criterion includes:

Educational Value: How effectively does the program teach its subject? Is the subject matter of limited or broad
appeal?

UTILITIES

In general, those programs whose purpose is to enable you to use your computer more effectively. One criterion
especially important to this category is:

Usefulness: Does the program offer a good, necessary, or important tool to the user?

ARCADE GAMES

This category refers to those games considered to be of the “shoot-’em-up” or “action” type. Specific criteria for this
category include:

Challenge: Does the game challenge the participant, or is it a game one will tire of quickly?

Controllability: How responsive is the game to either keyboard, paddle, or joystick control?

Creativity: Has the author been creative and imaginative, or not?

Game Concept: Is the idea behind the game sound? Does it require strategy and offer a goal?

Game Depth: Does the game have much of a scenario? Does it offer a number of challenging levels?

Skill Involved: Does the game require strategy and skill, or is it based mostly on luck?

Holds Interest?: Is this game one you would like to play over and over, or is it one that you will soon lose interest in?

Graphics: Was excellent use made of the computer’s graphics capabilities, or not? Are the visual effects pleasing or
dull?

ADVENTURE GAMES

These games are those considered to be of the “puzzle,” text, or (maze) adventure variety. Special criteria for this
category includes:

Puzzle Quality: For adventures, how complex are the puzzles or riddles in the game? Does the mapping follow a
logical sequence?

Originality: Is the game novel and inventive, or does it smack of conformity in concept and execution?

Vocabulary: For adventure games, how good is the parser, or how well does it understand words and commands
that you input?

Text Quality: Are the descriptions imaginative, or bland?
Save/Restore: Does the game have a save-game feature, allowing you to continue later, and how accessible is it?

Difficulty: What is the level of difficulty encountered in this game? Is it challenging, or suited to novice adventure
game players?

Graphics and Holds Interest: as above.

MISCELLANEQUS
You will notice that some programs are discussed but not rated. This will occur for one of several reasons:

(A) We received the program too close to the press deadline to thoroughly review it. We felt, however, that the
program was of sufficient merit and/or importance to warrant some kind of, consideration. Given the time
constraints, we tried at least to describe it. A complete review should follow, either in a supplemental issue of The
Book or a later edition.

(B) Some programs fall into such specialized categories that a reviewer with expertise in that particular area was
not immediately available. However, the program appeared to be of sufficient worth to merit some comment.

(C) The Book Company is a division of a larger organization, Arrays Incorporated, which is engaged in software
publishing. We have always provided impartial evaluations of software products, and therefore any programs that
could involve a conflict of interest are not rated.
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A Call For Reviewers

Help! Because software for the Atari computer continues to proliferate at an amazing pace, and the knowledge
necessary to pick software wisely from a host of similar programs continues to expand, the need for our review ser-
vice has never been greater.

We wish to take the opportunity at this time to issue a call for more reviewers. The variety of microcomputer
applications is increasing (ranging from farm management to weather science), and we would like to enlist the
assistance of Atari-owning experts in different fields. We want to make The Book as complete as possible, because
frequently the only real notice the public will have of specialty programs will be in The Book. But because we pro-
vide consumer reports on programs, rather than simple directory listings, we need specialists to handle certain
programs.

There are a number of benefits associated with being a reviewer, not the least of which is the possibility of amass-
ing software that ties in to your particular area of interest. If indeed you wish to become a reviewer, please send us a
description of your experience, the type of hardware that you own, and indicate your area of interest and expertise.
We would also like a sample review (whether we've evaluated the program already or not), to give us an idea of your
writing style. Please send the information to:

THE BOOK COMPANY

11223 S. Hindry Avenue

Los Angeles, CA 90045
ATTN: Review Dept.

And please be patient. It will take us a while to deal with all of the correspondence.

Attention: Software
Publishers And Authors

The Book of Atari Software presents you, the producer of software, with a unique opportunity to greatly increase
the visibility of your programs. There is no other single source of objective software evaluations for Atari owners like
The Book. Our sales, surveys, and projection figures indicate that a substantial percentage of Atari owners either
own or have consulted The Book before making their software purchases. Likewise, a large number of Atari dealers
use The Book when recommending software for their customers, and as a reference to assist themselves in ordering
products for their stores.

The task of locating, acquiring, and then reviewing the increasing number of software programs for the Atari
computer is a huge one, and getting more complex each week. We need your help, to keep us informed about new
products and enhanced versions of existing programs, and to supply us with copies for evaluation. At the same time,
we will help you by providing you with a showplace for your product that is effective, far-reaching, and yet con-
siderably less expensive than any form of advertisement you may be contemplating. Indeed, The Book is often the
only substantial notice the public may receive of interesting specialized programs. In terms of valuable publicity and
increased sales, many companies have found it to their advantage to be included in The Book.

What is the cost to you? Relatively little. All we require is two copies of your software for review purposes. Ac-
companying the software, we also ask that you include a suggested retail price list, information regarding necessary
hardware requirements, and the name of a person to contact in case our reviewers have any questions.

Please send your review copies and relevant information to:

THE BOOK COMPANY
11223 S. Hindry Avenue

Los Angeles, CA 90045
ATTN: Review Department
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GAMES & ENTERTAINMENT

One of the more significant advantages to owning an Atari Computer lies in the fact that the
Atari has a dual personality. On one hand, the Atari is an extremely powerful personal computer
capable of performing a variety of “practical” tasks. On the other hand, the Atari, due to its
superb color graphics and sound capabilities, is also a “fun” machine. This section, “Games and
Entertainment,” deals with that facet of the Atari character.

Games in general, especially during the last year, have evolved from simplistic shoot-’em-up
scenarios into lengthy adventure simulations or games with high speed, arcade-quality
animation. The days have passed when player missile graphics was a mystery to all but a few, and
games written in BASIC represented the only viable alternative to the average game
programmer. Today’s programmers are more sophisticated. They are totally aware of the Atari’s
capabilities. Their friends and competitors have provided challenges to them in setting new
standards for game programming. Economic considerations have played a strong part in this
process. The public, which has been spoiled by some of the best of the Atari game-oriented
software and arcade game-playing experiences, is always looking for something better, new, and
challenging.

Programmers who design games can be likened to writers creating works of fiction. There are
hundreds of books of fiction written each year, with perhaps only nine plot types. Regardless of
how well they sell initially (whether they sell because they are different, the author is hot, or they
are widely promoted and/or package their work in a flashy cover), few editions will sell for a
period exceeding a year. Most will quickly fall by the wayside. However, a few will become
classics, selling to newcomers year after year. In the computer world, only Adventure, Star
Raiders, Pac-Man, and Asteriods have achieved this rank so far. Other new games show promise
of becoming “classics” as well, but technology is advancing too rapidly. Even today’s best games
may soon be considered too primitive.

Meanwhile, games are increasing in magnitude as programmers attempt to give the public
something better for their money. With game prices steadily creeping upward, the time it takes
before players tire of a game is becoming an important consideration, especially when games can
no longer be traded because of protection methods.

Programmers are striving for spectacular effects in their games. Their games have a strong
Atari graphics look: multiple graphics modes, four directional fine scrolling, colorful modified
character-set backgrounds, and, of course, player missile graphics. Sound effects are becoming
more realistic, and use is being made of two or more voice harmony in background music. This
contrasts sharply with a large number of quality Apple games that are being transferred to the
Atari by “rastering” them over in graphics mode eight with little or no sound and color changes.

There is a potpourri of entertainment programs available today. The sheer multitude of titles

might suggest that a lot of people use their computer primarily for fun; and this is quite true for
many Atari owners.



Adventure, Fantasy, Space
and
Other Role Playing Games

Did you grow up in the company of the Brothers Grimm, Snow White, the Red Fairy Book,
Flash Gordon serials, the Three Musketeers, the Knights of the Round Table, or any of the three
versions of the Thief of Bagdad? Have you read the Lord of the Rings, the Worm Ouroboros, The
Incomplete Enchanter, or Conan the Conqueror? Do you enjoy Asimov? Remember Tom Swift?
Have you ever wished you could cross swords — just for fun — with Cyrano or D’Artagnan, or
stand by their sides in the chill light of dawn awaiting the arrival of the Cardinal’s Guard? Ever
wondered how you’d have done against the Gorgon, the Hydra, the bane of Heorot Hall, or the
Bull that walks like a man? Would you have sailed with Sinbad or Captain Blood, sought passage
on the Ship of Ishtar, or drunk of the well at the world’s end? Did Aphrodite make Paris an offer
you couldn’t refuse? Would you seek a red-hued maiden beneath the hurtling moons of Barsoom,
or walk the glory road with “Dr. Balsamo,” knowing it might be a one-way street? Have you seen
“Star Wars” and “The Empire Strikes Back”? Ever imagined you were John Wayne?

If any or all of your answers are “yes,” you're a player of role-playing games — or you ought to
be. (If your answers are all “No,” you have either stepped through the looking glass by mistake, or
fate knows your destiny better than you do.)

Role-playing games (RPGs) allow you a chance to step outside a world grown too prosaic for
magic and monsters, doomed cities and damsels in distress. . .and enter instead a universe in
which only quick wits, the strength of your sword arm, and a strangely carved talisman around
your neck may be the only things separating you from a pharaoh’s treasure — or the mandibles of
a giant mantis.

The standard (non-computer) role-playing game is not, in its commercial incarnation, much
more than a rule book — a set of guidelines a person used to create a world colored by myth and
legend, populated by brawny heroes, skilled swordsman, skulking thieves, cunning wizards, har-
dy amazons, and comely wenches, and filled with cursed treasures, spell-forged blades, flying
carpets, rings of power, loathsome beasts, dark towers, and cities that stood in the Thousand
Nights if not in the Outline of History.

Role-playing games are not so much “played” as they are experienced. Instead of manipulating
an army of chessmen about an abstract but visible board, or following a single piece around a
well defined track, collecting $200 every time you “PASS GO,” in RPGs you venture into an essen-
tially unknown world with a single piece — your alter ego for the game, a character at home in a
world of demons and darkness, dragons and dwarves. You see with the eyes of your character a
scene described by the “author” of the adventure — and no more.

The adventure-type games reviewed herein run the gamut from scenarios of ancient times to
the far distant future, from fantasy to murder and war. In sum, selections from these programs
will provide you with many hours of enjoyment and “exercise” for your imagination.*

*Our thanks to Automated Simulations for allowing us to excerpt from the booklet accompanying
their excellent program, “Temple of Apshai” comments concerning Adventure Games in general.
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Fantasy & Role Playing
Games

ALIBABA AND THE FORTY THIEVES Department: Entertainment
Company: Quality Software Sugg. Retail: $32.95
Language: Machine Availability: 8
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING B DIFFICULTY c ORIGINALITY B
PUZZLE QUALITY c- EASE OF USE B+ DOCUMENTATION A
TEXT QUALITY B VOCABULARY N/A HOLDS INTEREST? B+
GRAPHICS QUALITY  A- SAVE/RESTORE B- VALUE FORMONEY B+

Ali Baba and the Forty Thieves is a delightful role-playing fantasy game. The Sultan’s daughter has been
kidnapped by the ruthless band of thieves, and has been taken to the thieves stronghold deep inside a treacherous
mountain. You play the famous Ali Baba, and have been summoned to rescue the lovely princess.

You enter a world filled with exciting characters, each with his own strength and allotment of weapons, and
armor. Some of these are loyal to the sultan and will assist you in your quest, but there are many opponents who
must be overcome. Ferocious tigers, ruthless bandits, magical swords, and a deadly dragon are among the more than
one hundred creatures you will face. These have a reincarnation ratio which you can adjust.

The game may be played by either keyboard or joystick. Joystick mode is by far the easier method. And when
other characters are created to help Ali Baba in his quest, they can be assigned to different joysticks so that up to four
players can play at once. The game is also novel in that a player can leave the game for an hour and return later to
that same character again. Players can move, create new characters, buy armor or weapons, search for hidden
doors, and open treasure chests.

The graphics are refreshing. As you enter each room, the contents, including visible exits, are identified by a
moving cursor. While this slows game play substantially, it does help you familiarize yourself with the symbols used
throughout the game. Various runes contain messages, and when you touch one of these, the message is displayed in
lettering that is reminiscent of ancient Arabic writing. The accompanying music is a delight to the ears — a few bars
of Rimsky-Korsakov’s Scherazade done in multi-part harmony.

There is a degree of puzzle content, but it’s not really sufficent to classify Ali Baba as an adventure game per se.
Hints, either obtuse or blunt, are found in Runes. These cause your disk to wake up when encountered; other than
that, there is no disk interaction in the entire 60-plus room game. New Hi-Res displays are nearly instantaneous, but
the unfortunate byproduct of this is a very slow response in the interminable sequence of combative encounters.
These delays are only slightly offset by the humorous text accompanying the encounters. Even with the Monster
Regeneration Factor (i.e., difficulty control) set to zero, there seems a near endless procession of assault-minded
thieves and assorted monsters. Mitigating this, but again at the expense of longer delays before it is once more your
turn, there is the ease of calling in a veritable army of allies, including yourself, or any favorites that may have just
been killed off. This multi-player capability also simplifies the difficult task of mapping, made complex by the
extensive use of one-way doors and teleporting locations. The game is divided into dungeons and outside areas. Gold
can be discovered in chests throughout both sections.

You may encounter in your adventure two other captives, Abdulla and Morgiana. Free them, and they show their
gratitude by aiding you in your quest. If you are very virtuous, a unicorn may come to your aid in fighting the
monsters. Be very wary of moving statues and collapsing tunnels: things are not what they seem in many parts of the
dungeon, so explore with caution.

A particularly novel and amusing feature is that the bad guys, all being played by the Atari computer, are not too
particular whom they clobber, and will gladly pile into other bad guys. It's fun (in a devilish sort of way) to start a
fight, and then sit back and watch your enemies go at it. This feature, together with the multi-player capability,
make Ali Baba great fun. This unique Hi-Res adventure should be a part of every player’s collection.



TEMPLE OF APSHAI Department: Entertainment

Company: Automated Simulations (EPYX] Sugg. Retail: $39.95
Language: BASIC Availability: 6
Hardware Requirements: 32K; disk drive or cassette player. Disk or Tape: Both
OVERALL RATING B CONTROLLABILITY B- ERROR HANDLING A-
GAME CONCEPT B+ SKILL INVOLVED c DOCUMENTATION B+
CREATIVITY B CHALLENGE C+ HOLDS INTEREST? B+
GAME DEPTH B+ GRAPHICS B- VALUE FORMONEY B

A fantasy role-playing game is a type of game that gives the player certain attributes in order to accomplish a
particular goal or task. Temple of Apshai is a good example of this type of game. The player must utilize such
attributes as dexterity, intelligence, strength, tools, fatigue, and so on, to fight his way through a maze populated
with monsters and other untoward dangers.

This is the longest and most versatile of the Dungeonquest series. The dungeonmaster program allows you to
create your own characters; alternatively, you can let the computer choose character traits and abilities at random.
Your player moves through a series of rooms displayed on the Hi-Res screen, and gains experience or treasures while
fighting a never-ending series of terrible monsters. The combat portion is nicely conceived. Your character can
attack, thrust, parry, or fire arrows. Of course, he has to be facing the opponent. All movement and fighting
commands are single stroke keyboard commands. This means that you have to become fast and proficient in the
limited time allotted to your making a move. The monsters don’t wait for you to turn around or fight. One of the
drawbacks in the game is that a monster’s status isn’t displayed. You never know how much fight is left in it, and
might use one of your precious arrows to finish it off when it only needs one more sword thrust. Also, since your
commands are held until executed, sometimes you waste a shot after the monster’s demise. Your status is displayed
on the left of the screen. You can tell immediately how wounded or fatigued your character becomes. If the status of
your wounds becomes zero, you die. There is of course the possibility of resurrection; but that depends on who finds
you. The dwarf and wizard demand a very stiff price in treasure or belongings.

The object of Temple of Apshai is to explore a four-level dungeon and obtain its twenty treasures. Some rooms
contain secret doors and traps. Whenever you leave the dungeon, you can pawn your treasures at the inn for
weapons, armor, and healing salves. Since the program doesn’t keep track of each treasure’s worth (you look it up),
it is quite possible to cheat.

The author has shown as much thought in preparing the documentation as in writing the program. The
documentation includes a “Book of Lore,” which not only relates how to play the game, but provides the player with
the background and mechanics of fantasy role-playing games in general. In sum, this is an excellent game, one that’s
very involving. With its numerous difficulty levels and play options, the game can last for hours. F ortunately, games
can be saved if you become pressed for time.

SEELE TN
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HELLFIRE WARRIOR Department: Entertainment

Company: EPYX/Automated Simulations Sugg. Retail: $39.95
Language: Basic Availability: 7
Hardware Requirements: 32K, disk drive. Disk or Tape: Disk*
OVERALL RATING B EASE OF USE B- ERROR HANDLING A-
GAME CONCEPT B+ SKILL INVOLVED c DOCUMENTATION B+
CREATIVITY B CHALLENGE B+ HOLDS INTEREST? B
GAME DEPTH B GRAPHICS B- VALUE FOR MONEY B

Hellfire Warrior is a full-length Hi-Res adventure game that almost literally starts where Temple of Apshai, also
by Automated Simulations, left off. It has no time limit, as do the shorter Morloc’s Tower, Datestones of Ryn and
Rescue at Rigel programs, but it have the same system commands and overall format as does the longer Temple of
Apshai.

The game requires exploration of Levels Five through Eight of the Temple of Apshai. Your character explores the
60 rooms of each level in search of treasures and a sleeping Brunhilde. Naturally, a multitude of monsters are
encountered and ‘must be dealt with. The level number is proportional to the strength and power of its inhabitants,
so if you're brand new to the Automated Simulations series, you might consider the Temple or, for the general flavor

of the game system, the faster playing Morloc’s Tower. On the other hand, if you liked the predecessors, you’'ll love
Hellfire Warrior.

GATEWAY TO APSHAI Department: Entertainment
Company: EPYX/Automated Simulations Sugg. Retail: $40.00
Language: Machine Availability: 6
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING -] CONTROLLABILITY 8 ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED c DOCUMENTATION c
CREATIVITY B CHALLENGE B HOLDS INTEREST? B
GAME DEPTH B- GRAPHICS B VALUE FOR MONEY B-

Gateway to Apshai its the arcade style of fantasy role-playing more than its sister product, Temple of Apshai. The
game takes place in real time with a joystick-controlled hero, thus progressing faster. You gather treasure in a
multi-level dungeon filled with traps and monsters. The game presents a choice of sixteen different, huge dungeons
containing seventy rooms on each of eight levels. You have six and a half minutes to explore each level. If you finish in
time, you teleport to the next level which is deeper and harder. The game ends when you have completed all eight
levels—or have exhausted your eight lives. Luckily, your hero is endowed with strength, agility, luck, and health.
The computer awards you bonus points if you fight well and complete a level under the time limit. Watch your
health as death occurs if that value falls to zero, although sometimes you find healing salve to restore your health.

You play the game using a joystick and three function keys. The Option key lets you use items in your bag, for
example, a key to unlock doors. The Select key lets you search a room for a secret door or trap, drop an item, move to
the next level, or check your status. The Start key puts you in the fight mode. You begin with a dagger, but soon
obtain a bow, arrows, and a short sword. You switch between weapons by repeating the fight mode command.

As you begin your search, the unexplored areas are hidden. When you move into a room, its contents and walls
become visible. Sometimes bats, snakes, ghouls, and slime mold protect the treasure. Most you can kill with a sword
thrust, butitis safer to kill them from afar with an arrow. Draw your weapon quickly, as a monster may lurk nearby.
Treasures and other items, like healing potions and spells, are easily acquired and with little regard for traps—they
seem to have little effect.

Although Gateway to Apshai is an introduction to the more difficult fantasy role-playing games like Temple of
Apshai, I found it a better game in many ways. First, it moves faster and holds your attention longer. Second, it
eliminates many of the keyboard commands that prove so frustrating to children. Yet the game retains much of the

flavor that made the original series popular. Finally, the cartridge form makes it available to owners of Atari 400 and
600XL computers.



CURSE OF RA Department: Entertainment

Company: EPYX/Automated Simulations Sugg. Retail: $19.95
Language: BASIC Availability: 7
Hardware Requirements: 32K, disk drive. Disk or Tape: Both
OVERALL RATING B CONTROLLABILITY B- ERROR HANDLING A-
GAME CONCEPT B+ SKILL INVOLVED c DOCUMENTATION B+
CREATIVITY B CHALLENGE c+ HOLDS INTEREST? B+
GAME DEPTH B+ GRAPHICS B- VALUE FORMONEY B

Curse of Ra is the second expansion module for the Temple of Apshai, which you must have in order to make use
of this program. This module adds four new levels to explore, more treasures to find, and more monsters to fight.
Getting started requires booting Temple of Apshai, awakening or creating a new character, and inserting Curse of
Ra when you’re ready to leave the inn.

The setting is ancient Egypt; the task is to gain entrance to each of two pyramids, the Great Sphinx and the
powerful Statue of Ra, and get the four treasures powerful enough to overcome the Curse of Ra. Naturally,
inhabitants of these pyramids take exception to trespassers, and there are numerous traps and associated dangers.
Due to the power of some of the monsters, it is advised to visit each level in numerical order. Ra contains over 100
rooms, and mapping is still a must. To complicate life, there are many secret rooms that are disclosed only by careful
examination.

Game technique is the same as Apshai. Hi-Res figures are seen inside or outside of a maze of walls, as if viewed
from above. Each level has room and treasure descriptions, but only in the Player’s Manual — a distraction to the
flow of the game, especially if one is trying to fight off a monster at the same time. As before, running away from
some monsters will materially prolong your character’s life.

Survival in Ra is not too difficult, and players of the Dunjonquest series will throughly enjoy this new addition of
monster-whomping, mapping, and exploration.

STARQUEST/STAR WARRIOR Department: Entertainment

Company: EPYX/Automated Simulations Sugg. Retail: $30.00
Language: Atari BASIC Availability: 7
Hardware Requirements: 32K; disk drive or cassette player. Disk or Tape: Both
OVERALL RATING B CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED 8 DOCUMENTATION B
CREATIVITY B- CHALLENGE B HOLDS INTEREST B
GAME DEPTH B- GRAPHICS C+ VALUE FOR MONEY B-

Compared to Automated Simulations’ earlier programs, Star Warrior is more like a shoot-’em-up, Real Time
game (especially at the higher difficulty levels), and seemingly faster paced. It is difficult to beat, while presenting
even experienced players with a significant challenge during each new game.

As a futuristic and well-armed space warrior, you have your choice of two scenarios and three types of armored
weaponry (plus a customizing capability). In one scenario, your mission is to create a diversion while your unseen
compatriot attempts to clandestinely locate and assassinate the tyrannical Military Governor of the beleaguered
planet Fornax. In the second scenario, you assume the assassin’s role. In either case, you will have your hands full
locating (or evading) nine different types of mobile armed units, two forms of fixed weapons, and three types of fixed
installations, including “Civilian” (which is a no-no for your attacks). Your potent forms of weaponry are: semi-
invisibility, and the ability to fly, jump, and move through four types of terrain, all the while managing a limited
energy supply.

The background and the game-specific documentation are very good, as are the Hi-Res graphics. The commands
are sufficiently varied and inclusive to fully control your “destiny,” and make for a very challenging game, even at
the lowest difficulty level. While bearing strong resemblances to Rescue at Rigel and Dunjonquest, Star Warrior
moves at a faster pace, and provides a greater degree of personal involvement.
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GWENDOLYN Department: Entertainment

Company: Artworx Sugg. Retail: $27.95
Language: BASIC Availability: 8
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING D CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED F DOCUMENTATION B
CREATIVITY c- CHALLENGE F HOLDS INTEREST? F
GAME DEPTH D GRAPHICS c VALUE FOR MONEY F

Gwendolyn s a single-player graphic adventure program by the author of Crypt of the Undead and King Arthur’s
Heir. In this game, you are Prince Maracus, whose bride-to-be, Princess Gwendolyn, has been abducted by an army
of dwarves. You must search through the caverns beneath your kingdom and rescue the lady from her captors.

At each point during the game, you are presented with a picture of your location, along with the compass
directions in which you may move. You push your joystick in the desired direction and press the fire button to move,
at which point a picture of the next location appears. Pressing the fire button without moving the joystick calls up a
menu of additional functions. These include picking up objects, using these objects, getting an inventory, saving the
game, and displaying your score. This last function serves no particular purpose, because you get no hint of what this
score means.

The instructions mention some of the objects to be found along the way, along with their peculiar functions. This is
important, since using an object outside of the room where you should use it will cause it to explode. This is the only
obstacle in the game, other than the effort of mapping the caverns. You cannot lose this game except by destroying a
needed object. (In testing this game, I simply saved the game before trying objects. If I chose the wrong object, I
could then restart at that point, thereby not wasting any time.)

None of the problems presented in Gwendolyn proved even mildly difficult. As with his previous games, the
author has provided clues so obvious as to insult the intelligence of his audience. Assuming that you keep a

reasonably accurate map as you go along, the entire game can be played in under two hours, unless boredom reaches
you before you reach the princess.

DUNZHIN Department: Entertainment
Company: Screenplay Sugg. Retail: $29.95
Language: Machine Availability: 7
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING D+ CONTROLLABILITY D ERROR HANDLING N/A
GAME CONCEPT c+ SKILL INVOLVED D+ DOCUMENTATION c
CREATIVITY Cc- CHALLENGE C- HOLDS INTEREST? C-
GAME DEPTH c GRAPHICS D+ VALUE FOR MONEY D

Dunzhin is one of a series of programs that attempts to bring fantasy/role-playing games to the Atari. You are a
level one warrior outfitted with a sword and suit of chain mail who seeks certain valuable objects in the lowest level
of a dungeon inhabited with monsters and full of deadly traps. Your battle experience slowly increases until you can
tackle the strongest foes who inhabit the deep, dark passageways.

This game is played by keyboard commands. The map is automatically drawn as you explore each level of the
dungeon, and each of the 15 rooms is designated by a letter on separate floors. Three teleport you to arandom room
on another level, three are filled with poisonous gas, and three heal you. In addition, there are three armor repair
rooms in the dungeon. Most of the monsters are in the hallways, but a few guard treasure in some of the rooms. The
main object in the lowest level is guarded by three nasty monsters.

Keyboard movement becomes tedious in long games. For example, to move east two squares requires the
command, M E2. Joystick control should have been implemented in this TRS-80 translation to make things easier.
Likewise, battle commands require you to designate both the command and the area you wish to aim at. The battles
become long, drawn out events, and sometimes you want to avoid this tedium by bribing a monster or fleeing just to
speed up the game. Traps are time oriented and require a quick response to escape.

On the whole, Dunzhin is a fair, cohesive, but sometimes tiring game. The graphics, while adequate, lack
excitement and animation, and an easier control system with better graphics would have been a big improvement.
This text game draws its map while the warrior explores. Fortunately, it has a save game feature for those who plan
to continue over a period of days.



CRUSH, CRUMBLE AND CHOMP Department: Entertainment

Company: EPYX/Automated Simulations Sugg. Retail: $30.00
Language: BASIC Availability: 8
Hardware Requirements: 32K, disk drive. Disk: Disk*
OVERALL RATING B+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT A- SKILL INVOLVED B+ DOCUMENTATION B+
CREATIVITY A- CHALLENGE A- HOLDS INTEREST? B+
GAME DEPTH B+ GRAPHICS C VALUE FOR MONEY B

In Crush, Crumble and Chomp you can play one of six featured monsters (or one of your own home-grown
creatures) to attack the city of your choice: San Francisco, Washington, D.C., New York City, or Tokyo Harbor.
With your fiery breath you can burn entire cities or smash them underfoot. You can block roads with your webs and
escape underground where tanks dare not tread. Your monster can tear apart bridges with its tentacles, emit an
ultrasonic scream as you grab the populace and fly over a city of smoking ruin.

Of course, being a monster isn’t easy. You're always hungry. A good rule is: if it moves, it’s edible. And the city,
played by your friendly computer, has an arsenal of police cars, tanks, artillery, helicopters, National Guard, and
your indomitable mad scientist.

You control the monster with a variety of keyboard commands. All monsters have a basic command structure that
controls general direction, head position, and movement. Some monsters can burrow, another can fly. All can
crumble buildings or grab individuals fleeing in the crowds. Each has its specialty, like (A)tomize or (U)ltrasonic
Scream, (B)reathe Fire, (W)eb (weave obstructing web), or (Z)ap flying units with ray gun. Control is rather
sluggish. This is because you're taking turns with the computer and it’s not ready for your next command. Be
patient; the computer has to update the screen and attack before you can make the next move. Unfortunately, by the
time it allows you to enter the next command your prey has moved away. Also, you can’t change your mind once you
type a command and must wait for your next turn to correct your error.

You can monitor the game on a map as you move around sections of the city. Your monster’s health, his hunger
status, head position, and general direction are all displayed on the right side of the screen. The head position is
displayed in all its living facial monster horror. It keeps you aware of who or what you are.

Yes, this game is for real and it actually can be fun to play once you get used to the keyboard controls. It is
certainly a way of releasing your aggressions and no different than those shoot-’em-up games where you play the
good guy and kill the aliens.

The graphics are a little disappointing. The display map and animation are done with animated character set
graphics, but the display update is slow and cumbersome. As a translated Apple game, it does not take advantage of
the Atari’s fine scrolling capabilities. Instead, this game laboriously draws a new map once the monster goes off the
edge of the screen. In a game that essentially runs in Real Time, this is somewhat distracting. Despite the game’s
rather slow play, it offers a lot of creativity, is challenging, and is well documented in a lengthy but humorous vein.

DUNZHIN CRUSH, CRUMBLE & CHOMP
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EXCALIBUR Department: Entertainment

Company: APX Sugg. Retail: $29.95
Language: Machine Availability: 7
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING A ~ CONTROLLABILITY A- ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED A DOCUMENTATION B+
CREATIVITY A- CHALLENGE A- HOLDS INTEREST? B+
GAME DEPTH A GRAPHICS -] VALUE FOR MONEY A-

“The brightly glowing sword rising slowly out of the water on the title page sets the scene for the adventure-war
game Excalibur. It transports you back to the days of Arthurian legend and the small kingdom called Camelot. Here
Arthur forged a new kingdom, with the aid of Merlin the magician and the prowess of the knights of the Round
Table.

Chris Crawford and his staff of programmers at Atari’s Games Research spent twenty months developing this
mammoth game, perhaps the largest ever designed for the Atari computer. For you to play the interconnected
segments of the game, you must constantly reload disk files. The object is to unite Britain. This task proves difficult
because Camelot, a small kingdom, has few knights to aid in the conquest. In addition, rival kingdoms with
power-hungry kings surround it. Arthur must bide his time, meanwhile raising and training an army both for defense
and offense. To achieve his objective requires diplomacy rather than fighting, lest he weaken his meager forces
further in profitless combat. Instead he makes alliances, demanding tribute for protection. To accomplish this, he
must first prove to the lesser kings that he can defeat them in battle. Solving this problem requires subtlety and
experience. Luckily, he has the aid of his knights and Merlin. Merlin is both powerful and loyal, but the knights less
so. Watch where they stand in the throne room. Loyal warriors stand close to the throne. Some can be influenced by
gifts or honors, and may flee to save themselves in battle rather than fighting for their king. Merlin, however, uses his
magic to help Arthur. But the more he uses his power, the weaker it becomes, and this limits his ability. He has
constructed a map room for the king that shows all of the British kingdoms and reveals enemies and news. All magic
takes place in his own room. There he can cast a plague on an enemy’s army, or pestilence on a rival’s crops,
weakening them in their opposition to Arthur. From here he can invisibly transport Arthur to another king’s castle to
spy on the treasury (to determine the enemy’s wealth), the throne room (to tally the power of the king’s knights), or
the map room (to gauge the king’s feelings towards Camelot or another kingdom).

Arthur’s own treasury room marks the location of all financial decisions, such as raising taxes and spending money
toraise an army. Here he keeps records of tribute paid to him or that he must pay. One column in the records lists the
actual values, while a second lists projections (subject to change by joystick control).

If Arthur decides to battle a neighbor, he goes to the map room and declares war on that kingdom, which then
turns red on the map. Green signifies neutrality. Next, Arthur moves to the Round Table Room and chooses knights
to help him fight. Each knight brings along the peasants that he has trained as soldiers. Arthur should leave at least
one knight behind to defend the kingdom. When he exits the throne room, he enters the countryside outside the
castle. The computer pauses here to load a large, scrolling map that shows the entire island of Britain, itsrivers, seas,
castles, and farmland. Arthur and his small band of knights march cross-country to the enemy king’s land and begin
to pillage his crops. If the enemy king decides to fight, a sword appears in challenge. The computer now pauses to
load the battle portion of the game, which resembles Crawford’s Legionnaire war game. Two rows of knights face
each other on the field, each designated by a shield (one of which spells Crawford’s name backwards). Moving the
cursor to a knight reveals his name and the number of soldiers with him. You give commands by moving the cursor to
a knight, pressing the button, and repositioning the cursor to where you want the knight. The battle can become
quite dynamic, with new orders given constantly as the battle progresses. When the knights meet, they flash and you
hear clanging sounds. Strength, courage, and tactics determine the outcome. The novice relying on weaker forces
often loses the first battle and thus the game.

The game’s graphics vary widely. The castle rooms are plain yet informative, but Merlin’s room is superbly
rendered. Images there sparkle and fade magically. The scrolling map of Britain employs wonderful detail and
color, but the battle scenes show only the shields to represent knights.

Excalibur is destined to become a cult game. A highly complex game of strategy, it requires hours, sometimes tens
of hours to play. Fortunately, it has a Save-game option. It appeals mainly to the seasoned wargamer or fantasy
role-player. Although slow, it holds your interest over an extended time once you have mastered some of the basic
elements of play. It requires patience and restraint, certainly, and the novice will need to exercise them to avoid
losing the game quickly and becoming discouraged. The level of difficulty alone may discourage many beginners,
but those who persevere will find an ample reward in the game’s incredible depth.



EXCALIBUR EXCALIBUR

RESCUE AT RIGEL Department: Entertainment
Company: EPYX/Automated Simulations Sugg. Retail: $29.95
Language: BASIC Availability: 8
Hardware Requirements: 32K Disk or Tape: Both
OVERALL RATING c+ CONTROLLABILITY c+ ERROR HANDLING A
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION B
CREATIVITY B- CHALLENGE B- HOLDS INTEREST B
GAME DEPTH c+ GRAPHICS D VALUE FORMONEY  C+

This game, modeled after the successful Dungeonquest series, is the first in their Starquest series. It is a science
fiction game where you, the hero, attempt to rescue 10 humans held captive in a pyramid shaped Tollah moonbase.
Armed with a blaster and a powerpack supplying your laser, shield and bionic gear, you attempt to find the humans
and teleport them back to your base ship. The moonbase floors are connected by graveshafts and each floor and
room has enemy Tollahs, monsters and sentry robots who consider you the enemy. The user has 60 minutes to
complete the mission.

All commands are entered by keyboard as single letter commands (i.e., B=Blast, S=Shields, etc.) A quick
reference card is supplied. Since Rescue at Rigel was the first of the EPYX games on Atari, it has very poor graphics.
Nonetheless, it is a challenging game even on the easiest level, and enjoyable to play.

DATESTONES OF RYN Department: Entertainment
Company: EPYX/Automated Simulations Sugg. Retail: $19.95
Language: BASIC Availability: 6
Hardware Requirements: 32K, disk drive or cassette Disk or Tape: Both
OVERALL RATING c+ CONTROLLABILITY B- ERROR HANDLING A
GAME CONCEPT B SKILL INVOLVED Cc DOCUMENTATION B
CREATIVITY C+ CHALLENGE c HOLDS INTEREST c+
GAME DEPTH c GRAPHICS C+ VALUE FORMONEY  C+

Datestones of Ryn is the second of the Dungeonquest series of fantasy games. This is the first of their “mini-
adventures,” since the character is defined and a time limit of twenty minutes is imposed.

One spends time exploring a building filled with monsters and thieves that try to stop you from recovering the
missing ten datestones. As in the others of the series, the positions of all objects and monsters are randomized in a set-
piece map, which appears in sections as one explores. Fighting sequences are animated with shape tables.

See the review on Temple of Apshai by the same vendor for an even more extensive example of this type of
program.
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ULTIVIA 1] Department: Entertainment

Company: Sierra On-Line Systems Sugg. Retail: $53.95
Language: Assembly Availability: 9
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING A CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B DOCUMENTATION B
CREATIVITY B CHALLENGE B HOLDS INTEREST? A
GAME DEPTH A GRAPHICS A VALUE FOR MONEY A

Ultima Il is the long awaited follow-up to the original Ultima, a fantasy role-playing game by Lord British. It seems
that when Mondrain was finally killed in the earlier game, we didn’t find and deal with his apprentice, Minax. Now
that she has come of age, she is even more powerful than her predecessor.

More than a simple successor with new maps and challenges, Ultima II’s three disk sides take you to several towers
and villages, five time periods, and ten planets, in addition to the towns, castles, and dungeons that players of the
original game will remember. This time, towns and castles, as well as villages, are in the colorful, multi-screen
scrolling form that so distinguished Ultima. Each of their layouts and contents are different, except that one of the
castles appears in two time zones. There are time portals, horses, ships, airplanes, and rockets to ride around in.
Fewer dungeons and towns provide a more balanced game.

The commands are generally the same, but have been streamlined by dropping those which were seldom used
and adding two more useful ones: an interrupt, (Y)ell, to permit a pause for thoughtful planning, and a (V)iew
command which provides an excellent single screen graphic of the location in which you are currently scrolling your
merry way. Without it, Ultima II would be a mapmaker’s ultimate challenge; as it is, mappers will have plenty of
action in the dungeons which seem to go on forever. The command execution time is also pleasantly speeded up over
the original. The game even comes complete with a neat cloth map representing most of the time portals on a
“from-to” basis; it’s pretty, but not much use in the game.

To achieve the goal and rid the universe of Minax, your fantasy character (your choice of four races, three types,
two sexes, and six allocatable attributes) faces many hours of searching, interrogations, and monster whomping. The
monsters serve as a source of gold, and there are many ways to spend your hard-earned loot; many are mandatory if
you are ever to succeed in winning. You only need to obtain two objects to defeat Minax, but both take time, thought,
and money—so it’s back to whomping monsters.

There are a few bugs, but none fatal. As a hint, load up on Strength at the outset, as it’s the one attribute that can’t be
increased. Also, don’t exit the town if any attribute goes over 99, unless you're rolling in gold. My only gripe is that it
has the same Save-game routine as in the original Ultima. While you can save it at any point, it can be recalled only on
Drive A through lengthy rebooting. Yet such defects pale in the face of the graphical tour de force; whether you
played the first version or not, this one is a must.
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MORLOC'S TOWER Department: Entertainment

Company: Automated Simulations Sugg. Retail: $19.95
Language: BASIC Availability: 7
Hardware Requirements: 32K cassette Disk or Tape: Both
OVERALL RATING B+ CONTROLLABILITY B- ERROR HANDLING A
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION B
CREATIVITY c+ CHALLENGE B- HOLDS INTEREST B+
GAME DEPTH c GRAPHICS B VALUE FOR MONEY  B-

Although Morloc’s Tower is not as elaborate as the Temple of Apshai, Automated Simulations has provided yet
another entertaining and challenging adventure game. The object of the game is to find and kill the mad wizard,
Morloc. One spends his time wandering through the six floor dungeons, battling monsters and finding treasures.

A plus to this game is that every time you play this adventure, the traps, monsters and other surprises are found in
different locations. In addition, you can compete against your friends or your own past performance. The game is
appropriate for beginners as well as advanced players since there is no “right” way to win.

Documentation is excellent. The authors provide a very attractive layout with clear and concise instructions

including helpful hints. As a last resort, the player may wish to read some of the “answers” which disclose where
Morloc may possibly be found.

SURVIVAL Department: Entertainment
Company: United Software of America Sugg. Retail: $24.95
Language: BASIC Availability: 4
Hardware Requirements: 40K, disk drive. Disk or Tape: Disk
OVERALL RATING C+ DIFFICULTY c+ ORIGINALITY B
PUZZLE QUALITY c+ EASE OF USE B- DOCUMENTATION B+
TEXT QUALITY c+ VOCABULARY c HOLDS INTEREST? C+
GRAPHICS QUALITY N/A SAVE/RESTORE B VALUE FOR MONEY B-

Imagine being dropped into a mountainous area and searching for diamonds. Your are running short of food and
water, and must find more in order to survive and continue your search for the treasure. All this must be
accomplished in Survival within a prescribed time limit.

The game features displayed elapsed time, changing from day to night and also recording weather changes. There
are nine levels of difficulty with the higher levels presenting more hazards, including some formidable predatory
creatures. The adventure is text only, however, it does have sound effects, and the background screen color changes.
Vocabularly is limited. This adventure should be mapped, and it is best to do so on the easiest levels (diamonds are

present only on the higher levels). You can save the game at any time, at which point and score will be given.
Survival, in short, has its high points.
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Adventure Games

ADVENTURE Department: Entertainment
Company: Compu-ware Sugg. Retail: $24.95 disk/$19.95 cassette
Language: Assembly Availability: 9
Hardware Requirements: 32K, disk drive or cassette player Disk or Tape: Both
OVERALL RATING A+ DIFFICULTY A ORIGINALITY A
PUZZLE QUALITY A EASE OF USE A DOCUMENTATION B
TEXT QUALITY A VOCABULARY B HOLDS INTEREST? A
GRAPHICS QUALITY N/A SAVE/RESTORE A VALUE FOR MONEY A

Adventure is the Granddaddy of all adventure text games. It was originally written in Fortran in the mid-1970’s
for the Digital Equipment PDP-11 series of computers by Crothers and Wood. In it, you confront a unique world
consisting of 130 rooms, 15 treasures, 40 objects useful to your quest, and 12 obstacles.

The computer represents your eyes and hands, dutifully responding to your two word instructions as to which
direction to go, and when and how to manipulate the objects you encounter. Adventure starts with a message: “You
are standing at the end of a road before a small brick building. Around you is a forest. A small stream flows out of the
building and down a gully.” After describing what you can see, the computer awaits your order to enter the nearby
building or go off to the (N)orth, (S)outh, (E)ast, or (W)est. With any kind of luck, you’ll find your way to an
enormous underground cavern (which is beautifully described). The many rooms and passageways contain treasures
for you to find, a variety of none-too-savory inhabitants to outsmart, and pitfalls to be avoided. Violence and the
warding off of monsters are not a major part of Adventure, but you can manage to kill yourself if you aren’t careful.
The snares are not random between games; and once you learn how to deal with the trolls, dwarves, the dragon, the
pirate, and so forth, you will be better prepared for your next inevitable bout with them.

Adventure is highly addictive. It definitely should be mapped by all adventurers. Many hours can be spent
obtaining ALL the treasures, and in attempting to become a Grand Master, after which you are borne off on the
shoulders of the cheering elves. “Winning” depends upon your perspective, but the score is accumulative as you
progress. Sometimes you receive points for solving a particular puzzle, enabling you to reach a new passage in the
cavern; but points are primarily accumulated for finding treasure and returning it to the building. The game, which
can literally take days to play, can be saved at any point.

This game is definitely a classic. The adventure is very logical and very enjoyable to play. While it may not be a
beginner’s game, it can certainly be played by patient and perservering adventurers of all levels of skill.

WARLOCK'S REVENGE Department: Entertainment
Company: Synergistics Software Sugg. Retail: $34.95
Language: AtariBASIC Availability: 5

Hardware Requirements: 40K, disk drive. Disk or Tape: Disk

OVERALL RATING C- DIFFICULTY C ORIGINALITY C
PUZZLE QUALITY C EASE OF USE B DOCUMENTATION D
TEXT QUALITY B VOCABULARY D HOLDS INTEREST? C
GRAPHICS QUALITY Cc SAVE/RESTORE B VALUE FOR MONEY C-

Wizard is an uncomplicated and straightforward adventure game. The objective is to find all the treasures within
the four linked, but otherwise independent game segments. The game utilizes black and white, Hi-Res drawings as
you traverse your way through the dungeon.

The game will provide a modicum of challenge in mapping the environment, as all areas must be covered to locate
the widely scattered treasures. While this adventure does respond to a very limited vocabulary, it occasionally
displays some very frothy text statements (i.e., for a perfect score, “You are a grand exalted whiz bang all time
poobah, and a nice guy”). After the first phase, a save-game option is available, which should be used if the player
still has four “lives™ available for each of the 7 characters he may assume. The balance of the game’s challenge lies in
proper management and usage of these character types.

All in all, Wizard is satisfactory for adventure game beginners, while it can serve to “pass time” for devotees:

however, don’t confuse it with The Wizard and the Princess as far as graphic excellence or thought-provoking
challenge is conderned.



STARCROSS Department: Entertainment

Company: Infocom, inc. Sugg. Retail: $39.95
Language: Assembly Availability: 8
Hardware Requirements: 32K Disk or Tape: Disk*
OVERALL RATING A CONTROLLABILITY A ERROR HANDLING B
GAME CONCEPT B SKILL INVOLVED A DOCUMENTATION A
CREATIVITY B CHALLENGE 8 HOLDS INTEREST? A
GAME DEPTH B GRAPHICS N/A VALUE FOR MONEY A

Starcross is a science fiction, all-text adventure game that continues to offer the quality and enjoyable features
expected of Infocom, including the excellent Save-game capability, command parsing, and vocabulary. It's long ago
and far away, when suddenly the strident alarm of your one-man spaceship advises you of an uncharted mass in
space. Naturally curious, you rendezvous, map the eighty or so locations of the game, and encounter remnants of an
earlier alien civilization, including their advanced technology, religious superstition, and past tragedy.

With a few exceptions, the puzzles are more of a singular nature than the interactive kind. While the game is
somewhat less difficult than its predecessors in the series, there is a relatively difficult sequence which involves
obtaining one of the twelve differently colored control rods. Thereafter, it becomes a matter of following through on
the logic of the game, placing the rods in appropriately colored slots, and devining the real purpose of your presence.
With luck, you will be accorded the salutation of Galactic Overlord.

Unfortunately, the game ends at its high point, where suddenly everything comes together and all becomes clear.
This final scene could have been the basis of a game itself. Along the way, there are several clever side issues; for
example, the Ray Gun may be fired at just about anything. Most responses are unique, and frequently have a
humorous twist—even when you end up getting killed. Throughout, the true use of the Ray Gun, which is required to
successfully complete the game, is neatly disguised.

While the prose is less expansive than in the Zork series, the plot and storyline are excellent. Like a good book,
Starcross stimulates the imagination by not entirely explaining what happened in the generations during which the
huge artifact has drifted. It is almost a shame to waste the story on kids, who will simply enjoy it for its puzzles, and
who just might embarrass Dad with some questions about the periodic tables, Newton’s Third Law, and solar system
basics.

CRYPTS OF TERROR Department: Entertainment
Company: Inhome Software Sugg. Retail: $29.95 cassette / 34.95 disk
Language: BASIC Availability: 4
Hardware Requirements: 16K; disk drive or cassette player. Disk or Tape: Both
OVERALL RATING c+ DIFFICULTY B- ORIGINALITY A
PUZZLE QUALITY B EASE OF USE c DOCUMENTATION c
TEXT QUALITY c VOCABULARY c HOLDS INTEREST? c
GRAPHICS QUALITY €+ SAVE/RESTORE c VALUE FORMONEY  ©-

Crypts of Terror is a Real Time adventure game. Its goal is to find the Magic Ring of Power in one of the treasure
chests in the fifty Crypts, and return it to Crypt One. If you do so, you will learn the secret keyword to the next level
of difficulty.

The game is the typical slug-it-out-with-the-monsters game in which you need to find enough treasures and
supplies in the various chests to remain alive and complete your quest. There is a monster in every room that must be
killed with a sword or rifle (you need bullets, remember) before you can open a chest. Since you can only carry one
item at a time, you must double back and exchange your sword for a key by passing over the item that you wish to
carry. You must refrain from pressing the fire button when you want to drop objects. In this game, a map is
displayed showing the contents and status of each room. It is available after you have opened a chest. Since plotting
all of the items is rather slow, pressing the button is to be avoided.

Life points dwindle rapidly in any encounter with the monsters. Extra life points can be earned by finding food in
the chests, or by trading gold coins with the Tree of Life. You must balance tighting with finding enough treasure to
sustain life. The game ends once you have lost all three of your men.

The game’s concept is good, but the game becomes rather tedious after extended play because it has no puzzle
qualities. The graphics and speed are good, considering it is an adventure game written in BASIC.

27



SCOTT ADAMS’ ADVENTURE SER'ES Department: Entertainment

Company: Adventure International Sugg. Retail: $24.95 to $39.85
Language: Assembly Language Availability: 4
Hardware Requirements: 32K, disk drive Disk or Tape: Disk
OVERALL RATING AtoC DIFFICULTY AtoC ORIGINALITY B
PUZZLE QUALITY ' AtoC EASE OF USE A DOCUMENTATION c
TEXT QUALITY B VOCABULARY B HOLDS INTEREST? B+
GRAPHICS QGUALITY  N/A SAVE/RESTORE A VALUE FOR MONEY? A

(Note on Grading: This is a series of 12 games, and the rating above represents an average. The difficulty of
Adventures 1-6 is a “C”; Mystery Fun House and the two parts of Savage Island rate an “A” level of difficulty; the
Pyramid of Doom is a “B”; Mission Impossible, Golden Voyage, and Strange Odyssey were each given a “C.” The
Overall Rating of most adventures was a “B,” with Strange Odyssey, Mystery Fun House, and Savage Island I
leading the pack with two “B + ”s and an “A - ,” respectively. Savage Island II fared rather less well, given a “C.")

Scott Adam’s Adventure Series are puzzle games, each set in a different fantasy adventure scenario. The all-text
display states what you can see and where the visible exits are. Two-word instructions lead you through a 20 to 30
call matrix, permitting manipulations of the various objects you encounter and leading to an eventual solution. The
puzzle aspect, much more prevalent than in other adventure games, comes from using the objects to further your
progress or avoid being killed. (Doesn’t everyone know that a mummy lurching for your throat can be put to sleep by
pouring water on his burning terra leaves? You did bring along the water, didn’t you? The water was easy to find,
but the empty object to carry it in was either somewhere else or hard to find.)

You may be able to solve a game in four to eight hours if you are lucky, clever, and take advantage of the “Save
Game” command periodically to avoid having to retrace all the correct steps you make up to the point you were
suddenly wiped out. If you enjoy resolving a myriad of interactive, thought-provoking exercises in deductive logic
and have the patience of a chess master, it’s easy to become helplessly addicted to those challenging games.

The program responses are exceptionally fast and often humorous. Hints and clues, when given, are always
obtuse. There are no graphics or sounds, and little use is made of color. As of this printing, the series includes 12 full
length adventures, all devilishly devious, delicately intricate, and deceptively involved. One hopes that Scott Adams’
imagination will continue to produce more in the series and at his current level of quality.

ADVENTURES 1, 2, and 3

Adventure Land. This game has the distinction of being the first of the good puzzle-adventure games. There are
thirteen treasures, above and below ground in this adventure’s 29 mappable locations. Some treasures just lie around
for the taking, but you may end up a scratching and screaming lunatic before you can truly deal with the bear.
Overall, not too difficult, and a good introduction to the tougher games in the series.

Pirate’s Cove. You must magically travel between a London flat and an island on your way to locating two
treasures. It offers a smooth storytelling style, and its 25 locations are populated by such wacky characters as a
talkative parrot, a mongoose that becomes a failure in life, and a drunken pirate who continually wanders off. The
task of building a ship on the first island is a good example of a well done interactive puzzle. It is roughly as difficult
as Adventure Land, in slightly different ways, and fun to play.

Mission Impossible. You must stop the saboteur from bombing the Nuclear Reactor. To complicate matters, you
are a walking time-bomb, and the saboteur dies before you get very far. Three differently colored rooms must be
entered in a specific sequence in this 21 location game. There’s nothing new or particularly difficult here, but things
pick up in the last of the rooms, and the game can have either an explosive or rather watery finish.

ADVENTURES 4, 5, and 6

Voodoo Castle. You are assigned the not-so-simple task of removing a curse from the Count Christo. The puzzle
takes place in the 24 rooms, hallways, and darkened dungeons of Voodoo Castle. There is a Kachina Doll, a Juju
Man, a book for removing curses, and much more. There are a few tricky spots, but the puzzle is solvable. It is very
well done and fast moving, with the best story line in the entire series.

The Count. While this game has only 19 locations with which to contend, the new element of time has been
introduced. Activities must be time-phased over several days and (parts of) nights in order to kill Count Dracula. It’s
slightly less complex in format than other games, but unique in that “things change” between night and day, and
between successive days.

Strange Odyssey. You're on an alien planet in a damaged spaceship. You need to find five treasures, fix your
spaceship, and return to home base. The first four treasures aren’t too hard to find, once you figure out how to really
move about in the 22 locations of this game. But finding the fifth treasure is a dog of a job, and it might be a pretty
cold day before you get it, even after you learn what and where it is.
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ADVENTURES 7, 8, and 9

Mystery Fun House. Spies have hidden secret plans that must be retrieved from a carnival Fun House, which
consists of 37 locations and a rather messy four-element maze. Mystery Fun House is devilishly clever, fun to play,
challenging to unravel, and difficult to bring to a successful conclusion. It is tricky to get in, easy to get thrown out,
and more than one door may prove frustrating. It’s this reviewer’s choice for the best of all twelve in the series.

Pyramid of Doom. Thirteen treasures are scattered about in an unexplored Egyptian pyramid. This 26-location
game starts out simply enough, but gets very difficult in spots; one treasure, for example, is in a logical spot where
you cannot see it, while others are guarded by a stone-hearted Iron Pharoah. Have fun. And good luck with the
Purple Worm!

Ghost Town. The locale is an Old West ghost town, complete with saloon, hotel, telegraph stations, jail, Boot
Hill, and a piano-playing ghost. Again, there are 13 treasures to find. It’s difficult in some phases, but unique in
having a game within a game. Once you've solved this 39-location adventure, try doing so again by finding the
optimum sequence of moves that will earn you the maximum bonus. In a typical Adams’ switch, there is also
opportunity for revenge on the Purple Worm.

ADVENTURES 10, 11, and 12

Savage Island, Part I. If you aren’t already familiar with this Adventure series, then this game isn’t the one to start
with. This one is for aficionados who easily solved Fun House and casually breezed through Ghost Town! Adams’
saga is more devious, treacherous, involved, tricky, and underhanded than ever. Savage Island is a long succession of
extraordinary puzzles, and entails considerable retracing of steps in and around the island. The object is to obtain
the one “password” to permit entry into Part II of this game.

Savage Island is more intricate than most games, and some parts move quickly and easily. The difficulty lies in
getting to the easy part, which follows one of the toughest and most intricate sequences that Adams has yet
conceived. To help you get into the tough part (before you reach the dinosaurs, UFOs, pirates, and force fields),
remember that some sickly animals can be cured with a dose of salts.

Unfortunately, Adams has somewhat flawed a potentially perfect masterpiece by inhibiting the save-game feature
during the early, surprisingly difficult part of the game. This, coupled with two very dangerous killers who appear
at random (like the Ice Hound of Strange Odyssey), often prevents you from getting back to the place you had
previously been in order to deal with your tormentors. The resulting frustration kills much of the interest and
perseverance required to solve any Adams adventure. It can be done, however; and with the restoration of the save-
game aspect, Savage Island, Part I could become the type of fun and challenging adventure enigma to lead this
excellent series.

Savage Island, Part II. The second part of this game starts out with a bang, so to speak, while displaying the
admonition that “Part I was a piece of cake compared to what you are about to go through.” Playing was so tough
that it required 30 minutes of struggling just for this reviewer to survive the first move, another 30 minutes for two
more moves, and another three hours to get up to five moves! Note that Part I must be conquered in order to gain the
necessary password to get into Part II (although the reason for this isn’t clear, since the games have relatively little in
common, except for the Pirate). ‘

Golden Voyage. This game is another matter. It's one of the easiest of Adams’ puzzle games almost to the end, and
then it becomes only a little harder but a lot more interesting. You are given three days to find the potion required to
restore the aged king’s youth. It runs a bit slower than earlier games, and as a consequence the upper screen display
is quite jerky in updating. The reason for these deficiencies may well be that Adams has used a common assembly
language shell for all his adventures, resulting in certain execution inefficiencies, at least in this particular “patched-
in” game.

In general, newcomers to Adams’ puzzle games would be better advised to cut their teeth on earlier editions;
although Golden Voyage is close to being complex enough to provide the necessary “training.” Even then, the Savage
Islands are almost too tough, except for the dedicated and somewhat masochistic expert adventurers.
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Z0RK Department: Entertainment

Company: Infocom Sugg. Retail: $39.95
Language: Assembly Availability: 8
Hardware Requirements: 40K, Disk Drive Disk or Tape: Disk*
OVERALL RATING | A+ DIFFICULTY B ORIGINALITY A
PUZZLE QUALITY A EASE OF USE A DOCUMENTATION B
TEXT QUALITY A VOCABULARY A+ HOLDS INTEREST? A
GRAPHICS QUALITY  N/A SAVE/RESTORE A+ VALUE FOR MONEY A

Zork is THE definitive adventure game. Only the original Adventure program and the Scott Adams’ series are
comparable in challenge and complexity. It has the monstrous scope, fundamental tenets, and beautifully
descriptive prose of Adventure, plus a complex enough “puzzle” structure to warm the heart of any Adams fan.

The scenario is familiar, but the specifics are totally new and different. Not surprisingly, one starts at a deserted
house which leads (in hopefully short order) to a cavernous underground complex replete with varied and sundry
treasures, a hungry Cyclops, an audacious Thief, a testy Troll, enchanted items (like mirrors and certain knives), an
underground lake, dam, and river, to say nothing of the coal mine, chapel, maze, and on and on ad infinitum, even
unto the Gates of Hell.

The split-screen, all-text, and silent display is neatly formatted and scrolls very well. The vocabulary is out of this
world; by far the most extensive yet encountered. Compound and multiple commands are accepted and individually
acted upon. For example, “Take all but shovel and pump. Enter the boat. Examine Scarab” is a valid, single
command line. It will even answer a few abstract qustions such as “What is xxx?” and “Where is yyy?” Through it
all, the speed of the game is satisfyingly fast. Well conceived system commands permit diagnosis of your state of
health, control over the degree of text verbosity, enabling/disabling a printer from within the program, and saving a
game’s status (only one) to a separate disk.

Zork will require at least the same amount of time (or more) than was required to achieve a perfect score in
Adventure. For those of fainter heart and lesser patience, Infocom’s well written documentation advises that a price

list is available for various hints and maps. But whether you tough it out or not, the best news is that this is only Part
Il

ZORK I Department: Entertainment
Company: Infocom Sugg. Retail: $39.95
Language: Assembly Availability: 8
Hardware Requirements: 32K, Disk Drive Disk or Tape: Disk*
OVERALL RATING A+ DIFFICULTY B ORIGINALITY A
PUZZLE QUALITY A EASE OF USE A DOCUMENTATION B
TEXT QUALITY A VOCABULARY A+ HOLDS INTEREST? A
GRAPHICS QUALITY  N/A SAVE/RESTORE A+ VALUE FORMONEY A

Zork 11 comes reasonably close to filling the large shoes left by the first Zork. It continues the all-text, split-screen
adventure, starting in the Stone Barrow where Zork I left off. There are another 400 points worth of treasures to find
and tricky activities to accomplish before achieving the primary mission of becoming “Master of the Domain”, which
is currently under the control of the senile Wizard of Frobozz. Whereas Zork was quite faithful to the original
mainframe Zork, significant changes have been included in Zork II to the extent that it is almost a “new” game for
players expecting the inclusion of the “second-half” of the mainframe game. The changes are revealed in the
inability to return to the White House, although you may get a final glimpse of it, briefly and from afar.

Zork II has the same outstanding command flexibility, wry humor, and word recognition of Zork. A well-
conceived addition incorporates eight game scenarios which may be saved and quickly recalled at any time, whether
you've been killed or not. The overall interest-holding ability may not be as intense as the original possibly due to a
certain jaded attitude acquired from too much quantitative adventure game-playing by this reviewer. The initial
phase of the contest seems to drag a bit, until the Dragon is conquered and a riddle is completely solved. An
especially interesting challenge, at which time a “save” is suggested, occurs at the point in which the demon is ready
to do your bidding.

In comparison to Zork, this game is somewhat smaller (by about 75 rooms) and has only one small, but
unmappable maze, which presents one of the more difficult puzzles. Even after you amass your 400 points, there is
still a final puzzle to solve before you become a “Superior Adventurer.” At that point, you also learn of the pleasant
surprise that Zork III is coming]!



ZORK I Department: Entertainment
Company: Infocom, Inc. Sugg. Retail: $39.95
Language: Assembly Availability: 8
Hardware Requirements: 40K, disk drive. Disk or Tape: Disk*
OVERALL RATING A+ DIFFICULTY A- ORIGINALITY A
PUZZLE QUALITY A EASE OF USE A DOCUMENTATION A
TEXT QUALITY A VOCABULARY A+ HOLDS INTEREST? A
GRAPHICS QUALITY  N/A SAVE/RESTORE A+ VALUE FOR MONEY A

Zork III completes the classic all-text adventure originally written in 1979 on the DEC PDP-11. Like its
predecessors, there is a considerable amount of “new” material incorporated not present in the mainframe version,
all written in the graphically imaginative style with which even the Atari’s Hi-Res pages cannot compete.

When Zork 111 begins, you are at the bottom of a long staircase (which should strike a responsive chord to those
who have completed Zork II), equipped only with your lamp and your imagination. At the end, you are in the
Treasure Room with all of the treasures of Zork at your disposal, including a controlling interest in Frobozzco
International. In between, you may hear, or see and hear, the fabled Dimwit Flathead, glimpse into a ritualistic
scene from a to-be-hoped-for Zork 1V, and speak with — or even command — the omniscient Dungeon Master
himself. All along the way you will enjoy the excellent save-game implementation, command parser, and
vocabulary characteristic of Infocom programs.

Zork 111, with its 58 mappable locations (excluding the 8 by 8 matrix “Royal Puzzle”), is slightly smaller than its
predecessors; but it is rich in subtle detail. It is perhaps the most entertaining of the three, with very logical, highly
interactive puzzles. It is possible to successfully complete the game and still miss much of this detail: you may never
find that peculiar set of conditions which can cause a sign to change in its inscription, hinting gently that you may
have gone astray. There are numerous, amusingly tongue-in-cheek responses to inputs that otherwise get you
nowhere. Overall, the game is somewhat more difficult than Zork II, due to several individually difficult puzzles,
and also because of their high degree of interaction. You can easily find yourself in a no-win situation, a condition
you may not realize until the game is replayed, making alternate life-and-death decisions which are available only
once.

The conclusion provides an unexpected and novel twist, but to get that far requires an equally unusual approach
as far as most adventures are concerned. Don’t count on the seven point score system giving you any real guidance as
to your true progress. It is relatively easy to have all seven points and yet find yourself in another no-win situation.
The points, like other elements of the game, only prove that things are not always what they seem. Indeed, the
toughest puzzles award no points, and several toughies remain unsolved even once all the points have been awarded.

Zork 111 represents a highwater mark for subtlety and logic, and is a Four Star must, not only for previous Zorkers
but also for anyone who enjoys adventure games or pleasurable mental stimulation. The game is a separate and

complete game unto itself, requiring no knowledge of Zork I and Zork I1. However, for maximum enjoyment and
imaginative continuity, it is recommended that they be played in sequence.

PIRATE ADVENTURE SAGA #2 Department: Entertainment
Company: Adventure International Sugg. Retail: $39.95
Language: Assembly Availability: 7
Hardware Requirements: 24K, disk drive. Disk or Tape: Disk*
OVERALL RATING B DIFFICULTY c ORIGINALITY B
PUZZLE QUALITY B EASE OF USE B+ DOCUMENTATION A
TEXT QUALITY B+ VOCABULARY B VALUE FOR MONEY c
GRAPHICS QUALITY B SAVE/RESTORE A- HOLDS INTEREST? B

Pirate Adventure Saga #2 is Adventure International’s re-release of their second adventure. As is the case with
Adventureland Saga #1 (see above), Saga #2 has been dressed up with Hi-Res graphics, and much improved
documentation, with a the separate Hint Sheet thrown in to boot. In general, the commentary for Saga #1 is equally
applicable to Pirate Adventure.

The game itself is identical in all respects to the play of the original all-text version. There are two treasures to
locate and collect, but getting them isn’t quite as easy as it may seem. In conjunction with the hint sheet, and since
Pirate Adventure isn’t one of Adam’s more difficult puzzles, it is especially recommended for beginning adventurers
and young children whose parents are willing to “lose” them for several days.
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YOU ARE IN THE DESERT

ENTER COMMENDT?
PIRATE’S ADVENTURE WIZARD & THE PRINCESS
ADVENTURELAND SAGA #1 Department: Entertainment
Company: Adventure International Sugg. Retail: $39.95
Language: Assembly Availability: 7
Hardware Requirements: 24K, disk drive. Disk or Tape: Disk*
OVERALL RATING B DIFFICULTY C+ ORIGINALITY B
PUZZLE QUALITY B EASE OF USE B+ DOCUMENTATION A
TEXT QUALITY B VOCABULARY B VALUE FOR MONEY c
GRAPHICS QUALITY B SAVE/RESTORE A- HOLDS INTEREST? B

Adventureland Saga #1 is Adventure International’s re-release of its original all-text adventure game which has
been spiffied up with Hi-Res graphics, and much improved documentation. Several command option keys have also
been added: the “Z” key toggles the graphics mode on and off, speeding the game considerably and producing an all-
text version identical to the original release. They’ve added a four position save-game option, as opposed to the single
position on the original version. It is a bit messier to use, however. The documentation is complete with at least a
partial list of recognizable key words — a major breakthrough in adventuring.

As before, the object is to resolve the puzzles so that you can find and retrieve thirteen treasures, only some of
which are easy to locate. A significant novelty (not evaluated), is that the “V” key toggles a Votrax (if you have one),
to provide spoken feedback from the game. The same key was used, however, to toggle a printer and get a running
hardcopy of the game text. A dump of the graphics is also possible, provided you have a Grappler or Microbuffer
card and an appropriate printer.

The graphics are pleasant and colorful, but are often painfully slow if a number of shape-table objects must be
drawn and filled in. “Inventory” is a particularly slow process, after the novelty of watching a graphical “bag-
dumping” wears off. This recalls the old expression of “Z” before “I” (or is it “I” before E”?). The two-sided disk
boots off one side, and eventually plays the game there. The flip side of the protected disk, through which one must
pass, carries a plethora of Al promotions, including long demos of three games and a multi-screened graphical
statement against pirating/unauthorized copying, complete with a dour-visaged Scott Adams staring balefully from
the CRT.

If you have played the lower priced text version, you'll find the graphics add little to the enjoyment of the game,
Personally, this reviewer preferred the original, as the graphics detract from the degree of imagination that is needed
to be successful. If you haven’t played the classic Al text adventures, then you'll have a treat in store — graphics or
no, these games are a must for any serious adventurer.



THE WIZARD AND THE PRINCESS Department: Entertainment

Company: Sierra On-Line Systems Sugg. Retail: $32.95
Language: Assembly Availability: 8
Hardware Requirements: 40K, Disk Drive Disk or Tape: Disk*
OVERALL RATING B DIFFICULTY B ORIGINALITY B
PUZZLE QUALITY B EASE OF USE B DOCUMENTATION c
TEXT QUALITY B VOCABULARY B HOLDS INTEREST? B
GRAPHICS QUALITY A SAVE/RESTORE c VALUE FORMONEY A

The Wizard and the Princess may well set a standard by which future graphic adventure games will be judged. As
an adventure game, the puzzles are much less involved and devious than the Scott Adams’ text games. There are
several extremely difficult and illogical hurdles which must be overcome, such as at the very beginning which
requires the crossing of several chasms. The Hi-Res graphics are excellent and, with the exception of the initial maze,
easily mapped. Color is effectively used, with various stylistic and well-designed shapes for the nearly 100 different
primary pictures (not counting variations caused by the presence of objects).

The object is to find and return a Princess who has been bewitched by a wicked wizard and spirited away to his
remote castle. It's tough just to get started. You must bypass a coiled snake; and most rocks that you might
conceivably use to kill it with are loaded with scorpions. After that, other formidable obstacles must be conquered: a
desert, a wide canyon, a wooded beach area, two tropical islands, a rickety bridge, a thieving gnome, a pirate, a
giant, a wandering merchant, and a labyrinthean and magical castle. Various objects will be encountered along the
way; some are useful, some not, and some are possessed with strange powers.

The game is straightforward and easy to play. Up to 15 different positions may be saved on a scratch disk.
Considering the unforgiving and dangerous nature of the terrain and its inhabitants, a frequent “save-game”
command is highly recommended in order to catch your breath and regenerate your derring-do.

Both kids and adults will find The Wizard and the Princess to be a very entertaining and a somewhat challenging
game that will take some doing to successfully conquer. This adventurous rouser may cause some ego-bruising in the

family, however, as the game-hardened precocity of youth will probably be the first to solve the problem in getting
around the snake.

ULYSSES & THE GOLDEN FLEECE Department: Entertainment
Company: Sierra On-Line Sugg. Retail: $39.95
Language: Assembly Language Availability: S
Hardware Requirements: 40K, Disk Drive Disk or Tape: Disk*
OVERALL RATING B DIFFICULTY B+ ORIGINALITY B
PUZZLE QUALITY B EASE OF USE B DOCUMENTATION c
TEXT QUALITY B VOCABULARY c HOLDS INTEREST? c
GRAPHICS QUALITY A SAVE/RESTORE c VALUE FORMONEY €

Ulysses & the Golden Fleece is a Hi-Res adventure game that rivals The Wizard and The Princess in overall
concept. Your mission is to find and return the Golden Fleece to the King, thereby gaining a kingdom of your own,
plus 300 bags of gold and the designation, “Level 2 Adventurer.” This mission is frought with dangers and obstacles
before you can ride home with all your riches atop Pegasus.

The game is better-conceived than its immediate predecessors; it is also much harder to solve, in part due to a
disturbing lack of recognition of many words, synonymous with text patterns, which the computer will accept. The
game also suffers from several bugs and logical shortcomings (e.g., range errors, fireproof wine, inconsistency when
reentering rooms where an event or puzzle has previously occurred). The 15 save-game capability on a scratch disk is
great; scenarios may be made or called in at any time as long as you are alive — just don’t get killed! (Hint: Save the
game upon first encountering a major puzzle or obstacle, then restore the saved version at that position after three or
four unsuccessful attempts to solve that puzzle; also, don’t bypass the Isle of the Sirens, even though it is possible to
do so.)

There are almost 150 locations to be mapped, including many near-mazes in jungles, oceans, and forests. The
majority of these are cleverly constructed to lead you to the next “correct” location. Ulysses and the Golden Fleece is
long and difficult but generally maintains one’s interest, provided one doesn’t get disgusted with the re-booting
requirement after being killed and a limited vocabulary.
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THE BLADE OF BLACKPOOLE Department: Entertainment

Company: Sirius Software Sugg. Retail: $39.95
Language: Assembly Availability: 7
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING B DIFFICULTY B- ORIGINALITY c
PUZZLE QUALITY B EASE OF USE B DOCUMENTATION c
TEXT QUALITY c VOCABULARY B HOLDS INTEREST? B
GRAPHICS QUALITY c+ SAVE/RESTORE A VALUE FOR MONEY B

The Blade of Blackpoole is a Hi-Res adventure set in the rivers, lakes, and countryside of a non-specific, medieval
magical fantasyland. The object is to find the Sword of Myraglym and return it to its rightful place. Standing
between you and success are talking plants and idols, several riddles, a booze-happy monster, a tough-hided lizard,
and a variety of ways for you to come to a premature end. A secondary object is to gain the maximum of 500 points
for solving the puzzles; it is distressingly easy to receive the final accolade of having your name proclaimed
throughout the land only to find that you have but 499 points. While most points come in clumps of about 40 at a
crack, the anticlimactic challenge is to find which object is worth that extra point.

The two-sided gamerequires only one flip during the boot-up cycle, with the entire game then played (and saved)
on the second side. The Assembly Language program is pleasingly fast in its response and color-fill time, even
though there is a degree of disk interaction. The game involves 60 locations, including a six room maze. The puzzles
are not particularly logical in their solution, but are interactive and so fun nevertheless. The vocabulary and synonym
recognition are good, but differentiation between unknown and inapplicable words leaves much to be desired. The
command parser permits the use of multiple words, and the save-game implementation permits ten scenarios to be
quickly saved or called up at any time. Should you get stuck, the friendly “Help” command may occasionally come
through, either with a blatantly obvious or oblique hint.

The principle challenge of the game is inventory management: only 6 of the 23 total objects can be carried at any
one time. Several traditional objects (vital in other adventure games) are present, but are not essential in this one.
Most have a specific application, while several objects have multiple uses, including one which must be left in a
general area in anticipation of its use later in the game. As the game involves two distinct play areas, and returning
from the second isn’t overly practical, the sequence of property management thus becomes an interesting blend of
logic, trial, and error.

While there is nothing novel or innovative in The Blade of Blackpoole, and its storyline and graphics are only so-so,
itis imaginatively done and fun to play. The overall difficulty level is slightly on the tough side; it is ideal for average
adventurers, not too difficult for novices, and yet presents experienced adventurers with an interesting and
enjoyable diversion. All in all, The Blade of Blackpoole is Sirius’s best adventure to date.

ULYSSES & THE GOLDEN FLEEECE MISSION:ASTEROID



MISSION: ASTEROID Department: Entertainment

Company: Sierra On-Line Sugg. Retail: $34.95
Language: Assembly Availability: 8
Hardware Requirements: 40K, Disk Drive Disk or Tape: Disk*
OVERALL RATING B- DIFFICULTY c ORIGINALITY B
PUZZLE QUALITY B EASE OF USE B DOCUMENTATION c
TEXT QUALITY B VOCABULARY c HOLDS INTEREST? B
GRAPHICS QUALITY A SAVE/RESTORE c VALUE FOR MONEY  ©-

This is the third of Sierra On-Line’s Hi-Res adventure games, and continues in the high-quality tradition of
Wizard and the Princess. In it, your mission is to destroy an approaching asteroid before it collides with the planet
Earth,

The elements of the puzzles are individually easy to solve. In fact, Mission: Asteriod is a very easy adventure
game, at least right up to almost the very end. The designers let you get tantalizingly close to winning. Emerging
victorious is another matter, however. It’s a real bear to fit all the necessary elements together within the fixed
number of allotted moves. The time limit, at five minutes per move, is of the essence. You're allowed a margin of
error of only two moves. When you think you’ve solved the puzzles, you need to start at the beginning. Saving a
game requires an additional move. Also needed is a complete map and, preferably, a written sequence of moves you
plan, as things can be easily overlooked with catastrophic results.

All in all, it’s a well-done winner, totally straightforward and solvable, even though there may be times when
you’ll be convinced that you can’t “get to there from here!”

PLANETFALL Department: Entertainment
Company: Infocom, Inc. Sugg. Retail: $49.95
Language: Assembly Availability: 7
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING B DIFFICULTY 8 ORIGINALITY B
PUZZLE QUALITY B EASE OF USE A DOCUMENTATION A
TEXT QUALITY A VOCABULARY B+ HOLDS INTEREST? A
GRAPHICS QUALITY N/A SAVE/RESTORE A VALUE FOR MONEY A

Planetfall is a science fiction all-text adventure in which you are an Ensign 7th Class of the Stellar Patrol. You soon
find yourself marooned on a planet, uninhabited except for a robot named Floyd. Other than wanting to getback to
your Galactic Union, the game’s purpose isn’t clear until much later, when a computer within your computer
provides some much needed detail on various aspects of your newly found world. Along the way, you will find four
subsystems to repair, and disease, hunger, and radiation poisoning to overcome before one of the alternative endings
makes everything clear. The different endings may indicate that you failed to do something necessary to achieve the
optimum solution.

The puzzles are generally clever, but not quite as interactive as other Infocom games. There are several “choke
points,” particularly early on in the game, that block alternative actions until they have been solved. The vocabulary
is quite good, as one expects from Infocom, although it seems that an excess of typing is required at times just to
prove the point that the game has a multiple word parser. In some regards, the parser seems restrictive and
unnecessary for precise syntax.

Planetfallisn’t quite as tight a game as its predecessors; there are numerous rooms in this game that are just window
dressing, in which nothing pertinent to the game can be accomplished or learned. To “complement” this, there are a
number of red herrings, which, with one exception, are not developed enough to seriously mess you up. Inventory
management may be a problem, as there are a plethora of objects to manipulate, many of which are irrelevant and
have absolutely nothing to do with the few that are the keys to the game. The puzzle is to determine which is which.

Floyd is a pleasant enough character to have around as a traveling companion, but somehow he’s not quite the
same show stealer as are several of the robots in Suspended. Allin all, Planetfall is an interesting adventure, suitable
for both the novice and for the experienced player, but not quite in the same league as some of the other recent
Infocom releases.
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ARK CRYSTAL

DEADLINE Department: Entertainment
Company: Infocom, Inc. Sugg. Retail: $48.95
Language: Assembly Avallablhty: 9
Hardware Requirements: 32K Disk or Tape: Disk*
OVERALL RATING A CONTROLLABILITY B ERROR HANDLING B
GAME CONCEPT A SKILL INVOLVED A DOCUMENTATION A
CREATIVITY A CHALLENGE A- HOLDS INTEREST? A
GAME DEPTH A GRAPHICS N/A VALUE FOR MONEY A

Deadline is the first in a series of all-text mystery adventure games from the Zork bunch. Totally engrossed, you
are seemingly pulled directly through the CRT and right into the mansion with the suspects. You, as the Detective,
are called upon to investigate the apparent suicide of a wealthy and philanthropic industrialist. There are no
monsters, treasures, mazes, wizards, or magicians; just seven characters in a house having some forty-eight
mappable locations. Sounds simple? Guess again! There are several tricky puzzles, a very involved plot, an
abundance of well-written text, characters moving independently of one another (and of you), a second suicide/-
homicide of one of the characters (under certain conditions), and the possibility of twenty-five different endings,
including your own early demise.

Like any good mystery, Deadline unravels slowly, and is complete with false leads and subplots. You have twelve
hours to establish your case and resolve the conflicting issues. Don’t try to do it allin the first hour; events transpire at
specific times which will alter your suspicions or influence your investigation. Because of these events, a complete
solution is not possible until early in the afternoon, even if you know exactly what needs to be done. Physical
evidence, also time dependent, is hard to come by, despite a multitude of objects.

Regardless of which of four principal suspects you attempt to convict, it is necessary to prove the motive,
opportunity, and means. When you believe you have enough proof, you may arrest your suspect(s). A summary
letter advises you of the result, ranging from dismissal by the Grand Jury, to conviction by the Trial Jury. Some
endings come with shocking suddenness, while others are quite a surprise or contain a strange twist or clue for your
next attempt. While some are simply variations of others, there is one “complete” solution, distinguished by a
three-screen analysis of the crime by the author.

The game suggests the quality, feel, and humor of its Zork predecessors, from which Deadline’s flexible, multiple
command parser has been adapted. The vocabulary and synonomous word recognitions are excellent, although
there are a few “missing” words which a good detective would use; for example, Who, Why, When, and Where.
Then, too, there is a fast sequence of events near one ending that is illogical. Lastly, there is an obscure but fatal
bug—don’t shake a bottle known to be empty unless you have made use of the Save/Restore game feature.

The response time of the game is excellent, and the disk-interactive nature of the game is hardly noticed. Deadline
will play on a 32K system, run faster on a 48K system, and really zip on a 64K configuration. While the puzzle quality
and difficulty level are moderate, the puzzles are quite involved and interactive, requiring more deductive logic
than is usually called for in adventures. After seeing the many screens of possible responses and descriptions,
perhaps the biggest single puzzle is, how did Infocom manage to get all that text onto one disk?



THE DARK CRYSTAL Department: Entertainment

Company: Sierra On-Line Systems Sugg. Retail: $39.95
Language: Assembly Availability: 8
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING A- DIFFICULTY c ORIGINALITY A
PUZZLE QUALITY B EASE OF USE c- DOCUMENTATION B
TEXT QUALITY B+ VOCABULARY B HOLDS INTEREST? A
GRAPHICS QUALITY B~ SAVE/RESTORE c VALUE FOR MONEY A

The Dark Crystalis a two disk Hi-Res fantasy adventure, the sixth from On-Line and Roberta Williams. The game
is based on, and generally faithful to, the movie produced by Jim Henson of Muppet fame, who also wrote the story.
The plot is exceptional, but having seen the movie is neither a help nor a hindrance in solving the game.

Jen, our Gelfling hero, is your alter ego. You control his actions in his quest to find and replace the missing shard of
the Great Crystal, a deed which must be done at the instant of the triple conjunction of the Three Suns. The great
prophecy states that only a Gelfling can accomplish this task, and Jen is one of only two who escaped the slaughter of
his race by the evil Skeksis. Failure means that the Skeksis and their robot-like killers, the Garthim, will control their
world forever. Success means both the end of the Skeksis rule and a return to peaceful harmony in the world of the
Gelfling and Pod people. If he succeeds, Jen will live happily ever after with Kira, the female Gelfling, whom he
meets halfway through the game.

The game’s disk-interactive graphics, which employ two novel and exciting techniques, are good but not
overwhelming. In the beginning, Jen appears a bit too often. In each frame, he is the starkly white character against
the colorful, detailed background. Later, after Kira is found, she and Jen neatly overlay the same backgrounds that
he had previously traveled alone. Other figures, also all white (presumably due to the overlay requirements), can
also occupy the same backgrounds with Jen and Kira on certain occasions. Despite the large game area, mapping,
while recommended, is not mandatory. There are no tricks or mazes in the regular, symmetrical layout. There are
approximately ninety-four mappable locations at which actions are possible. Also, about a dozen scenes, which
automatically appear as a consequence of a previous action, serve as intermediates to the next location. This
technique adds materially to both the flow of the story and the fast-action, “animated movie” feeling that comes
through in the later phases of the game.

Some liberties had to be taken regarding the movie in order to improve the game’s puzzles, which, while not
particularly interactive or difficult, demand that you read the text very carefully and use a degree of imagination
normally only demanded by an all-text adventure. Some objects and actions are neatly concealed. While you are not
too likely to get killed off in the first half of the game, matters get stickier and more dangerous later on. Often only
one move is permitted before unfortunate consequences take place.

The syntax permits only two words, but the need for involved expression is not necessary. Similarly, the
vocabulary is quite adequate and has good synonym recognition. Only in one spot—toward the end of the game,
where several minor glitches are found—is specific word usage a problem (try “Use Hook”). Fifteen different
Save-game positions may be made to a scratch disk, which must be initialized from the game disk. While a game may
be recalled at any time, it is necessary to reinsert Disk 1B if you get killed off. Combined with the sudden demand to
insert another game side, there are often five disk sides with which to contend in a disk-flipping nightmare. This
program is sophisticated in many ways; it’s too bad that On-Line hasn’t learned how easy it would be to optionally
permit two drives to be used.

The Dark Crystal has little deliberate humor, but it’s lighthearted, done in good taste, and fun to play. The game
anticipates your actions and commands unusually well. Quite a number of descriptive responses to the hardest things
add materially to making the game playable and interesting, although they have little bearing on the game’s solution.
The game is easy enough for beginners and captivating enough for more experienced adventurers. Despite a few
rough edges, it is one of the best Hi-Res adventures to come along for some time.
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CYBORG Department: Entertainment

Company: Sentient Software, Inc. Sugg. Retail: $32.95
Language: BASIC Availability: 7
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING A- DIFFICULTY B ORIGINALITY A
PUZZLE QUALITY B EASE OF USE B DOCUMENTATION c
TEXT QUALITY B VOCABULARY B- HOLDS INTEREST? A
GRAPHICS QUALITY c SAVE/RESTORE B+ VALUE FOR MONEY B8+

Cyborg is an imaginatively written, all-text science fiction adventure game. You must guess the object, which
doesn’t become clear until late in the game following a surprising arcade-like (and very effective) Lo-Res graphics
interlude. At the outset, all you know is that you are a Cyborg, half-human, half-robot. Having an unusually cohesive
plot, the game is more like a novel than an adventure.

Cyborg is big, similar in size to Michael Berlyn’s first game, OO-Topos. There are 130 mappable locations,
including two maze-like areas. Mapping is required; each area must be explored (in ten directions) as the text does
not always indicate the exits. The text, while generally well written, is distractingly excessive in some spots. Except
for the Droid, the text has little humor or sidelights. The twenty-eight or so objects are well scattered, but do not
present a difficult inventory management problem. Many of them are either eaten or worn. The well laid-out screen
display, obtained by entering Full Scan (one of four scan types available), clearly shows your inventory, what is
being worn, and a description of your location.

One of the game’s challenges is its sheer size; you must find the proper sequence to successfully attack it. To get off
on the right track, consider using SW, S, D, and E as your first four moves. The actual puzzles are few—more would
detract from the novel-like nature. Several, however, are difficult, and clues are limited to the remarks of the small
Droid (that comes close to stealing the show), although a Help command occasionally comes through. With the
exception of clearing the Cargo Hold, the puzzles are not too involved or interactive. The puzzles are usually logical,
but who ever heard of a Cat’s Cradle playing Iguana?

The game is disk interactive, but is a little slow for a text game. The two-word syntax is supported by a generally
adequate vocabulary. A single Save-game may be written to or called from the protected disk at any time, althougha
three-scenario capability would have better fit the size of the game. Fortunately, with the exception of the Lo-Res
area of the game, it is relatively difficult to get killed off. Should this happen, the game permits a reincarnation—not
far from where you are killed, with your objects remaining at the site of your demise—which effectively adds
another Save-game capability.

All in all, Cyborg is an interesting challenge, dominated by the “what, where, and why am I?” theme, and a
well-developed plot with a few surprises and twists along the way. The game is highly recommended for the
intermediate to advanced adventurer; the puzzles, definitely secondary to the excellent plot, are made difficult by
the size of the game.

SUSPENDED Department: Entertainment
Company: Infocom, Inc. Sugg. Retail: $49.95
Language: Assembly Availability: 9
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING A DIFFICULTY B ORIGINALITY A
PUZZLE QUALITY A EASE OF USE A DOCUMENTATION A
TEXT QUALITY A VOCABULARY A- HOLDS INTEREST? A-
GRAPHICS QUALITY N/A SAVE/RESTORE A VALUE FOR MONEY A~

Suspended is a science fiction all-text adventure game in which you are the central mentality of a planet.
Normally, three underground filtering computers keep conditions stable and under control. In an emergency, you
may manually control the filtering computer functions to minimize surface casualties, while you repair the damage
that woke you from your 500-year sleep. Should the populace suffer drastically while you attempt these repairs,
“talking mechanisms” will quickly replace you.

Each robot perceives his surroundings differently; thus, each robot’s report regarding the contents of a given room
may be wildly different. Only Iris can see, only Auda can hear, and Sensa perceives the state and patterns of



electromagnetic energy. Waldo has a great gift of touch and is handy at fixing things. Whiz can get clues for you from
his four-computer peripherals. While not infallible, Poet can touch an object and tell if it is working or not; his
“way-out” reports give him a fresh personality that steals the whole show.

The few puzzles, complex and highly interactive, must be solved in a minimum number of moves. The initial
puzzle is pretty obvious: Iris can’t see. Subsequent puzzles are not so obvious, except that an errata sheet needed to
cover a bug advises you that some filtering computer cables must be replaced. Sadly, only one puzzle requires the
use of two robots working together; this is regrettable, considering the potential of the concept. After rebalancing
the repaired computers, you receive a two-screen conclusion summarizing the casualties and move requirements.
You also get a relative efficiency score of one to seven and an appropriate reward, ranging from being burned in
effigy to being considered for a home in the country and an unlimited bank account.

The best strategy is to march each robot around and discover his limitations and visualizations; after this, the game
will start to make sense. Use the computer peripherals to get information on the objects that are encountered. Then,
when you attempt to “solve” the game, watch for opportunities to conserve moves; for example, if you need two
robots to arrive at two locations at the same time, order the one farthest from his destination first. As new robots
come into play, those commanded earlier will continue toward their specified goal, advising you when they arrive.

After you get a grade of three (savior of the planet) or four (a candidate for a frontal lobotomy), other levels of
difficulty await. In Advanced, events move faster and only five of the robots are available to you. In Configure, you
define the starting set-up. You can “cheat” a smidge by starting with Iris fully functional and your robots better
positioned. In the Impossible mode, it’s two moves and zap! To add variety to replays, the computer reset codes
change from game to game, or during the game if you try to cheat. A real challenge for the replays would have been
to change the color or lengths of the four replacement cables which can be found among the eight used in the system.

Mapping the 61-room complex is not necessary; a nifty map board is supplied. Just take good notes on what each
robot sees in each room. The game shares the superlative parser and Save-game feature of the other Infocom
adventures; the latter should be used frequently to promote efficiency. Note that a robot must have the “attention” of
the area which you wish to investigate more closely. In light of this fact, the fine vocabulary is occasionally marred.
Suspended has a superb plot, features, and concept; however, the game has not exploited its concept to the extent
that it could have.

EMPIRE OF THE OVERMIND Department: Entertainment
Company: Avalon Hill Sugg. Retail: $35.00 disk / $30.00 cassette
Language: Assembly Availability: 6
Hardware Requirements: 40K Disk or Tape: Both
OVERALL RATING c DIFFICULTY A ORIGINALITY c
PUZZLE QUALITY A EASE OF USE B DOCUMENTATION D
TEXT QUALITY c- VOCABULARY c VALUE FOR MONEY D
GRAPHICS QUALITY N/A SAVE/RESTORE D HOLDS INTEREST? A

Empire Of The Overmind is an all-text fantasy adventure of the same genre as its predecessor, Lords Of Karma,
but it is much more extensive and complex. There are 87 mappable locations, many of which are totally dark until
you call up the means to light an object. The puzzles are tough, and often you get to within one move before being
wiped out. The object is to find and destroy Overmind (a golden sphere), thus winning the love of the enchanted
Princess, whom you had previously met while trying to cope with the sundry critters and traps. When this is ac-
complished, the game ends with a bland page of text, rather disappointing after all the work required to get to that
point, and with all the possibilities for a zippier conclusion. The game itself abounds with many objects, helpful peo-
ple (such as a Dwarf), and several useful magical items. Clues, and the right context in which to use them, are found
in the “Rhyme of the Overmind,” detailing the history and objective of the game in verse.

While the Rhyme is fairly useful, the Instruction Sheet provides no guidance — except for an easily missed but im-
portant comment that three, rather than two words may often be required. The game responds to the first three let-
ters of a word, with the second word often having to be an adjective. To use an object in one’s inventory, the com-
mand “HOLD?" for that object must first be entered, or you'll spend 20 minutes trying to fill the waterskin.

Overmind is written entirely in assembly language. While it isn’t disk interactive, it is slow, taking 5 to 12 seconds
between commands. All in all, it is a tough and challenging adventure, but is poorly formatted, slow running, and
with a minimal vocabulary. It does have a save feature at least to cassette. You'll need to save the game at least once
if you expect to complete it.
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Board Games

CHESS 7.0 Department: Entertainment
Company: Odesta Sugg. Retail: $63.95
Language: Assembly Availability: S
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING A+ CONTROLLABILITY A ERROR HANDLING A
GAME CONCEPT A SKILL INVOLVED A DOCUMENTATION A+
CREATIVITY B CHALLENGE A HOLDS INTEREST? B+
GAME DEPTH B+ GRAPHICS B VALUE FOR MONEY A-

Chess 7.0 is the definitive chess game available on the Apple and Atari computers. While it is difficult to accurately
judge its chess rating, it appears to be at least 1650 or more life points. More important to the user, it has a significantly
faster response time than Sargon II and performs well in the end game—a weakness in most other microcomputer
chess games.

This implementation of the ancient strategy game is designed both for ease of use and for teaching the player to
improve his game. The pieces on the playing board and all the options displayed at the right side of the board are
accessed either by a paddle controller or by moving the right and left keyboard arrow keys. Moves are made first by
selecting the desired piece, and then choosing the legal move. Confirmation is by paddle button or the Return key.
Only legal moves are shown by the cursor. This is true even if a king is in check and the player wants to move a rook
to block it (only therook’s one move that actually blocks the check is allowed). A wrong move can easily be retracted
before it is confirmed, but once the piece is actually moved you will have to wait for the computer’s response in order
to enter the option mode to retract it.

This extension mode allows you to change levels, set up special problems, play “blindfold” chess, save games to
disk, retract moves, switch sides, replay all the moves in a game, and get advice on your next move. The computer
can even play bothsides in a demo game, or play one of forty famous chess games from the past. These are all stored
on the disk.

The computer can play at various levels from beginner to advanced. Response time is important in choosing a
level of play. Either time-limited or depth-limited levels are available. For example, in the evaluation of this
program I used level six—an advanced one—which takes between two and six minutes to look three and six ply (half
moves) ahead. Depth-limited levels can range up to eight ply ahead, but this can take from five to twenty hours.
There is even a mate finder mode which will look eight moves ahead to solve special end game problems. This also
takes several hours. The program does attempt to speed up the response time in the beginning of the game by using
an opening library of nearly 4,000 moves. This gives it a definite advantage against any beginner.

I tested Chess 7.0 against a chess player with a rating of 1800 life points. He played the first game on level four,
which looks two to four ply ahead and has an average response time of ninety seconds. He found the program tobe a
good intermediate opponent with a sound but limited strategy. The computer obviously wasn’t looking far enough
ahead to anticipate moves; however, it made no genuine blunders. The second game was played on level six, which
has an average response time of four minutes and looks three to six moves ahead. Using the Dutch defense as its
opening, the program proved to be a very challenging opponent. It was a virtual tie throughout the five hour ordeal.
The player finally developed a one pawn advantage by endgame, but because the passed pawn was a rook pawn, it
nearly resulted in a drawn game. The computer played exceptionally well. My only complaint was that it still took
four minutes to respond to an obvious move, and therefore the game play was unduly slow.

The program comes with excellent documentation. It is logically presented, has clear explanations and diagrams,
and offers extensive coverage of the game’s history and strategy as well as the computer’s programmed strategy.
Both beginners and experts will find Chess 7.0 an exceptional chess program, both as a teacher and an opponent. It is
certainly the best chess program that I have seen for any microcomputer.



SARGON |1 Department: Entertainment

Company: Hayden Sugg. Retail: $34.95
Language: Machine Availability: 7
Hardware Requirements: 32K Disk or Tape: Both
OVERALL RATING A- CONTROLLABILITY B ERROR HANDLING A
GAME CONCEPT A SKILL INVOLVED A DOCUMENTATION B+
CREATIVITY B CHALLENGE B+ HOLDS INTEREST? B+
GAME DEPTH B+ GRAPHICS B VALUE FOR MONEY A

Sargon I1 is one of the best and most powerful chess programs available for the Atari. This game and its earlier
version had won most of the microcomputer chess tournaments up until 1981. Only with the appearance of Chess 7.0
has a microcomputer chess game beaten it.

Sargon II offers six levels of play, detailed board display, the ability to set up chess problems, and a kibbitz mode
for players who need a suggestion for a better move. The computer’s response time is not exceptionally fast on the
higher levels of play. While the first level of play takes only 20 seconds, very advanced levels take an hour or more.
However, most advanced players would be humiliated at levels with a response time of from two to six minutes.

The program is very easy to use. Initially, the text page and the board can be toggled by the ESC-key, even in the
middle of a move. Chess notation is not standard; however, it is perhaps simpler for beginners. The board is lettered
horizontally (A-G) and vertically (1-8). Moving the king’s pawn two spaces is accomplished by entering E2-E4.
Although no hard copy of your moves is made available, the last 20 moves are always displayed on the text page.

Sargon Ilis a very worthy opponent for any chess enthusiast. It is currently rated at 1400 life points. Because of its
style and ease of use, it is one of the better chess programs for the Atari computer.

COMPUTER CHESS Department: Entertainment
Company: Atari Sugg. Retail: $34.95
Language: Assembly Language ‘ Availability: 9
Hardware Requirements: 16K, joystick Disk or Tape: Tape
OVERALL RATING B+ CONTROLLABILITY A ERROR HANDLING B
GAME CONCEPT A SKILL INVOLVED B+ DOCUMENTATION B
CREATIVITY B CHALLENGE B HOLDS INTEREST? B
GAME DEPTH B+ GRAPHICS B VALUE FOR MONEY B+

The Atari Computer Chess cartridge offers human challengers eight different levels of play, ranging from
beginner to expert. The game is played on a green and orange board, with black and white chessmen. You can
choose either black or white. Its best feature is the ease with which you can enter moves. Moves are made by
positioning the blinking cursor on the piece to be moved, repositioning it on the desired square, then pressing the
button to release it there. The computer will not allow illegal moves. If you change your mind before signalling the
computer that your move is complete, you can return the piece to its old position, then move another piece. The
game permits en passant play and castling. To castle, you move the king to the side of the rook, and the computer
performs the switch. The game also has the ability to set up a particular situation or chess problem.

Levels one through seven grow progressively more difficult. It takes the computer from 30 seconds to more than
ten hours to make a move. It is impractical to play the two highest levels (unless you have months to kill), but level
five takes only ten minutes to make a move. There is also a level eight, specially designed for rank beginners. Here,
the program takes only fifteen seconds to move.

I played chess on several of the beginner levels; I found that the computer played like a novice, and lost. I'm not a
strong enough chess player to test the game at its advanced levels of play. I can comment that I was dismayed when
the computer made many obvious mistakes and did not play a good defensive game on levels one and two. Having
played against the Apple version of Sargon II on the easiest levels, I was very disappointed with Computer Chess.

To be fair, a computer chess program must be judged by an expert chess player; or it should be entered in a
tournament. Although computer chess programs weren’t designed to play against other chess programs, Computer
Chess didn’t do badly in a tournament last year. It is ranked with a chess rating of about 1250. Sargon II on the
Apple, by comparison, is rated at 1400, and the Z-80/CPM-based Mychess is rated at 1600. (Neither is available as

yet on the Atari.) In sum, Computer Chess can offer a challenge to all but expert chess players on its advanced levels
of play.

41



42

CHESS 7.0 COMPUTER CHESS

ODIN Department: Entertainment
Company: Odesta Sugg. Retail: $49.95
Language: Machine Availability: 7
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING A CONTROLLABILITY A ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B+ DOCUMENTATION A
CREATIVITY B CHALLENGE A+ HOLDS INTEREST? B+
GAME DEPTH B GRAPHICS B VALUE FOR MONEY A-

The authors of Odin wish to offer a program that can teach the intricacies of Othello as well as offer a formidable
opponent. Formidable isn’t the word, for this program plays a devastating game of Othello. Fortunately, it offers
fourteen levels of play ranging from beginner to super expert, so that players of all skill levels will find it a
worthwhile test of ability.

Othello, in case you don’t know, is a strategy game played on an 8 x 8 board in which the object is to control the
most squares. Each player must place a colored tile on a square that will trap at least one of the opponent’s pieces
between two of his. All of the opponent’s trapped pieces are then “flipped” to his color. The game is simple, but
difficult to master.

Odin normally plays against an opponent, but can also be used to monitor play between two players. Input is by
keyboard, paddle, or joystick. Turning the paddle, for instance, moves a cursor on the Hi-Res board through all of
the positions, or legal moves, and a menu of other options is displayed at the bottom of the screen. Pushing the
paddle button chooses a move or selection, if it is an option. The menu, unfortunately, is in the center of paddle
rotation. Thus, you move from legal moves to options back to legal moves. This is both unnecessary and confusing.

Most of the menu options were designed for educational purposes. EXPECT shows you what the computer thinks
is your best move based on look-ahead analysis of its previous turn. SCORES, on the other hand, shows the relative
strengths of all the moves open to you in an immediate analysis. This only tells you the relative number of moves to
be gained or lost by your next move. If you're still stumped you can try the MOVE command which will allow the
computer to take over your position and make the move. It can teach you that even a hopeless looking position has a
solution.

Other useful options allow you either to take back your most recent move, or to replay the entire game from the
start. The former, although bordering on cheating, does allow you to test different strategies. If you don’t like the
results you can take back the move and try something else. You could even use the RESTORE option to take back
your move and then have the computer make your move via the MOVE command.

The excellent documentation is well organized; it presents each option in alphabetical order and with screen
diagrams. There is a bit of history of the game’s evolution and a good discussion of strategy, based on the computer’s
approach to the game.

Odin is the definitive Othello program for both the Apple and Atari computers. Beginners will find it an excellent
teacher, and experts will discover it to be a worthy opponent.



REVERSAL Department: Entertainment

Company: Hayden Sugg. Retail: $29.95
Language: Machine Availability: 8
Hardware Requirements: 16K Disk or Tape: Disk*
OVERALL RATING A- EASE OF USE A ERROR HANDLING A-
GAME CONCEPT B SKILL INVOLVED B+ DOCUMENTATION B+
CREATIVITY B CHALLENGE A- HOLDS INTEREST B+
GAME DEPTH B GRAPHICS B+ VALUE FOR MONEY B+

REVERSAL offers the Othello player a definite challenge. In fact, this program by the Spracklens of Sargon Chess
fame is a quantum leap over other commercial programs. It won the First International Man-Machine Othello
Tournament last year.

It is a strategy game where one must place a piece on a square (8x8 board) that causes at least one of the opponent’s
pieces to be trapped between your pieces. All of the opponent’s trapped pieces are then “flipped” to your color. The
object is to control the most squares. A simple game but difficult to master.

The program allows one to play against the computer, play against another human with the computer monitoring
the game, or set up a particular board from which to play. There are 27 levels of play, 9 levels for each of beginner,
intermediate, and advanced modes. The computer’s response time, depending on the level, is from 2.5 sec. to 3
minutes. The board is normally visible, but the escape key will toggle the text page with its play by play listing.
There are other features like a kibitz mode where the computer will offer advice (unfortunately the advice isn’t very
good), a take back feature, and faces on the counters that smile or frown depending on who is winning. (This can be
suppressed.)

The computer’s move entry is foolproof. A blinking cursor with only the legal moves is operated by the atrow keys.
Each press of the key gives another possible move; the return key is used for entry. When the computer makes its
move, it waits for you to press return before it actually flips over the pieces.

I found the program especially challenging on the advanced levels; in fact, embarrassingly challenging. Having
beaten other programs relatively easily, I was beaten on advanced-level 4 several times by margins of 3 to 1. I settled
down to the intermediate level.

QS8 REVERSI Department: Entertainment
Company: Quality Software Sugg. Retail: $29.95
Language: Machine Availability: 7
Hardware Requirements: 40K, disk drive. Disk: Disk*
OVERALL RATING A- EASE OF USE A ERROR HANDLING A-
GAME CONCEPT B SKILL INVOLVED B+ DOCUMENTATION B
CREATIVITY B CHALLENGE A HOLDS INTEREST B+
GAME DEPTH B GRAPHICS 8 VALUE FOR MONEY  A-

QS Reversi may well be the “Othello” champion for the Atari. Although the game hasn’t been entered in
tournaments as yet, preliminary bouts against Hayden’s Reversal, playing at similar advanced levels based on
response times, has resulted in consistent QS Reversi victories. The play is brilliant at times, like two masters
sparring against each other. I don’t know why one can beat the other, but this version obviously has a much more
efficient algorithm.

The program’s graphics display and input routines are comparable to those of Reversal’s. The Hi-Res board is
normally visible; but the text page, with its play-by-play listing, can be toggled by Control keys. The move-entry
routine is foolproof. Only legal moves, which are displayed via a blinking square whose movement is controlled by
the right and left arrow keys, can be entered. The computer waits for you to accept its move before allowing you to
continue.

OS Reversi, in addition to offering 12 levels of play, allows you to back up one or more moves so that alternative
strategies can be tested. It also offers a tournament entry mode, which requires input for specifying the location of
the letter column and number row. You can also handicap either the computer or yourself by giving one or more
corners away. One last note: although this program can run on a 40K machine, advanced levels 10-12 require a 48K
machine.
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GO Department: Entertainment

Company: Hayden Software Sugg. Retail: $34.95 disk/ $29.95 cassette
Language: Machine Availability: 3
Hardware Requirements: 32K Disk or Tape: Both
OVERALL RATING B EASE OF USE c+ ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED B DOCUMENTATION c
CREATIVITY B CHALLENGE B+ HOLDS INTEREST? B
GAME DEPTH B GRAPHICS c VALUE FOR MONEY B

The ancient Oriental strategy game of Go has been implemented on the Atari computer. The object of the game is
to control as much territory on the board while losing as few of your stones (pieces) as possible to your opponent.
The strategy is to place stones on the intersecting lines of the 19 x 19 board so as to completely surround one or more
of your opponent’s stones without leaving vacant intersections in the closed area. Unlike Othello, a somewhat
simpler game, captured pieces are removed rather than flipped.

Stones are placed one at a time on the board by either joystick or keyboard control. If you make a mistake it can be
corrected in the Edit mode. The computer and its opponent, or two opponents, take turns. While a two-opponent
game is played in silence, the computer will sound a warning if it is one stone short of surrounding one or more of
your pieces, and the word “Atari,” an equivalent to “check” in chess, flashes on the screen. (Incidentally, this is the
origin of the name of your computer.)

While the game appears simple in concept, it is dif ficult to master. The number of stones captured is no indication
of how well you are doing since the final score is based on the number of vacant points surrounded minus the stones
captured by your opponent.

Go is not a very popular game in this country, so it was difficult for me to find a suitable opponent to test the
computer’s skill level against. However, I can say that the computer opponent is not dumb, doesn’t fall for traps, and
is certainly above the novice level. It is a challenging opponent and teacher for any beginner who has trouble finding
a human opponent.

FASTGAMMON Department: Entertainment
Company: Quality Software Sugg. Retail: $19.95
Language: Assembly Availability: 3
Hardware Requirements: 8K, cassette player. Disk or Tape: Tape
OVERALL RATING B- CONTROLLABILITY c ERROR HANDLING A-
GAME CONCEPT B SKILL INVOLVED C+ DOCUMENTATION C
CREATIVITY Cc CHALLENGE B HOLDS INTEREST? B
GAME DEPTH C+ GRAPHICS D VALUE FOR MONEY B-

Fastgammon is a backgammon game in which the computer is your opponent. While its response time and error
checking routines are superior, the display is on the text page in board format, but with X’s and O’s representing the
pieces. While it was one of the first Apple games to be translated to the Atari two years ago, it takes no advantage of
the Atari’s graphics, not even a redefined character set.

The program plays a fair game of backgammon. Although it has a strong midgame, it has a weakness in its end
game. Its major strength is its speed of play. One of the most interesting features is its ability to replay a game with
the same series of dice rolls. In sum, it is an excellent learning program for beginning to average players, and will
provide some challenge and practice for better players.
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BACKGAMMON 2.0 Department: Entertainment

Company: Dynacomp Sugg. Retail: $19.95 cassette / $23.95 disk
Language: BASIC Availability: 4
Hardware Requirements: 24K, disk drive or cassette player. Disk or Tape: Both
OVERALL RATING C- CONTROLLABILITY C- ERROR HANDLING C-
GAME CONCEPT B- SKILL INVOLVED c+ DOCUMENTATION -]
CREATIVITY C CHALLENGE C- HOLDS INTEREST C-
GAME DEPTH C+ GRAPHICS C VALUE FOR MONEY C-

Backgammon 2.0 plays a beginner’s level game of Backgammon against a human opponent. The game board is in
Graphics 7, with text above and below the game board to identify each piece position with numbers. The playing
pieces are more triangular than round. The game is controlled through keyboard inputs. You enter your position
choices from and to the place you wish to move, then the computer erases the piece from its current position and
redraws it at the new position. It has set up options and gives you the choice of letting you or the computer roll the
dice. It plays with the doubling cube, and it plays by standard rules. The computer checks the legality of moves, and
whether or not there is an open move, rather swiftly. It seems to have patterned its options after the VCS cartridge.

Keyboard input is an inconvenient arrangement, and withdrawing or changing a move impossible. The program
plays a very unchallenging game. It misses very obvious moves at times, and only offers to double when it has a clear
win. The graphics are satisfactory, but the level of play will by no means satisfy anyone but novice players.

CHECKERS Department: Entertainment
Company: Odesta Sugg. Retail: $49.95
Language: Assembly Availability: 7
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING A CONTROLLABILITY A ERROR HANDLING A
GAME CONCEPT B+ SKILL INVOLVED A DOCUMENTATION A
CREATIVITY B+ CHALLENGE A HOLDS INTEREST? B+
GAME DEPTH A GRAPHICS A VALUE FOR MONEY B+

Checkers is an excellent checkers game for the Atari. Played using keyboard, paddles, or joystick, it has 16 levels of
play and is suitable for both novice and experienced players. It offers very nice graphics and numerous options. For
instance, the program plays against itself, has a sound “off” feature if you want to play in silence, gives advice, can
take back a move, and has a replay feature which allows an entire game to be replayed move by move. The lower
levels of play are made challenging by the speed of play and the seeming infallibility of the program. The higher
levels of play take longer time for a move (about 3 seconds a move at level 5). A feature provided for the true expert
(or for the artificial intelligence experimenter) is the capability to change certain parameters that the program uses
for decision making.

The program is not without fault. One feature omitted is a save-game option. This could be especially useful at the
higher skill levels. The price is also a bit high for the normal checkers dabbler. For the serious player, though, or for
someone serious about learning the game, this program is excellent, possibly the definitive checkers game for the
Atari.
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Sports Games

STAR LEAGUE BASEBALL Department: Entertainment
Company: Gamestar Software Sugg. Retail: $31.95
Language: Machine Availability: 7
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING A CONTROLLABILITY A- ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED B+ DOCUMENTATION B+
CREATIVITY B CHALLENGE A HOLDS INTEREST? A
GAME DEPTH B+ GRAPHICS A- VALUE FOR MONEY A

Star League Baseball ranks as the best computer baseball simulation that I have ever seen. The game achieves this
through good perspective graphics, simple control, realistic animation and sound, and out and out playability. You
can play the game either against the computer or another person. Unlike Coleco’s newest cartridge, you play this
game on a single screen with the perspective of a person sitting high in the right field stands. This compromise
position allows good 3-D perspective of hit balls, which throw a shadow, but sacrifices some of the excitement of the
pitching and batting. In particular, the short throwing distance makes it difficult to accurately judge the position of
the ball. You need a good eye, a quick trigger finger, and precise timing to hit the ball.

The designers chose a simple control system for the game, well thought out and natural. For example, whenever a
ball is thrown to a base, you see the base positions and the infield as if you stood on the pitcher’s mound. You push
right for second base, up for third, and so on. To avoid confusion in choosing the player who gets the ball, the one
closest to the ball takes it (he turns black).

Thereal heart of the game is the pitching. You can choose three different pitchers at the start of the game, but you
cannot change pitchers until the seventh or eighth inning even if they begin to tire. One pitcher throws mostly sliders
and screwballs, another curves and sinkers, and the last a good fastball and knuckleballs. You select one of eight
possible pitches by holding the button down and getting the pitcher into position. Moving the joystick in one
direction specifies the pitch and throws the ball. Frankly, I found it a little hard to tell the pitches apart except in the
broad categories of high and low, fast and slow. Some of the balls sink and wobble, but in a very short space and not
for very long. If you release the button before the pitcher throws the ball, he comes out of pitching mode and can
pick off a base runner.

The poor batter has less control. He can hit any pitch across the strike zone and be rewarded with a cracking
sound, but he lacks control of his swing except for the timing. The pitch and the timing of his swing determine the
ball’s trajectory. If he manages to hit a high pitch, the ball will generally become a high fly ball. Low balls usually
become grounders. Slightly early or late timing usually hits a foul ball into the stands if the batter manages to
connect. Bunting depends upon pressing and holding the button as the pitch comes in. Once the batter has hit the
ball, joystick control moves the lead runner, the others following perforce.

The authors not only created an enjoyable game for two players (or one against a tough computer opponent), they
also included finishing touches that add realism to the game. The crowd cheers and music plays when tension builds,
as when the bases are loaded. The scoreboard sometimes displays trivia questions, scores for other games in the
league, and the paid attendance of the game. You can even practice batting, important particularly when you play
against the computer. The computer-controlled team fields and tags base runners with smooth skill.

Star League Baseball takes practice to master, especially when learning to throw to third base to stop the
advancing runner, or to any base to stop a runner trying to steal. I have played many baseball games on various
computers and game systems, but this is the best. While Coleco’s two-screen version has better batting and pitching,
their game suffers from a grossly over-complicated control system requiring a joystick, four finger buttons, and a
keypad. Star League Baseball combines the best features from many different games, employs a field perspective
suitable for all phases of play, and depends upon a simple control system. The result is a game that a novice can
master and enjoy. It may lack the bells and whistles of some of the other games, but it certainly ranks as the most
playable and enjoyable baseball game on the market today.



STAR LEAGUE BASEBALL SOCCER (THORN)

SOCCER Department: Entertainment
Company: Thorn, EMI Sugg. Retail: $44.95
Language: Machine Availability: 7
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING Cc CONTROLLABILITY Cc- ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED C- DOCUMENTATION C-
CREATIVITY C CHALLENGE C HOLDS INTEREST C+
GAME DEPTH C GRAPHICS C- VALUE FOR MONEY C-

One to four players can play the classic game of Soccer using this cartridge. The game is played on a long field that
is three screens wide and scrolls during play. Teams consist of 11 men each, as in the real game; but they are tiny
figures and not animated. Each team member can control one player at a time. The player, selected by pressing the
joystick button is always the nearest player to the ball. The team number of that player lights up to indicate which
player is now controllable. In games with two or more players on a side (up to four players can challenge a
computer-fielded team), the nearest player may already have control of the ball, so the computer will choose the
next nearest player, and so forth. The player with the ball moves in the direction desired by joystick control. He runs
slower than his opponents and must bob and weave to avoid being intercepted and losing the ball. If he wishes to
kick or pass, he aims with the joystick and presses the button. Supporting team players are not intelligent unless you
are playing with other humans. They don’t move into passing position or help in defense, and only shift positions
when the screen scrolls. Even the goalie is non-intelligent, and you must transfer control to him either when
intercepting the goal kick or when the other team gets very close.

Games with human players on each side tend to be slow, with little field action other than one-on-one play. The
offensive player has no one to pass to from midfield on; and since almost all of the players are clustered in a small
segment of the field, he has little opposition if he alternates between running and kicking the ball as he moves
toward his opponent’s goal. It is also difficult to align the tiny player with the ball, so you often miss it when trying
to gain possession.

Games against a computer team tend to be lopsided in favor of the computer. While a single player can only
control cne player at a time, the computer has no trouble moving two or three players simultaneously. There are
always two or three players converging on your man with the ball. The best play against the computer is three or
four players fielding one team. Incidently, the computer can play a good exhibition game by fielding two computer
teams.

The game is very much a disappointment, particularly if you have played Soccer on either the Atari 5200 or the
Intellivision. The least one would have expected was some intelligent player positioning support. Instead, you have a
static game with single-player movement. The only fortunate thing is that the game improves with the number of
players. Four player games are best, because at least you get four-player movement. And four players against the

computer makes a very hectic and action-packed game, although four humans can usually overwhelm the less
intelligent computer team.
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CYPHER BOWL STARBOWL FOOTBALL
CYPHER BOWL Department: Entertainment
Company: Artsci Sugg. Retail: $49.95
Language: Machine Language Availability: 4
Hardware Requirements: 16K, cassette Disk or Tape: Tape
OVERALL RATING D CONTROLLABILITY D ERROR HANDLING N/A
GAME CONCEPT c+ SKILL INVOLVED C+ DOCUMENTATION C+
CREATIVITY c CHALLENGE C+ HOLDS INTEREST? D+
GAME DEPTH Cc+ GRAPHICS D+ VALUE FOR MONEY F

Cypher Bowl is an arcade football game for two players. The opponents control five-man teams on a vertically
scrolling football field. The game follows the regular rules of American football. The players can choose between
pass plays and running plays, and can punt, or kick a field goal.

Each team, depending on whether they are playing offense or defense, can choose between sixteen different plays.
A play is chosen in two stages using the joystick. One of four formations can be selected by moving the joystick up,
down, left, or right. This method is then followed to pick one of four plays. A chart of these 16 plays is supplied on
laminated plastic. They show the running and pass patterns of all players. At first glance, these appear to be unduely
complex; but they follow a basic pattern that can and should be memorized for a more enjoyable game. The
formation for offense is either a tight left or right, and a split left or right. Obviously, a tight formation gives more
protection to the quarterback against the rush since they help to block. The plays are either short or long passes,
inside or outside running plays. Defense is somewhat similar, except of course the plays cover the possibilities of the
offensive plays.

As a football simulation it has both strong and weak points. The overhead view of players moving up and down
the field is very hard to contend with. While it is quite natural to move up the screen, the joystick control is
unnaturally backwards when moving down the screen. The overhead view makes pass plays a challenge because of
the false perspective. The program allows the player to control the distance the ball is thrown. Although this
approach lets the ball pass over the heads of the intervening defensive players, it is extremely difficult to judge how
long to hold the button down because you don’t see the ball arc in its trajectory. A tonal pitch is supposed to help you
tell when the ball is going upwards, but this is little use while steering the fast moving ball with the joystick. The
joystick unrealistically allows you to change the course of the ball’s trajectory to the point of a full U-turn. Learning
to pass is so frustrating that beginners will choose to gain most of their yardage on the ground.

The graphics are chunky and crude. The players are large and not detailed. It seems as if the designers chose
graphics mode five, possibly to save screen memory in this 16K game. The ball, which is black, is sometimes difficult
to spot when carried by a player. It should have been colored bright yellow or orange for easy visibility against the
green playing field. The screen shows approximately half of the field once the game begins. It then scrolls up or
down, depending on what happens during the action. From time to time a long pass goes off-screen to an offensive
end, but its path is predictable.

Cypher Bowl does have some good points. As a strategic game it is very well designed; and despite its passing game
problems is fun to play. Let us hope that some of its better points will be incorporated into a newer version sometime
soon that will have improved graphics and a horizontal perspective like that in the Mattel football game.



STARBOWL FOOTBALL Department: Entertainment

Company: Gamestar Software Sugg. Retail: $31.95
Language: Machine Availability: 8
Hardware Requirements: 16K (cassette); (32K disk) Disk or Tape: Both
OVERALL RATING B+ CONTROLLABILITY B ERROR HANDLING A
GAME CONCEPT B SKILL INVOLVED B+ DOCUMENTATION B-
CREATIVITY B CHALLENGE A- HOLDS INTEREST? B+
GAME DEPTH B GRAPHICS B+ VALUE FOR MONEY B+

Starbowl Football is a realistic arcade-style football game for one or two competing players. Each of the
opponents control six-man teams in a game that follows American football rules. This sixty minute game takes place
on a large horizontally scrolling football field. Players have a choice of passing and running plays, as well as punting
or kicking for a field goal.

The designers of this game attempted to make it realistic (as opposed to pure arcade), and they avoided producing
a Mattel or Atari clone. Instead, they designed the game on a strategic level where, for example, the ability to
complete a pass reflects passing percentages based on split-second timing. A quarterback who holds the ball too long
gives the man covering the receiver time to position himself to block the pass. This is much different from
Intellivision’s football game in which the ability to catch a pass is strictly based on a player’s hand-eye coordination in
guiding the ball to an open receiver. In Starbowl Football the ball is thrown to the receiver and caught by pressing
the button at the moment of ball contact. The player covering can maneuver into position for an interception, but he
is more likely to be called for pass interference. Penalties add realism to the game. Exceeding the thirty second time
limit to choose a play costs five yards for delay of the game.

Whether they are playing offense or defense, each team programs its own play patterns. The offense can choose
between four pass patterns and four blocking assignments; it also selects which of two receivers is eligible for the
field goal. The choices are input by joystick commands. The instructions are unclear as to the order that the button is
pressed for punts versus programming the top receiver for eligibility. To program the top receiver, you briefly press
the button, then give the pass play. To punt, you program the top receiver, then press the button. This form of entry
causes confusion. Note, too, that you can’t fake a punt—they are completely automatic. Likewise, the defensive
team can choose between four forms of pass coverage and four rushing patterns.

Starbowl Football has both strong and weak points. To begin with, the game has good graphics. About one-third
of the field is seen at one time. As the ball is moved up and down the field, the screen scrolls horizontally. The six
players on each team are slightly animated, but they are small and therefore not well defined. Second, the addition of
penalties, fumbles, interceptions, and percentages based upon passing plays add realism and strategy to the game:
Starbowl Football is a realistic football simulation. Third, the computer is a very tough opponent for those who lack
a playing partner. On the negative side, the kick off, punting, field goal kicks, and the conversion point are totally
automatic. For example, the defensive team stands helplessly by unable to block the kick. Likewise, while it shows
perspective as it arcs high into the air, it is automatically caught. Your blockers are useless and it becomes a
one-on-one contest in which the quarterback is always caught in the center within a yard or two of the twenty yard
line. Speaking of blockers, I find it odd to be able to run the free safety through a solid line of tackles to reach the
quarterback. You would think you would have to go around.

Starbowl Football is currently the best football simulation on the market for the Atari 400/800. It is not a Mattel

clone, so expect it to play on a more strategic level than on the purely arcade level in which the object is to guide the
thrown ball to make your plays.
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GRIDIRON GLORY Department: Entertainment

Company: APX/Atari Program Exchange Sugg. Retail: $24.95
Language: BASIC Availability: 5
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING B CONTROLLABILITY B~ ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED B DOCUMENTATION B-
CREATIVITY B+ CHALLENGE B HOLDS INTEREST? B
GAME DEPTH B GRAPHICS B- VALUE FOR MONEY B+

Gridiron Glory, a very exciting football game simulation, makes you the coach of any of the NFL football teams.
Each team is power ranked for passing, rushing, offense, and defense. Even though the game is written in BASIC, it
moves fast. A twenty-five second clock forces rapid play selection and makes for a much more realistic game.
Gridiron also sports a regular game clock which divides the eight-minute quarters. You even get time-outs and a
two-minute warning.

I was impressed by the realistic play features of this game, including referees to call the penalties (you have to
constantly watch the referee to learn the outcome of a play), and a statistics counter which keeps track of all yards
and points, just like Monday Night Football.

You control your team using different joystick positions and some keyboard commands. The instructions clearly
explain the different play and joystick combinations. Some study is required to become familiar with the correct
joystick positions. I still play with the instructions opened for reference.

Gridiron Glory also has other good things, like a roaring crowd sound effect when a touchdown is scored. When a
game is close, the fourth quarter can really get wild. You will enjoy this game, especially when you are playing
against a rookie coach. Here is a tip. Get him or her to coach Baltimore or New Orleans. You take San Francisco.

HOCKEY Department: Entertainment
Company: Gamma Software Sugg. Retail: $29.95
Language: Machine Availability: 5
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING c+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED C+ DOCUMENTATION C+
CREATIVITY C CHALLENGE B- HOLDS INTEREST? C
GAME DEPTH c GRAPHICS C- VALUE FOR MONEY C+

Hockey simulates the sport of ice hockey for two, three, or four players. It is much simplified over standard game
play: teams are reduced to four players each — three forwards and a goalie. In two player games, a joystick controls
one of the forwards, either the man with the puck, or his opposing guard if you are playing defense. The other two
men are monitored by the computer, and manage to follow the flow of the game’s action quite well. When the puck
is passed, control is transferred to the recipient. If a player from the opposite team touches the puck, he gains
immediate control in a clever steal. The goalie is also controlled with the same joystick by means of up and down
movements. He cannot hold or catch the puck, only deflect it. All passes or shots at goal are made by pressing the
joystick button while pushing the joystick in the direction you want the puck to travel.

The game is a grueling test of endurance in these three, five, or eight minute contests. Action is nearly non-stop
except when a goal is scored. Games that end in a tie conclude with a two minute, “sudden death” overtime period.
These games are best played with four players, one team member guarding the goal while the other plays forward.
Defensive goal keeping is improved when independently controlled; although it is best to switch off since the job of
goal keeper is not very exciting.

The graphics and sound in Hockey are on the weak side. The players don’t look like hockey players; perhaps they
more resemble praying mantises. The sound effects are terrible. Noise simulates the cheering crowd throughout the
game, and a “blat” sounds when the game or period is ended. The defender guarding the advancing offense player
with the puck flashes. He is often hard to see, especially when several teammates are in close proximity. With the
offensive passing quickly, this blinking man who is under the player’s direct control changes position too often,
which makes things confusing for the defense.

On the brighter side, Hockey is quite fun to play, especially for sports-minded fans. It is a very competitive
contest, sure to relieve the players of some of their everyday, working world anxieties and frustrations.



DOWNMHILL Department: Entertainment

Company: APX/Atari Program Exchange Sugg. Retail: $24.95
Language: BASIC Availability: 6
Hardware Requirements: 16K cassette, 32K disk Disk or Tape: Both
OVERALL RATING Cc C+ ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED C- DOCUMENTATION C-
CREATIVITY C CHALLENGE c HOLDS INTEREST? B-
GAME DEPTH D GRAPHICS C VALUE FOR MONEY c

The thrill of downhill ski racing can be had in this game from APX. One player races against the clock in an
attempt to ski through a downbhill race course consisting of eleven or more gates, and past numerous trees which
serve as obstacles. The player steers his man with a paddle controller, and can use the button as a brake if he needs to
slow down. The goal is to ski the course in the shortest time without missing any of the gates. A penalty of 10 seconds
is added to one’s time for each missed gate.

There are four different courses that can be increased in difficulty by changing the steepness of the hill. The
beginner’s course is the easiest, with the least obstacles; while the expert course is studded with trees with very
narrow gaps between them. There is also a random course that resets the gate’s positions each time it is played.

The course, which is viewed from above, scrolls vertically from top to bottom as one skis. The skier appears to
proceed up the hill rather than down. This doesn’t detract much from the game, although it would have been nice to
be skiing down the screen rather than up the screen. The skier’s dynamics aren’t quite like those encountered in real
skiing. It normally requires turning sideways to slow down — here you press a button. Also, you can actually ski

slightly uphill in a long traverse if you are going fast enough. Recovery after striking a ski gate or tree is maddeningly
slow.

Despite the above reservations, Downhill is fun to play if you are a skier. It requires good hand-eye coordination
and considerable practice. There’s also a lot of enjoyment to be had for several players who compete for the fastest
time on the course.

BASKETBALL Department: Entertainment
Company: Atari Sugg. Retail: $34.95
Language: Assembly Availability: 10
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING B CONTROLLABILITY B- ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B- DOCUMENTATION c
CREATIVITY B CHALLENGE B- HOLDS INTEREST? B-
GAME DEPTH c GRAPHICS B VALUE FOR MONEY B

Basketball is a sports cartridge for one to four players, who have the option of competing against each other, or
against computer opponents (in all but the four-player mode). The computer will even act as a teammate to one of
the players in the three player version,

Basketball players are joystick-controlled. When they come in contact with the ball, they begin dribbling
automatically, and thus can move anywhere on the court. You must depress the fire button to shoot a basket. The
ball hovers in the player’s outstretched hands and oscillates from a low to high position repeatedly. The higher the
ball, the longer the shot. The ball can be passed in the three or four-player games, if the recipient holds his button
down when the player carrying the ball wishes to shoot. The ball is passed instead.

The defensive player can jump and block a shot if his timing is right. He can also harass an opponent who is
dribbling and attempt to steal the ball. The steal occurs if the players touch when their feet are exactly aligned on
the court.

The graphics are excellent on this almost three dimensional court. The only element that distorts the perspective is
the fact that the players don’t shrink in size as they move away from the area in the front of the screen. The game is a
pleasure to play, even against a computer opponent. The computer plays tough when it is behind or the score is
even. But when it pulls ahead more than a few points, it drops into a pattern of predictable play, almost as if hoping
to keep the game close. Shooting is very easy with a little practice. The ball almost always travels to the basket, no
matter where the player shoots from. Distance is usually the deciding factor in making a basket.

In sum, Basketball presents an excellent sports simulation for play on your home computer.



BASKETBALL DARTS
POOL Department: Entertainment
Company: Thorn, EMI Sugg. Retail: $239.95
Language: Machine Availability: 8
Hardware Requirements: 16K Disk or Tape: Tape
OVERALL RATING B- CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT E+ SKILL INVOLVED B- DOCUMENTATION c
CREATIVITY S+ CHALLENGE B- HOLDS INTEREST? c+
GAME DEPTH G+ GRAPHICS B VALUE FOR MONEY B-

Pool from Thorn, EMI is a nice, straight-forward simulation of the game of pool for one or two players. It offers
the games of Eight Ball and Tournament Pool — a game in which you must call your shots, or be penalized. The
game has nice, simple ‘oystick control for aiming the cue ball. A cursor points in the direction of the shot. Since there
is no fine aim control, you are limited to positioning the cursor by tapping the joystick until it is in the right position
against the ball to be struck. However, more percise aim, especially on very close shots, is obtained by just lining the
cursor up with the ball. The strength of the shot is determined by a constantly moving “strength of shot” indicator on
the left. You take your shot when the indicator reaches your correct value.

The graphics are smooth and nicely done. The table is in green, and each player’s balls are a different color. Balls
that are pocketed are racked up at the far right. Pool is a very easy to play game. While it doesn’t enforce the rules,
except for scratches, nor has all the bells and whistles of its competition, it's nonetheless a fine game.

POOL 400 Department: Entertainment
Company: Innovative Design Software Sugg. Retail: $39.95
Language: Machine Language Availability: 7
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING 13— CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT A- SKILL INVOLVED B- DOCUMENTATION B
CREATIVITY c+ CHALLENGE B- HOLDS INTEREST C+
GAME DEPTH C+ GRAPHICS B- VALUE FOR MONEY c

Pool 400 is the cartridge version of this company’s excellent pool game, Pool 1.5. It is similar in control and play,
except that it doesn’t keep score or enforce the rules. Up to four people can play Straight Pool, Nine Ball, Eight Ball,
or Rotation. Control is almost entirely by joystick. Like Pool 1.5, you aim the cue ball by moving the joystick from
side to side. The cue ball marker shows the projected point of impact. Fine aim is toggled by moving the joystick
upward. Both the strength of the shot, and the proper amount of English on the ball are also controlled by joystick.
Various keyboard commands allow the players to set the speed of action, the friction, or whether the balls are to be
displayed in color or with numbers. They have retained the instant replay feature that allows you to try the same
shot repeatedly.

An excellent game. Those pool players who longed for a good pool game simulation, but lacked the computer
memory that Pool 1.& required, now have their wish.

52



POOL 1.5 Department: Entertainment

Company: Innovative Design Software Sugg. Retail: $34.95
Language: Machine Availability: 6
Hardware Requirements: 48K, disk drive. Disk or Tape: Disk*
OVERALL RATING B CONTROLLABILITY 8 ERROR HANDLING B+
GAME CONCEPT A- SKILL INVOLVED B- DOCUMENTATION B
CREATIVITY B- CHALLENGE B HOLDS INTEREST c+
GAME DEPTH B GRAPHICS B+ VALUE FORMONEY B

To simulate the game of pocket billiards accurately with 15 balls and a cue ball bouncing around the table in real
time is an incredible feat. The programmer’s attention to detail is to be commended. He offers variable friction,
strength of shot, type of English on the ball, and four types of pool (straight pool, eight ball, nine ball and rotation).

On the break, or after one’s opponent has scratched, one can place the cue ball into position for the shot. Aim is
accomplished by a paddle control. A dotted line with the shape of the cue ball’s position against the target surface
(ball or cushion) is moved about the table. Once a target is chosen, control can be shifted for a finer aim before the
shot is taken. While there is a lot of fine adjustment for timing during close shots, it is somewhat less accurate for
shots across the table due to the table’s angle.

Those who play pool regularly will find the dynamics or physics of the game amazingly accurate. Balls strike and
bounce off each other according to Newton’s laws of motion. By adding a choice of nine types of English for a shot,
one can control the final resting position of the cue ball as in the real game. A nice feature is that if one is practicing a
trick shot and misses, the shot can be tried again with all balls in the same place.

The graphics, which are excellent, can be used on either a color or black and white screen. One can toggle be-
tween showing the balls with their numbers or in two colors. Actually, on a black and white screen, the colors show
up as stripes and solids depending how good your monitor is. The game’s instructions can always be reached by
toggling the ESCape key. The game comes with a demo mode, with which to break with the friction set to 1
(minimal). The balls seem to bounce around forever until almost every ball is sunk.

DARTS Department: Entertainment
Company: Thorn/EMI Sugg. Retail: $29.95
Language: Machine Language Availability: 8
Hardware Requirements: 16K Disk or Tape: Tape
OVERALL RATING D+ CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED D DOCUMENTATION c
CREATIVITY D+ CHALLENGE c HOLDS INTEREST? D
GAME DEPTH C- GRAPHICS B VALUE FOR MONEY D

Darts allows one to four players to compete in this popular British game. Each player throws three darts per turn
at a dart board divided into twenty main scoring sectors (1 through 20). The outer and midway rings score double
and treble, respectively. The inner bull scores 50; the outer bull 25. The object is to reduce the players’ score from
the starting total (301, 501, 901, or 1,001) to zero.

The display shows the back of a dart player facing a dart board across the room. The lower right corner presents
an enlarged view of the board. A hand is positioned via joystick to the spot on the dart board that the player wants to
hit. The hand trembles slightly to add a bit more challenge and anticipation to the game. The higher the skill level,
the more jittery the hand becomes. When you press to throw, the player on the left throws the dart at the dart board.
The action is very realistic, and the dart may even strike and bounce off of a wire encircling the board. The score is
automatically displayed on the computer’s score pad, which alternates with the enlarged dart board after each turn.

The game is quite different from American darts. In some ways it offers a challenge, but it does seem
inconsequential to just position your hand on a dart board, then aim and throw a dart. The graphics are good, but
the game just isn’t much fun to play.
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POOL 1.5
GOLF CHALLENGE Department: Entertainment
Company: Sierra On-Line Systems Sugg. Retail: $24.95
Language: Machine Availability: 6
Hardware Requirements: 16K Disk or Tape: Cassette
OVERALL RATING c- CONTROLLABILITY D+ ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED D+ DOCUMENTATION c
CREATIVITY c- CHALLENGE c HOLDS INTEREST? D
GAME DEPTH c GRAPHICS c- VALUE FOR MONEY D+

Golf Challenge lets one to four players compete on an eighteen hole golf course. Each of the colorful holes has
trees, a sand trap, water hazards, and a green. The greens look exactly alike (round), but are shown from different
views. Many of the holes have imaginative layouts resembling that of championship courses. You play by moving
your joystick-controlled man to the ball, lining up the club, and pushing the joystick left for the backswing. The
length of the backswing determines the force of the stroke. You have to learn this through experience. The tricky part
is lining up the ball so that the club striking it sends it in the desired direction (the backswing rarely looks right). It
takes practice to hit the ball in the correct direction with the correct force.

Unfortunately, Golf Challenge doesn’t resemble golf very closely, particularly during the stroke. You have no
choice of clubs, for example. The ball moves somewhat realistically, bouncing off of trees, moving at half speed in
the rough and in sand traps, and stopping dead in the water. If it lands in water, you must hit it again from the last
starting position. The game doesn’t simulate golf very well, and real golf buffs won’t like it.

PRO GOLF Department: Entertainment
Company: Dynacomp Sugg. Retail: $17.95cas./$21.95 disk
Language: Basic Availability: 3
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING D CONTROLLABILITY D+ ERROR HANDLING N/A
GAME CONCEPT H SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY n CHALLENGE c HOLDS INTEREST? D
GAME DEPTH C- GRAPHICS D VALUE FORMONEY D

One to four players can tee off on a nine hole golf course in Pro Golf. The program uses coarse Graphics Mode 2
characters (20 x 10) to represent the green, trees, sand traps, and water hazards. Each of the holes will appear on the
screen with the ball’s present location. Information at the bottom of the screen provides current score and club
selection. You may select any one of two woods, five irons, or a wedge with the joystick, and hit the ball in one of
eight directions by pressing the button. There are penalty strokes for hitting the ball in the water or out of bounds.
Shots made out of the rough or sand traps are less powerful than shots hit on the fairway. When the ball reaches the
green, the view shifts to a full screen, enlarged view of the ball in relation to the hole. The putt can be long,
medium, or short.

The nine hole course is not randomly generated by the program each time the game is played, and thus becomes
predictable. There is no fine aiming control, which would have been possible with finer graphics and paddle
control. The player must be careful to push the joystick in one of the eight desired directions, or the ball will stray off
of the desired course.

Although Pro Golf ray be the only golf game on the Atari computer at present, it is not very realistic, and does not
compare to any of the golf simulations on other micro computers.



GAMBLING & CARD GAMES

BACCARAT Department: Entertainment
Company: Dynacomp Sugg. Retail: $18.95 Cassette/$22.95 Disk
Language: BASIC Availability: 6
Hardware Requirements: 24K, disk drive or cassette. Disk or Tape: Both
OVERALL RATING D- EASE OF USE D ERROR HANDLING c-
GAME CONCEPT c- SKILL INVOLVED c- DOCUMENTATION B-
CREATIVITY D CHALLENGE D HOLDS INTEREST? D
GAME DEPTH C- GRAPHICS c- VALUE FOR MONEY D-

Baccarat is the fastest card game in the world. Fortunes can literally change hands in minutes. “Baccarat,” and its
sister game, “Chemin De Fer,” have always had romantic connotations in films and pulp novels. James Bond has
confronted and humiliated many a villain at the Baccarat table.

Baccarat is the simplest of all card games, a gambling game similar to “Blackjack.” In past years, this game has
been popular in Las Vegas casinos. Since it is the only card game where the player is at nearly 50/50 odds with the
house, some hard rules have been added by American casinos as to when cards are allowed to be taken by the player
and the dealer to shift the odds in favor of the House.

For those unfamiliar with Baccarat, player and dealer are dealt two cards; the player with the total closest to nine
is the winner. Each player may draw one card to improve his hand and tens are ignored (12 =2, 19 =9). This version
plays by none of the additional “House” rules, yet manages to play an extremely poor game anyway. It only takes a
few simple rules for the dealer to follow. For example, when a player draws a 9 it usually means -1 to his hand (a 4
would end up 3: 9+4=13=3), and if the dealer had 5 he should stand. Not so in this version. The graphics are
bulky, and game control is slow. If you wanted to bet 50, you would have to sit pushing the joystick, and the many
delay loops to this BASIC program make it generally unrecommendable.

POKERSAM Department: Entertainment
Company: Don't Ask Software Sugg. Retail: $24.95
Language: BASIC Availability: 5
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING D CONTROLLABILITY B ERROR HANDLING B
GAME CONCEPT c+ SKILL INVOLVED c DOCUMENTATION c
CREATIVITY D CHALLENGE c HOLDS INTEREST? D-
GAME DEPTH D GRAPHICS D VALUE FOR MONEY D

They have taken S.A.M. (Software Automatic Mouth, a speech synthesizer requiring no hardware) and merged it
with a five card stud poker game to get Pokersam, a talking game. The computer narrates each card as it is dealt,
announces the bets, and wisecracks between plays. The choice is bet, call, or fold after each card is dealt.

A movie critic once remarked that the test of a 3-D movie is to ask what the movie would be like without the 3-D.
Likewise, what would this poker game be without the speech? The answer is, mediocre. First, five card stud tends to
be a boring game. Second, the poker portion of the program looks and plays like many of the early poker games out
of magazines. This is not to say that it plays poor poker, just that it suggests the same quality. Lastly, blanking the
screen during the speech becomes very annoying. The screen goes blank just when you want to look at the cards. In
short, Pokersam would have made a good demo for the original speech synthesizer, but as a separate game it is not
worth the money.
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STRIP POKER Department: Entertainment

Company: Artworx Sugg. Retail: $29.95
Language: BASIC Availability: 5
Hardware Requirements: 40K Disk or Tape: Disk
OVERALL RATING B- CONTROLLABILITY c ERRCR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c DOCUMENTATION c
CREATIVITY B- CHALLENGE c HOLDS INTEREST? B
GAME DEPTH c- GRAPHICS A VALUE FOR MONEY B-

Strip Poker makes an excéllent party game. Several people can take turns in an attempt to win all the clothes off
either of two pretty young Sn-screen opponents who play poker in very different styles. Suzi plays terrible poker.
She bluffs continuously, raises a lot, and rarely has a decent hand. Melissa, by contrast, can usually beat the pants off
an opponent—if you'll excuse an expression—whose luck isn’t with him. Other opponents, both male and female, are
now available in supplementary modules, accommodating many tastes.

The object of the game, of course, is to beat either of the two girls in Draw Poker. If either opponent runs out of
money to bet with, he or she trades a piece of clothing for $100. If they win the money back, they may repurchase
their clothes. There are either three or four Hi-Res screens; the last shows the girls completely naked.

The cards are dealt to the player and appear beneath the opponent’s picture. All choices are made by joystick
control, confirmed by pressing the fire button. Players can drop, stay, or bet. They can discard one or more cards in
the hope of getting a better hand. The computer doesn’t cheat by “looking” at your cards, decent of it given the high
stakes of the game.

Overall, the game is entertaining and fun to play, and contains some excellent graphics. It is probably the only
computer poker game that holds your interest for more than a few games. It has proved to be a particularly popular
game among boys aged 10 to 16 years old. There isn’t anything more than they could find in any contemporary girlie
magazine, but getting there seems to be more fun. R-rated.

POKER TOURNEY Department: Entertainment
Company: Artworx Sugg. Retail: $24.95 cassette & disk
Language: Basic Availability: 3
Hardware Requirements: 32K; disk drive or cassette player. Disk or Tape: Both
OVERALL RATING C+ EASE OF USE B ERROR HANDLING B+
GAME CONCEPT B- SKILL INVOLVED Cc- DOCUMENTATION c+
CREATIVITY c CHALLENGE C+ HOLDS INTEREST? c
GAME DEPTH c GRAPHICS C+ VALUE FORMONEY €

Poker Tourney simulates the game of draw poker. It is a one-person game pitting you against six other computer
players. The deck contains a joker that can be used either as an ace, or to fill in straights and flushes. The rules state
that it takes jacks or better to open, and three raises are permitted both before and after cards are drawn. Everyone
starts with $50.00 in chips. Each time a player is forced out of the game the ante and stakes increase. You play until
you win or run out of money.

All choices are controlled by joystick input. You can pass, raise, or call; and up to four cards may be discarded.
The cards are .displayed in colorful, high-resolution graphics if the cassette has more than 32K of memory;
otherwise, the cards are in text. The disk version, in addition, contains Hi-Res display.

Each of the computer opponents plays with a different strategy. Some resort to bluffing, others base their play on
poker odds. The program tracks your bluffing tendencies and adjusts play accordingly, but it does not cheat by
looking at your hand. With features like rotating dealing and escalating stakes, the program plays a very fair yet
realistic poker game.
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POKER TOURNEY STRIP POKER

KEN USTON'S

PROFESSIONAL BLACKJACK Department: Entertainment
Company: Intelligent Statements Sugg. Retail: $69.95
Language: Machine Availability: 5
Hardware Requirements: 48K Disk or Tape: Disk*
OVERALL RATING B+ CONTROLLABILITY B+ ERROR HANDLING B
GAME CONCEPT B SKILL INVOLVED N/A DOCUMENTATION B-
CREATIVITY N/A CHALLENGE B+ HOLDS INTEREST? B-
GAME DEPTH c GRAPHICS c VALUE FOR MONEY B

Ken Uston’s Professional Blackjack is intended to teach the blackjack player three different point-counting
strategies that are covered in the author’s book Million Dollar Blackjack. It is based on the theory that even when the
casino is using several decks, the character of the deck constantly swings favor from the house to the player and vice
versa. For example, if all four aces have been played, no one can get a blackjack. Since the house pays 3to2fora
blackjack, this is unfavorable to the player. Likewise, fives favor the dealer, because house rules require him to hit on
sixteen or less.

Those who just want to have fun should learn the simplest of the three strategies. Those who wish to have a good
time without losing any money should learn the “simple plus/minus” card counting system, and those who want to
make money at it should learn the “Uston Advanced Point Count” strategy.

The program offers several drill sessions where cards are dealt and the player practices his point-counting
strategy. This is one of the best blackjack simulations that I have seen. Six players, either human or computer, can it
atany of the six positions at the table. The table can be any casino in the United States. This disk has all of the special
rules stored for each casino and plays blackjack by those rules. For example, if you choose to play in the Reno-Lake
Tahoe area, you can choose between Harrah’s Circus Circus and other local casinos. During play a high tone alerts
you when you have made a strategic error. If you press the space bar, you can refresh your memory with the running
count, true count, betting true count, and the status of aces. If you just want to play for fun, you can turn off the error
prompting sounds.

The disk comes with two separate manuals. The first is a sparse but adequate instruction manual to run the
program. The other is a detailed explanation of Ken Uston’s point-counting strategies. This book contains valuable
colored charts that tell you whether to hit or not depending on your point count and what face card the dealer shows.

This package is higher priced than many other blackjack strategy programs, but it is perhaps the most
comprehensive learning tool available to anyone seriously interested in learning to play blackjack for money. Ken is
living proof that his strategies work, because he is banned in virtually every casino in the United States where point
counting is illegal.
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SEVENCARD STUD Department: Entertainment

Company: APX/Atari Program Exchange Sugg. Retail: $17.95
Language: Basic Availability: 2
Hardware Requirements: 24K cassette; 32K disk. Disk or Tape: Both
OVERALL RATING B - CONTROLLABILITY C+ ERROR HANDLING C
GAME CONCEPT B - SKILL INVOLVED C DOCUMENTATION C
CREATIVITY C+ CHALLENGE c HOLDS INTEREST? C+
GAME DEPTH C+ GRAPHICS B+ VALUE FOR MONEY B-

In this single player game, you sharpen your wits against five other computer opponents. Seven Card Stud is the
game, and the computer deals, collects and counts bets, and plays five hands against yours. Each player is given a
name and certain traits of poker playing. It becomes your job to learn these traits (for your own poker survival), and,
if possible, pile up huge winnings. You can change the “personalities” of your poker rivals around if you like, to
prevent yourself from getting too cagey. Fortunately, the computer doesn’t cheat by “looking” at your hand.

In different levels of play you can program your opponents in areas of tight or loose play, smart play, frequency of
raise, and bluff factors. In all, this makes for many variations of the same game. Whether you call, raise, or fold is
determined by positioning your joystick.

The graphics in this game are quite good. Against a green backdrop (giving the effect of a felt tabletop), your
checkered cards are dealt three down and four up in the regulation manner. The bets after each card are calculated
by the computer, and. after each hand, the tally is shown. You can then look at everyone’s hand, and so learn to
improve your play. The game ends only when you’ve had enough of Doc, Kelly, and the rest of the boys.

CRIBBAGE Department: Entertainment
Company: APX/Atari Program Exchange Sugg. Retail: $17.95
Language: BASIC Availability: 6
Hardware Requirements: 40K (disk); 32K (cassette]) Disk or Tape: Both
OVERALL RATING c CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT c- SKILL INVOLVED c DOCUMENTATION c
CREATIVITY c- CHALLENGE c HOLDS INTEREST? (]
GAME DEPTH c- GRAPHICS B- VALUE FOR MONEY c

Cribbage is a very good rendition of the classic card game in which the object is to be the first to score 121 points
by counting combinations of cards (fifteens, straights, pairs, and flushes). It is much more complicated than it
sounds, for alternate cards are played with the goal of reaching 31 card points without going over the point limit. The
player who succeeds wins the crib in addition to pegging two points. There are other fine points to this game which
have made it a popular two-player contest over the years.

The computer is your opponent in this simulation, and an admirable opponent at that. It plays a very steady game
with few major errors. There are four levels of play, and the computer plays equally well in each. Scoring is tutored
at the novice and begianer’s level, while the computer will steal any points that you forget to peg at the advanced
level.

The program’s basic philosophy is to teach players to correctly score their hands and to develop good playing
strategy. Input to the game is entirely by joystick. You choose which card you want to play and move the scoring peg
by the touch of the joystick; pauses are controlled by the button. The program is entirely user friendly, and it is
virtually impossible to err because the computer will not let you make an illegal card play.

The playfield is nicely laid out with the peg board separating the two opponents. The cards are in Hi-Res (graphics
8). Due to the nature cf the graphics mode all card suits are represented by the color blue. Since this is not a game
where card suit is important, the singular color doesn’t detract from the game. Scoring is displayed both as a
numerical value as well as by peg position; the point count is displayed in the center. This is most helpful to beginners
who would normally have to count the cards after each play.

This version of Cribbage is a very enjoyable one, and it offers all but advanced players a challenge. The program is
also a very good tutor for beginners who have trouble learning the intricacies of the game’s unique scoring system.
Anyone who likes Cribbage will enjoy this computerized version.



BRIDGEMASTER Department: Entertainment

Company: Dynacomp, Inc. Sugg. Retail: $21.95
Language: BASIC Availability: 6
Hardware Requirements: 32K, disk drive. Disk or Tape: Disk
OVERALL RATING C+ CONTROLLABILITY B ERROR HANDLING D
GAME CONCEPT C SKILL INVOLVED C DOCUMENTATION C-
CREATIVITY B CHALLENGE C+ HOLDS INTEREST? B
GAME DEPTH B GRAPHICS N/A VALUE FOR MONEY A

Bridgemaster is the successor to Dynacomp’s Bridge 2.0 and is the best of the four known Bridge games currently
available for the Atari; unfortunately, it still leaves a lot to be desired. Bridgemaster offers 1,000 different hands on
a neatly laid out, B&W, all-text playing field; duplicate scoring; and running score sheets for different players. It
does not provide a “Claim” feature, so all hands must be fully played out.

The documentation is somewhat long on hype and short on game bidding conventions and menu descriptions. It
supports doubles, pre-emptive bids, Blackwood, and Stayman (read the documentation carefully on this one). Given
the proper holding, your partner will jump overcall or jump shift your opening bid, but he will seldom overcall an
EW opener, even when holding an opening hand himself. North is not prone to shift suits or support your second
rebid of a major, even when holding three small cards. Your North partner loves to bid four card suits — again and
again, even if he has two other biddable (and higher ranking) four card suits. He seems to keep bidding on the basis
of combined point count, pushing his suit until he reaches the correct level, with the proper suit being left to you as
South.

Bridgemaster plays EW hands offensively as well as defensively, but the play is conservative and predictable.
When NS is defending, the computer plays the concealed North hand. All closed hands have the unfortunate
penchant of leading aces and kings off the top, although an ace may be underled against No-Trump contracts.
Against a suit contract, an EW declarer always pulls trump, even at the cost of losing trump control; an offensive
cross-ruff algorithm is not provided. The game plays without finesse, so why should you? At least it will usually play
second hand low.

The speed of play to each trick is excellent; there is a five second delay after the last card to each trick is played,
and a lengthy delay before getting on to the next hand. Preset hands are supported, but can’t be saved. Bridgemaster
won’t take the place of a good instruction book on learning the game; but it is a step in the right direction, and will
give a novice good play as well as practice in getting upset with his partner. Intermediate players will be astonished
to find that their game has suddenly improved. Advanced players will have to wait awhile for a good challenge.

BRIDGE 2.0 Department: Games
Company: Artworx Sugg. Retail: $17.95 cassette/$21.95disk
Language: Assembly Availability: 8
Hardware Requirements: 24K Disk or Tape: Both
OVERALL RATING c CONTROLLABILITY B ERROR HANDLING B
GAME CONCEPT c SKILL INVOLVED c DOCUMENTATION c
CREATIVITY C+ CHALLENGE C+ HOLDS INTEREST? c
GAME DEPTH c GRAPHICS N/A VALUE FORMONEY ©

Bridge 2.0 allows you to play contract bridge with the help of a computer partner against two other computer
opponents. The program consists of two parts: bidding for the contract, and playing out the hand, either as declarer
or as defender. This ability to play defense against two computer opponents is rather unique, and this was the first
microcomputer program to do so.

The bidding follows Goren’s point-count bidding system, but because of memory limitations it only incorporates
the most fundamental features. Most of these features are explained in the documentation. Don’t expect to be able to
change to a third suit if you respond with a bid different from the suit with which it opened. Doubles and No Trump
are perfectly acceptable. Overall, the program will respond properly around 70% of the time.

The hand is played out in a text display. The display is nicely formatted, and the cards are arranged by rank and
suit for your hand, and for your partner if you are the declarer. A king of diamonds is played by typing KD. The
computer opponent isn’t very good, lacking finesse in play.

Avid Bridge players will find fault with this program. Apart from the limitations discussed above, the computer
cheats. In an attempt to develop an algorithm that could play both offense and defense in a limited amount of
memory, it was necessary to allow the computer some knowledge of its opponent’s hand. While this may not be fair,
the computer still doesn’t play very well. The game is much more suited to the novice or average player.
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Arcade Style Adventures

IN SEARCH OF THE

MOST AMAZING THING Department: Entertainment
Company: Spinnaker Software Sugg. Retail: $39.95
Language: BASIC Availability: 8
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING B CONTROLLABILITY B- ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED B DOCUMENTATION C-
CREATIVITY A- CHALLENGE B+ HOLDS INTEREST? c+
GAME DEPTH A GRAPHICS c VALUE FOR MONEY B-

In Search of the Most Amazing Thing, a game designed for children, departs from the usual kill-the-aliens theme,
and encourages you to negotiate with the creatures. In order to succeed in finding “the most amazing thing,” you
must obtain clues from different alien cultures. You must discover how to interact with them, how to read sign
language, exchange currency, read maps, and compose songs for which the aliens might wish to trade information.

The journey begins in Metallica, where old Uncle Smokie weaves tales about his past search and offers you the use
of his B-Liner for the trip. The B-Liner is a combination hot-air balloon and dune buggy. Itis even equipped with an
oil-drilling platform on its rear deck so that fuel shortage is never a problem. However, the B-Liner is not fully
equipped. You can auction items gathered from Smokie’s previous trips to raise 11oney to buy your equipment. The
Metallicans, however, are a crafty bunch. If you ask too much, they will steal ycur item. It becomes a challenge to
outfox the aliens at the auction. Since you need a lot of green chips to buy the nzcessary things, this portion of the
game is extremely slow and repetitive. I've been told that some children are completely absorbed by this section. I
was bored, and I'm sure older children would be, too.

Once the B-Liner is fully equipped and you have enough clues from Uncle Smokie, you set out on your quest. You
fly or drive around the Darksome Mire and get fuel by anchoring against a Night Rock and drilling for oil. To do the
latter, you don a jetpack and fly outside to the rear platform. You drive and fly using the AWDX and S cluster keys.
You gather food by driving up to a Popberry Tree, flying to its branches, shaking a piece of fruitloose, and scooping
it up from the ground before it sinks into the tar.

Flying the balloor: takes practice. Winds of various strengths and directions blow at different altitudes. You can
only use one instrument at a time. If you are busy monitoring your radar, looking for the nearest hut, and you want to
see if you are getting closer, you have to activate a direction display and an altitude display. Each of these takes time
to draw. By the time you figure out you are going in the wrong direction, the hut is gone. At this point, an instrument
panel would have been useful. Eventually you drift near a hut somewhere in the Darksome Mire, and then you can
drive the rest of the way to the hut.

This portion of the game is designed to make you think. First, you have to read the map to determine which land
you are in. (The clues offered by the B-Liner’s computer modules require the name of the culture.) The clues will
give you information about the aliens, such as what the value of their currency is and what music they like. They will
also tell you the aliens’ sign language (to which the creatures point with their antennae) for six important phrases used
in trading. Since music is very important in trading, you are equipped with a music composer. If you can deal
successfully with the aliens without offending them or scaring them away, you can trade for a clue to find “the most
amazing thing.”

While this game 1s intriguing and educational, it takes innumerable hours to play. Fortunately, it does have a
Save-game feature. The average child may not have the patience to play this game due to the time it takes (even days)
to find “the most amazing thing.” It certainly teaches the child to think, for the instructions only offer some basic
clues. A short novel accompanies the package, giving the child some background. All in all, In Search of the Most
Amazing Thing is an interesting game for a child with a long attention span.



GALAHAD AND THE HOLY GRAIL Department: Entertainment

Company: APX/Atari Program Exchange Sugg. Retail: $29.95
Language: Machine Availability: 8
Hardware Requirements: 32K, disk drive. Disk or Tape: Disk
OVERALL RATING (] DIFFICULTY A- ORIGINALITY B-
PUZZLE QUALITY D EASE OF USE B DOCUMENTATION D-
TEXT QUALITY N/A VOCABULARY N/A HOLDS INTEREST? B
GRAPHICS QUALITY B- SAVE/RESTORE N/A VALUE FOR MONEY C+

Galahad and the Holy Grail is a Real Time arcade adventure game in which you, as one of the Knights of the
Round Table, venture on a quest to find and return the Holy Grail to the white chapel. It is a very imaginative
game, becoming quite obvious as you explore it that the author modeled it after the film adventures of “Monty
Python and the Holy Grail.” He has included objects like the Holy Hand Grenade, and enemies such as the Rabbit.

The game can be played on two levels of difficulty. The easiest. indicated by a black chapel, does not require you
to obtain the various keys that unlock the portals connecting various segments of the adventure. While this may
simplify the game somewhat, this game is still incredibly difficult, because of the random Real Time aspects of the
fighting portions of the games. Couple this with an exploration of the adventure maze full of traps and secret portals
(found by the minesweep method or blind luck rather than by logic), then you have a very, very tough and
frustrating game.

I hate to criticize a creative game, but Galahad has features that seem illogical to the player, features not
explained in the very sparse documentation. Probably the most irksome aspect is that each time you encounter an
enemy knight the item you are carrying magically disappears and a sword appears in your hand. Fine, but where did
that item disappear to? Actually, it changes place with the sword. Well, that is nice, assuming you remember where
you left the sword. But in reality, since you get killed often (this game allows an infinite number of lives), in the
room with the two spiders, for example, items begin to pile up in that room. Another irksome feature is being
magnetically pulled into walls if you touch some of them. While at times this may be helpful in reaching some room
that you might never have otherwise found, sometimes the wall is deadly and the item that you were carrying
becomes embedded permanently (or at least until you reboot the disk). There is no puzzle content to finding
anything. It just takes exhausting searching by the minesweep method. I searched the rooms in one castle numerous
times and didn't find the secret portal until Atari was nice enough to furnish a complete map and hint sheet to
Galahad. 1 must admit that the game makes a lot of sense once you have the map. You begin to realize that there is a
way out of that part of the maze if you only searched longer for that secret portal.

Now that I have the map with the locations of all the secret portals, three neighborhood teenagers and myself treat
this game as a very frustrating arcade game. While we are sure the game is possible to finish, having spent more than
a month trying to kill three knights, two spiders, a very quick rabbit, a deadly dragon, and a lightning fast spider,
none of us have succeeded in killing or eluding all in any one lifetime. Each time you are killed you start again at the
chapel. We have suffered the frustration of having an enemy knight randomly appear on top of us just as we changed
rooms (this is not fair), and rooms scrambled by an exploded hand grenade but with our enemy still alive.

[ can’t say the game isn’t fun or you would question why we are still playing it. But buyers should be aware that
the game is exceptionally difficult and challenging, vet flawed in many ways. The documentation leaves a great deal
to the imagination. At the least it should have sets of hints for different player levels. I have to hand it to the author

for creating a very imaginative game, but the it relies too much on luck and too little on logic to be considered a good
adventure game.

GALAHAD & HOLY GRAIL
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ACTION QUEST Department: Entertainment

Company: JV Software Sugg. Retail: $29.95
Language: Machine Availability: 7
Hardware Requirements: 16K, cassette or disk drive Disk or Tape: Both
OVERALL RATING B- CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT B- SKILL INVOLVED B DOCUMENTATION c
CREATIVITY B CHALLENGE B HOLDS INTEREST? B-
GAME DEPTH c+ GRAPHICS C+ VALUE FOR MONEY €+

Action Quest is an action game that attempts to meld the arcade game concept with a mnaze-adventure format.
The goal is to solve twenty puzzles, which are located in six rooms on each of five levels. The puzzles vary in
complexity from the simplistic to the very difficult. Most have as goals touching a treasure in a single or linked set of
rooms, and then escaping before the clock runs out. These treasures are often guarded by hidden traps or by very fast
creatures that can kill on contact.

You play the part of a shimmering ghost, armed with a gun. This gun is useful not only against the paralyzing
creatures, but for moving objects around or penetrating barriers. The gun, aimed with a joystick, “remembers” the
last position, so that bursts of shots can be fired in the same direction simply by depressing the firing button. Aiming
is not as controllable as it should be, especially while defending against two fast-moving creatures approaching
diagonally. It takes considerable practice to master the technique of staying alive.

There is a time limit for each puzzle. Your ghost gradually fades to nothing as the timer approaches zero. If you
can’t exit the room in time, you lose one of your ten “lives.” In many cases you can abort the mission just by exiting a
doorway and trying again. In one of the puzzles, you must quickly navigate a maze to a door leading into the
treasure room before the timer runs out. Of course, there are deadend passages and false doors. One room has objects
that must be touched in the correct sequence before you can reach the treasure. Another has walls that close in to
crush you. A clue to each puzzle is displayed at the bottom of the screen.

After retrieving all four treasures on the current floor, the game progresses to the next level. However, you can
press the select key to reach any higher level that you wish to try. The game’s sounds and graphics are fair. The
puzzle content is high enough that it will take several hours to retrieve all twenty treasures. Beyond that, you can try
for the best time. In sum, while it should not be classified as an adventure, it is a creative game and one that’s fun to

play.

GHOST ENCOUNTERS Department: Entertainment
Company: JV Software Sugg. Retail: $29.95
Language: Machine Availability: 8
Hardware Requirements: 16K; cassette, or disk drive. Disk or Tape: Both
OVERALL RATING B EASE OF USE c ERROR HANDLING N/A
GAME CONCEPT B- SKILL INVOLVED B- DOCUMENTATION c
CREATIVITY B CHALLENGE B+ HOLDS INTEREST? B
GAME DEPTH B GRAPHICS C+ VALUE FOR MONEY -]

Ghost Encounters, an action game that melds the arcade game style with an adventure format, is the sequel to an
earlier game, Action Quest. In many ways, Ghost Encounters is a superior game, because its puzzles are more
complex and the ghost can transform itself into any of the tools needed to complete the quest if you press the
appropriate key. Sometimes it needs to become a key to open a lock, or a shovel to dig a hole, a thin line to fit
through a narrow pipe, or possibly a torch, hammer, or magnet.

Like its predecessor, the game consists of five levels which contain 20 treasures in thirty rooms. There is a time
limit for each of the puzzles, and your ghost will gradually fade to death as the timer expires. If you can’t exit in time
you lose one of your ten lives, as you do if any creature or object kills you in any room. The arcade-style action
requires considerable dexterity to handle the gun, which is somewhat difficult to aim accurately while fleeing.

The puzzles are more complex since your ghost can become a number of useful tools. Some are very obvious,
others require some insight to the clue offered in the text window at the bottom of the screen. In one part you enter a
maze where two creatures are chasing you. The message appears “allways one left.” You paralyze the first creature
with your gun, only to find that it comes alive when the other is paralyzed. Another room has a trapped Pac Man-
like creature that, although deadly if released, can be helpful in obtaining the treasure.

The game is intriguing and fun to play. It should take more than a few hours to solve all of the puzzles. In fact
even if you manage to solve all of the puzzles through extensive play, it is unlikely that you can complete all twenty
within the ten life game limit. That is an added challenge for the dedicated arcade fun.
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JOURNEY TO THE PLANETS ACTION QUEST
JOURNEY TO THE PLANETS Department: Entertainment
Company: J.V. Software Sugg. Retail: 29.95
Language: Machine Availability: Machine
Hardware Requirements: 32K Disk or Tape: Soth
OVERALL RATING B+ CONTROLLABILITY B+ ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B- DOCUMENTATION B
CREATIVITY B CHALLENGE B+ HOLDS INTEREST? B+
GAME DEPTH B+ GRAPHICS :] VALUE FOR MONEY B

Journey to the Planets is the third action-adventure from J. V. Software. In many ways it is much superior to their
earlier offerings because of the complexity of the space-navigational puzzles. The object of the game is to capture
nine treasures from each of the nine planets in an alien universe. You begin on your home planet where you must find
a gun and board your spaceship in order to explore the galaxy. Once the ship blasts off it is guided by joystick. A map
showing your ship’s location in the 8 x 8 sector universe is toggled with the joystick button. As you travel, the
unknown sectors adjacent to your square are mapped, and the planets that you need to explore become visible (each
in a different color).

While it is possible to explore the space by trial and error, your ship has only a limited energy supply, so fuel must
not be squandered. Speed must also be controlled. There are obstacles in space, and the descent to a planet’s surface
must be made within the green or yellow safety zones shown on the indicator at the top of the screen. The critical
landing phase is often hampered by obstacles or tricky landing sites, so speed must be within the green zone.

A planet’s surface is represented in five scenes. Each of the treasures is guarded by creatures, some mortal, others
not. Sometimes there is an object (like a cage) that will assist you, but the trick to using it properly is concealed in a
cleverly constructed puzzle. Another planet has moving blocks that change color when they are shot, while various
color combinations initiate events in another scene. You will obviously need to construct a bridge to reach the
treasure, but how do you get the parts? Each of these puzzles is complicated, yet a logical solution is usually available
through trial and error. Finally, although you won’t readily be killed off, if you do die you are reincarnated back on
the home planet ready to try again.

Journey to the Planets is an original and ingenious game with considerable depth. It challenges the adventurer and
requires from him a combination of eye-hand coordination skills and problem solving abilities. The graphics are
colorful, well animated, and add to the pleasure of playing the game. Joystick control is simple and doesn’t
complicate or increase the difficulty of the game. Due to the difficulty of some of the puzzles, it won’t be solved in a
few hours. For those who want a solution, J. V. Software will mail you one for only a dollar. Journey to the Planets is a
league above the first two adventures in terms of difficulty, and will be a worthwhile investment, especially if you
enjoyed the two earlier action-adventures.
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CASTLE WOLFENSTEIN Department: Entertainment

Company: Muse Software Sugg. Retail: $34.95
Language: Machine Availability: 6
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING A- CONTROLLABILITY -] ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED 8 DOCUMENTATION B-
CREATIVITY A- CHALLENGE B HOLDS INTEREST? B+
GAME DEPTH A GRAPHICS B+ VALUE FOR MONEY B+

Castle Wolfenstein is a translation of one of the most popular arcade/adventure games on the Apple computer. It
was the first of the games to meld the adventure game format with interactive arcade style play. Although it tends to
be slow, drawn out, and frustrating, it has remained immensely popular and has a large following.

The Germans are holding you prisoner in the dungeons of Castle Wolfenstein. A dying cellmate gives you a gun
and ten bullets. Your mission is to find the war plans for Operation Rhinegold, and escape with them from the castle.
As you wander from room to room, you will encounter various chests, patrolling guards, and the dreaded SS
stormtroopers. Some of these chests contain items that you will need in your quest: a German uniform, a bulletproof
vest, schnapps, and, at times, more ammunition and deadly grenades for use against the SS. Be advised that it takes
time to open these chests. Also, ammunition can be replenished by searching dead guards.

Your prisoner is controlled by either joystick or keyboard. Touch typists might like the keyboard mode, but it
requires a nine key cluster for movement, and a similar one for aiming and firing. The Spacebar is used for searching
guards or unlocking doors or chests. The Start key fires the gun, and the Option key propels a grenade. Single
joystick mode is perhzps the easiest, since two joysticks require two players to operate them properly. The stick
moves your man in the desired direction. When the trigger button is depressed, the man freezes and aims his gun.
This arrangement worlks well since gun play is rarely the quick draw and shoot style, but usually involves an ambush
when the guards make their rounds. The guards aren’t very bright, however, and are only alerted by gunshots or
catching sight of you if you attempt to sneak past.

The strategy involves a systematic search of every room on every floor. A disguise and a bulletproof vest are of
great help against the regular guards, but your Mauser will prove ineffective against an SS guard. It’s fun to roll a
grenade at one and watch him blow up.

While the game is initially fun, it becomes tedious and routine with extended play. There isn’t much skill required.
Patience in an ambush is much safer than treating the game as if it were an arcade contest. This is especially true if
you lose, and so are forced to endure the long opening sequence of instructions once again. Players have been known
to cheat when they are captured by quickly opening the drive door and rebooting. Because the disk stores the current
room position, this tactic will work. You can play the same game over and over, or you can generate a new and
random one which gives you the chance to learn the castle layouts. If you win, you advance to a higher rank and a
harder level.

On the whole the game runs smoothly and has few faults, although the long delays to pick the lock on a chest are
maddeningly slow, and it is possible to inadvertently find the exit to the castle before you find the plans. The
graphics are colorful and nicely animated. The Germans speak several words in their native tongue, but these aren’t
as clearly understandable as on the Apple because of the DMA of the Atari’s graphics chip. Overall, Castle
Wolfenstein is an enjoyable game that can eat up a considerable amount of your free time.

CASTLE WOLFENSTEIN



E.T. PHONE HOME Department: Entertainment

Company: Atari, Inc. Sugg. Retail: $49.95
Language: Machine Availability: S
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING D+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT . c SKILL INVOLVED c DOCUMENTATION D+
CREATIVITY D+ CHALLENGE c HOLDS INTEREST? D
GAME DEPTH c GRAPHICS c VALUE FOR MONEY D

Atari bought the game rights to the movie E. T. for a reported $10,000,000 in the hopes of producing a best-selling
video game. Unfortunately, a movie that appeals to the emotions doesn’t necessarily make a good game. The
computer version of E. T. Phone Home!, while far better than the VCS version, remains a simple child’s game in
which the object is to gather parts for a transmitter for E. T. to use to phone home. If successful, E. T. must then be
guided to a secret spot in the forest where his spaceship awaits.

The game is played on a large scrolling map consisting of suburban houses, open fields, and forest areas. A number
of scientists and secret agents roam the area in search of the extraterrestrial. As the game begins, E. T. telepathically
displays the parts he needs to construct his phone. The parts are of different shapes and colors and may be as few as
four on the easiest level or as many as ten on the more difficult levels. Only Elliott can detect the pieces as he
approaches them. The government men often follow Elliott in the hope that he will lead them to E.T., but they are
unaware of the telephone parts unless Elliott is actually carrying them, in which case they will steal the parts and hide
them elsewhere. Elliott can either drop the part and run, or retain it and attempt to elude his pursuers by making
several quick turns on the maze-like paths.

E. T. can only survive for a limited amount of time. His life-energy, which steadily diminishes throughout the
game, is indicated at the top of the screen by a shrinking red line and four flowers. Each time the line vanishes, a
flower disappears. The extra stress of telepathy quickly reduces his energy, penalizing players who can’t remember
which parts they are looking for and need to ask E. T. repeatedly. Telepathy may also draw the scientists towards
Elliott’s house When E. T. finds a phone part that he needs his heart turns red and his energy increases (a blue heart
indicates an incorrect phone part). When the transmitter is finally completed, E. T. speaks and must then be guided
to the secret landing site in the forest without being caught.

The game is easy enough for children (ages 8-12) to play. The easiest level has only four phone parts to find. The
scientists and secret agents are troublesome, but they aren’t good trackers. Usually the child can return the phone
parts to the transmitter before three of the flowers disappear. The worst problem is wandering or being chased too
far.If you get lost and have trouble finding Elliott’s house again, several parked cars near his home become an added
help.

E.T. Phone Homel! is a very mediocre game that older children and adults will find disappointing. The graphics
are adequate and E. T.’s voice is cute, but in these days of speech synthesis such features are unremarkable. The
game does have some merit, and if your child is enthralled with the E. T. character, then you might want to buy it.

MANIAC MINER Department: Entertainment
Company: Gentry Software Sugg. Retail: $19.95
Language: Machine Availability: 7
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING D- CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT D+ SKILL INVOLVED D DOCUMENTATION D+
CREATIVITY D- CHALLENGE D+ HOLDS INTEREST? D-
GAME DEPTH D+ GRAPHICS D VALUE FOR MONEY D

I thought Maniac Miner dull and simplistic. You collect rubies, opals, gold, and diamonds that magically appear
overhead in oree of the four shafts showing on the screen. When you have collected five gems, a Magic Pole appears
for you to slide down so that you can mine the next level. Bats and deadly spiders inhabit each mine shaft. You can
avoid them by using your joystick to duck, jump, or hover, being careful not to jump too far lest you hit the ceiling
and die. The whole thing lacks excitement and challenge and belongs in the closet.



SNOOPER TROOPS #1 Department: Entertainment

Company: Spinnaker Software Sugg. Retail: $44.95
Language: BASIC Availability: 5
Hardware Requirements: 40K, disk drive Disk or Tape: Disk
OVERALL RATING B+ DIFFICULTY c ORIGINALITY B
PUZZLE QUALITY c+ EASE OF USE A DOCUMENTATION B+
TEXT QUALITY N/A VOCABULARY N/A HOLDS INTEREST? B
GRAPHICS QUALITY ] SAVE/RESTORE N/A VALUE FOR MONEY c

An educational program that teaches an organizational approach to deductive reasoning along with a bit of
mapmaking doesn’t always have to be dull and tedious learning. Spinnaker proves the point with a new series of
interesting educational programs called Snooper Troops. The first, a mystery called The Granite Point Ghost by
Tom Snyder, is well suited to students in grades four through eight. Besides the general learning value that it imparts
in the process of solving a mystery, it is great fun to play. In fact, many of the parents will become involved solving
the mystery too.

The game, in Hi-Res graphics, takes place in the town of Granite Point. The mystery involves a family that has
moved into a large mansion in a small town. For several weeks strange things have been happening late at night.
Some say the house is haunted, but maybe someone is just trying to give the family a bad scare. Now that a valuable
Siamese cat is missing from a locked bedroom, a Snooper Troop detective has been called in on the case. You play the
detective.

The detective gets to drive around town in his “Snoopmobile,” mapping the town as he goes, and taking
statements from suspects. He can make telephone calls from booths to suspects, informers, or the infamous Mr. X.
He can even snoop or search a suspect’s unoccupied home.

The house snooping is possibly the most enjoyable part of the entire game. The houses are dark, but you have a
flashlight. When you enter, the screen displays the walls of the house and the clues along with question marks. You
must move to the question mark and take a picture with your “Snoopmatic” camera, then exit without being caught.
It’s rare to be caught (you usually plan the search on a night when the suspect is known to be out); but if you are
caught, you simply start over the following night.

Each of the suspects has three clues to give, each phone contact another three, and each home searched yields a
final three. All are numbered, and you must write them down in your clue book. Additionally, there are special
message clues that you get through the “Snoopnet” computer at headquarters, so you must hurry back before the end
of the day to pick up your messages. Drive carefully and not to fast, for if you crash, you'll end up losing valuable
time at the tow yard.

The mystery is very structured. Once you're ready to make an accusation, you do so. However, you must eliminate
every other suspect by identifying the clue that exonerates him or her, and then name the means and motive of the
guilty party. This is not a simple guessing game, but a serious challenge for the child.

The game is played on the keyboard using the A, W, D, X keys for steering, the S key for stopping, and the space
bar for entering and leaving headquarters, phone booths, and houses. The space bar also turns the flashlight on and
off and takes “Snoopshots.” As our Snoopmobile travels around town, the screens change from one view to the next.
Although the game isn’t in real time, and is the same each time you play, a clock ticks off the hours and days of the
week. Messages interrupt frequently with news and tips. Sometimes I think these messages are distracting, but this is
true in all police and detective work. Incidently, there is no game save option.

The game is exceptionally well-done. It is cute, obviously appropriate for children, and not too difficult. Although

this is not geared for a classroom environment, it certainly is useful for teaching the art of solving a mystery in the
home.



BURIED BUCKS Department: Entertainment

Company: Analog Software Sugg. Retail: $29.95
Language: Machine Availability: 6
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING c+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED c+ DOCUMENTATION c
CREATIVITY c CHALLENGE B- HOLDS INTEREST? c
GAME DEPTH Cc GRAPHICS C+ VALUE FOR MONEY c

Buried Bucks is conceptually interesting as an arcade-style treasure hunt game in which you race against your arch
enemy, Dr. Mnta, to retrieve buried gold. Dr. Muta thwarts your every effort by dropping tons of dirt from his
World War Il bomber, causing you to run out of money. The area is so remote that you have to use a helicopter and
high explosives to dig for the treasure. With only $2,000 in working capital, helicopter rental fees of $240 per minute,
and a land use fee for destroying the environment with explosives (at $1.00 per cubic foot displaced by your
blasting), you have to work fast.

The joystick-controlled helicopter is extremely easy to fly. It drops bombs when facing forward, and fires missiles
with explosive charges when in a sideways position. Meanwhile, Dr. Muta flies continuously overhead and begins
dropping gobs of dirt at the first signs of digging. Therefore, the best strategy is to drop several decoys before
pursuing the backs.

The firstlevel is relatively easy. The treasure isn’t buried deeply, and five or six bomb drops below the helicopter
are sufficient to uncover it. The helicopter barely fits in the hole, and can quickly recover the bucks before the
descending gobs of dirt begin filling in the hole. Remember you only have 75 bombs or missiles, but these are
replenished by returning the buried bucks back to your landing site. The second level is more difficult. Here, the
treasure is buried deeper and water sites appear. Dropping charges too close to the water only tends to flood the
holes, and sometimes water located above the treasure necessitates excavating a large hole at an angle. You could
easily get trapped as Dr. Muta fills up the entrance, and by level five your nemesis has resorted to dropping small
missile launchers. While you can destroy the launcher on the ground with your missiles, you must outmaneuver the
missiles in the air. The game ends when you have lost all of your helicopters or your money.

Buried Bucksis a good game. It plays well and presents a good strategic balance between you and your adversary,
and there is very little frustration in the beginning stages when you are just learning how to play the game. Strategy
and a lot of ingenuity are required in digging some of the more difficult holes, and while I'd say the graphics and
sound are just adequate, the game itself is enjoyable and will prove to hold your attention longer than most.
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PHARAOH'S CURSE Department: Entertainment

Company: Synapse Software Sugg. Retail: $34.85
Language: Machine Availability: S
Hardware Requirements: 32K Disk or Tape: Both
OVERALL RATING B+ CONTROLLABILITY B- ERROR HANDLING N/A
GAME CONCEPT A- SKILL INVOLVED -] DOCUMENTATION -]
CREATIVITY B CHALLENGE B+ HOLDS INTEREST? A
GAME DEPTH B GRAPHICS B+ VALUE FOR MONEY B+

Pharaoh’s Curse is an arcade/adventure in which the object is to recover sixteen treasures from a labyrinth of
underground chambers that make up a pharaoh’s tomb. The tomb is protected by hidden traps and locked
passageways. The ghosts of the Pharaoh, his Mumimy servant, and the Winged Avenger stalk the chambers in search
of intruders.

Game play requires considerable dexterity, for there is a lot of jumping, climbing, and quick shooting needed to
survive. The adventurer, a la Indiana Jones, must leap over snake pits, climb up ropes, and shoot the undead with his
gun. He can fall as far as he likes, but traps are everywhere. Also, the Winged Avenger, harmless to the touch, stands
ready to carry off the adventurer to the deepest recesses of the tomb.

The sixteen treasures are all represented by markers at the upper left of the screen. These markers will disappear
when you obtain a particular treasure, and an extra life will be awarded with each treasure you gain. Once all of the
treasures are captured and you exit the tomb, a secret password is given, enabling you to play the more difficult and
faster moving levels.

Like most adventures, the game is initially enjoyable when learning the layout of the tomb and the tricks to
recovering the treasures. Depending on the arcade skill of the player it will take from several hours to several days to
play. It has very good graphics and uses a lot of color on at least sixteen different screens, giving the game
considerable depth. While it may not offer the expert a big challenge, it certainly is a fun beginner or intermediate
level game, and one that should be extremely popular with those who like the jumping and climbing arcade style
games.

MOUNTAIN KING Department: Entertainment
Company: CBS Software Sugg. Retail: $39.95
Language: Machine Availability: 6
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING D+ CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c+ DOCUMENTATION D
CREATIVITY c- CHALLENGE B HOLDS INTEREST? D+
GAME DEPTH D+ GRAPHICS c VALUE FOR MONEY D+

In Mountain King, a strange treasure hunt game, you try to steal a crown from the temple chamber located deep
within a diamond mine filled with menacing bats. To do this, you must first find the Flame Spirit, which doesn’t
appear until you have collected a thousand points. You use your flashlight to find the numerous treasure chests, some
of which release bats and others which add points to your score. After collecting enough points, you track the Flame
Spirit by following its flickering and listening to the volume of the music from Peer Gynt. You squat to capture the
spirit. Now you can go to the skull directly below, but watch out for the spider. If you squat in the right place, a
ladder drops so that you can reach the crown and begin the outward journey. This proves a hair-raising endeavor,
one you may not survive. You jump from level to level, sometimes helped by ladders, trying to avoid the bats. This
takes dexterity and practice. At the same time, the clock is ticking and the mine is burning while the music plays
faster and faster. You'll never get out alive. The first half of the game seems dull and senseless, and the last half, while
exciting, can’t be completed successfully.
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PHARAOH’S CURSE CAVERNS OF KHAFKA

CAVERNS OF KHAFKA Department: Entertainment
Company: Cosmi Sugg. Retail: $39.95 Tape, $1 4.95 Disk
Language: Machine Availability: 3
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING A- CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED B+ DOCUMENTATION B+
CREATIVITY A- CHALLENGE A HOLDS INTEREST? A
GAME DEPTH A- GRAPHICS B VALUE FOR MONEY A

Caverns of Khafka, a multi-screen scrolling treasure hunt, consists of four levels through which you search for the
treasures of Pharoah Khafka. You try to reach them without getting lost in the many passageways or succumbing to
acid pools, crushing walls, rolling boulders, or deadly bats. The game requires considerable dexterity as you run,
duck, and jump your joystick-controlled character through the various passageways and chambers. Upper levels
feature poisonous darts, killer bats, and monsters lurking on ladders. You can’t kill most of them. The fourth level
becomes dark, making it impossible to see some of the dangers, such as the deadly green bricks. This level offers the
ultimate challenge.

A number of tricks help you survive your quest, but they take practice. A boat moves across the acid lake, but you
must walk with it or die a horrible death. You need to duck constantly to avoid moving floors and walls, which
requires timing. To find the secret passageways, you must duck or jump at them. You also need to remember that not
all colored walls are harmless. Luckily, you become invincible for a brief period every time you collect ten of the
treasures that you need to advance levels. While invincible, you can obtain the more unreachable treasures and kill
the deadly bats. Itis a good time to clear the passageways. Every twenty treasures, you get a free player. You'll need
them.

The animated graphics are very good. Although the cavern remains the same from level to level, it becomes
progressively more difficult to pass. You can’t jump levels, but pressing Start lets you begin where you left off.
Pressing Option starts the game over. You canreach all the treasures, although it takes hours of practice to master the
game. I've seen players perform feats that look impossible. Only one thing interferes with the excellent design. The
cavern includes two pits, one randomly filled with acid (offscreen). You must jump into one of the pits, which means
that you stand a fifty percent chance of losing a man. The only redeeming feature is the fixed location of the acid pit.
Otherwise, the design works well. It holds your interest so thoroughly that you may finally make it to level three or
even four, and find out what a dark cave looks like.
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ZOMBIES Department: Entertainment

Company: Bram In:. Sugg. Retail: $34.95
Language: Machin:2 Availability: 4
Hardware Requirements: 48K Disk or Tape: Disk*
OVERALL RATING c CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION C
CREATIVITY C+ CHALLENGE B- HOLDS INTEREST? c
GAME DEPTH Cc GRAPHICS 8 VALUE FOR MONEY C-

Zombies, an arcade-styled treasure hunt, is set in a three-dimensional dungeon with an oblique view from the top.
You try to recover the seven crowns hidden by Wistrik the Evil. Each of the seven dungeons contains ten rooms
guarded by zombies, spiders, snakes, and the deadly orbs of evil. Your joystick-controlled character is unarmed, but
does have a bag with thirty-two talismans of Rhadamanthus that slow your pursuers for four seconds when strewn in
front of them. The talismans become reusable when they disappear. You can also obtain spells by touching any of the
scrolls scattered throughout the dungeons. One spell confuses your enemies for four seconds, another freezes them,
and the last protects you from harm. Because the creatures inflict damage upon contact, you must have the
protective spell or flee lest your life points dwindle to zero. When you succeed in obtaining a crown, you make your
way to the screen’s eiddge and the screen scrolls to the next room.

The game has nice background graphics, but little depth of play. It offers no puzzles, nor even a complicated
maze to explore. I'm not saying it lacks challenge, but with practice you can get through it in under two minutes. The
best feature is the two player option. Two people can cooperate to elude the enemy and collect the treasure faster.
One player can’t get ahead of the other, because both must exit the screen together.

FORTUNE HUNTER Department: Entertainment
Company: Romox, Inc. Sugg. Retail: $44.95
Language: Machinz Availability: 6
Hardware Requirements: 16K Cartridge Disk or Tape: Cartridge
OVERALL RATING c- CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c- DOCUMENTATION D
CREATIVITY c- CHALLENGE c HOLDS INTEREST? D
GAME DEPTH c- GRAPHICS c VALUE FOR MONEY D

Fortune Hunter is 1 takeoff of the arcade game Venture. The object is to obtain a treasure in each of six rooms
variously guarded by foes or beset with traps. At the beginning all six rooms appear on a map. When your
joystick-controlled man enters a room, the room enlarges to full size.

Each of these rooms has a different set of foes or traps. Touching any of the walls is lethal. The Gold Room has
three armed guards who sometimes turn invisible before you cankill them, and another has three moving spikes that
prevent you from re:ching the treasure in an all-too-narrow alcove. The snakes shoot back in one treasure room;
whilemoving barriers, which require careful timing to defeat, guard the treasure in another room. You can shoot in
all directions except c irectly up and down. This is the only addition which can be said to add a degree of difficulty to
the puzzles at all.

Players will find Fc rtune Hunter on the dull side. There isn’t much arcade play to the game. Also, you are restricted
to only six rooms due to the cartridge size which, in turn, limits the game depth. Similar games like Ghost Encounters
and Action Quest have at least thirty rooms, more variety, and considerably more arcade action. All things
considered, this is ar. expensive cartridge that you will soon put aside after you have mastered the six solutions
required to obtain th2 treasure.



SHAMUS: CASE II Department: Entertainment

Company: Synapse Software Sugg. Retail: $34.95
Language: Vachine Availability: 9
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATINI3 A- CONTROLLABILITY A ERROR HANDLING N/A
GAME CONCEPT A- SKILL INVOLVED B+ DOCUMENTATION B-
CREATIVITY B CHALLENGE A HOLDS INTEREST? B
GAME DEPTH B+ GRAPHICS B+ VALUE FOR MONEY A-

Shamus: Case 11 is a fast action game which combines characteristics of the arcade shoot-"em-up and graphic
adventure. As the Shamus, a futuristic version of a fifties private eye, you battle your way through a maze of
underground passages until you reach the lair of your arch-enemy, the Shadow.

Have no fear: the author of the original Shamus is not attempting to capitalize on its success with a pale imitation.
Aside from the names of the two lead characters, there are few similarities between the two games. The graphics are
new, as are the perils you face. These include poisonous snakes, walls of vicious mutant creatures, and ladders with
rungs which disappear at just the wrong moment.

Although strategy is important in Shamus II, you will be far better served if you have great reserves of speed and
accuracy. You must avoid the horizontally moving snakes, a feat complicated by your inability to stand still on a
ladder. In some chambers, you must destroy dozens of mutants before they descend upon you. If they reach the
chamber’s floor, a segment of the floor will disappear. Lose the last piece of floor, and you will drop through to the
chamber below.

Fans of Shamus will welcome the inclusion in Shamus I1 of a pause feature. If you press the space bar, a map of the
explored cavern areas will appear. This map includes your present location and your goal (with a great deal of empty
space between the two). Press the space bar again and return to the battle.

Shamus Il is far from a run-of-the-mill rehash of a successful game. It is even more original, exciting, and difficult
that its predecessor, almost taking the dread out of the word “sequel.”
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THE SPY STRIKES BACK Department: Entertainment

Company: Penguin Software Sugg. Retail: $19.95
Language: Machina Availability: 7
Hardware Requirements: 48K Disk or Tape: Disk*
OVERALL RATING c- CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED D DOCUMENTATION c
CREATIVITY D CHALLENGE c+ HOLDS INTEREST? D+
GAME DEPTH c- GRAPHICS c- VALUE FOR MONEY c-

The Spy Strikes Buck can be likened to an arcade adventure in which you hunt for nine clues that are hidden
somewhere inside a German fortress. These clues lead to the location of Dr. X’s terrorist operation.

The fortress consists of five floors, each divided into twenty-four vaulted and guarded sections. Each section
contains sixteen smal er rooms where you hide from the electronic guards that patrol the halls. The vaults are sealed
from each other in the beginning, but finding a flashing ring will open a door between any two adjacent sections. A
flashing elevator inside one of the rooms leads you to another floor. The upper floors are the most dangerous. Since
you often need to go down or up a floor to cross over to another section, it is best to map the floors.

Game play is rather mechanical. It is easy to avoid the robot guards by ducking inside a room. However, your
bonus is automatically halved once the guard sounds the alarm. Once in a while a spy shape shows up in place of the
ring. This is one of the nine clues which altogether form a coded puzzle.

The graphics are mediocre with identical screens throughout, but the program has excellent musical selections
that play throughout the entire game and contribute to the fun.

The Spy Strikes Bcck is an interesting game for those who like to find and decode clues to a puzzle. It offers a
diverting challenge to adventurers who aren’t looking for a real thinking text or picture-style adventure game.

PROBE ONE: THE TRANSMITTER Department: Entertainment
Company: Synergistic Software Sugg. Retail: $34.95
Language: Atari BASIC Availability: 9
Hardware Requirements: 40K Disk or Tape: Disk
OVERALL RATING D+ DIFFICULTY D+ ORIGINALITY c-
PUZZLE QUALITY D EASE OF USE 8 DOCUMENTATION D
TEXT QUALITY D+ VOCABULARY C- HOLDS INTEREST? D
GRAPHICS QUALITY C+ SAVE/RESTORE Cc VALUE FOR MONEY C-

Probe One: The Transmitter is a real-time graphics adventure program. Your object is to explore a lifeless
Terran outpost and locate and retrieve a prototype matter transmission device. Before the last outpost crew-
members died, they reprogrammed the maintenance robots for defense. These robots make up for their lack of
weaponry by sheer numbers. Interaction with the program involves a combination of the computer keyboard and
either a joystick or paddle. The joystick or paddle is used to aim and fire your stun gun at the sentinel robots, thus
destroying them.

Other than the pesky robots, the only threats to your well-being are non-operational gravity shafts. These
shafts can only be seen if you are wearing a pair of goggles found at the outpost. Once you locate the shaft with your
goggles, it reappears every time you are in that room, even without the goggles.

Designing an adventure game is not easy. The puzzles need to be sufficiently complex to be interesting,
without being so obscure that the average player has no chance. Probe One has no such depth. Once you have
determined all the facts the instructions should have mentioned but didn’t, the only remaining question is whether
persistence will win out over boredom.



O’RILEY’S MINE Department: Entertainment

Company: Datasoft Sugg. Retail: $29.95
Language: Machine Availability: 7
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING D+ CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED C- DOCUMENTATION Cc
CREATIVITY D+ CHALLENGE C HOLDS INTEREST? D
GAME DEPTH D GRAPHICS D+ VALUE FOR MONEY F

O’Riley’s Mine is a simple, slow-paced treasure hunting game. You steer your miner around the screen as he digs
tunnels to reach the various mineral deposits buried in the earth. The problem is that the tunnels gradually fill up with
water. In addition, there are monsters dogging your every move, and while you can’t shoot them, you can set a
dynamite charge to block their way.

Collecting all of the diamond, ruby, coal, uranium, and oil deposits requires planning and strategy. As the water
reaches the highest levels of your tunnels, you need to reach all of the low-lying treasure on both sides of the main
shaft. You have to work quickly, for your dynamite charged cave-ins won’t block the water from rising. If you
mistakenly dig too high, the water in the main shaft will rise to block your escape. The game has progressively harder
levels, with more monsters and treasures, and you can’t exit the mine until you recover all of the treasure.

The simple graphics are colorful, and the field scrolls slightly to accomodate the mine. Although the game is fairly
simplistic with little depth, its random placement of treasures will keep you thinking. Despite its simplicity, it might
be worth looking at, but not at $29.95.

O’RILEY’S MINE
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Arcade Rescue Games

CHOPLIFTER Department: Entertainment
Company: Broderbud Software Sugg. Retail: $34.95
Language: Machine Availability: 9
Hardware Requiremonts: 48K, disk drive. Disk or Tape: Disk*
OVERALL RATING A+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT A+ SKILL INVOLVED B DOCUMENTATION B
CREATIVITY A CHALLENGE B+ VALUE FOR MONEY A+
GAME DEPTH B GRAPHICS A+ HOLDS INTEREST? A+

Occasionally an arcade game comes along that is so unique, so well executed, and such a joy to play that it can be
considered a masterpiece. Choplifter is such a game. The game involves flying a helicopter into the desert in order to
rescue sixty four hostages held prisoner in four barracks. One of the barracks has been blown open and sixteen of the
prisoners are waiting patiently for your arrival. Unfortunately, tanks are patrolling the area so the hostages are
reluctant to stray far from the burning barracks.

Your helicopter (there are three) is warmed up on the heliport next to the post office near the border. The
helicopter responds to the up, down, and sideways movements of the joystick. Although helicopters can fly
backwards in a limited fashion by pitching the direction of the rotating blades, control is provided for turning the
helicopter around in order to aim its guns. Holding the fire button down reverses direction, and a medium long press
puts it into tank attack position directly facing you on the screen. The gun is fired by pressing the button
momentarily. This one button control system causes problems that the two button approach on the Apple computer
avoided. If in the heat >f battle against a tank or jet fighter you fire by holding the button just a little too long, the
helicopter turns sideways or around completely. This can result in the loss of a helicopter. The helicopter is easy to
fly, and impossible to crash on level one.

It is important to set the helicopter down as near to the prisoners as possible without landing on one. The shorter
their run to the copter the better, for tanks are always moving up on your position, and you often have to make a
quick getaway. It is always best to destroy a tank quickly, but first lure it away from any prisoners still on the
ground, for they are often killed by exploding shells.

The animation in these sequences is incredible. These prisoners actually run towards your chopper. The chopper’s
blades are rotating anc the craft is bouncing slightly as if you were gunning the engine in anticipation of a quick
takeoff. As the moving tanks lob shells closer to your craft, the exploding shells sometimes kill a running prisoner.
When the prisoners are aware of your leaving, or if your chopper is full, they wave goodbye. There is detail in their
motion as they run alter your hovering helicopter, or as they run from an advancing tank. You'll watch in
amazement as your helicopter is hit by an enemy shell just after it lifts off and it turns into a ball of fire and descends
as flaming wreckage.

After rescuing as many as sixteen hostages (the copter only holds sixteen), you return to your base and the second
level of the game begins. Enemy jet fighter craft guard the airspace above your advancing craft. They turn and bank
sharply while firing rockets at your chopper. Sometimes it is best to maneuver into position and try to shoot them
down. Just flying alongz is like being a sitting duck. A quick attack on a barracks usually frees another group of
hostages. Rescue is more difficult at this point as missiles can still hit you from above. The only consolation at this
point is that enemy aircraft stay on their side of the border. However, on level three, enemy drone air mines that are
capable of homing in ¢n your craft don’t care what side of the border you’re on.

The helicopter is extremely easy to fly. You do have to be more careful of your descent rate on the upper levels or
you will crash the copter. The maximum score is obtained by rescuing all sixty four prisoners. Since this is a
formidable task, I would consider this a very challenging game. Overall, the concept, graphics, and animation make

this a delightful game. If you are seeking something novel and a game that doesn’t quickly bore you, then buy
Choplifter!
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CHOPLIFTER STELLAR SHUTTLE

LUNAR LEEPERS Department: Entertainment
Company: Sierra On-Line Systems Sugg. Retail: $29.95
Language: Assembly Availability: 7
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING B- CONTROLLABILITY B- ERROR HANDLING N/A
GAME CONCEPT B SKiLL INVOLVED c DOCUMENTATION c+
CREATIVITY B CHALLENGE c HOLDS INTEREST? B-
GAME DEPTH c+ GRAPHICS B- VALUE FOR MONEY B-

The whimsical creatures who populate Lunar Leepers hold a number of your companions captive. The object of
the game is to rescue your friends from the Leepers and transport them to the safety of the cliffs before they become
dinner for these longlegged creatures. The creatures look harmless enough when you approach in your joystick-
controlled rescue craft, but don’t be deceived; they are quite capable of outjumping any of the Calaveras County
jumping frogs. They extend their long legs as if they were spring loaded and leap almost to the top of the screen.
They can digest metal, so if your ship gets in the way, they grab it, shake their heads several times, and swallow you
whole.

Your ship lacks brakes and has a bit of inertia to it. Once you learn to control it, outwitting the Leepers still takes
practice. Their leaps are predictable and, of course, you have guns activated by one or the other joystick buttons,
depending on which direction you would like to shoot. Although you can learn to kill them easily, they happen to be
worth more alive than dead. You get twenty points for killing one, but one thousand points for each one left alive
after you've rescued all your men.

The strategy is to learn to outwit them. You can’t just rescue a captive and fly high to avoid the Leepers, for they
invariably manage to steal the guy you’re carrying beneath your ship. You can’t even take your time during the
rescue, because when lunchtime comes a Leeper slowly creeps over and eats one of your friends, whom he regards
as a gourmet morsel. Your rescue strategy must also consider refueling. You have to outfly those leaping Leepers and
return to one of the two bases before you run out of fuel. The bases are on either side of the terrain; a radar gauge at
the bottom of the screen tells you the distance from them. When you have rescued all the hostages, or killed all the
Leepers, you advance to stage two.

Now your mission is to destroy the gigantic Queen Trabant at the end of a long tunnetbeneath the planet’s surface.
Of course, an army of smaller Trabants, as well as strategically placed laser beams, guard the queen. It’s actually an
easy mission on the first level of difficulty if you don’t run out of fuel before you dispatch the enemy. The Trabants
don’t shoot back until level two, and by then several Trabants escaped from the cave have filled the above ground
rescue scenario. They now make your mission a real challenge. On upper levels, the little buggers even shoot back in
the caves. The game allows you to choose your own starting level.

Lunar Leepers is a silly but thoroughly enjoyable game. The animation is cute and the slow paced action is a good
meld of a straight rescue game and the typical shoot-’em-up scenario.
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STELLARSHUTTLE Department: Entertainment

Company: Broderbund Software Sugg. Retail: $24.95
Language: Machine Language Availability: 8
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING C+ CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT C+ SKILL INVOLVED c DOCUMENTATION c
CREATIVITY c CHALLENGE c+ HOLDS INTEREST? c+
GAME DEPTH c- GRAPHICS C+ VALUE FORMONEY  ©

Stellar Shuttle resembles the arcade game Lunar Rescue. The object is to rescue six stranded space explorers on the
planet’s surface. Your shuttle craft is released from a mother ship that hovers patiently above as you descend to the
surface through a deadly asteroid belt. The craft is joystick maneuverable, has thrusters for slowing the approach
when maneuvering through the asteroids, and lasers that can be used to clear a path during the ascent. The ship
must be landed at either of two bases, and your descent speed is not important since the ship can be landed without
retrothrusting. What it important is that you make six round trips, rescuing three men from one base and three from
the other. During the ascent, when the speed is constant, you must avoid or shoot comets, alien ships, and asteroids
that block your path. Upper levels sport a dragon on the surface who devours your captives before they reach your
ship. The instructions hint that you receive 200 points for killing the dragon, but so far it isn’t clear how this is
accomplished.

Stellar Shuttle is a nicely implemented game with good graphics and sound effects. It offers a fine challenge, but
doesn’t have much depth, becoming repetitious after extended play.

RESCUE AT 94K Department: Entertainment
Company: Business Data Center Sugg. Retail: $29.95
Language: Machine Availability: 4
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING D+ CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT D+ SKILL INVOLVED D+ DOCUMENTATION D+
CREATIVITY D CHALLENGE D HOLDS INTEREST? c
GAME DEPTH D+ GRAPHICS c VALUE FOR MONEY D

Rescue at 94K is a gaine in which you must rescue a number of compatriots buried on another planet. In a sense, it
is a welcome reprieve to the numerous shoot-’em-up rescue scenarios that have proliferated on the market, but,
unfortunately, Rescue ut 94K lacks the tension the others instill and so interest quickly wanes. Its design is also weak.
The first part barely holding together parts two and three.

In part one your job is to rescue the buried survivors. You have at your disposal a geiger counter and a limited
supply of oxygen. As you move closer to the buried survivors the sound of the geiger counter emanating from the
keyboard speaker clicks intensely. You must dig by pressing the trigger button about fourteen times before they are
uncovered. There is a time limit of sorts, and little floating clouds sap two hundred units of oxygen each time you
collide with one. While you can wait for the timer to run out, it is easier to reach part two if you deliberately collide
with the deadly clouds and use up your oxygen. You may lose a man, but you save about three minutes of boredom.

The second screen is actually a way station between screen three and the stranded people. You must negotiate an
open maze at the bottoin past slowly floating poisonous clouds to the doorway at the top. Each time you bring back a
survivor you must run the maze in reverse.

Only the third screen is visually interesting. There is a rapidly pulsing energy beam just outside a tight maze which
prevents you from diractly reaching the survivors. There are three consecutive numbers. The first and third are
inside the maze, while the second is near the force field. Touching the numbers allows you to pass through the force
field, and you must tread the maze and touch each of the three numbers in order. The only hitch is that the maze
constantly changes eac time you touch a wall, making the job slightly nervewracking but of little challenge. The rest
of the game involves trinsporting the survivors back to your ship. You have to be quick and careful and complete the
rescue before you run osut of oxygen.

Rescue at 94K has scme merit, and the kids will enjoy it. Unfortunately, it lacks real game depth or challenge.
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PROTECTOR Department: Entertainment

Company: Synapse Software Sugg. Retail: $34.95
Language: Machine Availability: 8
Hardware Requirements: 32K; disk drive or cassette player. Disk or Tape: Both
OVERALL RATING c CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B- SKILL INVOLVED c DOCUMENTATION c+
CREATIVITY c CHALLENGE c HOLDS INTEREST? c
GAME DEPTH c GRAPHICS A VALUE FOR MONEY c-

The arcade game Protector creates an unusual alien world of space cities, sputtering volcanoes, burning lava,
falling meteors, dangerous laser bases, and UFO’s. Set on a wide screen with a smoothly scrolling landscape,
Protector is more a showpiece of Atari’s graphics capabilities than a challenging game.

Playing the hero, your mission is to rescue the inhabitants of this luckless planet from the clutches of an alien ship
that abducts them, dropping them into a nearby volcano. And since only 18 people remain alive when the game
begins, time is not on your side.

The initial objective is to navigate past the city’s laser defenses, and transport as many people as possible from the
city on the left to temporary safety in the city on the right. Starting at your refueling base, you carefully navigate
your ship past the city’s defense posts. (On lower levels these installations can be bypassed.) As the screen scrolls, a
multi-colored landscape of tunnels, mountains, and buildings stretches out before you. Sounds of trouble percolate
in the background. Aliens hover around the frightened inhabitants who have gathered outside. The big alien mother
ship maneuvers into position, engages its tractor beam, and kidnaps another victim. It’s a almost hopeless situation
as your laser fire bounces harmlessly off of the retreating ship.

Transporting these people to the city beyond the volcano can be accomplished by maneuvering your ship just
above any man. He will signal that he can be lifted by dropping his hand. When your ship reaches the other city,
pressing the fire button will drop the man. It is also possible to rescue people as they are dropped into the volcano —
a rather tricky maneuver that must be timed just right, or you will be hit by the falling man. It is best to concentrate
on transporting people, because a mistake costs you precious time by requiring you to start back at the refueling base
minus one ship.

The volcano erupts once all inhabitants are evacuated from the first city. The alien ship doesn’t give you any more
trouble, but the creeping lava forces you once again to evacuate the people from the city on the right. These few
must be transported across hostile territory where meteors fall and laser bases fire, to the safety of pneumatic tubes
at the far right of the screen.

The game’s graphics are superb and very detailed. They rely heavily on character set graphics, using a colorful,
redefined character set. Your space ship and the alien ship use player missile graphics. From a programmer’s point of
view, the game uses almost every Atari graphics feature, and is a splendid example of machine language
programming. The sound and music routines are dramatic and appropriate.

As a game, Protector has a rather weak scenario. This is not to say that the game isn’t challenging, for at upper
levels, when the game is speeded up, the time constraint is such that you are unlikely to save anyone without
considerable practice. However, the game does begin to become tiring after several plays. It is a game that suffers
from a dearth of immediate scoring goals, considerable repetition, and a general lack of excitement.

PROTECTOR RESCUE AT 94K
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PROTECTOR Il Department: Entertainment

Company: Synapse Sugg. Retail: $34.95
Language: Machine Language Availability: 6
Hardware Requiremsnts: 32K Disk or Tape: Both
OVERALL RATING B CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B- SKILL INVOLVED c+ DOCUMENTATION C+
CREATIVITY c CHALLENGE c+ HOLDS INTEREST? B-
GAME DEPTH c GRAPHICS B VALUE FORMONEY €+

Protector 11 is an imgroved and more playable version of the author’s original game. The object remains the same:
to rescue the inhabitants of a city under alien attack, transport them beyond the volcano to safety in the city of New
Hope, and later to the Verdann Fortress after the volcano erupts. However, the new version is much wider on
screen; many of the terrain obstacles that previously made high speed flying risky have been removed. With the
addition of enemy rocket bases capable of firing in all directions, alien chompers, and xytonic pulse-trackers that
pursue your needlefighter across the sky, Protector 1I has become an arcade game with a mission.

There have likewise been a number of subtle changes that make flying easier. You need no longer worry about
accidentally bumping into buildings when rescuing inhabitants of the cities. Collisions are ignored. Your ship
gradually sinks to the ground when left in an unattended, hovering state, and you no longer drop a messenger when
shooting at enemy craft with your laser. The game now features complete wrap-around. Gone are the banks of laser
beams that guarded the entrance to the underground cities and the safety of the transport tubes. The Verdann
Fortress, which can be reached in either direction, is protected from view by invisibility shields until Dragonmaw
erupts. Only then does its armaments and the escape chute that they guard become visible.

The game is definitely more interesting to play now that it has more of a shoot-’em-up flavor to it. The first version
had a rather unique look to it that has here been sacrificed for unobstructed maneuverability, allowing for faster
play. The game is less difficult, but with added scoring possibilities. Protector II holds your interest longer.

CHOPPER RESCUE Department: Entertainment
Company: Micropros;e Software Sugg. Retail: $29.95
Language: Assembly ‘ Availability: 4
Hardware Requirements: 32K Disk or Tape: Both
OVERALL RATING B+ CONTROLLABILITY B+ ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B DOCUMENTATION c+
CREATIVITY B- CHALLENGE B HOLDS INTEREST? B
GAME DEPTH B+ GRAPHICS B+ VALUE FOR MONEY B

The object in Chopper Rescue is to rescue ten captives trapped in three different underground labyrinths. Your
joystick-controlled rescue craft is a highly maneuverable helicopter. Each of the large scrolling labyrinths is guarded
by patrolling drone defenders and numerous (but fixed) missile launchers powered by adjacent power plants. Your
craft contains both borabs and missiles. Weapon choice depends on the position of the joystick; pushing straight
down when firing drops bombs, while pushing either to the left or right launches a missile. Thus, two players can
play as a team with one steering and the other acting as gunnery officer.

The labyrinth on level one is not a difficult one. There are several places where flying space is tight, but after the
missile launcher guarding that area has been removed, flying in is no problem. The power plants appear to power the
missile launchers, but camaging one doesn’t appreciably slow down the rate of fire. There is a time limit to each
level, and when your hzlicopter runs out of fuel it crashes.

The design of the second and third levels is markedly different from the first. The second level is much more open,
while the third is overwhelmingly tight. You need to travel through a narrow, heavily defended tunnel at the start,
and you'd better have all three of your helicopters left when you begin this assault.

Chopper Rescue is an attractive arcade-style game with good graphics and sound effects. Beginners can learn it
quickly without becoming frustrated. The easily controlled helicopter offers relaxing play, yet the game can be a
serious challenge for those who manage to reach the third screen or elect to play on the most difficult of the three
levels. It should interes: players for a moderate amount of time.
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CHOPPER RESCUE FORT APOCALYPSE
FORT APOCALYPSE Department: Entertainment
Company: Synapse Software Sugg. Retail: $34.95
Language: Machine Availability: 9
Hardware Requirements: 32K Disk or Tape: Both
OVERALL RATING B- CONTROLLABILITY B- ERROR HANDLING N/A
GAME CONCEPT B- SKILL INVOLVED B- DOCUMENTATION c
CREATIVITY c CHALLENGE B HOLDS INTEREST? c
GAME DEPTH c+ GRAPHICS B VALUE FOR MONEY c+

An assault on a well defended underground fortress to rescue sixteen hostages is the object of Fort Apocalypse.
The assault craft is a joystick-controlled helicopter; it can fire rockets when facing sideways, and drop plasma
bombs when facing forward. Even the outside of the fort is well defended. Kralthan Tanks launch drone missiles to
track your copter, and robot choppers patrol the sky. Fortunately, you can keep track of everything using your
Navatron scanner at the top of the screen. This miniature, radar-like map scrolls with you as you fly around the
fortress.

The entrance doors, although well guarded, can be blasted open. Once inside, your helicopter must be carefully
flown down narrow guarded corridors. A light brush against a wall means instant death. The access doors to the laser
and hyper chambers can be blasted open, but timing is crucial when penetrating the RFE shafts that have slowly
moving energy blocks with gaps between them. Eventually the entrance to the fort’s second level will be revealed.
This level is similar to the first, demanding in addition that you penetrate the brick-like shield that supplies the fort’s
power. Then it’s a quick escape to the surface where you fire one last rocket into the fort to blow it sky high.

Fort Apocalypse requires concentration. It is somewhat nerve-wracking to fly a helicopter under the influence of
the pull of gravity down a narrow passage while under full attack. Skilled players enjoy the tension of battle; the less
skilled sweat. The game is well implemented and has a responsive control system. The scrolling graphics use a
redefined character set and are very good. Many players master the game with a fair percentage of wins after only an
hour. Overall, the game is fun to play and should hold your interest for a moderate amount of time.
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METEOR STORM Department: Entertainment

Company: Royal Scftware Sugg. Retail: $29.95
Language: Machine Availability: 3
Hardware Requirements: 32K disk; 16K cassette Disk or Tape: Both
OVERALL RATING c CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c DOCUMENTATION c-
CREATIVITY c- CHALLENGE c HOLDS INTEREST? c
GAME DEPTH c- GRAPHICS c+ VALUE FOR MONEY c

Meteor Storm is a rescue operation in which you must evacuate a city’s ten survivors to an awaiting mother ship.
Your small fighter must descend through the planet’s debris-filled atmosphere to one of three landing fields within
the city. The joystick-controlled fighter can maneuver side to side and retrothrust on descent, although final landing
speed is not a factor. On ascent the ship can shoot forward as well as side to side. In addition, the ship has an “inviso”
shield, good for three seconds total, that will allow it to pass through debris unharmed. It is probably more useful
against the random meteor shower that bombards the city below.

Your landing time within the city must be minimal since the city’s shield is down, making it vulnerable to a meteor
impact. A direct hit can cost a thousand points, or the value of two rescued survivors on the first level. The game is
easy at first, but becomes more difficult after the landing sites for the first three sites have been used. The debris field
becomes denser, and the meteor shower is more frequent. When all ten survivors have been rescued, you move on to
the next city.

Itis a simple game (although not necessarily easy), and resembles Lunar Rescue in the arcades. The best part about
the game is its music. The introduction has an outstanding multi-voice rendition of the theme from Raiders of the
Lost Ark, and the music played softly throughout the rescue operation is from Flash Gordon (also the theme used in
the arcade game Vanguard). Meteor Storm’s graphics are colorful but average. As for the game itself, it lacks depth
and quickly becomes boring and repetitious with extended play.

ASTRON IX Department: Entertainment
Company: Cosmi Sugg. Retail: $5.95
Language: Machine Availability: 3
Hardware Requirements: 16K Disk or Tape: Tape
OVERALL RATING B~ CONTROLLABILITY C- ERROR HANDLING N/A
GAME CONCEPT B- SKILL INVOLVED C+ DOCUMENTATION B+
CREATIVITY B- CHALLENGE B HOLDS INTEREST? C+
GAME DEPTH B GRAPHICS C+ VALUE FOR MONEY A

Astron IX sends you on a rescue mission in the caverns beneath the planet Astron IX. Using a joystick-controlled
Magnaprobe, you must find and rescue nine humans captured during previous expeditions. Joystick control proves
tricky. If you hold the button too long, the ship accelerates rapidly. Since the ship floats, you must maneuver it slowly
and carefully through the narrow chambers to avoid colliding with the walls, which causes loss of shield strength.
Your ship has limited shield strength, fuel, and weapon capability. To restock shield energy and weapons, you must
gather them from random locations usually guarded by aliens. Although the aliens don’t shoot at you (at least on the
first level), they damage your shields if you collide with them. You must also be careful not to destroy what you want
torecover and to compensate for the reverse motion caused by shooting your weapons. To get fuel, you dock at one
of the supply depots scattered throughout the caverns. You also transport recovered fuel cells and rescued humans to
the depot. Docking requires precise thrusting and steering; undocking requires holding the button down while
moving the ship away from the depot. You transfer items by moving the cursor over the item and pressing the
button, moving the item, and pressing the button again to release it. The whole procedure confuses beginners, but it
becomes natural with practice. The cavern doesn’t scroll, but changes scenes as the ship exits one chamber and enters
the next. Each enemy encountered looks different and possesses strength as detailed in a chart in the manual.

Cosmi purchased Astron IX in a bankruptcy sale. Since the game requires complicated instructions and consider-
able practice, they decided to sell it cheaply. Unfortunately, the average consumer equates price with quality.
Astron IX is a good rescue, shoot-"em-up game that requires more strategy than outright skill. It offers a definite
challenge, and is worth far more than its price.



Scrolling Shoot ’Em-up Games

TAIL OF BETA LYRAE Department: Entertainment
Company: Datamost Sugg. Retail: $34.95
Language: Machine Availability: 6
Hardware Requirements: 32K Disk or Tape: Disk*
OVERALL RATING B+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED DOCUMENTATION Cc
CREATIVITY B CHALLENGE A HOLDS INTEREST? B+
GAME DEPTH B+ GRAPHICS A- VALUE FOR MONEY B+

Tail of Beta Lyrae, a horizontal scrolling shoot-’em-up game, follows the tradition of arcade games like Scramble.
A nomadicrace of aliens has taken over the mining settlements on the tail of the double star Beta Lyrae. Your mission:
to destroy the alien surface installations and force their retreat from the inner planetoids.

Despite the familiarity of this classic scenario, the game possesses remarkable depth. It covers eight levels of nine
sectors each, with terrain ranging from mountains to caverns, cities, and outer space. Your ship is joystick controlled
and equipped with a particle beam weapon system. You can move up and down, backwards and forwards by
accelerating and decelerating the rocket engines. You can destroy most of the ground installations with the particle
beam, but such things as communications antennas need time to fall. Alien barricades resembling rotating floating
barbells are indestructible. You must destroy ground lasers and plasma cannons, or sneak through gaps in the firing
sequence. All of the hazards and alien installations are cleverly animated. The terrain is initially mountainous, but
becomes cavernous on the second level and a cityscape on the third. The last level takes place in outer space, an area
swarming with meteors. Although you cannot see all the levels without progressing through them one by one, a
secret code word allows you to advance to the sixth level. You may not want to do this, however, because the game
definitely gets harder near the end. You can increase the difficulty yourself by pressing a number from one to six at
the start page.

The graphics are good and nicely animated. What I really found impressive was the eerie music, composed by
Gay Gilbertson and played throughout the game. You can listen to the entire theme minus sound effects if you watch
the mission briefing during the booting up period. The music deserves an award for originality, and the game equals
the best of the scrolling shoot-’em-up games on the market. It has greath depth, is extremely playable, and offers a
challenge even on the easiest level.
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AIRSTRIKE Department: Entertainment

Company: English Software Co. Sugg. Retail: $39.95
Language: Machine Language Availability: 3
Hardware Requirements: 16K, cassette player Disk or Tape: Tape
OVERALL RATING D CONTROLLABILITY D ERRCR HANDLING N/A
GAME CONCEPT B - SKILL INVOLVED C DOCUMENTATION C
CREATIVITY C+ CHALLENGE A- HOLDS INTEREST? D
GAME DEPTH C GRAPHICS B- VALUE FOR MONEY D-

Airstrike bears a strong resemblance to the horizontal scrolling game Scramble. The object is to pilot your joystick-
controlled spaceship through the game’s zigzag tunnel system, past an open space of deadly falling asteriods, then to
an immovable “space wall” that must be penetrated in order to reach the next level. You have to contend with the
falling meteors and anti-aircraft missiles launched from ground-based sites. You score points by attacking the missile
launchpads and, fuel dumps. Ammunition is replenished along the way through attacks on the enemy’s ammo
dumps. You use lasers or bombs during your raids. Lasers are fired with the joystick button, while bombs are
dropped using the space bar, a more awkward arrangement.

The game, which boasts five levels of difficulty, is nearly impossible to play even on the easiest level. Much of the
problem lies with a joystick control system that is too sensitive. The slightest touch moves the spaceship too far in the
narrow tunnels. Another problem is that the ground-to-air missiles home in on your ship unless you develop the
technique of acceleratiag or decelerating rapidly to fake them out. The missiles, which use character-set animation,
move fast and crudely. And if you manage to get past them, the asteriods are likely to do you in because there is very
little reaction time near the top of the screen. Worst of all, you start over each time you lose a ship. A battery of good

players have yet to see the entire multi-screen tunnel system. The game is indeed very tough, perhaps beyond the
level of frustration.

COMPUTER WAR Department: Entertainment
Company: Thorn EMI Sugg. Retail: $39.95
Language: Machine Availability: 7
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING c+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY c- CHALLENGE c HOLDS INTEREST? c+
GAME DEPTH c GRAPHICS B VALUE FOR MONEY c

In Computer War, obviously based on the movie War Games, the computer at NORAD has detected a cluster of
attacking missiles ancl has begun to prepare a counter-attack. You discover that the computer is actually playing a
simulation, but to stop its real counter-attack, you must knock out the incoming missiles in the computer’s memory
bank and crack a code so that you can shut down the alerted missile bases.

You begin with a large display of the North American continent showing NORAD and four missile bases. The
system currently is in DEFCON 5, a state of peace. Suddenly, missile blips appear on the screen. You move your
joystick-controlled cursor to cover one of the blips and engage it in mock combat by pressing the fire button. The
view zooms into the combat area and you track the missile manually through landscape stored in the computer’s
memory bank. You have a limited amount of time to find and destroy the missile. A marker on one side of the screen
indicates its direction, and a pulsing sound tells you when you are getting close. If you fail to shoot down the missile
with your lasers, one of the bases goes on alert and the system drops one DEFCON stage. If too many missiles get
past you, you may well find yourself on the way to nuclear war. If you do stop the missile, you return to the war and
try to stop another. When you have destroyed all of them, you still face the problem of stopping the computer from
launching a strike. To do so, match the pattern of steady lights among the blinking ones at the top of the screen. Once
you match the pattern, move to the most vulnerable base on the map and deactivate it. The map restructures to begin
anew with more bases to protect.

The graphics in this game are good, the display map detailed and realistic. I particularly liked the battle sequences
in which the hunt for the missile begins slightly offshore and approaches land.

While the scenario is interesting, the game basically belongs to the arcade game. You find and shoot down an
incoming missile that tries to elude you. If you are a good shot, you can temporarily stop the threat of war, but the

game moves on to a harder level. It lacks tension and excitement, perhaps because it tries to teach you that a nuclear
war cannot be won.



COMPUTER WAR ASTRO CHASE

ASTRO CHASE Department: Entertainment
Company: First Star Software Sugg. Retail: $29.95
Language: Machine Availability: 8
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING c CONTROLLABILITY c- ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c DOCUMENTATION c+
CREATIVITY c- CHALLENGE B HOLDS INTEREST? c
GAME DEPTH c- GRAPHICS B+ VALUE FOR MONEY c-

Your mission in Astro Chase is to save the Earth from total destruction. The evil Megardians have placed sixteen
Mega Mines in the close vicinity of your home planet. Each Mega Mine has the power to blow the planet to
smithereens. As they slowly approach the planet, your joystick controlled fighter (which is constantly harassed by
enemy fighters) must seek out and destroy each of the Megardians.

This shoot-"em-up game is played on a large scrolling galactic playfield which does not have a wraparound
feature. The colorful background includes a large Earth, stars, and asteroids, and is superbly implemented with a
custom character set. The ship is always centered, and is maneuvered by joystick using what is called “single thrust
propulsion.” Due to the absence of the wraparound feature, the ship is unable to move too far from the home planet,
and the screen will flash when you reach the boundary.

The ship bounces off background objects unrealistically, reversing direction on impact. The control system is
rather odd and awkward to use when hunting down mines. The “single thrust propulsion” allows you to shoot in any
of eight directions while moving forward, but there is no way to stop the ship. When you release the fire button the
ship always moves in the direction at which the joystick was last pointed. In a cluttered universe, your ship is always
colliding and changing direction; and because you have to eliminate the mine on a flyby, a direct hit is not
guaranteed. Aligning the ship with a diagonally moving mine isn’t that easy either. »

There isn’t a lot of depth to this game. The sixteen mines approach the Earth fast or slow depending on the
difficulty level. The fighters that harass your search attempts and thwart your efforts can either be eliminated by
laser fire, or by collision if you touch one of the four shield stations near the Earth. Fuel is a problem in long games,
but it can be replenished at fuel depots at the fringes of the galaxy. The strategy is simple: quickly eliminate any
threatening fighters while carefully eradicating the approaching mines. Check both above and below the planet
because you can’t see far in any direction. Remember, while lower levels are manageable, the mines approach the
planet much too fast on upper levels to give you even a sporting chance. Also be aware that you’ll encounter more
fighters with the ability to pass right through obstacles.

Astro Chase has perhaps the best animated introduction on the market. The graphics and music are exemplary.
Even the seven intermissions are said to be good, but with 35 levels, I would assume you need to save the Earth
maybe five times in order to see one. I haven’t been so skilled. But the game itself has little variation in game play.
Perhaps it is a disappointment because it has been ballyhooed by the manufacturer as one of the great arcade games
of all time. Great graphics can help, but they won’t make a game.
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ZAXXON Department: Entertainment

Company: Datasoft Sugg. Retail: $24.95
Language: Machine Availability: 10
Hardware Requirements: 32K (disk); 16K (cassette) Disk or Tape: Both
OVERALL RATING B+/C CONTROLLABILITY A ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED B/B DOCUMENTATION Cc
CREATIVITY B CHALLENGE B/B HOLDS INTEREST? B/C-
GAME DEPTH c+/C- GRAPHICS B/C+ VALUE FOR MONEY B/C-

When Zaxxon first appeared in the arcades in the spring of 1982 it caused a sensation. The colorful three-
dimensional view of a fighter attacking a highly detailed, diagonally scrolling space fortress was a showpiece in
computer graphics. The fighter, able to maneuver in three dimensions, could bank on turns and swoop down toward
the target as it fired its forward cannons. Its shadow on the fortress below and an altitude gauge on the side helped
the fighter judge clearances. The huge multi-screen fortress was protected by laser gun ports, rockets fired from
underground missile silos, and force field barriers flew under or over. Targets were numerous, including radar
dishes, fighters on the runways, gun ports, and fuel tanks worth extra fuel for your ship. And when you finally flew
past the end of the foriress, an entire armada of fighters engaged your ship in battle with the intent to stop your ship
from reaching a second fortress. Those who managed to negotiate and survive a more formidable defense
eventually confronted the megalithic robot Zaxxon himself, who stood armed with heat seeking missiles. It took
several accurate hits in his vulnerable gun port to win.

Atari arcade fans waited anxiously for months while Datasoft’s inexperienced programmers struggled to translate
the game. Zaxxon fans knew that smooth scrolling the space fortress would be a piece of cake. Their only concern
was whether the games would be close enough to the arcade version to please them.

Datasoft has produced two versions of Zaxxon, a 16K cassette version and a 32K disk. While the disk version
included most of the original game’s design, the cassette version skimped on several important features related to
conserving memory. The cassette version obviously aimed at the several hundred thousand Atari 400 owners who
would rather have a raediocre Zaxxon than none at all. This division is reflected in the grades above.

Both versions use a more simplified background on the space fortress. The brick walls and the force fields are in
fine detail, but the large buildings, colorful runways, and the hexagonal grid have been replaced by solid blue. The
radar, missile silos, planes, and gun emplacements are in detailed character graphics, while the rockets, enemy
fighters and laser fire are in rough character graphics and lack smooth movement.

The spacecraft is well drawn, and joystick control is very smoothly implemented. The ship climbs, dives, and
banks left and right just like a real airplane. Beginners need to either watch the altitude gauge on the right, or
determine their height from a combination of shadow placement and laser strikes.

The outer space fight sequences vary widely between the two versions. The disk version allows full freedom of
movement, while the cassette version only allows the spacecraft to move side to side. The character graphics planes
in the cassette can only move forward, and are sitting ducks if you fire as they first enter the screen. Even beginners
can get through this level. This phase ends when twenty ships have been destroyed. In the disk version, the enemy
craft change altitude as they approach which gives the effect of side to side motion. Like your ship these crafts
appear to become smaller as they drop in altitude. These sequences lack smoothness, but this doesn’t detract from
the game. In fact, this portion is a definite challenge in the disk version and requires some practice.

In both versions the second fortress is much more difficult than in the first. The cassette version lacks missile silos,
but the real challenge is flying through the narrow gaps between the wall and the force field above. After six or seven
of these sections your craft stops directly in front of Zaxxon. The disk version has a detailed robot who fires a
heatseeking missile that slowly homes in on your craft: there is no escape. In order to survive you must shoot the
missile down, preferably just as it’s fired. A direct shot into the launch tube will destroy the robot. However, the
cassette version’s robot is sorely lacking in detail, fires missiles straight ahead, and you blow up even if you are off
side. Since you obviously didn’t suffer a hit, you wonder why you lost another of your three ships.

The disk on its own merit would be a fine game; the cassette version much less so. The disk version compares very
favorably with Colecovision’s cartridge—similar graphics but finer scrolling. Buyers want the arcade game and that
takes more memory than many of their machines have. This version of Zaxxon is a compromise, and barely lives up
to its reputation in the arcades. But it is a good game that is both playable and enjoyable at least on disk. The cassette

version is a marginal game, still playable but too easy and not as much fun. Neither version is what I would call
addictive, but the game will hold your interest until you master it.



DEFENDER Department: Entertainment

Company: Atari, Inc. Sugg. Retail: $44.95
Language: Machine Availability: 10
Hardware Requirements: 16K cartridge Disk or Tape: Cartridge
OVERALL RATING A CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED B+ DOCUMENTATION A
CREATIVITY A- CHALLENGE B+ HOLDS INTEREST? A
GAME DEPTH B GRAPHICS B VALUE FOR MONEY A

Defender is an outstanding rendition of the William’s arcade game. It is an intense, fast action shoot-’em-up game
in which your ship’s mission is to defend the planet’s last ten humanoids from alien kidnappers who will transform
them into deadly alien mutants. The skies above the scrolling, mountainous terrain are besieged with a variety of
alien craft. The scanner, a radar like display at the top of the screen, helps pinpoint their locations throughout the
battle.

The alien fleet attacks in force as you maneuver your ship back and forth and up and down using joystick control.
Lasers are the standard weapon, while three smart bombs capable of destroying everything on the main screen are
also available. Unfortunately, these are activated by the space bar rather than by a second button which a single
joystick lacks. You must hover over the keyboard to use it, but since this makes playing awkward, a friend will be of
help to trigger the smart bombs when needed. Hyperspace control is also keyboard controlled.

The alien force is massive and persistent, yet you are able to manage it as it is spread over five to six screens. The
landers are the first to appear. They kidnap aliens while defending themselves with white charges. Next, bombers
lay mines that you must avoid, and then the attack force must be quickly dealt with before the Baiters appear. These
ships fly faster than the Defender and home in on him with deadly white charges. The Pod is also dangerous, for it
releases a group of Swarmers when destroyed. These Swarmers, or little red pellets of death, track you as you zoom
in and out among the alien fleet. Destroy them quickly before you're trapped between them and the fleet.

Screams of help heard over the din of battle signal a kidnapping. The humanoid must be rescued before it is
abducted to the top of the screen. If it is transformed into a mutant, it must be dealt with swiftly, for it will fly directly
above or below you where you can’t hit it, and then charge. Thus, rescue becomes the more logical approach.
Careful aim will kill the alien, and allows you to catch the falling humanoid in mid-air and return it to Earth. There is
a substantial bonus for this maneuver, but humanoids can survive short falls without your consumate skill. In
addition, if you lose all your people the battle shifts to space, for the planet is lost. You have three ships and three
smart bombs to start, and can earn extra weapons at various point levels.

Defender is one of the best action-packed shoot-’em-up arcade games on the market. It offers excitement that
most of the competition lacks. It is a complex game with many nuances of play strategy that keeps the player
thoroughly involved and willing to play for long periods of time. The graphics are stark but adequate. The scrolling
and radar displays are exceptionally smooth and detailed, and all things considered, it is a game you won't tire of
quickly.

ZAXXON
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SKY BLAZER RIVER RAID

SKY BLAZER Department: Entertainment
Company: Broderbund Software Sugg. Retail: $31.95
Language: Machine Availability: 8
Hardware Requireaments: 32K Disk or Tape: Disk
OVERALL RATING A CONTROLLABILITY A ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED A DOCUMENTATION B
CREATIVITY B CHALLENGE A- HOLDS INTEREST? A-
GAME DEPTH A GRAPHICS A VALUE FOR MONEY A

Sky Blazer is a five level scrolling arcade game wherein your mission is to destroy various ground targets on each
level by low level aerial bombing. The mission takes place over arid oil field terrain replete with oil derricks and
cactus. What sets this game apart and elevates it to star category is the game’s fine detail and technique required to
kill a target or simply to stay alive.

The fine detail in the game is outstanding. Bomb bay doors open when your plane descends to low level bombing,
and bombs hitting trees or cactus either get snagged in the branches or bounce off the tops and spin end over end
before plopping into the sand. A collision with a tall oil derrick shears off the structure and results in fragments of
your plane arcing slowly to the ground. And while you are trying to maneuver under a spare fuel tank parachuted to
you by a friendly supply ship, you watch the chute cords cut by enemy aircraft, and then, just barely missing the
catch, you view the high octane fuel explode on impact with the ground. Then there is the sheer beauty of watching
one of those ground-to-air, heat-seeking missiles fired by enemy tanks just miss the rear of your bomber as you
perform a quick but subtle maneuver, and continue to watch in amazement as it arcs overhead, does a 180 degree
turn, and attacks from the front while you desperately try to down it with your pulse cannon.

Developing a technique to deal with each of the targets in the five missions is the key to winning this game.
Bombing the radar in mission one is relatively easy, except that the radar is often under a tree or the far side of an oil
tower. This requires pulling up fast and lobbing the bomb in. You'll lose many planes perfecting this trick. Bombing
the supersonic tank on level two has many solutions. Everyone who plays the game has a favorite strategy, because
no matter how fast you fly or how far you lure the tanks toward you, the bombs miss their target. Some claim the
cactus slows the tanks just enough to catch them, others try altering the bomb’s trajectory through clever flying, and
some kill tanks by luring them under a falling fuel tank. The third level requires care and patience either to shoot the
aerial mines and slow transports or play cat-and-mouse with them while awaiting your ICBM target. The trouble is
that they tend to keep you away from your target. Dealing with the missile and tank on level four isn’t as bad; but
avoiding two missiles fired nearly simultaneously on level five—no way.

Sky Blazer is played using a joystick. Control is quite sensitive, unlike that of the Apple version (from which this is
a translation). Your ship zooms up, down, and forward much too rapidly if you hold the joystick in any one position
long. The scrolling is not smooth, flickering as objects move from right to left. The game’s playability, however,
remains excellent, and is should hold your interest for quite a long time.



REPTON Department: Entertainment

Company: Sirius Software Sugg. Retail: $34.95
Language: Assembly Availability: 9
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING c CONTROLLABILITY -] ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED c+ DOCUMENTATION c
CREATIVITY c CHALLENGE B- HOLDS INTEREST? c+
GAME DEPTH B- GRAPHICS c VALUE FOR MONEY c

Repton is a scrolling arcade game that in many ways resembles Defender. Instead of protecting individual
humans, your assignment here is to protect the entire city of Repton from Quarrior spaceships that are draining the
city of power and stealing pieces of the city to build a base station. Your keyboard or joystick-controlled ship, which
is armed with lasers, nuclear devices, and shields, is your planet’s only defense. ;

The game has a very good feel in its play. It can be played in a relaxed, defensive posture, or as a hectic
shoot-'em-up game with your ship on the offensive throughout. There are plenty of targets and considerable return
fire, but the enemy is more concerned with depleting your city and quickly building a base than with harassing you.
This doesn’t mean that you are safe, for you can see them closing in on you if you watch the tactical radar at the top of
the screen. While it is beyond hope to expect to last more than a few levels even with extensive use of shields, it is
important to stop Quarrian raids on the city’s energy supply. When warning lights flash, you must rush to break the
Drayne ship’s beam.

In these type of games, victory is usually slight at best. While it is possible to stay on level one for an extended
period of time and shoot at waves of missiles launched from the Quarriors’ hastily built base, sooner or later deadly
single ships will precede an armada intent on wiping you out. Sometimes it is safer to kill the last enemy ships and
advance to the next level, although the war might best be won by losing Repton.

When the city is destroyed, the battle shifts to the caves beneath the city. The object here is to destroy the Quarrior
nerve center. You can no longer freely fly left and right, but proceed along a narrow tunnel against impossible odds.
The ship can move up and down, but the left and right joystick movement only changes your position within the
scrolling field by slightly speeding up or slowing down your ship. Clouds of ships attack, and dense packs of missiles
endanger your advance.

The game’s smooth graphics are very good; the detailed radar display is helpful throughout the game. While the
game is not as fast and exciting as the real Defender, there is always plenty of action, and objects maneuver about the
screen. Repton certainly offers a more relaxed and playable game with a choice of tactics.

RIVER RAID Department: Entertainment
Company: Activision Sugg. Retail: $34.95
Language: Machine Availability: 6
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING B CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED Cc DOCUMENTATI()N c
CREATIVITY c+ CHALLENGE B HOLDS INTEREST? B
GAME DEPTH B- GRAPHICS B VALUE FOR MONEY B

Activision did a credible job in translating River Raid to computers. In many ways they improved the game,
especially the graphics. In the game you fly a joystick-controlled jet fighter down a narrow river, destroying as many
targets blocking your path as possible and avoiding the rest. The river is cluttered with ships, jet fighters, helicopters,
bridges, and fuel depots. You can destroy the depots for points or use them to refuel your plane as you fly deeper into
enemy territory. Each bridge marks a level of difficulty. On the harder levels the river narrows and the firepower
opposing you increases. You must stay over the river because, strangely enough, your plane can only fly over water.
Moving the joystick from side to side causes the plane to bank in either direction, while pushing it forward or pulling
it back changes the plane’s speed.

Two people can alternate playing the game, beginning on the level of their choice. The game is fun to play and
even moderately addictive.
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SURVIVOR Department: Entertainment

Company: Synapse Software Sugg. Retail: $34.95
Language: Machinz Availability: 9
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING c CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT c+ SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY c- CHALLENGE c HOLDS INTEREST? D+
GAME DEPTH c GRAPHICS c VALUE FOR MONEY D+

The object in Survivor is to destroy all four space forts on the screen by eliminating the gun emplacements within
the fort. During the daring attack, your Starwedge Cruiser is constantly harassed by enemy trackers and kamikaze
fighters, while outside the forts are swarms of fast moving asteroids which you must avoid.

The game can be played by one player, but it is best played by two or more players acting as crew. Two-player
participation is the most fun with the player using joystick #1 acting as pilot, and the second player using joystick #2
acting as gunner. A third player operates an extra gun while the fourth serves as propulsion engineer. As the ship is
maneuvered about the screen, the large space battlefield scrolls. The ship is not confined to the center, thus giving
some illusion of free floating as it gradually accelerates and decelerates. Once it moves slightly off center, it
immediately scrolls the screen.

The attack on a fort is only a matter of persistent and carefully timed shooting in tight spaces. Some of the gun
emplacements are d:fficult to reach in the single-player game because the ship’s guns only fire fore and aft. For
instance, one gun emplacement in particular can only be reached through a narrow tunnel. The ship in the
two-player game has more of a fighting chance. There, the gunner can fire in eight directions while his partner
navigates.

While Survivor is a basic shoot-"em-up, a bit repetitive, and not particularly difficult on the easier levels, it is a
playable game especially for two players acting as partners. In fact, it is one of the few enjoyable participation
games. You will seldom get frustrated over your partner’s mistakes, perhaps because you will almost always do
worse when playing alone. The game’s graphics are plain but contain some character set animation. The sound is
minimal except for a bit of leaden Wagnerian fluff during the title screen. In brief, Survivor offers a fair game—
nothing great, but nonetheless enjoyable for two friends.

ZEPPELIN Department: Entertainment
Company: Synapse Software Sugg. Retail: $34.95
Language: Machine Availability: 7
Hardware Requirements: 32K Disk or Tape: Both
OVERALL RATING B+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B DOCUMENTATION c
CREATIVITY B- CHALLENGE 8+ HOLDS INTEREST? B
GAME DEPTH B+ GRAPHICS B VALUE FOR MONEY -]

As pilot of a zeppelin, you explore a 250-room cavern, your mission to dynamite enemy lairs on seven levels
despite the heavy defense offered by enemy zeppelins, laser gates, balloons, falling rocks, and hamburger creatures.
Moreover, your joystick-controlled craft responds to the vagaries of the wind. If you crash into a wall, you lose your
craft. All passageways go somewhere, but some are more interesting than others. If you find a key, you can open
doors to new areas of the cavern, though the key located at the entrance to the first level provides more hindrance
than help because both you and it must fit through the passageways and barriers—and you can’t use it on the first
level, anyway. Switches scattered around the cavern offer further aid; shooting at them turns parts of the enemy’s
defense system on or off. Each switch has a specific function, unchanged throughout the game, whether turning off
the balloons or starting earthquakes.

The game demands almost constant shooting. Your zeppelin can shoot in four directions, blasting through
barriers, throwing switches, destroying objects, or clearing your path. If the ship touches anything, you lose one of
your five lives. You gain a life by touching a life symbol or accumulating 10,000 points.

Zeppelin has colorful and animated graphics. The game offers plenty of action and strategy, and two people can
play together, one acting as pilot and the other as gunner.



CAVERNS OF MARS Department: Entertainment

Company: Atari Sugg. Retail: $39.95
Language: Machine Availability: 10
Hardware Requirements: 16K Disk Disk or Tape: Disk
OVERALL RATING B+ CONTROLLABILITY B+ ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B DOCUMENTATION B+
CREATIVITY C+ CHALLENGE A- HOLDS INTEREST? A
GAME DEPTH A GRAPHICS B VALUE FOR MONEY  B-

Caverns of Mars is a fast-paced and addictive arcade-type game for the Atari computer with a disk drive. The
object is to destroy a Martian base located in a deep and winding cavern beneath the surface of Mars. The game,
which features extensive and smooth vertical scrolling, requires you to navigate your ship through five levels to an
arming device at the very bottom of the screen. You then have to escape by navigating back through the maze before
the timer runs out.

You are given five ships to accomplish this difficult task. Your ship is joystick maneuverable (back and forth as
well as up and down). The up and down movement runs at twice the speed of the cavern walls scrolling past, and
this flexibility is useful for making long passes during which your ship needs to remain in a stationary position for
short intervals relative to the walls. You must realize that once your ship reaches the top of the screen, it again moves
at a constant rate downward through the cavern. Learning to take advantage of this principle is what makes this
game interesting, as well as frustrating.

Level one is simply a series of winding passageways cluttered with alien ships and fuel. Since your ship is always
expending fuel, collecting these various five-unit fuel bonuses by firing your dual guns is important. Without these,
your ship will eventually run out of fuel and explode. The game becomes much harder in level two, where screenfuls
of alien ships attempt to destroy you by colliding with your vessel. F ortunately, they don’t return fire, or you might
never see level three.

The third level contains numerous moving force-field barriers — as many as three deep. This is where the ability
to remain stationary for short periods relative to the downward scrolling caverns comes in handy. These fields
activate, and then move upwards at predictable intervals. Your ship must move into the gaps, remaining stationary
at the correct intervals. Unfortunately, the next level isn’t nearly as predictable. The passageways are filled with
flickering blue diamonds. The slightest contact with them is lethal.

Level five contains many narrow vertical and horizontal passageways. You will have to drop to the bottom of the
screen to allow sufficient time to make the long horizontal traverses without striking the tops of the passageways.
Fuel tanks also block many of the vertical passageways. If you make it past this point, you will reach a long, verticle
passageway where you'll find the arming device. Once the timer is set, you have only the same amount of seconds to
navigate all the way back through those winding tunnels before the base explodes. You can’t afford to lose even one
ship, or you won’t make it in time.

Caverns of Mars can be played at various difficulty levels. The “novice level” only contains the first two levels,
while the “commander level” has all five steps. If you lose a ship, you begin again in the tunnel at the level that your
ship was destroyed. For those who need practice on upper levels of the game and don’t want to start from scratch,
press the TAB, CTRL, and SHIFT keys simultaneously. You must hold these down after the game starts until it shifts
to each new level. This point is undocumented.

This game is great fun. It makes extensive use of the Atari’s capabilities in smooth vertical scrolling, and a re-
defined character set. It is a must for any dedicated arcade game player.

ZEPPELIN PHOBOS
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PHOBOS Department: Entertainment

Company: APX/Atari Program Exchange Sugg. Retail: $29.95
Language: Machine Availability: 9
Hardware Requirements: 16K Disk or Tape: Disk
OVERALL RATING B8 CONTROLLABILITY A ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B DOCUMENTATION B-
CREATIVITY c CHALLENGE B HOLDS INTEREST? B+
GAME DEPTH A GRAPHICS B VALUE FOR MONEY B

Phobos is the author’s sequel to the highly successful Caverns of Mars. In this game you have to cut through sixteen
levels of defense to reach the enemy command at the center of Mars’s largest moon. At first your joystick controlled
craft plummets through caverns while picking up fuel and knocking out the enemies’ defense missiles with your twin
lasers. These lasers fire alternately. This works fine when you approach targets that are set left, right, left; but if you
miss, your guns are out of sync in the narrow corridors, and you risk collision with the target. If you lose a ship, you
start again at the beginning of the last level. By the time you have reached the fifth level, gravity inside the small
moon becomes so negligible that you gain full control of the speed of your descent, and fortunately so since the
moving force fields need careful timing to pass through their gaps.

Fuel is always a problem. You can’t dawdle through any of the sequences, and you must pick up as much fuel as
possible by knocking out the fuel tank targets. This is especially true in the levels with barriers that must be blasted
out in order to pass through.

While there are no long traverses in this game, nor is there much variety, Phobos has enough challenges to make it
interesting. The graphics are good and similar to the graphics in Caverns, but whether it is a better game than the
original is debatable. The game can be played at a variety of difficulty levels, and for those who need practice on
upper levels of the game and don’t want to start from scratch, press TAB, CTRL-M and SHIFT keys simultaneously.
You must hold these down after the game starts until it shifts to each new level (this point is undocumented).

This entertaining game makes extensive use of the Atari’s capabilities in smooth scrolling and redefined character
set. It is a good choice for the dedicated arcade game player.

AIR-RAID Department: Entertainment
Company: APX/Atari Program Exchange Sugg. Retail: $29.95
Language: Machine Availability: 8
Hardware Requirements: 24K (disk); 18K (cassette) Disk or Tape: Both
OVERALL RATING D CONTROLLABILITY Cc ERROR HANDLING N/A
GAME CONCEPT [+ SKILL INVOLVED Cc DOCUMENTATION C
CREATIVITY c- CHALLENGE c+ HOLDS INTEREST? D
GAME DEPTH D GRAPHICS D+ VALUE FOR MONEY o

Air-Raid is a slow-paced scrolling arcade game in which the object is to defend your two airfields and radar
complex froin a fleet of enemy bombers. Your joystick controlled fighter is equipped with short-range guns, and
carries a limited fuel supply which can be replenished at either of the two airfields, assuming they re still operational
after a raid. Your fighter’s performance with full fuel tanks leaves something to be desired, but fortunately, added
performance can be achieved by jettisoning one of the fuel tanks. A faster plane is definitely needed to out-fly any
accompanying fighter escorts later in the game.

Picking off bombers is a piece of cake at the beginning. They are sitting ducks as they fly undefended in set
formation, never attempting to evade your plane. You know their exact position from the radar display at the top of
the screen. Subsequent raids use larger fleets and some forward return fire, but they can be easily picked off from the
rear. When enemy fighters join the fray and the bombers become smart enough to cover their vulnerable zone, the
game becomes more challenging. Fortunately, you don’t have to start on the boring levels, for you can skip as many
as you like at the start.

Air-Raid is simply not a very good game. The character graphics are plain and unanimated. Worst of all, it lacks
excitement. Had it required more strategy to defeat the enemy, it would have been a more enjoyable game. This is
not to suggest that the game is easy to beat on the hardest levels where three fighters guard sixteen or more bombers,
but winning just isn’t much fun.



SEA DRAGON Department: Entertainment

Company: Adventure International Sugg. Retail: $39.95
Language: Machine Availability: 7
Hardware Requirements: 16K Disk or Tape: Disk
OVERALL RATING B+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B DOCUMENTATION B-
CREATIVITY B- CHALLENGE A HOLDS INTEREST B+
GAME DEPTH B+ GRAPHICS B VALUE FORMONEY B

Sea Dragon is a scrolling underwater arcade game. In it, you must guide your submarine past deadly mine fields,
through narrow underwater tunnels guarded by laser gun turrets, and along stretches of depth-charged waters to
your final target, the Master Mine. This Master Mine must be destroyed, because it controls the entire in-
penetratable mine field effectively cutting off your fleet’s supply lines.

Your nuclear submarine, “Sea Dragon,” is completely maneuverable by joystick. It can only remain submerged
for a limited time, because its life support systems have a restricted supply of air. It can only fire torpedoes straight
ahead, and therefore must avoid the Laser Bases that fire straight down in the tunnels, the Supershooters which fire
at an angle, and the Destroyers which drop depth charges. The strategy is to outmaneuver them. You will also have
to learn to pace your submarine past the firing patterns of the Supershooters, and learn to “drop back” in order to
avoid collision to the rising mines and falling depth charges. There are other obstacles, such as the Stalactites and
Force Fields near the end of your voyage; but these are sections that none of our play testers have ever reached.

The game has considerable depth. There are six separate segments of the game spread over 30 screens. Each por-
tion is increasingly difficult. Each time one of your five subs has been hit you will be returned to the beginning of the
section you are in. None of our play testers managed to get through the first three sections of the game on the easy
levels; and those arcade players who find these kind of games “a piece of cake” will have to contend with three
harder skill levels. We tried the hardest level. Mines don’t just float up towards you, they’re shot toward your sub,
and there is no time to move out of the way.

Sea Dragon is nicely animated using player-missile graphics and a smoothly scrolling character graphics playfield.
The game, while not fast-paced, is engrossing and quite a bit of fun to play. The game has depth and is very
challenging.

Hint: if you would like to practice the advanced sections, wait for the title page to appear, then use the joystick
button in port 4 to change start. You will hear a click and a number will change at the top left. Similarly, joystick #3
will give you 10 subs.

NIGHT RAIDERS Department: Entertainment
Company: Datamost Sugg. Retail: $29.95
Language: Machine Availability: 6
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING D CONTROLLABILITY D ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c DOCUMENTATION D+
CREATIVITY D+ CHALLENGE c+ HOLDS INTEREST? D
GAME DEPTH o GRAPHICS c VALUE FOR MONEY (]

A mediocre shoot-'em-up game, Night Raiders begins over a vertically scrolling city defended only by tanks. You
move past fuel dumps and a railway bridge to the area where airplanes attack. Your mission: to destroy as much of
the enemy’s military power as possible. Your ship moves back and forth along the bottom of the screen, firing guns or
laser cannon. Moving the joystick forward or backwards changes the point of fire, but so slowly that it limits the
challenge of the game. If you can’t take aim and destroy enemy ships quickly, they’ll succeed in shooting you down.

I found the game dull, with very little to hold my interest. Wrecking the bridge stops a train, and shooting the fuel
depot gains you extra fuel, but these features occur in better games. The attractive scrolling background does
nothing to enhance the playability of the game.
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BLUE MAX

TRION Department: Entertainment
Company: London Software Sugg. Retail: $29.95
Language: Machine Availability: 3
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING D CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT c- SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY D+ CHALLENGE c HOLDS INTEREST? D
GAME DEPTH C- GRAPHICS D+ VALUE FOR MONEY D

Trion is a shoot-"em-up game that the advertisements have ballyhooed for its three different 3-D screens. If you
have high expectations of outstanding graphics, be prepared for a bitter disappointment. The player commands a
scout ship to explore the surface of a newly discovered planet. The view from above presents a scrolling mural
depicting deep canyon walls. The orange colored walls pulsate with annoying persistence. Some walls are bridged,
and when it appears you can fly beneath a bridge you usually can. Normally a collision with any wall uses up
valuable fuel to power your shields. Areas that you can tunnel through lack a black border (which the program
obviously uses to detect collisions). The object in this valley is to destroy ten Silurian ships. Extra fuel and ammo are
also available if you shoot at any area marked with the appropriate lettered box. When you have reached 1,000 points
or ten ships, you advance to the next screen.

The object here is to blow up Silurian force bombs for points. The second screen is a tunnel that creates an effect of
depth by moving the colors on screen outward near the exit or perimeter. It takes two hits to destroy each bomb. You
can obtain adcitional fuel and ammo by shooting down Silurian ships that fly toward you. Score another thousand
points and you reach the Barrier.

This final screen is similar to the first with the exception that you can shoot out pieces. The object here is to quickly
destroy ten maintenance ships before you collide with the Barrier. While it may be possible to blast a corridor open,
it is best to get your thousand points by killing ships. If you succeed, you will reach the tunnel again. This time it will
take two hits to destroy each Silurian drone ship.

Trionis a disappointing game. The graphics are not that bad, except that the changing luminance is very annoying.
The graphics are certainly not what I pictured as three-dimensional. The game itself is a simple shoot-’em-up contest
in which it is more important to avoid the walls than to worry about enemy threats. Your targets are virtually sitting

ducks. While a game with three screens is expected to have some play depth, this one is too boring for the number of
screens to matter.



BLUE MAX Department: Entertainment

Company: Synapse Software Sugg. Retail: $34.95
Language: Machine Availability: 8
Hardware Requirements: 16K cassette, 32K disk Disk or Tape: Both
OVERALL RATING A CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED B DOCUMENTATION B
CREATIVITY B+ CHALLENGE A HOLDS INTEREST? A-
GAME DEPTH B+ GRAPHICS A VALUE FOR MONEY A-

Blue Max is a three-dimensional, diagonally scrolling, aerial combat game. The mission in this three-stage game is
to destroy as much of the enemy’s air force in aerial dogfights as possible while simultaneously blasting the enemy
ground targets by bomb drops or low level strafing runs. Eventually, you will reach the city where you must bomb
three specific ground targets to win.

Your aircraft is controlled by a joystick. For some strange reason the author has installed the controls backwards,
but if you select reverse controls the game works well. That is, pull back on the stick to make the plane climb, and
push forward on the stick to make the plane dive. The machine gun is activated with the trigger, and bombs are
released by pushing the button while lowering altitude. An instrument panel displays airspeed, fuel, altitude, and the
status of your plane’s equipment. A letter flashes when a part is damaged. Likewise, a flashing asterisk indicates
whether an enemy plane is above or below your craft, or approaching from forward or aft.

The plane takes off from a small landing field. It must reach 100 mph before lift-off or it will crash. Once in the air,
your plane begins flying over enemy terrain which includes heavily fortified river anti-aircraft guns, some on
moving barges. Your plane casts a shadow over the scrolling terrain below, giving a good visual indication of the
plane’s altitude and providing a useful bombsight. Wind plays a factor in this game, and falling bombs tend to drift.
Some of the targets are marked with an X and offer more points. The plane’s machine guns can be used to strafe at
altitudes between twenty-one and twenty-five feet.

When you have scored 1,000 points the terrain begins to scroll over a roadway and the enemy’s airfield. You can
bomb their hangar and several planes parked beside the runway. Afterwards, the terrain begins to scroll back to the
river. Only after you have achieved a score of 5,000 points does the terrain scroll over to the enemy’s city. The
objective here is to bomb three specially marked targets in the center of the city; you must fly down between the tall
buildings to reach them.

The most thrilling part of Blue Max is the aerial dogfights. Planes approach either from the front or rear. You
attempt to fly at the same altitude and line up your guns. Tackling a plane head-on is outright dangerous since you are
more likely to collide with it than shoot it down. Planes coming up from the rear are easier to hit if you wait until they
pass before blasting them with your machine gun. As your aircraft flies through heavy anti-aircraft flak, damage is
likely to occur. Letter indicators advise you of damage sustained such as decreased maneuverability, leaking fuel, or
damage to bomb gear or machine guns. When all four letters are lit the plane will crash.

The plane can be refueled and repaired at your airport. The computer alerts you when you approach an airport.
Put down the landing gear, fly low, and land as close to the main building as possible. If you land too far up the
runway, you will never manage to reach liftoff speed before reaching the end of the runway. You are also a sitting
duck on the runway as enemy planes fly by overhead.

Blue Max is a very enjoyable game that gives you a realistic sensation of flying a bi-plane over three-dimensional,
diagonally scrolling terrain. A challenging game, it takes some practice to avoid frustration. You only have one plane,
so once you crash you have to start over. This game has great depth of play to hold interest for a long time.
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Shoot"Em-Up Arcade Games

STAR RAIDERS Department: Entertainment
Company: Atari Sugg. Retail: $44.95
Language: Machine Availability: 10
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING A CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT A- SKILL INVOLVED B+ DOCUMENTATION A
CREATIVITY B CHALLENGE A HOLDS INTEREST? A-
GAME DEPTH A GRAPHICS B+ VALUE FOR MONEY A

Star Raiders is a high speed space battle game against the Zylons for control of the galaxy. It’s so realistic that you
actually feel as if you're traveling through space. The superb interplay of sound effects with fast visual action using
player missile graphics, and a game design that is simple yet challenging, have made this game a classic.

Star Raiders puts you at the controls of “Star Cruiser 7.” The mission is to rid the galaxy of Zylons. Your sub-space
radio links you with starbase command, and gives the present whereabouts of all enemy ships. Your short and long
range sensors, together with an attack computer, keep track of the enemy’s position within your galactic quadrant.

The Atari joystick acts like the control stick of an airplane. Pushing the stick forward and pulling back causes the
ship to dive and climb, respectively. Moving left and right are true directions, although somewhat confusing if the
view is aft. Energy torpedoes are fired with the joystick button. All other commands including activating shields,
long range sensors, setting cruise speed, and activating the hyperwarp drive, are by single keyboard commands.

Initially the Zylons are scattered throughout the galaxy. Their strategy is to surround and destroy each of your star
bases. Your goal is to attack and destroy as many enemy ships as possible, using the least energy in the shortest period
of time. Your final score is loosely based on this criteria.

The battle begins by hyperwarping into a quadrant of enemy ships. The attack computer at the lower left of your
three-dimensional, moving star field shows the relative direction of the nearest enemy ship. Within seconds of
encountering either an enemy ship or a star base, you must blast it to smithereens with your photons or risk heavy
damage with its return fire. The enemy doesn’t stand still, but zips back and forth firing energy bursts at you. Even
with considerable skill, you are lucky if you can keep the enemy in your cross hair long enough to intercept his return
fire, let alone annihilate him. Taking a direct hit, especially on more advanced levels of play, usually results in
severe damage needing repair at the nearest starbase. A crucial hit on your shields while engaging a Zylon basestar
can result in a dramatic end before your ship can escape at hyperwarp speed.

The game offers four skill levels. At the novice level your ship is virtually invincible. It is a training level that
requires no steering when hyperwarping. Advanced levels of Pilot, Warrior, and Commander, by comparison,
require holding the precise course during hyperwarp. Upper levels need considerable skill to last more than a few
minutes against a determined enemy. The Commander level will test the mettle of the best arcade players.

The game is simply great. Those who are fortunate enough to play it on a large screen projection TV will find it
“awesome.” Despite the debut of newer arcade games over the past two years, and numerous attempts to surpass the
8K game’s visual effects, Star Raiders remains the classic.
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ASTEROIDS Department: Entertainment

Company: Atari Sugg. Retail: $34.95
Language: Machine Availability: 10
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING B- CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED c DOCUMENTATION B-
CREATIVITY B CHALLENGE c HOLDS INTEREST? B-
GAME DEPTH c GRAPHICS C+ VALUE FORMONEY  C+

Asteroids is a fascinating game in which you must navigate a spaceship through a field of moving asteroids. The
object is to score points by shooting these asteroids apart. Of course, pieces of asteroids make the game more
perilous; in addition, an alien spacecraft randomly enters the field and attempts to destroy your ship.

Yet this 8K ROM version is in many ways a disappointment, espcially when compared to the superior arcade ver-
sion designed by Atari’s coin-op division. The graphics have a chunky look, no doubt a result of the graphics mode
having been implemented in #7 (BASIC), rather than a finer resolution, four color mode like Antic #15. The
asteroids appear as irregular blue masses against a black background.

The game can be played by one to four players. There are a number of play options, including hyperspace,
shields, and flip-over. The latter allows your ship to flip directions 180 degrees by pulling towards you with the
joystick. This is very helpful when confronted by asteroids approaching simultaneously from front and back, for nor-
mally you would have to slowly turn your ship around by moving the joystick to the left or right. The shield option,
on the other hand, is ridiculous. When the shields are on, your ship appears as a round blob, completely unaffected
by colliding asteroids. Since there is no time limit for shield use, you can keep the shields on until all danger is past.
The skill level drops to near zero when using this option.

When more than one person is playing, there is a choice of playing in patrol or combat modes. Team play is even
possible with three or four players. Shots made during the patrol mode pass right through other ships, while they can
strike an opponent in the combat mode. Players playing in the two player mode have a choice of playing by turns, or
they can rack up points competitively while on the screen at the same time. In three and four player games, players
always appear simultaneously.

Asteroids should have been a much better game than it is, and certainly closer to the coin-op version. The enemy

saucer is not much of a shot — only a nuisance in this version. However, the game is quite engaging to play with
three or four players.

K-RAZY SHOOT OUT Department: Entertainment
Company: CBS Electronics Sugg. Retail: $39.95
Language: Machine Availability: 8
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING B- CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B DOCUMENTATION c
CREATIVITY B- CHALLENGE B HOLDS INTEREST? c+
GAME DEPTH C+ GRAPHICS B- VALUE FORMONEY €

K-Razy Shootout is a very good rendition of the arcade game Berzerk. You enter a building in which the rooms are
guarded by robot sentries. The object is to score points by killing all of the robot guards in a room within a given time
limit, then advance to the next room through the left door. Although there appear to be few adversaries on the
screen at any one time, killing a robot results in another appearing near the room’s edge. Since a collision with either
a wall or a robot results in the loss of your man, the best strategy is to stay away from areas where they randomly
appear. All of the robots must be killed before exiting, or you must repeat the same room over again with a new set of
robots.

Scoring depends on the robot’s manner of demise. Some are killed by your fire, others by collision with one
another, and a few by shooting themselves. Other scoring factors include the amount of ammunition used and the
time left. A bonus man is awarded at 10,000 points, and you’ll need these extra men since the robots are much more
lethal on upper levels. They begin shooting back in room two, and become outright deadly by room four. A better
strategy at this point is to lure the robots into a crossfire or collision course.

The game’s sound and graphics are exceptionally good. Arcade purists will despair at the lack of the bouncing
ball, and a count of how many droids they have left to kill; but they will find this version just as challenging as the
arcade version. The game does have a “wierd” ranking system that can cause needless frustrations, but overall,
K-Razy Shootout will make for an enjoyable pastime.



DELUXE INVADERS Department: Entertainment

Company: Roklan Sugg. Retail: $34.95 disk / $39.95 cartridge
Language: Machine Availability: 8
Hardware Requirements: 16K Disk or Tape: Disk & Cartridge
OVERALL RATING C+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT c+ SKILL INVOLVED c DOCUMENTATION c
CREATIVITY C+ CHALLENGE C+ HOLDS INTEREST? c
GAME DEPTH c- GRAPHICS c VALUE FORMONEY  C-

Deluxe Invaders is an improved version of the original Space Invaders game. It is a game in which you must shoot
down an advancing horde of alien creatures who are continuously shooting back. They march across the screen in
orderly ranks, and drop down one level when they reach the edge. You must defeat them before they land on your
mobile gun turret base (which can be moved behind four castles for temporary protection). The turrets, however,
are temporary shelters because the aliens soon destroy them.

This version can be played by either one or two players alternating turns. On advanced levels, the invaders split in
two if they aren’t shot exactly on center. This makes the game more difficult, since there is a limited amount of time
to destroy the aliens before they land.

Deluxe Invaders is very faithful to both arcade versions of Space Invaders. The graphics and sound effects are well
presented. Although it is an older game, it still catches on and has a very faithful following.

CENTIPEDE Department: Entertainment
Company: Atari Sugg. Retail: $44.95
Language: Machine Availability: 10
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING B CONTROLLABILITY c- ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED c+ DOCUMENTATION C+
CREATIVITY c CHALLENGE B HOLDS INTEREST? B
GAME DEPTH B- GRAPHICS B- VALUE FORMONEY B+

Centipede takes you into the deadly world of garden bugs where an endless stream of jumping spiders, poisonous
scorpions, frenzied fleas, and slithering centipedes thread a mushroom garden. They're out to get your dreaded bug
blaster in this fast action, shoot-’em-up arcade game. The object is to stay alive, kill as many bugs as possible, and
score high.

Staying alive sounds simple, but every time a bug is killed it turns into a mushroom that clutters the playfield.
These can be removed by shooting twice at each mushroom; however, a frenzied flea, which drops toward the
bottom of the screen like a kamikazee pilot, has a magical power to create mushrooms wherever it lands. The
centipede snakes back and forth through the garden until it bumps into a mushroom. When this happens, it reverses
direction and drops down one row. You must destroy every segment of the Centipede before it can reach the bottom
of the screen, otherwise the segments can break up into many new Centipedes. Centipedes, like worms, will split in
two when cut in the middle, each part with a head taking a separate path. With the addition of a scorpion that
poisons mushrooms in its path, and centipedes that become insane on contact and charge your bug blaster, the game
can become a real challenger.

Played with a joystick on a horizontal screen rather than on a vertical screen with a trackball, Centipede is not as
difficult as the original arcade game. Beginners might find this hard to believe since fast, precise positioning is
difficult to achieve with a joystck. Also, the horizontal screen gives you slightly less reaction time. However, some
have managed to turn the score over 1,000,000 points with practice. This is possible because you receive a bonus
blaster every 10,000 points, and can accumulate up to six reserve blasters.

The game is similar to the arcade version; the graphics and sound effects are close. Joystick control is irksome, as
you often need to tap the controller to accurately position the blaster beneath a mushroom. (The new trackball
controllers perform this effortlessly.) The game is fun to play, and, surprisingly, appeals to women who normally
shun shoot-’em-up games. Could this be because women despise creepy bugs and don’t mind destroying them? Then
too, this game was designed by a woman.
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DELUXE INVADERS CENTIPEDE

SPACE INVADERS Department: Entertainment
Company: Atari Sugg. Retail: $34.95
Language: Machine Availability: 10
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING D+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT C+ SKILL INVOLVED c DOCUMENTATION c
CREATIVITY c CHALLENGE c- HOLDS INTEREST? D
GAME DEPTH c- GRAPHICS c- - VALUEFORMONEY D

Space Invaders, an Atari cartridge, is a variation of the classic arcade game. Five rows of invaders disembark from
a space ship on the left side of the screen. As they slowly march across the screen, they fire continuously at your
mobile laser base. When they reach the edge, they drop down one notch toward the ground, and you must destroy
every last alien before they reach the ground.

The game doesn’t bear much resemblance on screen to the original. The protective castles at the bottom of the
screen are gone, and the arcade version never had a space ship positioned at the side of the screen. The graphics uses
character set animation to achieve movement by alternating two character sets.

Two players can alternate the game play. There are six levels of increasing difficulty, with the upper levels giving
the player only three ships, instead of the usual five. In summary, this version is a mediocre version of the classic
game.

SPACE EGGS Department: Entertainment
Company: Sirius Software i Sugg. Retail: $29.95
Language: Machine Language Availability: 8
Hardware Requirements: 48K, Disk Drive Disk: Disk*
OVERALL RATING B ~ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION B
CREATIVITY c+ CHALLENGE B- HOLDS INTEREST B-
GAME DEPTH B- GRAPHICS B VALUEFORMONEY B

Space Eggs is reminiscent of the arcade game Moon Cresta. In this colorful Atari translation of the popular Apple
game, your three-stage spaceship attacks a group of swirling space eggs. Once an egg is broken, depending on which
level you have attained, either a spider, lip, wolf, or fuzzball attacks your ship. You have to kill these monsters with
your joystick controlled guns as they dodge, weave, and dive toward your ship. The top stage of your rocket has one
gun, the second stage, two guns, and the booster two widely spaced guns. The shape conversion resulted in a booster
that takes up a good quarter length of the screen. Each time you lose a stage of your ship, you start again with the
lowest level monsters. When you reach 1,000 points, you can dock with a lower stage for a three-gun attack. The
upper-level monsters prefer a fast kamakaze attack. The game is cute and challenging; those who like the Galaxian-
invaders concept might enjoy this version.
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BANDITS Department: Entertainment

Company: Sirius Software Sugg. Retail: $34.85
Language: Machine Language Availability: 8
Hardware Requirements: 48K, disk drive. Disk or Tape: Disk*
OVERALL RATING B+ CONTROLLABILITY B+ ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B+ DOCUMENTATION B
CREATIVITY B- CHALLENGE B+ VALUE FOR MONEY B
GAME DEPTH B GRAPHICS B+ HOLDS INTEREST? B

Bandits is an innovative variation of the familiar Galaxian game, at least in the beginning. You have a ship, one of
five that is joystick-maneuverable at the bottom of the screen. Each ship has a limited amount of replenishable shield
energy. Shield energy is effective in units of time. Pushing the joystick forward activates the shields, while pulling
back deactivates them. The remaining shield energy is shown at the bottom of the display.

In the first two levels, formations of Phalanxes attack singly or in groups of twos, threes and fives. In themselves
they are easy to beat, if you avoid their heat seeking missiles. However, if they get past you, they steal your supplies
of food or equipment which you are guarding. There is yet another chance to save the purloined supplies if you shoot
accurately as they attempt to escape to base.

When you reach level three, these easy-to-beat Phalanxes are accompanied by deadly Menaces. While the
Menaces don’t steal your supplies, they preoccupy you, and their missiles are even more deadly: but there is no use in
killing the last of these reappearing creatures until all of the Phalanxes are dead.

The next level is a little tricky. This fourth level is a confrontation with the not so friendly Carriers. They look like
colorful jacks from a jacks and ball set. The problem is that when one is hit, it breaks up into four bouncing
Nusiants. This is when using shields becomes necessary. If you manage to defeat these guys, then comes the snake-
like Torrents, who attack in centipede fashion. You must kill every last part or they repeat their napalm assault.

Bandits sounds simple except there are 28 levels. All the rest of the levels are combinations of attacking creatures.
The game becomes hectic when you are simultaneously confronted with seven Phalanxes, two Menaces, one Carrier,
and snake of Torrents. That’s just level six, so level 28 must really be a wonder to behold, and a surefire challenge to
the local arcade champion. Overall, Bandits is definitely fast, fun, and a challenge to play.

CROSSFIRE Department: Entertainment
Company: Sierra On-Line Systems Sugg. Retail: $29.95
Language: Machine Availability: 8
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING B+ CONTROLLABILITY B ERROR HANDLING A
GAME CONCEPT B+ SKILL INVOLVED B DOCUMENTATION c
CREATIVITY c+ CHALLENGE B+ HOLDS INTEREST? B+
GAME DEPTH c GRAPHICS c VALUE FORMONEY B

Crossfire, a shoot-"em-up contest in which you defend a city’s streets from attacking aliens, has its roots in the
arcade game, Targ. But whereas Targ allowed you to shoot only in the direction toward which you traveled,
Crossfire has expanded the possibilities by allowing you to stop at any intersection and shoot in any of four
directions. This has resulted in a more complex game.

You patrol the block-like, grid-oriented streets of a city surrounded by alien creatures. Your gun contains 35
missiles. As you play cat-and-mouse with the advancing forces, you move into an intersection and fire. If you hit an
alien, it metamorphoses into another creature worth more points. Occasionally, a bonus shape appears on one of the
central streets. If you reach it before firing six more rounds, it is worth points; otherwise it disappears. When your
ammunition runs low, a fuel depot appears in the city. With nearly a dozen laser armed creatures gunning for you,
the fuel depot is not an easy spot to reach.

Crossfire, a translation of an Apple game, is very challenging, offering effective, smooth, but non-colorful
graphics. The joystick control works well. You can remain stationary at an intersection, depress the fire button, and
shoot by positioning the joystick in the direction that you wish to fire. (The stick doesn’t fire when centered.) You can
also shoot on the run in the direction you move. If you can defeat all of the aliens on level one (48 kills), then you
advance to the next faster, and more deadly level.

There is little doubt that this is one of the best strategy shoot-’em-ups to come along in a long while. It’s a game
requiring considerable practice; it remains tough, and one that you won't tire of easily.



HELLCAT ACE Department: Entertainment

Company: Microprose Software Sugg. Retail: $29.95
Language: Machine Availability: 9
Hardware Requirements: 40K Disk or Tape: Both
OVERALL RATING B CONTROLLABILITY B+ ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B DOCUMENTATION B+
CREATIVITY c CHALLENGE 8 HOLDS INTEREST? c+
GAME DEPTH B- GRAPHICS c VALUE FOR MONEY B-

Hellcat Ace puts you into the pilot seat of a World War II fighter craft in this realistic flight simulation. The
battlefield is the Pacific, and you must defeat either one or two Japanese Zeros in five separate battles of your choice.
Some of the historic battles are Leyte Gulf, Midway, Coral Sea, and Pearl Harbor. The tactics of the Japanese pilots
differ depending upon escape or victory flights. Remember, five victories is your goal, so that sometimes it is
prudent to retreat and fight another day. Also remember that being shot down once ends the game. It is possible,
however, to ditch your crippled plane in the Pacific, or even bail out by pressing the button on your second joystick.
Hopefully, you won’t be captured.

Your Hellcat Ace fighter is controlled by joystick one, but a second joystick allows you to adjust the engine
throttle. The plane flies exceptionally well. It can perform loops, split §’s, and Immelman turns. This means you can
do some pretty fancy flying to shake an enemy off of your tail by first rolling the plane and executing a 180 degree
diving loop until you are under him. As you bank to either the left or the right, the ocean horizon tilts. The compass
heading and the position of the sun give you your bearing. Pulling back on the stick or pushing forward causes the
plane to climb and dive respectively. The plane realistically gains velocity in a dive and stalls in too steep a climb.

Your weapons are two wing-mounted machine guns that are activated through the firing button on the first
joystick. A gunsight cursor acts as a guide, but this is a World War II craft and tracer bullets aren’t automatically
tracked to the enemy plane. Gravity and velocity affect the aim, and you waste a lot of ammunition until you learn to
fire accurately. In addition, it isn’t easy to tell if you scored a hit because multiple hits are required to down a Zero,
with the higher skill levels requiring even more hits.

At a distance the enemy appears as yellow specks, but resembles aircraft at close range. It is difficult to tell at a
distance if craft are approaching or fleeing, and when they are near their bullets are difficult to recognize until it is
too late. The enemy is also dangerous if it gets on your tail. There is an indicator to advise you of this on the
- instrument line at the bottom of the screen.

As far as graphics go, they are plain but adequate with dark blue water and light blue skies. The graphics are also
exceptionally fast: they must use the fastest color-fill routines in the world so that you can roll your plane and the
horizon spins smoothly around.

Hellcat Aceis a very good flight/combat simulator and is exceptionally playable. While its graphics are on the thin
side, it has enough challenge to interest both novices and experts alike. So far it is the most realistic and fun flight
simulator on the Atari market, and one that will hold your interest for more than a few obligatory rounds.
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REARGUARD Department: Entertainment

Company: Adventure International Sugg. Retail: $24.95
Language: Assembly Language Availability: 7
Hardware Requirements: 16K cassette; 32 disk Disk or Tape: Both
OVERALL RATING D CONTROLLABILITY C ERROR HANDLING N/A
GAME CONCEPT C SKILL INVOLVED C- DOCUMENTATION C
CREATIVITY c- CHALLENGE c- HOLDS INTEREST? D
GAME DEPTH D GRAPHICS D VALUE FOR MONEY D+

Flying a patrol ship in defense of your last surviving Construction Crew base is your assignment in Rear Guard.
Three waves of mindless Cyborg-controlled ships (60 in all) attempt to get by you to destroy the base. If only ten
escape, the base is overwhelmed.

Your ship is armed with guided energy-darts; and you have an energy shield capable of withstanding ten collisions
with an enemy ship or its return fire on the upper levels of difficulty. Alien ships approach from the rear of your
craft, which is controlled by joystick. You wait until they pass before firing. On the lowest level, the enemy is simply
destroyed; but on higher levels, you must avoid either the ball of debris or return fire just as they explode. On the
highest levels there are splinter craft that use a common fuel supply, and a wall of darts that must be avoided after
an enemy escapes.

There isn’t much substance to this scrolling-style shoot-’em-up game. The ships approach from the rear (hence the
name), and you simply blast them as they pass. Although there are harder levels, in which you must avoid debris or
darts, the game gets old quickly.

GORF Department: Entertainment
Company: Roklan Sugg. Retail: $39.85 disk/$44.95 cartridge
Language: Machine Availability: 8
Hardware Requirements: 16K, disk drive. Disk or Tape: Disk or cartridge.
OVERALL RATING B CONTROLLABILITY B+ ERROR HANDLING N/A
GAME CONCEPT B- SKILL INVOLVED C+ DOCUMENTATION B-
CREATIVITY c CHALLENGE B HOLDS INTEREST B-
GAME DEPTH B GRAPHICS B VALUE FORMONEY €+

Roklan has done a very nice job in translating the popular arcade game Gorf to the home computer. The game is
rather unique, consisting of four separate arcade games linked by a common theme — the destruction of the Gorfian
Empire. Four? Yes, they shortened the game a bit by removing the Galaxian segment. The other four, “Astro
Battles,” “Laser Attack,” “Space Warp,” and “Flag Ship” are extremely close to the original version. It is still a one or
two player game, with each player alternating turns. In addition, players can start on higher levels of difficulty.

“Astro Battles” is very much like Space Invaders. The player is shielded by a force field, which descending Gorfian
robots slowly penetrate with their anti-gravity bombs. The shield vanishes when you fire your lasers. These quark
lasers are unique in that only one shot can be on screen at one time. While preventing rapid fire, it does allow you to
redirect shots that are off target without waiting for them to vanish off the top of the screen. When the entire enemy
fleet is destroyed you advance to the next mission.

In “Laser Attack,” the player must destroy the two anti-particle Laser Ships that simultanously fire vertical beams
at him every three seconds. These Laser Ships, which constantly dart about the screen, are accompanied by a fleet of
supporting kamikaze ships as well as Gorfs that dive while shooting at your ship. Once every enemy is destroyed you
proceed to the next mission.

In “Space Warp,” Gorfs and Fighters emerge in spiral fashion from an eerie web generated by the approaching
enemy Flagship. Subquark torpedoes are hurled out of the black center directly at the ship. The enemy must be
killed before they reach the edges of the screen.

“Flagship,” the final mission, is to destroy the Flagship that is protected by a heavy forcefield arc. The object is to
get a clear shot at the reactor power vent in the center of the ship, but first you must blast a hole through the
forcefield. This is easier said than done, because the ship hurls fireballs as it moves back and forth. And on upper
levels, two Gorfian robots riding on the ship attack kamikaze-style.

Gorf is a tough game that becomes even faster and harder as you progress through the levels. The graphics are
good, and the game is quite faithful to the arcade version. It is great fun if you like Space Invaders-type games.
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GUNS OF FORT DEFIANCE Department: Entertainment
Company: Avalon Hill Sugg. Retail: $20 cassette / $25 disk
Language: BASIC Availability: 4
Hardware Requirements: 32K; disk drive or cassette player. Disk or Tape: Both
OVERALL RATING D- CONTROLLABILITY D ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED D DOCUMENTATION c
CREATIVITY D CHALLENGE c HOLDS INTEREST? F
GAME DEPTH D GRAPHICS D VALUE FOR MONEY D-

Guns of Fort Defiance is a game in which a single artillery piece attempts to defend a half finished stockade in the
War of 1812 against a slowly advancing infantry regiment stretched out in a thin line. The object is to decimate these
soldiers with various types of projectiles loaded and fired from your cannon.

The display, which has been adapted from the TRS 80 version of the game, is on the text screen. The animation is
cleverly done by printing text characters while inhibiting the scroll. When the gun is fired, you can see the steps
taken by each gunner (represented by numbers) as they perform their jobs of loading and aiming the cannon. The
player’s job is to choose the type of projectile: ball, cannister, double cannister, shell, and spherical case are
available. You then choose the elevation, either long range or point blank. Aiming left or right is done with the caret
keys at the top of the keyboard. Since elevation is rather crude, the game becomes a learning process. You need to
remember where a particular type of projectile falls, then wait for the soldiers to reach that position,

While the game might be historically instructive as to the difficulty and inaccuracies of cannon warfare, the game
is soon boring and not much fun to play. It is certainly not the type of game that Atari owners are accustomed to
seeing on the Atari. The introduction with two slow tunes from the Napoleonic Wars should have the option to be
eliminated. The graphics could have been vastly improved.

KAYOS Department: Entertainment
Company: Computer Magic, Ltd. Sugg. Retail: $34.95
Language: Machine Availability: 5
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING D- CONTROLLABILITY B- ERROR HANDLING N/A
GAME CONCEPT D+ SKILL INVOLVED D+ DOCUMENTATION c
CREATIVITY D CHALLENGE c HOLDS INTEREST? F
GAME DEPTH D GRAPHICS D VALUE FORMONEY  F

Kayos is a very poorly conceived space shoot-’em-up game. The object is to shoot down the large and small craft
that crisscross the top and mid section of the screen. Smaller craft attack your joystick controlled ship at the bottom
of the screen in a zig-zag fashion. The background consists of rapidly moving asteroid shapes that are harmless to
your ship. In the end, the game has little depth, and becomes boring very quickly.
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INTRUDER! Department: Entertainment

Company: InHome Software 8Sugg. Retail: $29.95 cass./ $39.95 disk
Language: Basic Availability: 4
Hardware Requirements: 16K; disk drive or cassette player. Disk or Tape: Both
OVERALL RATING D EASE OF USE c- ERROR HANDLING N/A
GAME CONCEPT D+ SKILL INVOLVED c DOCUMENTATION c
CREATIVITY D+ CHALLENGE B HOLOS INTEREST? D
GAME DEPTH D+ GRAPHICS D+ VALUE FORMONEY D

The mission in this arcade-style game is to shut down four nuclear-powered reactors in the basement of a super
secret research installation which have been damaged by an earthquake. The trouble is, that particular level is
guarded by two deadly robots, and you are the Intruder.

The game, written in BASIC, is entirely animated with character graphics. Movement is a little sluggish, but you
and the two robots rapidly take turns moving. The floor space is littered with packing crates. You can push these
around to form walls to trap the robots. This strategy, if you can master it, is necessary if you are to survive longer
than twenty to thirty seconds. Unfortunately, your speed is the same as that of the pursuing robots, and this gives
you precious little time to construct a trap, lure a robot into it, and close the trap again before one or the other of
them kills you. There seems to be no way to reach all four reactors with two robots chasing you.

The game is indeed tough, if not impossible. And that is just the apprentice level. Upper levels include
replacement robots when one is captured, or as many as eight on the more advanced levels. Even the apprentice
level has a time limit.

The game has a good concept, but it may prove too difficult to master before the player becomes frustrated and
moves on to another game. The graphics are so-so; and it takes too long to randomily place the scattered packing
crates in the room at the start of the game. If you get killed in twenty seconds, you don’t want to wait more than
thirty to start the next game.

K-STAR PATROL Department: Entertainment
Company: CBS Software Sugg. Retail: $48.95
Language: Machine Availability: 8
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING C+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c- DOCUMENTATION B
CREATIVITY c CHALLENGE C+ HOLDS INTEREST? c+
GAME DEPTH C+ GRAPHICS C+ VALUE FOR MONEY C-

K-Star Patrol is a shoot-"em-up arcade game in which the object is to lead a patrol of eight Star Ships through ten
enemy space sectors on a hostile alien planet. Your mission, as the lead Star Ship, is to destroy the alien ships before
they can blast any of your patrol. You are armed with laser weaponry, a protective, hydrogen-activated force field
barrier, and three powerful HAPN bombs. Your ship (which is joystick controlled) flies over the planet’s scrolling
terrain. It can only move vertically, and stays on the left side of the screen just in front of the fleet. Shields are
activated by pushing the stick left. Use these sparingly since they require hydrogen power that can only be
replenished by carefully dipping your ship into the hydrogen ladened crater lakes on the planet’s surface. Because of
the overly sensitive joystick control, this proves to be the most difficult maneuver in the game. One false move and
you either hit the bottom, or one of the treacherous mountain peaks.

The alien attack ships rising vertically from the planet’s surface are no match for your lasers. They act as rockets,
and lack offensive weaponry. These are aided by ground base laser weapons beginning on level two. However, the
most awesome threat are the Intergalactic Leeches that invade the atmosphere, and attach themselves to your lead
ship. A Leech will immediately absorb all of your energy, both laser and hydrogen power. If this occurs you must use
one of your three precious HAPN bombs, activated by rotating the joystick quickly through all four positions.

K-Star Patrol is fair in the category of shoot-’em-ups. While it isn’t as exciting as some, it has good graphics and
offers a challenge. My only criticism is the sensitive joystick control that often causes you to lose your ships when

attempting to replenish hydrogen in the lakes below. When you have lost all of your ships, the game, of course, is
over.
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MARAUDER Department: Entertainment

Company: Sierra On-Line Systems Sugg. Retail: $34.95
Language: Machine Availability: 8
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING c+ CONTROLLABILITY B- ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B DOCUMENTATION c
CREATIVITY c+ CHALLENGE B+ HOLDS INTEREST? B
GAME DEPTH B GRAPHICS C+ VALUE FOR MONEY c+

The Marauder arcade game is a two level assault on a well-fortified alien city set on a distant planet. The city is
defended by a fireball launcher, two aerial mine launchers, two missile bases, two or four turret lasers, and a shield
which encompasses the entire city. The object is to destroy all defenses, then enter the city through the crater
beneath the fireball launcher. Once beneath the city (in part two of the game), you must navigate the robot-guarded
passageways in the subterranean labyrinth in search of the power station. Each of the two parts of the game can be
played separately or as a two-part mission.

Attacking the city’s defenses in part one can be relatively easy, or impossible, depending on the difficulty of the
setting. There are nine levels. The easiest levels have a stationary shield, two turret lasers, and fireballs that do not
track you. The more difficult levels have moving shields, more lasers, and fast moving fireballs and aerial mines that
home in on your position almost immediately. You have to be quick and alert, and must develop a strategy to deal
with each of the weapons. For instance, following a gap in the moving shield is more effective than continually trying
to blast your way through in a stationary assault. And the fireball launcher must be destroyed relatively quickly, that
is if you can avoid being trapped between two lasers by a descending aerial mine. Overall, this first level is an
excellent arcade game by itself.

The second level is similar to the Berserk arcade game, with the additional goal of finding and destroying the
central power station. The maze of rooms consists of a number of exits and passages guarded by deadly robots.
These guards appear only if they are in your line of sight. You must be particularly careful when rounding a corner,
because a robot might be lurking out of sight. Your nine marauders (three per ship) are armed with a laser pistol.
Each time it fires, the trajectory of the last shot is cut short. Thus, if your shot is on target, you must wait until it kills
the robot before firing again. The biggest problem with this level is that the marauder fires his gun off-center, as if he
were firing from the shoulder. This would be no problem except that the head isn’t always above the body. The
orientation of the marauder’s body changes with direction. The body would rotate clockwise if you moved the
figure first to the right, then down, then left, and finally up. If you switch directly from left to right, you find the
marauder upsidedown. The blast fires from near the bottom, while a moment before it fired from near the top. As
you can imagine, this is very confusing, and, in this case, deadly, for the shot misses a nearby, quick-draw robot.

The game itself is fun to play, and will be liked by those who enjoy navigating multiroom mazes. But with the
rooms rearranged after each succeeding level, a player is unlikely to master a route to win quickly in this game. Good
fun.

MARAUDER
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ALIEN SWARM Department: Entertainment

Company: In-Home Software Sugg. Retail: $29.95 cassette / $34.95 disk
Language: BASIC Availability: 6
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING C+ CONTROLLABILITY C+ ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c DOCUMENTATION c
CREATIVITY c CHALLENGE c+ HOLDS INTEREST? B
GAME DEPTH c GRAPHICS c- VALUE FORMONEY €

Alien Swarm is a clever variation on the “invaders” game theme. A swarm of alien bugs are being created by a
snake-like figure moving randomly about the top portion of the screen. You are at the bottom of the screen guarding
a depot of twenty energy packs needed for your lazer. The aliens’ goal is to steal these before you shoot them down.

It takes considerabie skill to destroy the alien bugs as they are created. If you miss a few, they begin their deadly
assault on your depot. Your lazer pack, which can only hold a maximum of four energy packs at one time, must be
periodically recharged by positioning the gun over a lazer in the depot and pushing the joystick forward. If your
energy is out, the warning buzzer sounds to indicate you can’t shoot. You can retrieve stolen packs by killing the bug
before it reaches the top of the screen. But be careful to avoid the falling energy pack. The round is over when you
have either been hit, or have lost all of the energy packs.

The complex scoring system earns you extra energy packs for the next round of play. For example, every one
hundred points earns you another pack for the next round. When hit, you lose five missile packs plus the energy
stored in the energy bar. A counter keeps track of these points at the top of the screen.

The game has a beginner’s level as well as the more advanced level. It advances in difficulty as you acquire more
points. Saucers appear after 1,500 points, and smart bombs become the penalty for hitting the snake after a score of
5,000 points. For those dedicated arcaders who manage to score over 20,000 points, Alien Swarm promises a
boomerang tail. Overall, the game is very well done, offering some exciting moments, and requiring considerable
skill on the player’s part.

THRESHOLLD Department: Entertainment
Company: Sierra On-Line Systems Sugg. Retail: $39.95
Language: Machine Availability: 9
Hardware Requirements: 48K, Disk Drive Disk or Tape: Disk*
OVERALL RATING B CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED B DOCUMENTATION c
CREATIVITY C+ CHALLENGE B+ HOLDS INTEREST B
GAME DEPTH B+ GRAPHICS B+ VALUE FOR MONEY €+

Threshold closely resembles the arcade game, Astro Blaster. The object is to destroy waves of attacking aliens with
a joystick controlled space ship. It’s the usual scenario, with this exception: the game offers substantial depth and
variety. There are 24 types of attackers. Some present easy targets, while others consist of vicious kamikazes who are
very durable and elusive. Some fly in formation, while others bounce around the screen erratically. Each has a
personality and shape of its own. There are flying fish, revolving spaceships that turn smoothly on their axes, maple
tree helicopters, and Volkswagen Bugs.

The player has five expendable ships for the battle. Aiming and shooting is precise and effective, but one’s gun
may become overheated from rapid firing. If this occurs, one must bide his time dodging bullets while the guns cool.
There is a rest period every four levels when the game accesses the disk for the next set of shapes.

The graphics animation is exceptionally smooth for a game that doesn’t use player missile graphics. Objects have
no problem passing in front of each other. The only complaint is that the moving star field can be confused with the
rain of alien bullets. The bullets on a color set appear as colored objects; but they should be made to appear more
distinct if not larger to distinguish them from the star field. The sound effects are good and add to the game’s
enjoyment. :

The game will appeal to many dedicated space game fans. The contest has many levels, so that only a few players
will reach the end; yet most, driven by curiosity, will make the attempt as the pseudo-addictive element takes hold.

3
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THRESHOLD SNEAKERS
HAUNTED HILL Department: Entertainment
Company: Swifty Software Sugg. Retail: $24.95 cassette / $29.95 disk
Language: BASIC Availability: 3
Hardware Requirements: 16K; disk drive or cassette players. Disk or Tape: Both
OVERALL RATING D CONTROLLABILITY b ERROR HANDLING N/A
GAME CONCEPT C SKILL INVOLVED C DOCUMENTATION C
CREATIVITY D CHALLENGE c HOLDS INTEREST? D+
GAME DEPTH D+ GRAPHICS c- VALUE FOR MONEY D

Haunted Hill is a shoot-'em-up game somewhat reminiscent of Centipedes, but this takes place in a cemetery. A
string of vampire bats snake their way toward you. The object is to destroy the bats before they reach the bottom of
the screen. However, if you accidentally hit an intervening cemetery headstone several times it will release an angry
ghost. Up to three ghosts can be on the screen at any one time. You can kill these ghosts with your rifle as they
randomly move about the screen, but if either a bat or ghost touches you, you die.

Your player is controlled with the joystick. The player can wrap-around and appear on the other side of the screen
if he goes off the edge, but he cannot move up or down. Positioning is rather coarse, making the vampire bats
difficult to hit. The game itself is not very original; and, with its none-too-accurate control system, it’s not much fun
to play.

SNEAKERS Department: Entertainment
Company: Sirius Software : Sugg. Retail: $29.95
Language: Machine Availability: 8
Hardware Requirements: 48K Disk: Disk*
OVERALL RATING B+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED B DOCUMENTATION B-
CREATIVITY B+ CHALLENGE B+ HOLDS INTEREST B+
GAME DEPTH B GRAPHICS B VALUE FORMONEY B

Sneakers is a whimsical invader-type game with eight separate groups of characters or targets at which to shoot.
Its variety makes this program a cut above its predecessors. Perhaps the most endearing characters are the sneakers
and the fangs. Sneakers are cute half-shelled characters with shoe-clad feet that move up and down as they scurry
about the screen while attempting to land on your moveable gun turret at the bottom. There are creatures that move
in a rocking pattern at the top of the screen, occasionally turning into fangs that plunge to the bottom in an attempt
to pierce your gun. Flying saucers that shoot back, cyclops that move lower and lower on each horizontal pass, a
meteor shower, and, finally, the deadly scrubs; all inhabit this game.

Some of the creatures are easily defeated while others are dreadfully hard to destroy. If you manage to survive
long enough to defeat each of the nine groups of creatures, you advance to a more difficult level. The object of this
game, like others of its type, is to score as many points as possible with six expendable ships. Highly entertaining.
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SEA FOX Department: Entertainment

Company: Broderbund Software Sugg. Retail: $29.95
Language: Machine Language Availability: 8
Hardware Requirements: 48K, disk drive. Disk or Tape: Disk*
OVERALL RATING B CONTROLLABILITY B+ ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED Cc DOCUMENTATION B-
CREATIVITY C+ CHALLENGE B HOLDS INTEREST? 8-
GAME DEPTH B GRAPHICS C+ VALUE FOR MONEY B-

Seafox has elevated the classic (yet boring) two-dimensional “submarine against the destroyers” game into an
exciting and challenging shoot-"em-up. It is obvious that the author regards Tony Suzuki and his game Star Blazer
very highly, for this game has very close parallels. Seafox is a multi-level game, and each level presents a different
mission. As submarine captain, your object is to destroy merchant ships. The submarine is fully maneuverable
beneath the surface by joystick control. Torpedoes can be fired upward at enemy submarines, or at ships on the
surface. Red Cross hospital ships must be avoided.

Your sub has a limited fuel supply and must be resupplied frequently from a friendly supply ship that passes near
the bottom. A trained dolphin will resupply your vessel. However, it takes very quick maneuvering to intercept the
dolphin before a giant clam steals his supply pack. The dolphin doesn’t linger long, since it needs air from the surface
to breathe.

The upper levels are incredibly difficult. Destroyers harass your underwater position with depth charges in level
two, while in upper levels you’ll have to survive magnetic mines and shots from enemy submarines. The normally
safe, deep waters become a very menacing and deadly environment. Altogether, the game is very good, has detailed
graphics (very colorful for a translated Apple game), and is fun and challenging to play.

GENETIC DRIFT Department: Entertainment
Company: Broderbund Software Sugg. Retail: $29.95
Language: Machine Availability: 8
Hardware Requirements: 16K (cassette);, 32K (disk) Disk or Tape: Both
OVERALL RATING c+ CONTROLLABILITY 8 ERROR HANDLING N/A
GAME CONCEPT c+ SKILL INVOLVED B DOCUMENTATION c
CREATIVITY B CHALLENGE B+ HOLDS INTEREST? c+
GAME DEPTH c+ GRAPHICS c+ VALUE FOR MONEY c

The principle involved in Genetic Drift is that one can mutate the four surrounding sets of attacking aliens into a
benign life form. Benign in this case means television sets, so take that for what it’'s worth. The game is basically
another of those rapid reflex builders wherein your space fortress is under attack from all four sides. You must aim
the ever-ubiquitous gun with your joystick and shoot down the attacking missiles.

The game is much more elaborate than the others of its type. During brief lulls in the attack, you can shoot at the
slowly moving aliens. Each hit changes it into another form until, incredible as it may seem, their penultimate state of
evolution becomes...yes, television sets. However, if you hit one of the TV sets, it reverts to its lowest evolutionary
level (and no, it’s not a radio). If any side completely devolves into boob tubes, that side becomes friendly and shoots
valentines instead of missiles. However, during the heat of the battle you are apt to shoot at anything that moves,
including friendly life forms.

There are numerous higher and more difficult levels wherein the attack becomes much more intense. Atlevel four,
enemy satellites join the fray. Unlike most of the games of this ilk that simply continue until you are at last
overwhelmed, thereis a point at which the player emerges victorious in this one. Broderbund avers that it is a visual
surprise. Obviously, this reviewer has not yet achieved that state of nirvana.

The graphics are good and the game is certainly challenging for those who enjoy involved arcade-style games
requiring lightning-like reflexes.
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FLYING ACE Department: Entertainment

Company: Avalon Hill Sugg. Retail: $31.00
Language: Machine Availability: 4
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING c CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B DOCUMENTATION c
CREATIVITY c CHALLENGE B HOLDS INTEREST? c-
GAME DEPTH c GRAPHICS c VALUE FOR MONEY C

Flying Ace puts you in the pilot seat of a World War I biplane. Your mission is to attack and destroy enemy trucks
carrying ammunition to the front. Each convoy is protected by enemy planes and banks of ground-based anti-
aircraft guns. Otherwise, the moving vehicles are easy targets to a skilled pilot armed with a machine-gun.

The multi-screen battlefield scrolls as you fly. You have landing fields at both ends. The field that you take off
from can’t be used for refueling because you can’t fly your plane behind it, and you can’t fly in the reverse direction
except upside down at the top of aloop. The plane is highly maneuverable, but only on the pitch axis. Pulling back on
the joystick causes the plane’s nose to go up; in level flight the plane will climb until it eventually loops. Pushing the
stick forward produces the opposite result: the nose will drop. Pressing the joystick button activates the guns. You
have apparently unlimited ammunition and fuel, except that if you overfly your landing field you will suddenly run
out of fuel and crash. Itis important to complete your mission by destroying at least eight trucks, or you are penalized
onereserve plane. Enemy trucks are worth twice the number of points as an enemy plane, and the enemy staff car is
worth risking your life for in bonus points. It takes several strafing hits to destroy any enemy target.

The game is very sound in its design. It appears to be a well-balanced game, although difficult to play on the
beginner’s level. Upper levels, which give you less range on your guns and pit you against a harder computer
opponent, are nearly impossible. You have to fly dangerously low, at treetop level, to destroy trucks. It isn’t a very
exciting or addicting game, but it is a good game in that it requires considerable skill. The only thing that you can
fault the game for is its graphics, which are chunky and a little crude. Sound effects are minimal.

SEA FOX FLYING ACE
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MOONBASE IO Department: Entertainment

Company: Program Design, Inc. Sugg. Retail: $29.95
Language: BASIC Availability: 6
Hardware Requirements: 32K Disk, 16K Cassette Disk or Tape: Both
OVERALL RATING D- CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY D+ CHALLENGE c HOLDS INTEREST? F
GAME DEPTH D+ GRAPHICS D VALUE FORMONEY D

Moonbase Io is a space shoot-"em-up game. Here you battle a task force of aliens entrenched on three of Jupiter’s
moons. The game consists of three separate phases, or mini-arcade games. The entire scenario is tied together by a
voice actuated tape, which explains the progress of the game, and gives instructions for each of its various phases.

In phase one, you must navigate your ship through a mine field around Io to a base on the moon’s opposite side. It
is a rather mindless exercise requiring absolutely no skill. Holding down the fire button as the scrolling mine field
moves towards your ship will suffice to clear a path. Little traversing is required, since you can always start on the
side opposite of the planet. Planet position is not random, so that you can learn its position after one play. And since
you have only one ship at this point in the game, if you make a mistake, you will have to rewind the tape and start
over.

Phase two is the battle portion of the game. It is a fast, but crude version of Invaders. Character graphics allow
creatures to hop about the screen rapidly, and these hopping aliens drop bombs on your lone joystick controlled ship.
If you can score 1,000 points quickly enough, you can earn a reserve ship; otherwise, just one mistake and it’s time to
rewind the tape.

If you defeat the aliens on lo, you repeat the first two phases for two more of Jupiter’s moons, Europa and
Ganymede. You then confront the mother ship during phase three of the game. It is best to have accumulated several
reserve ships by this time. Reserve ships are carried over from one moonbase battle to the next; however, these don’t
count while traversing the mine fields. You only have one ship during those easy parts of the game.

Overall, the game is boring and a disappointment. While the use of a voice track is novel in the beginning, players
don’t like the hindrance of restarting the tape each time the game ends, nor the delays between phases each time they
play the game.

MOON PATROL Department: Entertainment
Company: Avalon Hill Sugg. Retail: $25.00
Language: Assembly Language Availability: 5
Hardware Requirements: 16K, cassette. Disk or Tape: Tape
OVERALL RATING D+ CONTROLLABILITY D ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED C DOCUMENTATION c
CREATIVITY c- CHALLENGE C+ HOLDS INTEREST? F
GAME DEPTH D GRAPHICS cC- VALUE FOR MONEY D-

Moon Patrol is yet another shoot-’em-up arcade game. Here the object is to guard the Moon against a fleet of
attacking alien craft. Your patrol ship’s job, as it flies over the scrolling landscape below, is to shoot these aliens
down with your laser cannon before they land, or obliterate them on the ground. Your objective is to complete
twenty missions. A mission begins each time you take off from the launch pad. If you can defeat what appears to be
an endless stream of ships, eventually another launch pad appears, and you must land there at your slowest speed.
You have five ships.

Your patrol ship is joystick controlled. Left movement speeds up and right movement slows down the ship.
However, the up and down movement is backwards, because climb is down on the joystick and dive is up. Pulling
back on a joystick is appropriate for any craft where the view is forward out of the front window, but it doesn’t work
in a “side view” game in which the ship moves up and down. In these type of games, it is considered natural to push
the joystick up to go up. It is easier to play with the joystick upside down even if the speed control is then backwards.
The controls are also much too sensitive to do any fine maneuvering in the moon valleys, which is necessary to kill
landed craft.

The game has four levels of difficulty, ranging from alien ships that never shoot back, to those that both shoot
while landing and while on the moon’s surface. You must be careful not to shoot at anything too close, because any
collision, even if it’s with the explosion debris, will destroy you. And you must learn to dodge ground fire effectively
by speeding up and slowing down or you will have a very short game. To make things even more difficult, a random
red ship appears that tries to collide with your patrol ship. Overall, the game is a bit simplistic in scope, lacks
excitement, and is repetitious. The control system as described above is a problem, and the graphics are plain. It is
fun for a while, and can be challenging, but wears thin too quickly.
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ATTANK! Department: Entertainment

Company: APX/Atari Program Exchange Sugg. Retail: $22.95
Language: Basic Availability: 6
Hardware Requirements: 24K, cassette; 32K, disk. Disk or Tape: Both
OVERALL RATING C- EASE OF USE D+ ERROR HANDLING N/A
GAME CONCEPT B- SKILL INVOLVED [~ DOCUMENTATION c
CREATIVITY C- CHALLENGE C+ HOLDS INTEREST? C-
GAME DEPTH C- GRAPHICS [~ VALUE FOR MONEY D+

Attank! is a two player arcade-style game in which each player battles using two tanks. Because of the inclusion of
interconnecting tunnels, which you can either move or fire through, and because you control one tank at a time, the
game requires more strategy than the average shoot-’em-up game.

The game is played on a battlefield filled with character graphics terrain features like trees, walls, land mines,
rocks, tunnels and rubble. Some of these objects can be blasted away by the tank’s guns. Each player’s tanks are
controlled by one joystick. Left and right turns the tank, forward drives it forward, and back fires the gun. Holding
the button down operates the alternate tank. The tanks are character graphics figures rather than player-missile
shapes; thus, they move crudely, in eight-pixel jumps. Direction control is also rather limited, as the tank can only
move and fire in one of eight directions. Tanks usually have to be maneuvered into firing position, rather than
simply aimed (as in tank arcade games).

The interconnecting tunnel system adds an element of strategy to a standard game of tank tactics. The ability to
enter a tunnel and magically appear at the enemy’s unguarded rear can add an element of surprise. Tanks can also
fire through tunnels, so gunfire can be effective in guarding the exit tunnel. The game also has a number of options,
such as “night fighting” (in which the battlefield only lights up when a gun is fired), and random aerial bombings
that could turn the game into a chance win. Once your two tanks are lost, after ten hits, the enemy wins.

Attank! is a step towards a more intriguing tank battle. The tunnel system is a great idea, but the two tank control
system is difficult to use effectively. Four players operating their tanks in teams might be a better solution. Another
problem is that tank control is not very responsive. Part of the problem is that the program is written in BASIC.
Finally, character graphics animation is not quite suitable for a tank game, whereas player-missile graphics would
have produced a more exciting and realistic tank game.

ATTACK AT EP-CYG-4 Department: Entertainment
Company: Bram, Inc. Sugg. Retail: $29.95 cassette/$32.95 disk
Language: Machine Language Availability: 4
Hardware Requirements: 16K cassette/24K disk. Disk or Tape: Both
OVERALL RATING D CONTROLLABILITY C+ ERROR HANDLING N/A
GAME CONCEPT c- SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY D CHALLENGE c HOLDS INTEREST? D
GAME DEPTH c- GRAPHICS c VALUEFORMONEY D

Attack At EP-CYG-4 is a space shoot-’em-up game in which the object is to wreck havoc on the Tartillian cities on
the fourth planet of EPsilon CYGnus. In a sense it is a game of mindless destruction. Your joystick controlled ship
flys over sector after sector of alien terrain, and destroys any or all standing buildings with your lyso-blast weapon.
There is even a bonus award for total destruction of everything standing within a sector.

There are actually three different scenarios to this game. Each is named after a different starting portal on the
planet’s surface, and the terrain is different. The terrain, which consists of either flat land with buildings or
mountains, doesn’t scroll, but instead pages as your ship moves left across the planet. Flight is toward the left only,
since flying off the right side of the screen results in wrap-a-round. The only thing that prevents you from rapidly
flying deep into enemy territory is an occasional fighter craft or two that must be destroyed before you can proceed
to the next sector. These ships are fairly tame on lower levels and are easy to destroy. They do shoot back with very
tiny, hard to see bullets. Your ship has shields. However, they are turned off when firing. If you do take a hit, your
ship will abruptly drop in altitude, staying aloft long enough to be hit again. Your lasers are aimed with the joystick,
which also controls the targeting cursor that moves relative to your ship. Control is a little tricky, but you get used to
it.

The game is a little on the dull side. Although it offers some challenge (especially on upper levels where enemy
craft are more lethal, and barely discernable ground lasers can pick you off), it isn’t a very exciting game. Rather, it
is a game of mindless, systematic destruction requiring little thought or skill.
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MISSILE COVIMAND Department: Entertainment

Company: Atari Sugg. Retail: $34.85
Language: Machine Availability: 10
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING A- CONTROLLABILITY 8 ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED B DOCUMENTATION B-
CREATIVITY B CHALLENGE A- HOLDS INTEREST? A-
GAME DEPTH B GRAPHICS B VALUE FOR MONEY  A-

Missile Command is a popular arcade game in which the enemy launches a missile attack against six of your cities.
You command anti-ballistic missiles with which you intercept incoming missiles, planes, satellites, and smart
bombs.

The cartridge version is very similar to the coin-operated version, except that three missile bases have been
replaced with one central base. Each base pops up when the last either has been depleted of its six missiles, or has
been nuked. There are thirty missiles per wave, involving underground reloading. This modification was necessary
because home computer joysticks have only one fire button, instead of the necessary three found in arcade games.
The joystick also replaces the fast and fine positioning features of the original version’s track ball. Players shouldn’t
despair, since the track ball input feature can be activated with the T-key command. With Wico’s new track ball,
the game again becomes as fast and accurate as the arcade version.

The game, which can be played by either one or two players alternating turns, begins easily with single, slow
moving missiles. However, the action soon escalates to MIRV’s (missiles that split into multiple warheads), planes
and satellites (which must quickly be disposed of before they drop into missiles), and smart bombs that evade
explosions on their way to the targets below. The game escalates from bonus level to bonus level until you are
eventually overwhelmed, and all six cities are destroyed.

Each level consists of several waves of incoming missiles. The strategy is to protect your anti-missile base, shoot
accurately, and intercept the satellite and bomber before they launch their missiles. Bonuses are earned as a multiple
of the number of cities and missiles remaining at the end of each wave. Bonus cities are awarded at every 10,000
points.

The graphics and sound effects in the game are very well done. The joystick control, using Atari-type joysticks,
lacks the fine positioning needed to accurately stop a smart bomb. This lack is complicated by the fact that diagonal
positioning is twice the speed of either vertical or horizontal positioning alone. Although these problems detract
somewhat from the game, Missile Command is fun and habit forming. It is one of the better arcade games for the
Atari home computer.

ALPHA SHIELD Department: Entertainment
Company: Sirius Software Sugg. Retail: $39.95
Language: Machine Availability: 3
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING D+ CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED D DOCUMENTATION c-
CREATIVITY D+ CHALLENGE c- HOLDS INTEREST? D
GAME DEPTH D+ GRAPHICS D VALUE FOR MONEY F

Sirius Software has a knack for translating their VCS cartridges to the Atari computer system without improving
game depth, graphics, or sound effects. As a result, their games look like mediocre VCS games—and usually are.
Alpha Shield is no exception. In it you try to destroy a military base surrounded by a diamond-shaped Alpha Shield
that expands and contracts as it rotates. Although you can shoot through several small gaps, you cannot do so fast
enough to deplete the base’s energy level (shown on a meter). Instead you sneak through the gap when the shield is
fully expanded and blast the base before the shield contracts and crushes you. ”

The base also has other defenses. As you advance in level, the base sends out ships to destroy you. Some wander
aimlessly, but others home in on your position. Although not hard to destroy, the ships delay your attack long enough
for the base to begin constructing an inner shield, making it more difficult to sneak past the rotating outer shield.

Game play is shallow, but moderately interesting. The graphics and sound are poor even for a VCS cartridge. An

asterisk portrays your ship, and colorful explosions flash on the screen. Sound effects border on raspy. The game,
finally, hardly deserves an audience for the price.
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CARNIVAL Department: Entertainment

Company: Analog Software Sugg. Retail: $24.95
Language: Machine Availability: 3
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING D CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED D DOCUMENTATION c
CREATIVITY D+ CHALLENGE D HOLDS INTEREST? D
GAME DEPTH D GRAPHICS c- VALUE FORMONEY D

Carnival is yet another shooting gallery game. This version takes its name from the arcade game that appeared on
the market two summers ago. It is the typical shooting gallery game with rows of moving targets. However, there is
a compartment of moving bonus pipes presented through a very small shooting window, and hitting one of these
awards you with more ammunition. Ducks in the bottom row move out of line and slowly work their way toward
the bottom of the screen. You have several seconds to destroy them before they eat some of your bullets.

This game, as with most shooting gallery types, is not particularly exciting. It lacks the animation of moving
targets; and while it diverts, there is little skill required, and the player will soon tire of it.

TARGET PRACTICE Department: Entertainment
Company: Gentry Software Sugg. Retail: $16.95
Language: Machine Availability: 7
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING D+ CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED D DOCUMENTATION c
CREATIVITY D+ CHALLENGE D HOLDS INTEREST? D
GAME DEPTH D GRAPHICS C+ VALUE FOR MONEY D+

Target Practice is a simplistic arcade game in which you take shots at rows of moving targets with a joystick
controllable gun. You have a limited amount of ammunition which can be supplemented if you can hit the diamond
target in the top row. The elephants, ducks, and rabbits are easy targets; but the rotating faces in the row above
must be hit when they are smiling, otherwise a rabbit is added to the row below. When all of the targets have been
hit, the bonus bear appears. Every time you hit the bear, it changes direction. With the gun able to travel only twice
the speed of the bear, the slightest miss is likely to allow him to reach the screen’s edge before you can shoot again.

The character graphics animation uses colorful, alternating, redefined sets: the ducks flap and the rabbits hop. It
is cute and very suitable for young children. Older players will find the game much too easy.

2l TE o I

MISSILE COMMAND SHOOTING ARCADE
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A.E. Department: Entertainment

Company: Broderbund Sugg. Retail: $29.95
Language: Assembly Availability: S
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING B CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED B DOCUMENTATION c
CREATIVITY c CHALLENGE ; B+ HOLDS INTEREST? B-
GAME DEPTH B GRAPHICS A- VALUE FOR MONEY B-

A.E. (Japanese for stingray) is a shoot-’em-up game in which the objective is to chase out-of-control pollution
control robots from the city to the farthest reaches of the galaxy. As in most games of this type, your adversaries
attack with a vengeance, in this case in waves of six against your mobile gun position at the bottom of the screen. But
unlike most rapid fire games, A.E.’s firing system requires a sense of precise timing: your time-delayed projectiles
detonate only when the trigger is released. Thus, targets can be hit when they are specks in the distance, or when they
appear close up and loom menacingly large.

The graphics are great. Movement slowly transforms the aliens from tiny specks in the distance to full-sized raysin
the foreground, as they dart behind planets or in and out of buildings. This creates a three-dimensional effect. They
swirl and dive gracefully in a variety of patterns before unleashing their bombs on your gun position. Sometimes
they play follow the leader; at other times they attack in pairs or in groups of three. The explosions are nearly
syncopated—one of your well placed shots causes a ripple effect, and one ray after another follows the first to its
death.

You must kill at least three complete sets of attacking rays before you advance to the next level. Soon you will be
chasing them through the solar system out to the farthest reaches of space where killing them is even tougher. While
A.E.is in many ways more difficult than its competition and offers great graphics and animation, it otherwise differs
little from most shoot-’em-up game formats. It does require a little thought beyond mere reflexes, and should be
considered by the dedicated arcade player.

BUG OFF Department: Entertainment
Company: Aventure International v Sugg. Retail: $29.95
Language: Machine Availability: 7
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING D+ CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT c- SKILL INVOLVED (1} DOCUMENTATION c+
CREATIVITY D CHALLENGE c HOLDS INTEREST? D
GAME DEPTH D+ GRAPHICS D VALUE FOR MONEY D+

The ultimate in quick reflex, mindless shoot-"em-up games for the Atari computer has arrived in the guise of a
game called Bug Off. The object is to control a variety of bugs that swarm out of a Florida sinkhole. You have the
area surrounded by your joystick-movable DDT gun. As you quickly maneuver around the periphery to the side
closest to the bugs, you shoot, shoot, shoot until they’re dead. As in the arcade game Tempest, bugs generally can’t
harm you unless they reach the edge. You try to hold out until nightfall when the army drops in a new supply of DDT.

Even games that appear mindless have their rules and Bug Off is no exception. Only the wasps and spiders are
dangerous to your sprayer. They eat all of your DDT supplies and thus end the game. Less formidable foes, like the
bees attack in swarms and are relatively harmless. As an insect shield they do a commendable job in protecting the
wasps and spiders while the pesky moths and centipedes drop off cocoons around the edges of the garden to block
your sprayer. The trouble with these insects is that many of them look remarkably alike. It is easier to identify them
by their distinctively different movements than by their spaces.

The sound and graphics are poor in Bug Off; then again, it isn’t the type of game that needed better graphics.
Game play is instinctively reflex rather than strategy oriented. It is a lightening fast repetitive game, but that doesn’t
mean it leaves you with a feeling of accomplishment. It’s as if the only goal is to get the highest score possible before
becoming bored.
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TURMOIL

TURMOIL Department: Entertainment
Company: Sirius Software Sugg. Retail: $34.95
Language: Machine Availability: 3
Hardware Requirements: 8K Disk or Tape: Cartridge
OVERALL RATING D- CONTROLLABILITY B- ERROR HANDLINS N/A
GAME CONCEPT D+ SKILL INVOLVED D DOCUMENTATION D+
CREATIVITY D CHALLENGE c HOLDS INTEREST? D
GAME DEPTH D- GRAPHICS D+ VALUE FOR MONEY F

The object of Turmoil is to defeat an armada of enemy fighters that attack you along any of seven horizontal lanes
which you are defending. Your joystick controlled ship can move from lane to lane along the central corridor, and
then down any of the lanes in either direction if necessary. It is a simple game in which the enemy chooses to ram
your ship rather than shoot back. In addition, arrows turn into tanks, and prizes turn into rapidly moving cannonballs
if not shot or reached in time. Shooting the tank from behind eliminates it, while a frontal shot only pushes it back.

The game is in the fast reflex shoot-"em-up genre requiring little or no thought to excel at. It lacks depth and is sadly
repetitive in each of the faster levels. Don’t expect much, for this 4K cartridge is a verbatim translation of a VCS.

ALIEN AMBUSH Department: Entertainment
Company: Micro D Sugg. Retail: $34.95
Language: Machine Availability: 4
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING D CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT D+ SKILL INVOLVED c DOCUMENTATION c
CREATIVITY D CHALLENGE c+ HOLDS INTEREST? D
GAME DEPTH D GRAPHICS c VALUE FOR MONEY D

Alien Ambush is another in a seemingly endless parade of lookalike shoot-'em-up games. This time you defend
your joystick-controlled ship against a horde of aliens who attack singly, then split in two when hit. These fragments,
actually two smaller replicas of the original, bounce off the screen edges endlessly until you either kill them, or you
are destroyed by collision. After defeating half a dozen or so different alien shapes, aliens appear in pairs. While the
game definitely becomes more challenging, loss of your ship starts the game from the very beginning again. Thus,
unless you are very adept at this game, you will never see any of the more advanced game features. Alien Ambush
doesn’t offer anything new in what has become a tired and trite game formula.
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DEIVION ATTACK Department: Entertainment

Company: Imagic Sugg. Retail: $39.95
Language: Machine Availability: 7
Hardware Requirements: 16K Cartridge Disk or Tape: Cartridge
OVERALL RATING c- CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY c- CHALLENGE c+ HOLDS INTEREST? c-
GAME DEPTH c GRAPHICS c VALUE FOR MONEY D

Demon Attack is a simple yet fast shoot-’em-up game converted from an Atari VCS cartridge. Its great appeal on
the game machine was that it was easy to learn and had eye-popping graphics. The enemy attack fleet was animated,
multi-colored, and pulsed. While this was innovative on the VCS machine, an exact translation to the home computer
leaves it to stand on its game play merits alone.

The demons from the planet Krybor are bird-like flying creatures: bat-winged goblins, fanged gargoyles, and
multi-colored giant moths. They attack eight to a wave and are easy to deal with using your joystick controlled laser
base at the bottom of the screen. They appear in stratified horizontal levels. The lower ones drop bombs, but since
only a single demon on the upper level shoots at any one time, it is easier to attack the non-threatening troops rather
than kill the shooter and then have a backup take its place. At higher levels the invaders, when hit, split into two
smaller moth-like attackers. These not only drop bombs, but run kamikaze attacks on your base. By the time you
reach the ninth or tenth wave, alien bombs tend to drift toward your base. You later face creatures that rhythmically
shrink and return to full size, and by this stage you encounter drifting laser fire as well.

While there is enough of a challenge and variety for even the most advanced game player, Demon Attack is a lot
like so many other alien invasion games—success depends more on timing than on fast reaction. The game is
appealing, but its best selling point on the VCS, namely its graphics, are nothing special on the home computer.

STRATOS Department: Entertainment
Company: Adventure International Sugg. Retail: $34.95
Language: Machine Availability: 5
Hardware Requirements: 16K (cassette); 32K (disk) Disk or Tape: Both
OVERALL RATING D CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT D+ SKILL INVOLVED D+ DOCUMENTATION c+
CREATIVITY D CHALLENGE D+ HOLDS INTEREST? D
GAME DEPTH D GRAPHICS D+ VALUE FOR MONEY D-

Stratos is a game in which you attempt to defend your shielded city from the destructive powers of a fleet of
M’korg space ships. These ships, which attack in waves of three, drop Matter Ravagers (bombs) on the protective
shield above the city. The bombs soon punch holes in the shield, and any bombs striking the city’s eight flashing
energy towers deplete the energy supplying the city’s only defense weapon, the AWD, a laser-like device based on
Q-energy technology. You control the AWD’s aim with your joystick.

In one sense, it is merely another mindless shoot-up-the-invaders game, although not necessarily easy to play.
There are a few diversions to the onslaught of wave after wave of destruction that will inevitably destroy your city.
You have a repair craft that can be launched between waves to repair holes in your city’s shield. This craft is not very
controllable, nor is it easy for you to return to the city through a small and invisible entrance. (This craft is to be used
in dire emergencies only, because it can be easily picked off by an attacking ship.) The other deviation is the meteor
showers that occur all too frequently. The damage to the shield is usually extensive, even if the player is highly
skilled.

Stratos is a one-dimensional game with little depth or variety. The game’s graphics and sound are mediocre. It
offers two levels of challenge, and can be played by one or two players. Stripped to its bare bones, it is an
inconsequential shoot-’em-up game that is not much fun to play.



GRIDRUNNER Department: Entertainment

Company: HES Sugg. Retail: $39.95
Language: Machine Availability: 4
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING D CONTROLLABILITY c- ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c DOCUMENTATION c
CREATIVITY D CHALLENGE c+ HOLDS INTEREST? D
GAME DEPTH D GRAPHICS D VALUE FOR MONEY D

Gridrunner, a translation of a popular and fast-moving VIC-20 shoot-"em-up game, resembles Centipede except
that you are trapped on a grid and must battle the caterpillar while X and Y Zappers shoot at you as they run across
the bottom of the screen. If you knock off the caterpillar’s parts one at a time, you have a chance. If you split them,
you've got trouble. A further hindrance comes from the pods that impede your movement along the grid.

Although action packed, Gridrunner is crude in play mechanics and graphics and has virtually no depth of play.
While it was a good game for the VIC-20, it should have remained there.

NIGHTSTRIKE Department: Entertainment
Company: T.G. Products Sugg. Retail: $44.95
Language: Machine Availability: 3
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING D CONTROLLABILITY c- ERROR HANDLING N/A
GAME CONCEPT c- SKILL INVOLVED D DOCUMENTATION c-
CREATIVITY D CHALLENGE c HOLDS INTEREST? (1]
GAME DEPTH D GRAPHICS D+ VALUE FOR MONEY D-

The Solitare Group is back with another mindless shoot-’em-up. The object of N ightstrike is to defend a city from
a fleet of enemy bombers. A joystick-controlled tank moves along the bottom of the screen. Its tank turret is also
steerable and can be aimed along a number of different angles or elevations. Ammunition is 20 mm anti-aircraft
shells, but both flak shells and flares can also be loaded by pushing the joystick either up or down before firing. The
flak shells are detonated by pressing the button a second time and will destroy any targets within a given radius.
Flares are necessary only at the upper levels when the bombers fade into the twilight. The bombers are more
aggressive. Two of them fly kamikaze missions and one flies a dangerously low bombing mission. Either type is
difficult to hit and is likely to hit you if you don’t remain mobile.

Unfortunately, this game boils down to mindless destruction of anything that flies, but don’t fire too aimlessly
since the bonus award at the end of each level is based on the ratio of shots per kill. The entire game takes place on
one screen and becomes old very quickly.
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STUN TRAP Department: Entertainment

Company: Affine Software, Inc. Sugg. Retail: $29.95
Language: Machine Availability: 3
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING F CONTROLLABILITY D ERROR HANDLING N/A
GAME CONCEPT D SKILL INVOLVED D DOCUMENTATION D+
CREATIVITY D CHALLENGE c- HOLDS INTEREST? F
GAME DEPTH D GRAPHICS D- VALUE FOR MONEY F

Stun Trap is a one or two-player shoot-"em-up requiring some strategy to play. It is one of those games you try to
play without reading the instructions. It's obvious that you are to shoot at your opponent and try to trap him by
building up hyperspike barriers; however, the random behavior of the multitude of invading ships, and the
reappearance of your opponent’s ship trapped in nearly the same spot make you feel the game is a bit of a dumb
show. The instructions convey the impression that the game was well thought out, yet game play itself is dull and
disappointing.

The object is to trap the opponent so that when he is eliminated, the computer won’t be able to find a safe spot to
place him. The two opponents square off at opposite sides of a playfield, the joysticks control their movements, and
the boundary line shifts with the relative fortunes of the opponents. When a player shoots at the boundary behind his
adversary, a wall or hyperspike begins to appear. Contact with these will destroy a player except during a 2/3 second
interval following the destruction of an opponent’s ship. In addition, numerous alien ships are constantly on attack or
attempt to collide with both players’ ships. Some mine the field as they pass, others home in on your ship. If you have
maneuvering space, you can destroy aliens for points, and extra points shift the boundary line between the two
players. Thus, the more points you have, the more maneuvering room available.

Stun Trap promises more than it delivers. It’s really a boring game, and no one I know who was asked to play it
liked it.

TRIAD Department: Entertainment
Company: Adventure International Sugg. Retail: $34.95
Language: Machine Availability: 5
Hardware Requirements: 48K Disk or Tape: Disk*
OVERALL RATING C- CONTROLLABILITY Cc ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c+ DOCUMENTATION c
CREATIVITY C- CHALLENGE Cc HOLDS INTEREST? D+
GAME DEPTH c GRAPHICS c- VALUE FOR MONEY D+

Triad combines the usual shoot-’em-up arcade-style game with Tic-Tac-Toe. Each of the nine game squares has
the picture of one of nine different alien creatures that you have to battle. These nine types are randomly put into
each of the squares to offer game variety. If you manage to defeat the bugaboo pictured in that square youreceive an
O. If you lose, the computer draws an X. Three X’s or three O’s in a row wins, just like in Tic-Tac-Toe.

Each of the nine bugaboos has a different attack pattern. If you don’t learn the attack pattern described in the
instruction book, you may never defeat them. For example, arrows moving to the right are invulnerable to your
missiles. But if you can hit the arrow just as it enters the screen, it will turn and travel to the left. (This is one strategy
you will probably never deduce by trial and error.) Some creatures have to be hit head-on to kill them, others from
the side. Killer bees can only be destroyed by horizontally-moving arrows. The chessmen are the most interesting. If
hit, the pawn will split into a knight. If hit again, it will become a rook, and finally becomes a queen which can be
killed. The pieces that were traveling horizontally or vertically will begin traveling diagonally and vice versa.

The game can be played by one or two players using a joystick. In the two-player mode the player who succeeds in
defeating the bugaboo will capture the square. He can’t win by default as in the one-player game. The graphics are
mediocre, but the game play is intriguing and somewhat challenging. Possibly it’s too simplistic to be of any long
term interest, but it is still worth considering as a purchase.



MOON SHUTTLE Department: Entertainment

Company: Datasoft Sugg. Retail: $29.95
Language: Machine Availability: 6
Hardware Requirements: 32K Disk or Tape: Disk*
OVERALL RATING D+ CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c DOCUMENTATION c
CREATIVITY D+ CHALLENGE c+ HOLDS INTEREST? D+
GAME DEPTH c- GRAPHICS Cc- VALUE FOR MONEY D

Moon Shuttle is a translation of the arcade game of the same name. The object is to navigate your shuttle through
an asteroid belt composed of different sized asteroids, blasting a pathway with your missiles. The first asteroid belt is
stationary except for the top band of asteroids that move. Subsequent encounters with these belts add more moving
asteroids. Since your ship moves forward at a constant rate and has only back and forth mobility, you need to quickly
blast a large hole in order to squeeze through.

Once past the asteroids your shuttle encounters various attackers. The first are the Bomb Launchers. They move
wildly about the screen until they are about to fire. Bomb Launchers are easy to kill except if hit when flipped over.
The second group to appear (after the second asteroid field) are the Expandos. They resemble hypodermic needles.
Since they expand when they are about to fire, they are easier to eliminate than the Bomb Launchers. The third set of
attackers are the Man-O-Wars. You have to be quick to kill them for they fire without warning. The last are the
menancing Blob Men. When they first appear they are large but split into two smaller men when hit. When you
manage to rid the screen of these, the game repeats with faster asteroids and more vicious aliens.

Moon Shauttle is a simplistic shoot-"em-up with little real appeal, and the game never was very popular in the
arcades. By far the hardest part is to successfully blast a large enough path through the asteroid belt. Fortunately,
when you collide with one you don’t have to start over, but advance past the belt to an encounter with the next set of
aliens. But Moon Shuttle is, unfortunately, drab.

STAR SENTRY Department: Entertainment
Company: Analog Software Sugg. Retail: $29.95
Language: Machine Availability: 5
Hardware Requirements: 24K Disk or Tape: Both
OVERALL RATING D CONTROLLABILITY D ERROR HANDLING N/A
GAME CONCEPT C- SKILL INVOLVED Cc DOCUMENTATION D+
CREATIVITY D CHALLENGE B- HOLDS INTEREST? D
GAME DEPTH D GRAPHICS c- VALUE FOR MONEY D

Star Sentry is a space shoot-"em-up on the planet Thule. Alien orbs are changing the planet’s atmosphere to suit
themselves, thus melting the ammonia mountains on which your base is situated. Your mission is to destroy these
orbs and halt the occasional eruption of a high pressure geyser. To accomplish this you are given three joystick-
controlled craft.

While the scenario is plausible, game play leaves something to be desired. The game is played on a scrolling screen
with orbs remaining practically stationary above the planet. It takes three hits to kill one, and each time you score a
hit the orb grows smaller. But there is a twofold problem here. First, the ship accelerates rapidly with just a tap left or
tap right, but it is too easy to inadvertently speed it up and engage the hyperdrive. Collision is highly probable since
there is no way to destroy an orb that s in your path. Pressing the fire button too soon eliminates your last shot, thus
rapid fire is impossible in this game when it is most needed.

The game’s graphics and sound effects are mediocre, control is difficult, and game play is only marginal. These
problems can definitely make Star Sentry a challenge, but it isn’t a “fun” game nor will it hold your attention for very
long.
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WALLWAR Department: Entertainment

Company: Sierra On-Line Systems Sugg. Retail: $29.95
Language: Machine Availability: 7
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING D CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT D SKILL INVOLVED C- DOCUMENTATION D+
CREATIVITY D CHALLENGE D HOLDS INTEREST? D-
. GAME DEPTH D GRAPHICS B+ VALUE FOR MONEY D

Wallwar is an arcade game in which two players or one player against the computer defend their plasma supply
with joystick-controlled Microbots. Each of the combatants are separated by a moving, multi-layered wall of
colored bricks. They can each move horizontally by firing lasers that also act as shields for the plasma containers
located behind them. The bullets, which each fires at the moving wall of bricks, eventually reach the opposing
Microbot or plasma beyond. If a bullet strikes a Microbot in a vulnerable spot, particularly the side blinkers that
control the laser steering or perhaps the gunport, the Microbot can be temporarily disabled. These bullets can be
fired fast and straight, or they can move slowly but can be directed. The first to destroy his opponent’s plasma supply
wins.

Wallwar is not an exciting or interesting game. It is a pointless abstract game with exceptionally beautiful and
colorful graphics. The player needs to get past the boredom of knocking out a nearly endless supply of intervening
bricks before any of his bullets strike a target. While there is definitely strategy involved in the game’s play, the game
itself is dull. It is, unfortunately, one of those non-entity games with nice graphics.

ARENA 3000 Department: Entertainment
Company: Screenplay Sugg. Retail: $29.95
Language: Machine Availability: 4
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING 8 CONTROLLABILITY -] ERROR HANDLING N/A
GAME CONCEPT c+ SKILL INVOLVED c+ DOCUMENTATION c
CREATIVITY c CHALLENGE B HOLDS INTEREST? B
GAME DEPTH B GRAPHICS c VALUE FOR MONEY c+

Arena 3000 is a fast action shoot-"em-up contest in which the player’s joystick-controlied Cyborg must defeat an
arena full of dangerous robotic creatures. In some respects it resembles the arcade game Robotron, but differs in that
there are no humans to rescue. Play is fast and furious with as many as four of your shots on the screen at any one time,
and with robots closing in from all sides as you fight for your life.

The game is divided into arenas. Each arena increases in difficulty, and the next level of difficulty is reached upon
clearing all of the opponents in the current arena. The opponents in each arena range from as few as ten of one
particular type, to as many as forty of all types at the most difficult levels. Some robots move faster than others, while
others mutate to another form when struck by a laser. Luckily these mutants, which can take as many as four shots to
kill, move slowly enough for you to make a run for it.

There are two methods of joystick control. The easiest uses one joystick and fires in the direction of travel. There is
adrawback in that youn can’t fire behind or to the side when running, and in a game with as many adversaries as you
have here, this is a clear disadvantage. The other, less restrictive method is to use two joysticks. One moves the player
while the other fires in the desired direction without the button. It takes some practice, but higher scores are worth
the effort. One or two players can play the game, although the two-joystick option tends to automatically default to
the two-player option whether or not two players are at the computer. On the disk version, finally, high scores can be
saved to disk.

The game requires skill. You don’t have to start at the beginning of the level when you lose a Cyborg. The same
robots remain, but there is a penalty in that they move faster (although the speed does not increase if you finish an
entire level). The graphics and sound effects are mediocre, and the attacking character shapes are smooth but
unanimated. The explosions, on the other hand, offer some excitement and blow apart arobot in a tall, narrow blast
similar to the effects in Robotron. This feature helps to make Arena 3000 a good action packed arcade game that is
both involving and fun to play.
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WALLWAR ARENA 3000

EMBARGO Department: Entertainment
Company: Gebelli Software Sugg. Retail: $44.95
Language: Machine Availability: 6
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING D CONTROLLABILITY B+ ERROR HANDLING N/A
GAME CONCEPT D SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY c- CHALLENGE c- HOLDS INTEREST D
GAME DEPTH c- GRAPHICS c VALUEFORMONEY D

Embargo is a simplistic arcade game in which you must play smuggler on a planet with a strict trade factory and
warehouse, then maneuver a shuttle craft past the robot Orelian guards and through a fleet of orbiting enemy ships
to a Varox merchant ship waiting above. The orbiting fleet acts only as an obstacle course, but the robot guard near
the surface shoots back. Fortunately, you have a laser to rid of this menace; but killing one just sutmmons another.
Fuel, which is a minor concern in this game, can be replenished by touching any one of the fuel pods moving to the
warehouse. Ten containers must be transported to the merchant ship before moving to the next but harder level. You
have four ships with which to accomplish your mission, although you receive an extra every 5,000 points earned.

The game suffers from a lack of depth, but it is an easy and enjoyable game to play. The graphics are very
colorful, quite smooth and well animated. The merchant ship’s hatch opens when the shuttle craft nears, and trying
to stuff all those packages into that small ship is rather a cute trick.

OUTLAW/HOWITZER Department: Entertainment
Company: APX/Atari Program Exchange Sugg. Retail: 3$24.95
Language: Machine Language Availability: 6
Hardware Requirements: 24K, cassette or disk drive. Disk or Tape: Both
OVERALL RATING D+ CONTROLLABILITY C+ ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED D+ DOCUMENTATION c-
CREATIVITY D CHALLENGE c- HOLDS INTEREST? D
GAME DEPTH D GRAPHICS c- VALUE FOR MONEY D+

Outlaw/Howitzer is a two game shoot-'em-up package. “Outlaw™ has two players challenge each other to a
shootout among the desert cactus. The players use their joysticks to move their outlaws around, and to aim and fire
their guns. They can hide behind cacti or ricochet their bullets off the screen edges and other cacti to outfox their
opponent. The game can also be played against a computer opponent. The game involves a lot of luck, rather than
skill, and for that reason soon grows tiresome.

Two enemy tanks confront each other in “Howitzer.” A river, which neither can cross, divides the battlefield. The
tanks can be maneuvered around the field, and the gun turrets can be raised and lowered for accurate shelling. The
shells leave bomb craters when they strike the ground, and extend the river if they hit the shore. The tanks explode in
a mushroom cloud when hit, and the entire screen shakes. The first player to score ten hits wins. The game can be
played against a computer opponent. Again, there isn’t much to this game, and it quickly becomes boring.
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SPACE ACE ) Department: Entertainment

Company: London Software Sugg. Retail: $29.85
Language: Machine Availability: 5
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING c CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT c- SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY c CHALLENGE c HOLDS INTEREST? c-
GAME DEPTH c- GRAPHICS c VALUE FORMONEY  C-

Space Ace is an arcade-style space warfare game in which you navigate through an asteriod field while
simultaneously fighting off attacking Silurian ships and space bombs. The asteroid field, a smooth-scrolling field,
moves down the screen as your ship penetrates it. Blasting a pathway through the asteroids is fairly easy; but the
Silurians have mined the field in several places, and occasionally they launch an attack with cunning accuracy.

The enemy launches “space vortexes,” which you must avoid. These runaway, whirling blades travel straight
down the screen towards your ship and can’t be destroyed. But the “space bombs” are even more deadly. They
traverse the top of the screen until they are directly above your ship. With a terrifying shriek, they plunge toward
you. You're either a sharper shooter, quick to move, or a dead space captain. And finally, a Silurian warship that
crosses the top of the screen launches a deadly rain of missiles. The only way to defeat this ship is to hit its small
atomic core.

The game has multiple difficulty levels. In the tougher levels your ship traverses the field at a faster pace. Space
Ace can be considered somewhat challenging, but is not a very exciting game to play.

QUARXON Department: Entertainment
Company: Atari Program Exchange Sugg. Retail: $29.95
Language: Machine - Availability: 8
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING c CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT c- SKILL INVOLVED c DOCUMENTATION c
CREATIVITY c- CHALLENGE c HOLDS INTEREST? D
GAME DEPTH c- GRAPHICS B- VALUE FOR MONEY c

Quarxon is a shoot-"em-up strategy game for either two competing players or for one player against the computer
opponent. The object is to fire the laser on your joystick controlled ship through gaps that randomly apear in the
center boundary line, and to hit the enemy’s droids behind a multilayered brick wall. Shots against the solid
boundary line ricochet into your own brick wall. Shooting through the same gap twice gives the opponent a
temporary free shooting zone to inflict maximum damage. The strategy is to keep moving at all times and avoid
being hit by your opponent’s laser. If this happens, you must quickly maneuver your ship through gaps in the rapidly
closing wall. Shooting in this game is nonstop until the end of the battle approaches and one ship destroys all of the
opponent’s droids.

Although the game has a polished look, it isn’t very exciting, nor will it hold your interest for long. Moreover, the
computer makes a few mistakes (such as shooting twice in the same spot). It does have the advantage of being a
one-player game, and has enough difficulty levels to remain a challenge.

GALAXIANS Department: Entertainment
Company: Atari, Inc. Sugg. Retail: $44.95
Language: Machine Availability: 10
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING B- CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B- DOCUMENTATION B
CREATIVITY c CHALLENGE E HOLDS INTEREST? c
GAME DEPTH c GRAPHICS B VALUE FOR MONEY c+

A warrior fleet of Galaxians has come from deep space to attack Earth. Your five Earthships are the planet’s only
defense. Each attack wave consists of an armada five rows deep led by four yellow commanders at the top. They are
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sitting ducks for your mobile ship’s laser cannon until several peel out of formation, execute a loop, and begin to
attack, shooting continuously as they swoop towards you. If you miss, the aliens disappear at the bottom of the
screen only to re-group in formation for another attack run. While they are easy to pick off in formation, they are
worth twice as many points while in flight. The commanders are worth even more, and bonuses are awarded if they
are accompanied by escorts.

The arcade game is an old classic that follows the much simpler Space Invaders game. This version is very true to
the arcade version, yet can be easier or tougher depending on the difficulty level. On the beginner’s level the warriors
don’t shoot back, but on the advanced level, seven or eight Galaxians attack simultaneously with an incredible
barrage of missiles. No mortal can survive long with those odds. '

Multi-colored alien ships are well presented in smooth graphics. The sound is thin but adequate and true to the
original game. Responsive joystick control makes this a pleasant and fun shoot-"em-up.

WAVY NAVY Department: Entertainment
Company: Sirius Sugg. Retail: $34.95
Language: Assembly Availability: 8
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING c- CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED Cc- DOCUMENTATION c
CREATIVITY c- CHALLENGE c HOLDS INTEREST? D
GAME DEPTH c GRAPHICS c VALUE FOR MONEY D

Wavy Navy is an arcade shoot-"em-up game that resembles Space Invaders and Galaxian. The paddle-controlled
gun turret at the bottom of the screen has been replaced by a ship that rides the rolling seas represented by large,
slowly scrolling waves. The attack forces are waves of barely intelligent aircraft topped with arow of deadly attack
helicopters that home in on your position. The entire attack force remains aloft in Space Invaders formation with one
or two aircraft breaking out of formation to attack. These dumb aircraft are sitting ducks, and can be lured into a
fatal crash dive. The helicopters are another story—they must be dealt with swiftly.

Upper levels become progressively harder. Level two adds a floating mine that inhibits movement by forcing you
to keep out of the troughs and up on the crest of the wave. The fourth level adds a persistent bomber who saturates
the air with bombs, and somewhere beyond him are missiles that love to skim the wavetops. While the levels do
become harder, each level has a boring, repetitive quality to it. The graphics are adequate, but the game is nothing
more than a simple rehash of the old Invaders theme.

STAR ISLAND Department: Entertainment
Company: Binary Sugg. Retail: $29.95
Language: Machine Availability: 2
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING c- CONTROLLABILITY B- ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c DOCUMENTATION c
CREATIVITY c CHALLENGE c HOLDS INTEREST? c-
GAME DEPTH c- GRAPHICS c- VALUE FOR MONEY c-

Star Island recreates the Star Castle arcade game for the Atari. The object is to attack an enemy starbase which is
surrounded by three rotating, protective energy rings. Your joystick controlled fighter can fire into the ring structure
as it thrusts and maneuvers about the screen. Each shot disintegrates a portion of a ring. However, if all the pieces of a
ring are destroyed, it will reform. The base protects itself by launching magnetic mines that home in on your ship.
These can’t be destroyed, but must be out-maneuvered by your ship until they eventually dissipate. The ship in the
center of the starbase will also shoot back once gaps in the three-layered rings appear. When the base is destroyed
you win and may advance to a more difficult level.

It is a fair game and was popular for several months in the arcades two years ago. The graphics look slightly
chunky since they appear to be in graphics mode seven, with each of the rings portrayed in a different color. In the
ranks of shoot-"em-ups, Star Island is fun to play, but like so many of the rest, it becomes repetitious due to a lack of
game depth.
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Racing Games

BAJA BUGGIES Department: Entertainment
Company: Gamestar Sugg. Retail: $31.95
Language: Machine Language Availability: 4
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING B- CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION Cc
CREATIVITY Cc CHALLENGE B - HOLDS INTEREST? C+
GAME DEPTH c GRAPHICS B VALUE FOR MONEY B

Baja Buggies is a road racing game in which the object is to finish a grueling cross-desert race in one of the top six
places. You start the race in 80th place. This means that, while not driving recklessly enough to crash, you really
have to haul ass to win this race. It requires intense concentration, because you must avoid crashing into other cars
that are bent on forcing you off the road.

The road course, which vanishes off in the distant hills, moves toward you. Its simulated 3-D effect is much like
the old Night Driver arcade game. The course, which twists and turns, requires you to steer with the joystick
controller. The firing button acts as a brake; and it must be used often, to avoid rear-end collisions with slower
vehicles, and to hold the road in sharp turns. The background hills and fluffy-clouded sky add realism and the
feeling of space to the game by shifting on the turns.

Beginning drivers will have a tough time finishing the race. If you run off the road too often, or have too many
crashes, your buggy will break down, ending the race. More seasoned drivers, who manage to pass all cars behind
the eight race leaders (shown as moving white lines on the radar screen), will find the pack difficult to catch before
they cross the finish line. In one particular race, I managed to reach 9th place with a good quarter of the course to
go, but I was unable to see or pass another buggy while driving the car flat out for over 45 seconds. I was expecting to
pass a car at any moment because the radar showed that my car had caught the rear of the pack a good ten seconds
before the race ended. These long gaps between passing the last of the trailing cars and catching the leaders cause
you to lose interest in the game. Another drawback is that once the winners have finished, you can no longer
improve your place because the game abruptly ends.

There are three racing courses. They are randomly created, and so put more emphasis on driving skills than on
strategy. There are also two levels of difficulty, pro and amateur. At the amateur level opponents are more
predictable, and they travel at a slower average speed. Baja Buggies is a nice looking game, and definitely a blast for

one player. Continually breaking down may be frustrating during your first few races, but the game will grow on
you as your skill increases.

Top  z6SB TIKE  Lap FALS
sooRE 2658 SPEEL 45 LD

BAJA BUGGIES POLE POSITION

122



POLE POSITION Department: Entertainment

Company: Atari Sugg. Retail: $40.95
Language: Machine Availability: 8
Hardware Requirements: 5200 Disk or Tape: Cartridge
OVERALL RATING A CONTROLLABILITY B8+ ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED A DOCUMENTATION B
CREATIVITY B CHALLENGE A HOLDS INTEREST? A
GAME DEPTH B+ GRAPHICS A VALUE FOR MONEY A

Atari has done a magnificent job in translating Pole Position, their top racing arcade game, to the 5200. It isa racing
game in which you must qualify on the track before you are allowed to race. You have up to 90 seconds of qualifying
time, but must complete the lap in less than 74 seconds if you are to race. The computer then determines your starting
pole position. If you get stuck at the back of the pack, you will have to do some fancy maneuvering to get out ahead.

The game’s graphics are simply outstanding. The perspective view is as if you were towed fifty feet behind your car
ten feet off the ground. The roadway is blacktop with red and white stripes delineating the boundary from the
surrounding countryside. As you follow the twisting, turning roadway using your joystick controller, the trees on the
horizon and the clouds in the sky scroll by. Roadway signs appear in the distance and gradually become larger. Unlike
the arcade version, these signs are blank. The sound effects are engine revs, a different pitch for each gear. There is
even the screeching sound as you corner hard and the bumpy sound of riding on bricks if the car ventures slightly of f
the pavement.

The game is controlled by a joystick. One button is the accelerator, the other acts as a brake. Pushing the joystick
forward puts the car in low gear, and pulling back puts the car in high gear. Speeds as high as 195 MPH are possible
onlong straightaways. However, you will have to brake or downshift if you expect to navigate a tight turn. Avoiding
the other cars on the track requires practice.

There are three different racing courses in addition to a practice course. You can select up to an eight-lap race, but -

you must complete each lap within a certain time or you won’t reach the next lap. Pole Position is definitely the most
realistic racing car arcade game on the market and a must buy for any racing fan.

ION ROADWAY Department: Entertainment
Company: APX/Atari Program Exchange Sugg. Retail: $24.85
Language: Machine Availability: 4
Hardware Requirements: 16K Cassette, 24K Disk Disk or Tape: Both
OVERALL RATING c+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c DOCUMENTATION c+
CREATIVITY c CHALLENGE c+ HOLDS INTEREST? c+
GAME DEPTH c GRAPHICS c- VALUE FOR MONEY c+

When you enter your five cars in Ion Roadway, you race against a team of robot cars doing their best to kill you.
They may flank you and squeeze, line up and force you into the wall, batter you from the rear, or zigzag in an
attempt to collide. If your cars collide, you are ejected while your car explodes in a mushroom cloud. Luckily, your
parachute drops you into a waiting car to rejoin the race.

You control cars with a joystick. Up and back control the gears (reverse, neutral, first, second, third, and fourth).
Left and right moves the car left or right. Combining left and right with gear changes lets you maneuver along the
diagonally scrolling track. Energy platforms for refueling sometimes require you to reverse to line up properly.
Small black posts along the road change to large green ones in a random pattern. You earn one to three thousand
bonus points for hitting a green post while in third or fourth gear. You may lose control momentarily, but spinouts
can also help youlose a robot car (at least on the less crowded lower levels). As you lap the track, your score builds,
but as the race continues, more and more robot cars impede your progress until ten robot cars share the track with
you.

A fast action racing game, Ion Roadway presents a fair challenge. The visual effects are nice, especially the
spinouts, but the race cars look like tractors and the track is straight and featureless except for scattered trees. This
means less competition against the track, but why worry? In this racing game, the competition is out to kill you.
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MATCH RACER Department: Entertainment

Company: Gebelli Sugg. Retail: $29.95
Language: Machine Availability: 7
Hardware Requirements: 16K; disk drive or cassette player. Disk or Tape: Both
OVERALL RATING C+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT C+ SKILL INVOLVED c DOCUMENTATION c
CREATIVITY c CHALLENGE c HOLDS INTEREST? B
GAME DEPTH c GRAPHICS B- VALUE FOR MONEY C+

Match Racer is a racing car game for either one or two players. It uses the Atari’s fine scrolling graphics
capabilities to produce a realistic obstacle race course. The course, which scrolls vertically from top to bottom, is
filled with barricades, oil slicks, ice patches, tunnels, and rocks. The two cars, which jockey for position, can lock
wheels and force each other off the road. When a car is bumped on an oil slick, it slides from side to side with a
whooshing sound. A car struck while traveling on ice can lose control. And cars that bounce up and down on the
brick surface portions of the course actually sound like they are driving across brick.

The two cars are rather large for the size of the course. It becomes obvious that if the car in front crashes in some
of the winding sections, the trailing car can’t get past, and will crash into the wrecked car. Reaction time, as in most
racing games with vertical scrolling, is very short — especially for two cars following one another. Thus, it would
have been much better to have scrolled the game horizontally.

The game can be adjusted for initial skill level, and speeds up as it progresses. The speed changes at 5, 15, and 45
miles on the odometer. Negotiating the course at the highest speed level seems impossible.

Match Racer is an enjoyable game for two players who want to vent their aggressions on each other. However, the
game is very boring in the single player mode. The bad feature of the game is that you can’t restart it once the game
has already begun. You will either have to play the game to the finish, or deliberately crash all of your cars to end it.
The graphics and sound effects are the best features of this game.

HAZARD RUN Department: Entertainment
Company: Artworx Sugg. Retail: $27.95 cassette & disk
Language: Machine Availability: 3
Hardware Requirements: 16K; disk drive or cassette player. Disk or Tape: Both
OVERALL RATING D+ CONTROLLABILITY D ERROR HANDLING N/A
GAME CONCEPT C SKILL INVOLVED C+ DOCUMENTATION C
CREATIVITY C+ CHALLENGE C+ HOLDS INTEREST? C-
GAME DEPTH C GRAPHICS c VALUE FOR MONEY D

Outrunning the good ol’ Sheriff through a hazardous course of tree trunks, boulders, fences, barnyard chickens,
canyon wall, and the Deputy’s car blockading the entrance to the bridge is the object of Hazard Run. It sounds like
the plot of a Burt Reynolds movie, and the only escape is to put the pedal to the floor and jump Moonshine Creek. If
the game had even half the excitement of the movie it might have been a winner.

You control an unwieldly car with your joystick. It continuously accelerates, unless the joystick button is held
down to brake it. The car, which steers from side to side by moving the joystick, pivots when turning, rather than
turning smoothly as a real car would. The car’s wide profile hits objects that you would rather avoid. Combine this
with a car that is very sluggish to control the faster you drive, and you have a game that isn’t much fun to play
because you constantly have to slow it down.

Each of the four different courses scrolls vertically downward as you drive. Your car stays level with the bottom of
the screen. If the Sheriff is chasing you, he is never seen. If you hit an obstacle head on, the car flips and you lose a
man. But sometimes you sideswipe one that tips you up on two wheels. This is great for clearing narrow gaps; but if
you turn your wheels the wrong way, the car will flip. The longer courses require extra gas. To survive, your car
must touch hazardously placed gas cans.

When you are trapped, and must jump any of the various creeks and ponds, your car must be going top speed. The
view shifts to a side view of the car slowly sailing from one high bank to the other across the water. If you aren’t
going at least 60 MPH, the car plows into the opposite bank and drops into the drink. Because you can’t get up to
that speed in one screen length, you need to memorize the course to make the jumps.

The game has its moments, but in general is too frustrating to want to play for very long. The graphics are alright;
but the car steering system and response must be considered primitive. Not a good bet.
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SPEEDWAY BLAST Department: Entertainment

Company: Innovative Design Software Sugg. Retail: $39.35
Language: Machine Availability: 7
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING c+ CONTROLLABILITY B- ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY c- CHALLENGE c- HOLDS INTEREST C+
GAME DEPTH c GRAPHICS A- VALUE FOR MONEY c-

Speedway Blast is a nicely animated scrolling arcade game in which you speed around the neighborbood in an
attempt to destroy the invading asphalt-eating monsters and their eggs. The location of the monsters and their
hatchable eggs are displayed on a map at the bottom of the screen, much in the same manner as in Rally X. As you
drive and blast your way around the neighborhood streets, fuel is expended. This is replenished by running over the
eggs. Although monsters don’t shoot back, your car can be lost by hitting them or their holes, or by crashing into
other objects (e.g., houses, trees, or bridges). When you clear the board of all monsters and eggs, you go on to the
next level: it is the same neighborhood, just more monsters and eggs.

The car is fast and slightly difficult to control. Unlike most arcade racing car games that reverse direction
immediately, this car requires a small radius U-turn. It just takes a little practice to learn to avoid hitting obstacles.
The car is accelerated and decelerated by pushing forward and pulling back on the joystick.

The graphics are the best thing about this game. The neighborhood is a very colorful rendition of streets, houses,
and landscaping, all smoothly scrolling as the car patrols the streets. The car is pretty much centered during the
movement. The game, although fast-paced, lacks excitement. There is no chase, as in Rally X, or even any worry
about return fire. The monsters merely hatch, then slowly move around digging up the streets. Your job is to kill
them as fast as possible without crashing or running out of fuel. You have three cars with which to gain as many
points as possible. It is a nice game, but one that has little going for it in terms of prolonged play.

HAZARD RUN SPEEDWAY BLAST
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Pinball Games

A2-PB1 PINBALL Department: Entertainment
Company: Sublogic Sugg. Retail: $29.95
Language: Machine Availability: 8
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING A CONTROLLABILITY A ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED B DOCUMENTATION A
CREATIVITY B CHALLENGE B+ HOLDS INTEREST? B+
GAME DEPTH 8 GRAPHICS A VALUE FOR MONEY 8+

A2-PBI Pinball, the most realistic pinball simulation yet to appear on the Atari, will please the hard core pinball
fan. This version, called “Night Mission,” follows the classic design features of modern pinball games, yet does not
attempt to copy any one machine. Overall, with its five bumpers, seven standup targets, nine rollovers, two spinners,
a dive bomb chute, and a hole kicker, it makes a very exciting game. The actual layout is also well designed, withno
dead spots.

Bruce Artwick went a long way in the realistic design of this game. He includes features not normally expected ina
computer version, but features that are nonetheless an integral part of a real machine. He includes a quarter coin slot
and start procedure for multiple opponent play identical to that of an actual machine. In addition, he includes the
match feature for a free game. By studying and measuring the features of numerous mechanical pinball games, he
concluded that there was no average set of parameters that would suit a majority of players. Thus, rather than
compromise, he allows the player to adjust the parameters to suit himself.

Thirty-three individual parameters can be adjusted. The variations are so different that ten of the modes are preset
with easy access by setting only the mode number in the FIX mode. Others that the user can specify can either be set
for one time play, or be saved to a separate disk. (One mode and one high score on a disk.) For example, you can vary
the impulse and time delay of the hole kicker, the tilt sensitivity (yes, there is a tilt triggered by the keys on the left and
right side of the keyboard), ball speed and trails, bumper impulse, flipper power, spinner friction, and forward
incline of the machine. There are others that affect the sound and the scoring. One adjustment called “ball trails”
gives a “cosmic effect,” in which a ball appears as a slinky as it bounces around.

Atari owners are dismayed when they hear the game sounds emanating from the small keyboard speaker (a la
Apple computers) rather than from their television set. This is, of course, an Apple computer translation, but the
author missed a chance to improve the fidelity of some truly unique sound effects. Effects range from the drone of
an airplane engine to high pitched whistles and explosions. After all, the game follows the theme of a B-17 on a night
mission over Japan, where various cities are the targets. That is why the game’s layout includes a bomb release line
(vertical chute), and a dive bomb chute (U-shaped tunnel with a spinner at the end).

The graphics are stunning and rich in fine detail. There is a considerable amount of fine, detailed writing on the
playfield that shows up clearly on a color monitor, and doesn’t interfere with the drawing of the ball. The
background colors can be adjusted with the joystick controllers. The problem here is that if you touch the stick
position during play it will change the colors. There should have been a lock command for this.

While it is hard to judge a particular setup for ease of play, many of the preset modes act, and more importantly
feel, as if you are playing a real game. I personally disliked the play of the competition mode because it felt almost as
if the machine was playing by itself with its high speed ball and its strong bounces off the kicker. However, the easy
and medium difficulty modes were realistic. One nice feature that has been lacking on other simulations, and works
as expected, is a still or quiet ball held by an activated flipper. I know many people who complained about balls that
oscillated in other pinball versions; the balls appeared as if they were about to escape from the flipper.

In summary, I should say that A2-PBI is the most versatile of all the pinball games for the Atari.
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A2-PBI PINBALL PINPALL CONSTRUCTION KIT

RASTER BLASTER Department: Entertainment
Company: Budge Co. Sugg. Retail: $29.95
Language: Machine Availability: 8
Hardware Requirements: 32K, Disk Drive Disk or Tape: Disk*
OVERALL RATING A- CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED B DOCUMENTATION ]
CREATIVITY B CHALLENGE B HOLDS INTEREST B
GAME DEPTH B GRAPHICS A VALUE FORMONEY A

The sensation of playing an actual pinball machine is now available with the introduction of Raster Blaster. Bill
Budge worked for over six months to faithfully reproduce the Bally’s pinball game, Firepower. His attention to
detail is astonishing. The rubber bands on the bumpers jump and the action of the claw mechanism and the spinners
act like their electromechanical counterparts.  Two joystick buttons activate the pair of flippers. The strength of
the spring ball launcher is set with the joystick. The ball behaves amazingly like that of a real game. Except for an
occasional freaky bounce, the ball is true. Aiming the shot is a little harder with the flippers than in the real game.
Judging the strength of a shot is nearly impossible unless you trap the ball with the flipper.

The game is for one to four players with two levels of play. On “easy,” the side chutes are closed, while in the
“hard” mode, they close after you activate two sets of center targets. Filling all six center targets enables the Raster
Blaster claws. Any balls shot into claws are caught, and the player is given another ball. If all three are caught, they
are released simultaneously for multiple ball play. There are lane lights at the top, a set of targets on the right side
and, of course, a spinner.

Budge’s Hi-Res raster graphics are superb. He has included numerous sound effects to enhance the simulation of
the newer electro-mechanical pinball machines. It is the definitive pinball game for the Atari. Hopefully, Budge will
convert other popular arcade pinball games to the Atari.

Budge’s Hi-Res graphics on mode eight are superb, but lack much of the color they had in the original Apple
version. Because of the speed differences between machines, the ball in the Atari version moves about 30 % faster,
just a little too fast for a real pinball game. They had to sacrifice the tilt feature in the translation because of
differences in the controllers. The sound effects are a great disappointment. While they should have been better on

the Atari, they are instead an annoying series of bleeps. Nevertheless, Raster Blaster is a superb recreation of a
pinball game.
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PINBALL CONSTRUCTION KIT Department: Entertainment

Company: Electronic Arts Sugg. Retail: $40.00
Language: Machine ' Availability: 8
Hardware Requirements: 48K Disk or T?pe: Disk
OVERALL RATING A+ CONTROLLABILITY A+ ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED N/A DOCUMENTATION B
CREATIVITY A+ CHALLENGE N/A HOLDS INTEREST? A+
GAME DEPTH N/A GRAPHICS A VALUE FOR MONEY A+

So you have played Raster Blaster, Midnight Magic, and Night Mission and you think that they’d be a little more
exciting if only the programmer had added another bomber, perhaps another spinner, and a drop target for added
scoring potential. Close your eyes and imagine the perfect electronic pinball game. It has two sets of flippers at the
bottom, the second pair offset wider above. Lane lights alternate with spinners above a forest of bumpers that give
extra action and thousands of points as the ball or balls carom endlessly around the playfield. Drop targets . . .

The Pinball Construction Kit is a pinball wizard’s dream. It allows the user to design a playable pinball machine
from a parts box of forty-two components. The parts box, whichssits to the right of the designer’s playfield, displays
all components so that you can select and place any individual one anywhere on the field of play.

Perhaps the best way to describe the ease of this process is with the term “exceptionally human engineered.” You
can manipulate any of five tools solely with a joystick and one push button. You will use the hand tool most often. By
positioning it over the component to be moved and depressing the button you can place the component anywhere on
the playfield to the nearest pixel position. If you change your mind, just move it again, now or later. You canremove
parts from the board as easily as place them. You simply move them back to the vicinity of the parts box, and they
disappear once you release the hold button.

The first thing you'll need to do is to put some of the basic pinball parts into place. You'll need a ball launcher. It
doesn’t have to be in its traditional spot; it can be on the left, in the center, or even near the top. Then add a pair of
flippers to keep the ball in play. Two different sized flippers can be added either in pairs or singly. You can have two
or three pairs of flippers; they all work, no matter where you place them. In fact, all of the parts work no matter how
many you place or where.

You have a practically unlimited choice of parts: two sizes of round bumpers and four rectangular ones; kickers
and knockers to kick the ball selectively; and two drop target sets to turn on as each of the four parts is struck and then
reset. A ball hopper catches balls; it can hold two, and will free all the balls for multi-ball play when it catches a third.
There are also lanes and gates to direct balls, rollover lights, a spinner and targets for more scoring, and a magnet that
holds on to a ball for a second or two. Last but not least, a ball disintegrator, or hole, eats balls.

The set contains a number of tools to help with the finishing touches. Most pinball games have obstacles to keep
the ball within certain boundaries whether on the edge or in the middle of the playfield. You can place a square
obstacle anywhere, color it with the paintbrush, and then stretch its shape by dragging the boundary knobs with the
painter tool. The hand tool can even move the obstacle about. A polygon with four knobs isn’t very useful, so you can
add more with the hammer or delete one with the scissors. The entire process is simple, but you must remember to
color the polygon while it is still a square shape or you will have a stretched polygon with lots of knobs and no way to
fill it in.

No pinball game would be complete without the name scrawled on an empty section of the playfield. A special
paintbrush with a magnifier makes it possible to add the fine artistic touches. You can pick a small area to paint on the
playfield, then move the joystick controlled paintbrush to the magnified view on the right side of the screen where
the parts box used to be. Any of the Hi-Res colors are available, and there is even a grid option.

Of course, pinball pieces come from the parts box with preset values for sound and scoring. You can use the
joystick cursor to change these by selecting the AND GATE icon. When you select a piece on the playfield, the score
and sound is highlighted. You can change these values from the from the displayed menus. You can also select the
conditions to allow a player to score a bonus. Moreover, you can decrease or increase gravity, the ball speed, the kick
strength of the bumpers, and the elasticity of the collisions between the balls and the polygon surfaces.

Once you have completely designed a pinball game, one to four players can play with either two paddle buttons or
both buttons on a single joystick. You can also save it to another disk in the form of a BRUNable file. You are free to
do with the game as you like, which means you can give the game away to your friends, or even sell it.

In sum, Bill Budge has created a remarkable program that is well engineered and a delight to use, The Pinball
Construction Kit can create pinball games of a variety only limited by the user’s imagination. Although I've met a

128



considerable number of game players who don’t enjoy electronic pinball, the vast majority were totally fascinated
with the construction of their own games. The package is reliable in every sense, one of the best designed programs I
have ever seen, fun to use, and definitely worth owning.

BULLDOG PINBALL Department: Entertainment
Company: Hayden Software Sugg. Retail: $29.95
Language: Machine Availability: 3
Hardware Requirements: 16K Disk or Tape: Tape
OVERALL RATING D CONTROLLABILITY c- ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED D DOCUMENTATION c
CREATIVITY D CHALLENGE D+ HOLDS INTEREST? D
GAME DEPTH D GRAPHICS D+ VALUE FOR MONEY D

Bulldog Pinball, a very mediocre pinball simulation, gets its name from the resemblance of the upper portion of
the playfield to a bulldog’s face. The nose and two eyes are bumpers, the mouth forms barriers, and the ears are
made up of targets. The flippers, controlled by two joystick buttons, are very responsive. The elasticity coefficient
of the ball against the flippers is so high that it is hard to trap it. Even when trapped, the ball oscillates enough toroll
off into the gutter.

The game has a good deal of action, but the two barriers that make up the mouth tend to cause you to quickly lose
the ball between the two flippers. Control of the spring tension on the ball release is tricky. Itis activated by holding
down the shift key, and its tension is supposedly interpreted by a tone pitch. Another shortcoming is that the board
isn’t very colorful—just blue and green against a black background. Moreover, the sound effects are minimal. All
things considered, Bulldog Pinball is not an impressive pinball game.

DAVID’S MIDNIGHT MAGIC Department: Entertainment
Company: Broderbund Sugg. Retail: $34.95
Language: Machine Availability: 9
Hardware Requirements: 48K, disk drive. Disk or Tape: Disk*
OVERALL RATING A CONTROLLABILITY A ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED B DOCUMENTATION C+
CREATIVITY B CHALLENGE B+ HOLDS INTEREST B+
GAME DEPTH B- GRAPHICS B+ VALUE FORMONEY A

David’s Midnight Magic is a spectacular, double-decker pinball game. It is absolutely realistic in its approach to
pinball games like Black Knight. These games, which have both upper and lower sections, are interconnected by
ramps. There are sets of flippers on the bottom and top levels. These flippers respond as accurately as any of their
electromechanical equivalents, with no erratic bounces.

The game is action-packed, with a variety of targets included on both levels. There are various drop targets, some
of which activate the Magicsave, which can save a ball that falls through at the side chutes. Unfortunately, these are
activated from the keyboard, as is Tilt. This makes things somewhat awkward in use, and requires you to hold two
paddles and their buttons. Other targets trigger the multiple bonus feature, or release balls that are trapped in the
upper ball collector. If you can trap three balls in this S-shaped collector, all three balls can be played simultan-
eously. There is also a loop that connects one level to the next. This is worth extra bonus points. Kicking a ball
through the loop after obtaining a 5X bonus results in being awarded an extra ball.

High scores can be saved to the disk if it is unprotected; otherwise, high scores are maintained only temporarily for
the evening’s play. There is also a pause control in case the phone rings; fine, if you are going for a record score.

The simulation and graphics are great, although not as colorful as the Apple version. Colors on GR.8 are limited
to blue, green and white. It is a little more difficult to discern which targets are still up, especially on the top level, as
the targets blend into the screen.

If you are a pinball fan or loved Raster Blaster this game is worth owning.
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Maze Style Games

WAYOUT Department: Entertainment
Company: Sirius Software Sugg. Retail: $39.95
Language: Assembly Availability: 7
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING B CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT C+ SKILL INVOLVED Cc DOCUMENTATION c
CREATIVITY c CHALLENGE B HOLDS INTEREST? c+
GAME DEPTH c- GRAPHICS A+ VALUE FOR MONEY c-

Wayout is a three-dimensional maze game in which the sole object is to find the shortest way out of the maze.
Fortunately, you're supplied with both a compass and a mapmaker which will help you find the often elusive
flashing rectangle that marks the exit. While it sounds like an easy task, it isn’t. Although you can sometimes see the
exit as in the introductory maze, there is a stiff wind blowing from it that prevents your moving directly toward the
exit. You'll find that the only way to reach it is to sneak up from the side, if you can find the correct corridor in the
maze. It wouldn’t be much of a challenge if it weren’t for the Cleptangle, a playful sneak thief who is your nemesis
throughout the game. Each time it touches you, this revolving orange and white critter steals either your mapmaker
or compass, sometimes both. To get them back you have to corner the thief in a cul-de-sac of the maze.

The graphics in this game are outstanding. The walls of the maze, presented in mouse-eye fashion, move in a fluid
manner as you travel or turn, using a joystick controller. The screenis divided into two portions, the upper two-thirds
showing the three-dimensional interior view, and the lower portion showing the areas of the maze that your
mapmaker tool draws as you explore. A blinking dot shows your present whereabouts. Compasses in the two upper
corners show your direction of travel when they are working, and an odometer at the top counts your steps.

The strategy is to explore the maze rapidly before your first encounter with the Cleptangle. There is a warning
buzz when it is in your vicinity, and you can often see it when it is in front of you, so you can try to avoid it. However,
it finds you fast, and many of the corridors are dead ends, so be prepared to lose your tools early. The best bet is to
give chase and recover your tools quickly, for you'll never find the exit without them. Encounters with the
Cleptangle are numerous enough to be annoying. There are a number of fireflies floating through the maze on wind
currents. They are supposed to help you find the exit, but actually provide little help.

There are twenty-six different mazes on the disk. Some are easy to solve with an expected exit on the periphery,
while others are diabolically difficult with exits hidden in interior U-shaped hallways. Although you may figure that
once you learn a maze it is useless to play it again, you will still find it a challenge since many of the mazes look alike
from the inside. Besides, you can try to find the exit in fewer moves.

The game features a save game option for long puzzles. It also has a very useful option that allows you to save nine
locations in the maze so that you can automatically return to those spots at will. You aren’t just teleported there, but
escorted through the corridors in a moving panorama.

Wayout is a very interesting game that proves to be more frustrating than challenging. In some ways it appears to
be not so much a game as a graphics tour-de-force in search of a game. I think beginners will find it extremely
irritating to play. Atleast some of the easier mazes should have the option of eliminating the Cleptangle. I shouldn't,
however, leave readers with the impression that Wayout is just a so-so game with great graphics. It is a puzzle game
and although it has the fluid motion of an arcade game and an enemy to thwart your every turn, there are no thrills.
Instead, it requires an extraordinary amount of patience and perseverance.
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WAYOUT THE SNAPPER

THE SNAPPER Department: Entertainment
Company: Silicon Valley Systems Sugg. Retail: $29.99
Language: Machine Availability: 4
Hardware Requirements: 16K Disk or Tape: Disk
OVERALL RATING c+ CONTROLLABI LITY c ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION c
CREATIVITY B CHALLENGE B HOLDS INTEREST? B-
GAME DEPTH c+ GRAPHICS c VALUE FOR MONEY c

A number of twists make Snapper a unique eat-the-dots maze game. A haphazard grid of connected lines forms
the playing field. Blots appear at various places on the grid. As each of the two different color blots are collected the
remaining blots increase in value. The object is to collect as many of the blots as possible before either the timer runs
out or you reach one of four diamond-shaped bases. Hitting a base ends the round. In addition a ring sometimes
appears briefly in the very center of the grid. If you touch it, it awards you a bonus multiplier on the score for that
rcund and repairs any damage to the grid.

The Snapper has two enemies in this game. The Whirlers devour pieces of the maze and make it harder to reach
some of the blots. They also are deadly to the touch. You can use your shield one time each round to sneak past them.
Shields accumulate if they aren’t used. The Gamma-Field is a deadly series of rotating lines that move about the grid
like Slinkies. They too are deadly to the touch. :

The game requires a lot of strategy. The best approach is always to gamble that you will reach the next blot for
ever higher points, rather than to return to base where you actually are awarded the accumulated points. As you
progress during the game, some of the grid lines become colored slicks. You move at double speed on one, but you
must reach the other end before you can turn. Your strategy must become ever subtler as more and more of the grid
turns to slick. Also, sometimes you can’t return to base before you obtain a certain number of blots.

The game is definitely much more interesting than most maze games. You aren’t really pursued in this game, but
nonetheless you must be careful. Once the Whirlers begin eating sections of the grid, it becomes much harder to
maneuver on it. You can be trapped if you aren’t careful. Control is adequate with a joystick, but sometimes response
is slow, causing you to miss a crucial turn. The graphics are adequate, and the game has enough depth and strategic
play to moderately hold one’s interest.
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OIL’S WELL Department: Entertainment

Company: Sierra On-Line Systems Sugg. Retail: $29.95
Language: Machine Availability: 7
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING -] CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B- SKILL INVOLVED B- DOCUMENTATION c
CREATIVITY B- CHALLENGE B HOLDS INTEREST? B
GAME DEPTH C- GRAPHICS c VALUE FOR MONEY C

Oil's Well provides an interesting and addicting variation of an eat-the-dots maze game. Using a joystick, you
control a drilling rig on top of a maze of passageways containing droplets of oil. The oil pipe, equipped with a drill
bit resembling teeth, extends from the platform like a long snake as you guide it deeper and deeper into the maze.
Pressing the joystick button retracts the drill partially or completely. You need this retractibility to counter
pipe-eating Oozies that wander the corridors. You can eat an Oozie by attacking it head on, but if one approaches
your pipe from the side, you must retract it before the Oozie touches it. The game thus becomes one of cat-and-
mouse, with you trying to reach the deepest oil reserves without letting an Oozie attack your pipe. One vitamin pill,
buried deep in the maze, will temporarily slow down the Oozies if you can reach it. You also need to watch out for
occasional bombs. Once you successfully mine all the oil, you advance to a faster level.

Despite the simplicity, lack of depth, and mediocre graphics, I found the game fascinating to play. You compete
against the Oozies in drilling for oil and must be quick to survive. It seems all your fault if you lose, and if you only
play again, you can win. It becomes addictive.

PAC-MAN Department: Entertainment
Company: Atari Sugg. Retail: $44.95
Language: Machine Availability: 10
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING A CONTROLLABILITY B+ ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B DOCUMENTATION A
CREATIVITY ] CHALLENGE B HOLDS INTEREST? A-
GAME DEPTH B GRAPHICS B VALUE FOR MONEY B+

Pac-Man is the “official” version of the popular arcade game that has captured the American public’s fancy over
these past two summers. As in the arcade version, you play the yellow Pac-Man who gobbles dots as he navigates
through the corridors of a ghost infested maze. Those lovable ghosts — Blinky, Pinky, Inky, and Clyde — each in
their own inimitable way, pursue Pac-Man in a wild and merry chase. Pac-Man’s only defenses are the four pills in
the corners of the maze. Upon gobbling one of these, your Pac-Man becomes invincible for a few precious seconds,
and allows you to hunt down your pursuers.

At first glance the maze looks different. But relax, the maze has only been stretched a little horizontally to fill the
home screen’s wider format. Rather than turn the maze on its side, as other copiers of the game have done, Atari
kept it intact with the tunnels correctly on the sides. In fact, the game sounds and plays almost like the arcade
version minus the cartoons. The game plays the Pac-Man theme music at the start, and those distinctive Pac-Man
arcade sounds are identical.

This version allows one player, or two alternating players to start the game on upper levels. Beginners can start on
the slow cherry level, while seasoned veterans can start on the fast-paced key levels. The relative speeds between
Pac-Man and the ghosts vary with each level. Pac-Man is much faster than the ghosts on the cherry level, about even
on the strawberry level, and slower on the bell and key levels. The bonus fruits that appear beneath the ghost’s pen
remain for a short tirne, and are worth the same number of points as in the original game.

Joystick control is = little sluggish on the first two levels, but becomes satisfactory on the upper levels. The ghost
patterns, which many have learned after playing the arcade version repeatedly, are unfortunately not the same in
the home computer version. The characters, however, do take on the same personalities as their counterparts in the
arcade. Blinky follows you closely, while Pinky, who is the fastest, always tries to cut you off. And bashful Inky will
suddenly reverse direction in the midst of following you.

Overall, this is the best rendition of the game I know. Some players will be disappointed that the cartoons were
omitted, but this was due to the lack of space in the 8K cartridge.
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OIL’S WELL PAC MAN

DIGGERBONK Department: Entertainment
Company: Educational Software Sugg. Retail: $29.95
Language: Machine Availability: 6
Hardware Requirements: 16K Disk or Tape: Disk
OVERALL RATING c- CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED D DOCUMENTATION c
CREATIVITY c- CHALLENGE c HOLDS INTEREST? c-
GAME DEPTH c- GRAPHICS c- VALUE FOR MONEY D+

Diggerbonk is a maze game that’s unique in the sense that this maze, which represents the corridors of a Titan
mineshaft, constantly scrolls. The object of the game is to clear out the mine’s deadly creatures hoarding the valuable
Titan ore by using your maneuverable mechanical Digger. Since the mine is constantly scrolling down the screen,
you must quickly do your work while treading the correct passageways upward. A wrong turn could trap you, for
the crossover path may have moved off the bottom of the screen if you aren’t careful.

Capturing any of the creatures is worth points. Letting one escape off the bottom of the screen will cost you
slightly more points than it was worth in capturing. The Orange Whirlers, Pulsing Greenies, and Twinklers can be
safely approached, while several of the other creatures (like the Purple Gurple) can only be tackled if you have
Bonker Power. This glowing power is obtained for a brief period by bonking a Pulsing Greenie. Bonking this
creature is especially important after capturing an Orange Whirler, because your point score will count down
rapidly until you touch it. The Twinkler isn’t worth many points, but it does allow you to break through the first wall
you touch. This can be important if you become trapped. Bombs should never be approached; they blow up at
random. If you are near one, it’s curtains.

Diggerbonk requires considerable strategy. It combines maze-solving abilities with creature dangers. It isn’t a
chase game, as few of the creatures move; and those that do don’t move far. Only the order of collecting the creatures
becomes important, and time is a factor. There is certainly a strong element of chance involved: the creatures are
placed randomly, and the maze itself is randomly generated.

Control is the weak point of the game. It isn’t easy moving your Digger about the moving maze without hitting
something, and points are deducted for each collision. Although you can save up the ability to punch through walls
after capturing Twinklers, you are bound to prematurely strike the wrong wall. Even bouncing off the wall
repeatedly begins to get on your nerves after playing the game for a while. Diggerbonk has merit and offers a good
challenge, but isn’t finally an exciting or addicting game, nor will it fascinate you for a long time.
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PATHFINDER Department: Entertainment

Company: Gebelli Sugg. Retail: $34.95
Language: Assembly Language Availability: 6
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING c CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY c- CHALLENGE c- HOLDS INTEREST? c
GAME DEPTH c GRAPHICS c+ VALUE FORMONEY  €-

The object of Pathfinder is to rid an underground maze of canisters of radioactive waste. These canisters are
strewn about everywhere, and can be absorbed on contact by the Pathfinder as he is guided around the maze by your
joystick controller. The maze is large and scrolls smoothly as you move about. There are Nukes, Minelayers, and
Phantoms out to destroy you. Of course, you are armed with a plasma gun that can be fired in any of eight
directions, but these eniemies flit all around the screen, making mischief as they go. The Minelayers aren’t as deadly
as the Nukes that pursue you, but they do make a mess by laying mines that block your path. If you hit one of their
mines with your plasma gun, you start a fire that quickly spreads. Fortunately, there are nearby fire stations where
you can fill your gun with fire retardant pellets. While these are great for putting out fires, they are useless against
your enemies.

The scoring system is questionable. While there are a certain number of Nukes, Phantoms, and Minelayers worth
several points, destroy.ng anything else is also worth points. It is certainly easier to accumulate a million points by
mindlessly shooting down walls, or setting large fires and putting them out, than by tracking down your enemies.
Collecting the radioactive waste becomes almost secondary except to obtain more energy to keep up your destructive
pursuit of points.

The game has nine play levels, each characterized by color changes, sound warnings, and sometimes changes in
the structure of the maze itself. Upper levels have teleport chambers for moving rapidly from one side of the maze to
the other.

It’s very hard to classify this game as either good or bad. While on the one hand it appeared to be a superficial and
repetitious game, many of the teens who played it enjoyed seeing half the maze on fire and then trying to put it out.
Although this isn’t whet was intended, it sure racked up plenty of points. Five million points is a pretty poor showing
in a game where the score indicator has room for 10 billion. In short, the game has some merit and may find an
audience.

JEEPERS CREEPERS Department: Entertainment
Company: Quality Software Sugg. Retail: $29.95
Language: Assemtly Language Availability: 7
Hardware Requirements: 36K cassette; 32K disk. Disk or Tape: Both
OVERALL RATING B CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B- DOCUMENTATION C+
CREATIVITY B+ CHALLENGE B+ HOLDS INTEREST B+
GAME DEPTH B+ GRAPHICS B VALUE FOR MONEY B

Jeepers Creepers is an arcade chase game in which you attempt to fill in the rectangles in four different mazes
while deadly wasps pursue you. As you guide your bug around the maze it draws a line. If you completely surround
a rectangle, it fills in. Now, some of these rectangles (shown with a picture) contain bonuses, some a free jump, some
a helpful beetle, a rare few a key or some other item. There are also one to three secret squares containing super
beetles. Normal beetles are slow, able only to eat one wasp before vanishing at the top of the screen. For a limited
period of time super beetles can eat many wasps before reverting to regular beetles. Wasps are always reappearing;
but if you use wisely your ability to jump to a new random spot on the grid, and make use of the help of your beetle
friends, you should be able to completely fill in all of the rectangles on the grid without losing one of your three men,

This chase game is extremely fun and intriguing to play. It is a simple game offering a lot of choices and good
depth. It is a game that has some surprises (such as stubborn rectangles that refuse to fill unless another rectangle has
been filled first), and ways to earn bonus lives. Each of the first three mazes differs widely in difficulty. They appear
randomly. Whenever you get a maze a second or even third time (if you are that good), the wasps swarm more
fiercely. The author recommends playing the game with “coast off,” to obtain higher scores. Remaining still often
confuses the pursuing spiders and so gets them off of your tail. If you ever expect to see the kill run maze, which
appears after clearing two Brick Wall mazes, you will need to use this control mode. In sum, Jeepers Creepers is a
super fun game with good graphics and sound effects. It is a game that will hold your interest in repeated play.
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KID GRID

Company: Tronix Publishing, Inc.
Language: Assembly
Hardware Requirements: 16K

OVERALL RATING C- CONTROLLABILITY B
GAME CONCEPT C- SKILL INVOLVED C-
CREATIVITY C CHALLENGE C
GAME DEPTH C- GRAPHICS C-

Department: Entertainment

Sugg. Retail:

$29.95

Availability: 4

Disk or Tape:

ERROR HANDLING
DOCUMENTATION
HOLDS INTEREST
VALUE FOR MONEY

Both

N/A
C
D+
D+

Kid Grid is an arcade-type game in which you attempt to fill in each of the 35 small squares in the rectangular
grid. The square will automatically fill if you completely draw a line around its boundaries. It sounds simple, but
there are four creatures chasing you around the grid. These creatures can’t be killed, although they can be
momentarily stunned if you are about to be cornered. You can choose 3, 5, or 7 stuns and five progressively faster
levels of difficulty (on initialization only). Unfortunately, you can’t change these parameters after one or more

games without rebooting or reloading the games.

Kid Grid is a fun chase game that requires you to be on your toes to survive. However, the game’s utter simplicity
works against it after repeated play. There is only one maze and a simple strategy to keep one step ahead of the
pursuing creatures. Although it is a good game, with nice graphics, there are similar games that are better.

TIME RUNNER
Company: Funsoft/IJG, Inc.
Language: Machine

Hardware Requirements: 32K

OVERALL RATING C- CONTROLLABILITY B-
GAME CONCEPT c SKILL INVOLVED c
CREATIVITY C- CHALLENGE c
GAME DEPTH C- GRAPHICS C-

Department: Entertainment
Sugg. Retail: $29.95
Availability: 4

Disk or Tape: Disk

ERROR HANDLING
DOCUMENTATION
HOLDS INTEREST?
VALUE FOR MONEY

N/A
D
D+
D+

In Time Runner, an arcade game based on the coin-operated Amidar, you fill in the dotted lines enclosing twenty
rectangles on a grid while four defender droids chase you. When you have completed your task, you advance to the
nextlevel. Your score increases by the point value on the bonus timer. Even numbered levels have countdown point
values for each block, but the value inside the rectangle falls rapidly once you have surrounded several sides. Unless
you quickly finish the perimeter, you lose hundreds of points. You get three jumps that momentarily paralyze the

droids, and you can even pass through them while they stand stunned.

The game suffers from its simplicity and lack of depth. The concept is overworked and becomes repetitive.
Although not a bad game, it cannot match others with better graphics and more depth.

JEEPERS CREEPERS

B3
-

PATHFINDER

135



LABYRINTH Department: Entertainment

Company: Broderbund Software Sugg. Retail: $29.95
Language: Machine Availability: 8
Hardware Requirements: 32K (disk); 16K (cassette) Disk or Tape: Both
OVERALL RATING B- CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED B DOCUMENTATION B
CREATIVITY c+ CHALLENGE B+ HOLDS INTEREST? B-
GAME DEPTH B- GRAPHICS c+ VALUE FOR MONEY B-

Labyrinth is a difficult maze game in which the object is to rescue four imprisoned humans locked in boxes on each
maze level. You are a blue, diamond-shaped figure, and you can move around the screen by joystick control. You are
armed with a “trapper zapper” that can shoot in any of four directions. You will need to use this weapon frequently to
kill the creatures that emerge from the horrors beneath the central box. These creatures patrol the dot-filled
corridors and seek you out. Your trapper zapper has only three shots, and you must use them wisely to punch a hole
through a wall or tokill a creature. If you can outgun a monster, you receive an extra shot. But beware, these monsters
are quick on the draw, and they have an uncanny sense of when an intervening wall is about to open. Yes, these walls
move, sometimes helping and sometimes hurting your quest. And if you manage to survive and free all four
prisoners, the entrance to the next level is revealed.

The game’s concept and graphics are fair. It's another type of eat-the-dots game, but with enough differences to
make it a worthwhile addition to your game library.

CYCLOD Department: Entertainment
Company: Sirius So“tware Sugg. Retail: $29.95
Language: Machine Language Availability: 8
Hardware Requirements: 48K, disk drive. Disk or Tape: Disk*
OVERALL RATING D CONTROLLABILITY ] ERROR HANDLING N/A
GAME CONCEPT B- SKILL INVOLVED C+ DOCUMENTATION c
CREATIVITY D CHALLENGE D VALUE FOR MONEY D
GAME DEPTH D GRAPHICS c- HOLDS INTEREST? D

Cyclod pits an eyeball against a roomful of snakes. If this sounds interesting, read on. In each level of the game,
seven snakes randomly meander about a maze while seeking to destroy a solitary eye. Fortunately they don’t all
appear at once, and you can use any of the maze’s red bricks as weapons to crush the snakes. Some of the maze walls
are stationary, while cthers, consisting of red bricks, can be moved by pushing the eyeball against them with the
joystick. Once you have killed all seven snakes, you advance to the next level of difficulty where more snakes inhabit
the maze. Skilled players can even start at a much harder level if they choose. The game ends when all three eyeballs
are lost. Cyclod, finally, is a rather uninspired, strategy-oriented game, and an Apple translation.

SHAMUS WIZARD OF WOR
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WIZARD OF WOR Department: Entertainment

Company: Roklan, Inc. Sugg. Retail: $39.95 disk/$44.95 cart.
Language: Assembly Language Availability: 8
Hardware Requirements: 16K; disk drive. Disk or Tape: Disk & Cartridge
OVERALL RATING A- CONTROLLABILITY A- ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED -] DOCUMENTATION C+
CREATIVITY B+ CHALLENGE A- HOLDS INTEREST? B
GAME DEPTH A- GRAPHICS B+ VALUE FOR MONEY B+

Roklan has done an outstanding job in recreating the arcade game Wizard of Wor for the Atari home computer. It
has the look and feel of the original game, introducing only minor changes. Basically, it's a maze game in which one
or two warriors challenge worlings, worluks, and a wizard on each of 21 increasingly deadly levels. The player’s
warrior, controlled by joystick, hunts down the Burwor, a creature that patrols each dungeon level. As time passes,
the Burwors move faster and are joined by fish-like Garwors and their dragon-like Thorwor allies. The latter two
creatures are invisible unless they are within your line of sight. However, they do appear on a small radar display at
the bottom of the screen. The Worluk appears after these creatures have been dispatched. He moves around quickly,
attempting to kill your warrior and then escape. If you can destroy it before it escapes, the next dungeon is worth
double points. Finally, the Wizard himself may appear. He teleports very quickly to random spots in the dungeon,
staying around only long enough to hurl lightning bolts.

One or two players can participate. In the two-player mode, the warriors are supposed to act as allies. But
warriors are worth 1,000 points, so occasionally intentional fatal “mistakes” are made, or outright feuds develop
with the object of killing your partner. It will take cooperation, however, to advance to the upper levels. The
Worlings begin shooting back on level 2, and become increasingly dangerous the deeper you penetrate the maze.
The fourth level is called the Arena, because of the open area in the center. All levels have a passageway at the end
that leads from one side to the other. The passageway closes for seven seconds after anything passes through it.

The game’s graphics and sound are excellent. It is an action-packed shoot-’em-up without a single dull moment,
and is a game that will hold your interest for a very long time.

SHAMUS Department: Entertainment
Company: Synapse Software Sugg. Retail: $34.95
Language: Machine Availability: 8
Hardware Requirements: 16K; disk drive or cassette player. Disk or Tape: Both
OVERALL RATING A CONTROLLABILITY A ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED B DOCUMENTATION C+
CREATIVITY B CHALLENGE A HOLDS INTEREST? B+
GAME DEPTH B+ GRAPHICS A VALUE FORMONEY A

Shamus is a Real-Time adventure game that combines the shoot-'em-up aspects of an arcade game with the
puzzle-map qualities of an adventure. The object is to reach the very heart of the Shadow’s lair and destroy him.
This is accomplished by exploring the various colored levels of the lair.

There are four levels, each containing thirty-two rooms. The rooms (which are mappable) contain dangerous
whirling drones, robo-droids, and snap-jumpers. These creatures must be defeated with your ion-shiv (vaporizer)
before you can proceed to the next room. Some of these rooms also harbor mysterious and extra life bonuses; and in a
few, a colored key will open more passages into the lair — if you find the corresponding lock.

You play the Shamus (slang for detective), and must have sharp reflexes to defeat the Shadow’s henchmen. There
is danger in every room, and a quick exit leads to another room filled with more shooting enemies, even if it is the
room that you just rid of the last robo-droid. Linger too long and your nemesis, the Shadow, appears. One touch and
you're dead; however, a quick shot will stun him long enough for you to escape.

As with most adventures, this game should be mapped as you explore the maze by joystick control. Each room is
numbered. Since the game doesn’t have a pause control and the action is nonstop, it is difficult to draw a map
without a friend’s help. Even with a map, unless you can read it during the brief lulls, it is best to either have a friend
navigate, or develop a good memory.

The sound and graphics are very good. A variety of sounds alert you to danger, success, and failure. A
combination of player missile and re-defined character set graphics are used throughout. The game concept itself is
very viable, with the play becoming more difficult and rapid as you advance through the blue and green levels until
the speed becomes insanely fast on the red level. I assume the game is possible to beat, although it’s going to take
considerable practice. Shamus is really more of an arcade shoot-’em-up than a true adventure game. If you have the
skill this can be a fun game. If not, you'll never see much more than the first level.
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PREPPIE 1 Department: Entertainment

Company: Atariinc. Sugg. Retail: $34.95
Language: Assembly Availability: 8
Hardware Requirements: 32K disk; 16K cassette. Disk or Tape: Both
OVERALL RATING B CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B+ DOCUMENTATION B
CREATIVITY B CHALLENGE B- HOLDSINTEREST? c+
GAME DEPTH B+ GRAPHICS B- VALUE FOR MONEY B

Preppie 11 continues the adventures of Wadsworth Overcash. Wadsworth barely survived the Groundskeeper in
Preppie 1, and was finally released from his summer stay in the hospital where he recuperated in a full body cast.
Pleasant surprises await him during the pledge hazing ritual of the Delta Skelter Omega fraternity. Practical jokes
can go so far, but pitting him against his arch enemy in the mazes of a deserted warehouse? That isn’t fair!

The object of the game is to move Wadsworth safely about each of three different mazes. He paints the floor pink
as he moves. The top maze, connected by a doorway to the other two, is fairly straightforward with several
revolving doors. These flip direction when touched, if there isn’t a giant enemy frog on the other side. Oh yes, there
are numerous radioactive frogs out to get Wadsworth. Fortunately, none appears in the middle level, but there you
will find fast moving and familiar golf carts and lawnmovers. Wouldn’t you know that the Groundskeeper would
bring them with him? The vehicles approach from both sides, but there are enough gaps in the horizontal lanes to
allow you to dodge. You do have one secret weapon against all enemies: the cloak button. Push it and you become
momentarily invisible. You have only so many seconds of cloak time, so use them carefully. When you completely
paint all three maze floors, you move on to a harder level (there are five in all).

Preppie I1 is a nice game with fair graphics and good sound. As a maze game it isn’t too much different from the

arcade game Lady Bug. The center maze resembles many highway crossing games with the added twist that you
must paint the path as you go.

GETAWAY Department: Entertainment
Company: Atari Program Exchange Sugg. Retail: $29.95
Language: Machine Availability: 8
Hardware Requirements: 32K Disk or Tape: Both
OVERALL RATING B CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED C DOCUMENTATION C+
CREATIVITY B- CHALLENGE B HOLDS INTEREST? B
GAME DEPTH c GRAPHICS B VALUE FOR MONEY 8

Getaway is a maze chase game in which a gang of thieves roams the town in an old beat-up car in search of loot.
This thirty-five screen scrolling town is protected by four police cars which thrive on law and order. When the
thieves leave their hicleout, indicated by an H, they encounter bags of money left in the street. As they accumulate
more and more loot, the cops become more interested in them. Unfortunately, their hideout is near the police station
so it isn’t prudent to chance taking a small sum of money back each time. Eventually, the thieves find the white
armored van. Once they knock it off, the police really begin the chase. Hopefully, the escape car has a full tank of gas
or itis going to be a short escape. Once the van’s money and all three treasures have been picked up and returned to
the hideout, the player advances to the next harder level.

The game’s design is very solid. It is a balanced game on the easiest levels. The radar blips that appear in the
corners help you to avoid the cops and track down the armored van. You must use your wits and driving skills to
evade the fuzz. The game’s graphics are very colorful and use a redesigned character set for the playfield. The car
steers well in the mazes, and the game doesn’t become tiring with extended play. Getaway is a good strategic action
game that holds a player’s interest.
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PREPPIE 11 TUMBLEBUGS
TUMBLEBUGS Department: Entertainment
Company: Datasoft Sugg. Retail: $29.95
Language: Machine Language Availability: 6
Hardware Requirements: 24K, disk drive. Disk or Tape: Disk*
OVERALL RATING D+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c DOCUMENTATION c
CREATIVITY c- CHALLENGE c VALUE FOR MONEY c-
GAME DEPTH c- GRAPHICS c+ HOLDS INTEREST? D

Tumblebugs, or Dung Beetle as it was originally called, is another maze game involving eating the dot-like tanna
leaves. But this game is a little different with a rather unique graphics twist: the maze is about four times as detailed
as the usual maze, and thus uses a magnifying glass in the section where your player is in order to enhance the small,
detailed pathways. As your tumblebug consumes dots, it leaves a dung trail. The pursuing bugs (creepy-crawlers),
which normally wander aimlessly, latch on to your scent upon encountering your trail. They immediately follow the
trail, consuming it as they track you. The object is to eat all the dots, while avoiding getting killed. You only have
one life.

The game can be played with either a joystick or a keyboard. While the controls are very responsive, the
magnifying glass which is intended to help you also blocks the view of your pursuers who are often just beyond the
edge of the lens. Thus there is a blind spot between the edge of the lens and the main map. When the enemy finally
does get you, it audibly says, “I gotcha.” Tumblebugs has its merits, but isn’t a very exciting maze game, or much fun
to play.

GETAWAY MOUSEKATTACK
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MOUSEKATTACK Department: Entertainment

Company: Sierra Cn-Line Systems Sugg. Retail: $34.95
Language: Machine Language Availability: 8
Hardware Requirements: 32K, disk drive. Disk or Tape: Disk*
OVERALL RATING B CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B- SKILL INVOLVED B DOCUMENTATION c
CREATIVITY B CHALLENGE B+ VALUE FORMONEY  B-
GAME DEPTH b+ GRAPHICS B HOLDS INTEREST? B-

Dreaming up variations of the ever popular maze games has become a profitable endeavor for software authors.
Mousekattack reverses the strategy of endless consumption. You play Larry Bain, ace plumber. Your job is to lay
pipe in a rat infested rnaze where rats are bigger than your trusty cat. Cats will scare off the mice — well, most of
them, except Super Rat. He has a big red S on his chest. He eats cats WHOLE. Then there are your two traps which
can temporarily hold a rat until it gnaws its way through the mesh. If you're quick, you can beat it over the head
with your pipe wrench. Of course, if a mouse gets you, you're a dead plumber. Fortunately, you have three
plumbers on your staff.

The game can be played by either one or two players. The game’s controls are rather simple. Pipe is laid by
guiding your man around the maze with a joystick. The button allows you to pick up your cat and set it down
wherever you like. The cat can be placed in a strategic position that will allow you refuge from those killer rats.
Laying pipe is generally easy, except you sometimes make mistakes. You often need to double back to repair bad
plumbing joints that leak, and some of these are very difficult to spot.

The game is not as simple as it sounds. Many will find that two players are a better match against rats of this size
and ferocity, especially if you plan to complete the task and advance to the next level. In summary, Mousekattack is
just an average maze game with a slightly different twist. In some ways it is harder than most games of its type, and
one of the few cooperative arcade games. The graphics, music, and sound effects are very good.

JAWBREAKER |11 Department: Entertainment
Company: Sierra On-Line Systems Sugg. Retail: $29.95
Language: Assembly Availability: S
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING c CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION C-
CREATIVITY Cc CHALLENGE Cc HOLDS INTEREST? Cc
GAME DEPTH C- GRAPHICS C+ VALUE FOR MONEY c

Jawbreaker 11 is a corapletely revamped eat-the-dot arcade game. A chomping set of teeth is still loose in a candy
factory, but the locale is no longer a maze. This time the candy shop features five parallel corridors with moving
doors between them. Each corridor has a patrolling happy face that s out to pull your teeth. You have to be quick to
gobble a few pieces of candy, then use either keyboard or joystick control to pass through those moving doors in
order to avoid the grinnning faces that are closing in on you. Four corner energizers allow you a few seconds in which
to pursue and kill those faces. When you consume all the scattered candy, you advance to the next level.

The game is easier than the maze style eat-the-dots games. There are fewer dots, and the adversaries are more
predictable. You must ke careful to avoid the edges since an off-screen happy face might suddenly reappear. On the
other hand, game play is more tense, since escape is a matter of timing rather than strategy. The four power dots are

more than enough to help you clear the beginning levels. I can say the game is different, fun for awhile, but very
shallow.
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K-RAZY ANTICS Department: Entertainment

Company: CBS Sugg. Retail: $39.95
Language: Machine Availability: 8
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING B- CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B- DOCUMENTATION B
CREATIVITY B- CHALLENGE B HOLDS INTEREST? Cc+
GAME DEPTH c GRAPHICS C+ VALUE FORMONEY  €C-

K-Razy Antics is a very challenging and involved maze-type arcade game. There are six different mazes available
for play. The object in this one-player game is to guide your white ant through a maze of tunnels in an anthill, while
avoiding four hostile invading ants, the Anteater, and an occasional torrential rain flood. As you guide your ant
through the tunnels, you must pick up enemy eggs to prevent their hatching, while simultanously depositing your
white eggs to insure the perpetuation of your species. The enemy ants are just as vulnerable to the flooding and
Anteater as you are, but they can also be killed by picking up one of their eggs, luring them behind you, and
dropping it so that it explodes and destroys any ants that have been following close behind. The Anteater who sticks
his long tongue down the tunnels is dangerous. Hopefully he’ll eat a few enemy ants. If all four ants are destroyed
without having any enemy eggs remaining, you advance to the next harder level.

When the game begins, you have forty white eggs in reserve. They must be deposited sparingly, and in safe places
where enemy ants won’t eat them. They are not affected by flooding. Whenever you get killed, you must have at
least one white egg remaining in the anthill for you to rehatch. If you don’t, the game ends.

The game is interesting and strategy oriented. The graphics are fair, yet a little crude when it rains, or the

Anteater sticks out his tongue. Overall, K-Razy Antics is a fine game to hold your interest. This one offers a real
challenge.

SERPENTINE Department: Entertainment
Company: Broderbund Software Inc. Sugg. Retail: $34.95
Language: Assembly Language Availability: 8
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING B+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT 8 SKILL INVOLVED B DOCUMENTATION B-
CREATIVITY B- CHALLENGE B HOLDS INTEREST? B+
GAME DEPTH B GRAPHICS B VALUE FOR MONEY B

Serpentine is an arcade game involving two rival teams of snakes pursuing each other in a closed maze. The object
is to chase each other’s tails, biting pieces off, until the enemy is smaller and can be attacked head-on. You control one
snake at a time against three computer-controlled snakes that initially are larger than yours.

The first priority in a game like this is to eat the frogs that hippity hop around the maze. Every time you catch a
frog, your blue snake grows larger by one length. Your snake begins three lengths long, while the enemy snakes are
seven lengths long. When, and if, they become smaller by persistent tail attacks, they turn green and then can be
attacked from the front. Tail sections aren’t nutritious, and don’t help you grow in length; however, attacking the
snake head will increase your length by one. Snakes can never grow beyond seven lengths.

Once you have disposed of the three enemy snakes, more of the speckled eggs can hatch, and you advance to the
next level. If any of your white eggs remain at the end of the level, they hatch and increase your reserve of warrior
snakes.

The graphics are very good, and the game is well-conceived and fun to play. It has that arcade quality of nearly
being an addictive pastime.
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Flight Simulators

747 LANDING SIMULATOR Department: Entertainment
Company: APX/Atari Program Exchange Sugg. Retail: $24.95
Language: Basic Availability: 6
Hardware Requirements: 24K cas, 32K disk Disk or Tape: Both
OVERALL RATING C- CONTROLLABILITY Cc- ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B DOCUMENTATION C-
CREATIVITY Cc- CHALLENGE A- HOLDS INTEREST? D+
GAME DEPTH c GRAPHICS o] VALUE FORMONEY  C-

In 747 Landing Simulator you try to land a jet airliner on its runway approach from an altitude of 5,000 feet.
Initially, the plane is 20 miles out and traveling at 600 mph. It must follow a 3 degree glide slope on its approach
within close tolerances, or risk collision with a plane flying in another corridor. In addition to the pitch control, you
must also take care to correct the heading so that it lands parallel and on the runway. The plane must touch down at
an airspeed of 100 mph, and at a point not more than half way down the 10,000 foot long runway. Fuel and time are
added constraints in & complex calculation that determines your final score. There are a number of difficulty levels
(some include instrumentation), and the choice of flying with or without an automatic pilot.

The game is a very frustrating and difficult simulation. Since it is hard to keep the plane within the glide slope
even on the beginner’s level, a midair collision usually occurs within the first minute of play. The instructions suggest
that beginners should fly the approach part of the way on auto-pilot. However, the auto-pilot does not keep the
plane within the glide slope corridor, so a mid-air collision occurs immediately upon release of that mode. There is
no way to avoid the oncoming plane except to get back within the glide as quickly as possible. The off-course
indicator consists of a single arrow; however, this single arrow approach has a fault: when the plane’s heading is off,
the pitch heading arrows don’t appear until the heading is correct again. This lack of information can be fatal if you
stray vertically out of bounds at that crucial point.

The graphics are rather sparse. The runway is shown as three distant converging lines, and becomes larger as your
plane approaches the runway. These move about the screen as the plane’s pitch and heading change. A two line
instrument panel next appears at the bottom of the screen containing all of the necessary information needed to land
the plane. The aircraft is controlled by joystick, except for airspeed and brakes, which are controlled by the number
keys. You can change its altitude by 50 ft/sec if the trigger button is up, and 3 ft/sec on the landing if the button is
depressed.

While the simulation has many fine points and is realistic enough, it is much too difficult for beginners. There
should have been a practice mode without crash planes. It is difficult enough to keep within the glide slope, and
correct altitude errors before touching down without fearing that you will be terminated by a stray aircraft.
Moreover, the error iadicator should preferably have been “indicators,” and should have included two arrows, or
one with a cross hair. The program has its merits, but let the buyer beware.



SPACE SHUTTLE — MODULE ONE Department: Entertainment

Company: Swifty Software Sugg. Retail: $29.95
Language: Basic Availability: 3
Hardware Requirements: 32K; disk drive. Disk or Tape: Disk
OVERALL RATING D+ CONTROLLABILITY: c+ ERROR HANDLING N/A
GAME CONCEPT C+ SKILL INVOLVED D DOCUMENTATION c-
CREATIVITY c CHALLENGE c+ HOLDS INTEREST? D
GAME DEPTH c+ GRAPHICS c+ VALUE FORMONEY D+

Space Shuttle Module 1 is a three part simulation of the launch, descent, and final runway approach of our newest
space vehicle. The program allows you to choose between flying a complete mission, or flight training on any one of
the mission’s three parts. The player also keeps a flight log on a separate data disk.

Much of the simulation is, of course, controlled by on-board computers. For instance, computers automatically
monitor and control the power level of the three engines. However, the pitch and roll of your craft during lift-off
must be manually corrected. Depending on the level of difficulty, the craft either has to be nudged occasionally with
your joystick control, or flown continuously.

The Attitude Direction Indicator (ADI) displays your present course as indicated by two moving bars that form a
cross hair. They must remain centered, and centering them is difficult for beginners. The pitch axis presents no
problem. When the bar is up, the nose is angled too low and you must pull back on the stick. It would seem logical to
push the joystick in the opposite direction to correct the pitch, but the roll axis is different. When the bar is to the left
of center, you have drifted to the right. This requires correction by pushing the joystick to the left. Beginners will
often mistakenly push the joystick the wrong way and terminate the mission.

The screen views the cockpit during launch and final approach. Since there is little but sky to see at launchtime,
the CRT display shows an exterior view of your ship while your main boosters and external fuel tanks are jetisoned.
But at descent, the view shifts to the distant runway about 100 miles ahead. A chase plane is first to appear through
the windows. Soon the runway appears and grows larger as the shuttle craft nears touchdown.

Control of the craft through descent from orbit is in the pitch axis only. This portion of the flight is presented in
the form of a graph of the trajectory, and a blip indicating your current position. Control on the final approach goes
back to two axes, and variations from nominal appear on the Attitude Direction Indicator. While control on the roll
axis alters the horizontal position of the chase plane and runway as seen through the windows, changing pitch alters
nothing. There is no overflying the runway or landing short. If your pitch or roll is not on target, the program
terminates the mission. This is not realistic. Moreover, while the program does award points for accuracy, it should
also allow the pilot to experience the consequences of straying off course. Shuttle simulators on other micro
computers have these features.

While the graphics and cockpit display are well done, the actual flight simulation is much too automatic and
unrealistic to seriously learn anything from it. The simulation is entirely mechanical for the player: you must keep
on target or your mission is terminated. There is no allowance for experimentation to correct errors because the
program does not calculate your in-flight position. The runway approach, while nice to look at, is a disappointment.
It would have been relatively simple to have included pitch as a factor in the landing. Also, it is irksome to have to
repeat the flight phase that you are practicing on during training by having to return to the main menu, and then
reload the same program that you were just using.

Space Shuttle Module 1 is the first of a series of planned modules for the space shuttle. In the future look forward
to being able to construct a space station, and fight the enemy with lasers against killer satellites.
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JUMBO JET IPILOT Department: Entertainment

Company: Thorn, EMI Sugg. Retail: $44.95
Language: Machine Language Availability: 7
Hardware Requiremants: 16K Disk orf'l'ape: Cartridge
OVERALL RATING D+ CONTROLLABILITY D ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY c- CHALLENGE c- HOLDS INTEREST? D
GAME DEPTH c GRAPHICS c VALUE FORMONEY D

You can take your turn piloting a Jumbo Jet with this flight simulator. The object is to take off from your local
airport, and fly your aircraft to another about 45 minutes flying time away. The plane’s cockpit is equipped with a
full set of flight instrurnents that show airspeed, heading, vertical climb rate, altitude, the status of landing gear,
brakes and lights, and the position of elevator and rudder controls. There is also an artificial horizon indicator, and a
map displaying the aircraft’s current position that can be called up when needed. The narrow window at the top of
the screen shows the ground moving below.

The first point to be made is that this aircraft is sluggish, and very difficult to control and land. While you expect a
large jet to behave much differently from a small, single-engine aircraft, the response is so slow that you begin to
overcompensate.

The jet initially begins at the airport’s terminal building to be driven to the end of the runway before takeoff. The
plane does not turn very quickly, but picks up speed the faster you go; therefore, you must throttle fairly high just to
taxi, and brake often to slow down. Incidently, the throttle key is right next to the landing gear key so if you aren’t
careful, the gear retracts and you crash on the ground. When you do get into position (you actually don’t need a
runway to take off), it takes nearly two minutes to accelerate to liftoff speed of 400 KPH. Even when you pull back
on the joystick, the plane rises very slowly, taking several minutes just to gain several hundred feet. Strange as it may
seem, it is possible to stall this craft if you climb too fast. When this happens, airspeed drops rapidly, even at full
throttle with much less angle of attack.

Landing is near impossible, although I'm sure someone has managed it. Instructions say that you are to slowly
throttle back from an altitude of 1,000 feet, and lower your airspeed to less than 100 MPH at touchdown. This plane
doesn’t have flaps or spzed brakes to slow you down. It accelerates very rapidly on landing even with the engines off.
I've tried to practice landing by first taking it up only 30 feet above the runway. Shutting the engine off does little for
the first minute; the plane hardly slows down. By using elevator control you can eventually make the vertical climb
rate negative. The yellow background, which indicates negative values, is very difficult to see, and you need
moderate negative values to drop the 30 feet within several minutes. You can't try to zero it at the last moment
because it takes nearly 30 seconds to respond. While I don’t think values of — 6 are excessive the plane does crash.
Perhaps it is my high velocity that refuses to drop which causes the crash.

The graphics in the game are nice. There is a three-dimensional view of the ground represented by a grid.
Everything becomes smaller as you gain altitude, and remains in true prespective. The runway is detailed, but often
difficult to distinguish.

Again, the plane is sluggish and difficult to fly. The controls, on the other hand, are fairly easy to work with. The
joystick controls both rhe rudder and elevators. Five keys control the various other functions like brakes, engine
throttle, and landing gear. You have an option for night flight if you perfer to fly by instruments alone. Landing
could be even more of a challenge with limited landing lights. Each game should last, barring crashes, for 45
minutes. The game is a little boring during midftight, but you could call the stewardess for cake and coffee. Jumbo
Jet Simulator is a nice attempt, but try it out once in the store before you buy it.

JUMBO JET PILOT
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FINAL FLIGHT Department: Entertainment

Company: MMG Micro Software Sugg. Retail: $28.95
Language: Machine Availability: 5
Hardware Requirements: 24K Disk or Tape: Disk
OVERALL RATING c- CONTROLLABILITY c- ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY D CHALLENGE c HOLDS INTEREST? D+
GAME DEPTH D+ GRAPHICS D VALUE FOR MONEY D+

Final Flight is a flight landing simulator that imitates the approach of a small private plane to a suburban airport.
The pilot controls the plane by joystick and keyboard, and has a choice of navigating by visual approach,
instruments only, or both. The latter is the easiest mode, and the one most players will choose. On approach you view
the horizon and a small line outlining the runway at a distance. As the plane approaches the airport, the runway
grows larger and the perspective changes. Since there are no visual indicators other than the two runway boundaries,
it is difficult to judge altitude or the amount of runway left if you are flying without instruments.

The instrument panel is a strip of readings at the bottom of the screen showing distance to the runways, altitude,
engine power, plane velocity, pitch, vertical airspeed, and fuel left. There is also a flight path indicator to warn you if
the plane is above, below, or on the correct flight path for landing. Other indicators provide the status of the flaps,
engine, and brakes.

The simulation has a number of levels of difficulty. For instance, the novice level disables side to side movement.
The only hazard a pilot will encounter is the control tower, and only if he insists on approaching the airport low and
short. Descending along the flight path is never a problem. More difficult levels begin with the runway off to one
side, equip you with less fuel, and confront you with obstacles such as other aircraft. Players can also choose to fly in
the fog, in which case the runway can only be seen when your plane is low and close enough to see it. (There are no
hazards in this option.) Upon landing, brakes need to be applied, engine pitchreversed, and the flaps lowered or the
plane will run off the end of the runway.

The plane is very responsive to joystick control to the point of being oversensitive. It is very easy to pitch the plane
into a dive or stall it so that beginners should rely heavily on their instruments to avoid these pitfal's. If they use this
approach they will find the plane very easy to land.

Final Flight is in machine language and looks like a much improved version of the 747 Landing Simulator from
APX. However, unlike a true flight simulator in which you can take off, fly around, and then land, this program only
offers the landing phase. The graphics are minimal. In conclusion, the simulator has merit, flies much like a real
aircraft, but after you master the rudiments of proper landings, it becomes tiresome.
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Climbing & Jumping Games

DONKEY KONG Department: Entertainment
Company: Atari, Inc. Sugg. Retail: $49.95
Language: Machine Availability: 10
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING A+ CONTROLLABILITY A ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED A- DOCUMENTATION B
CREATIVITY A+ CHALLENGE A HOLDS INTEREST? A
GAME DEPTH A GRAPHICS A+ VALUE FOR MONEY A

The heroics Mario performs to rescue his girlfriend from the clutches of Donkey Kong, who holds her captive atop
a mass of broken girders, has become one of the most popular games in arcade history. I'm glad to report that the
Atari400/800 computer game cartridge duplicates the arcade game in all four screens, and is the best home version
to date.

Mario begins his girlfriend’s rescue at the bottom of a stack of inclined girders from a construction project. Some
of these girders are connected by ladders. Donkey Kong, a large, sinister looking ape attempts to stop Mario from
climbing up to rescue his girlfriend by rolling barrels down the ramps. Mario has to either jump over them, or break
them with a hammer as they approach. The preferred method is to ignore the hammer and proceed as quickly as
possible toward the top, for bonus points dwindle rapidly with time.

Mario moves in the clirection of the joystick; to make him jump you press the button. He must be careful of falling
barrels that sometimes take shortcuts down the ladders. Barrels that reach the bottom are ignited by a burning
canister, and these roaming fireballs plague Mario if he doesn’t proceed quickly to the top. Mastering this level of the
game is a matter of timing and dexterity.

Mario proceeds to the second screen consisting of a pyramid of girders. His goal is to dash over the eight steel
rivets that hold the structure together, while being careful to avoid the gaps and the pursuing firefoxes. It isn’t a
difficult screen, and orly requires learning the pattern to reach all eight rivets without getting torched. The hammer
next to the top level helps kill several firefoxes if you are cornered, but it isn’t necessary to reach all the rivets and
bonus prizes dropped by the girlfriend who remains prisoner at the very top.

The third screen is perhaps the toughest. It consists of a series of platforms connected by ladders and separated by
two fast-moving elevators. Several firefoxes guard the platforms and make jumping hazardous at best. Donkey
Kong compounds the problem by throwing bouncing, spring-loaded girders from the very top. It requires careful
timing to jump over this never ending series of falling girders. The trajectory varies slightly from the original game,
and the girders fall in three offset but predictable places. Again, this level requires much more skill and dexterity
than the other screens.

The last screen consists of a complicated series of conveyor belts. Similar to the second screen with ladders
interconnecting the various belts, firefoxes pursue you as you leap over moving sand piles on the conveyor belt. The
object, of course, is to reach the girl at the top.

The graphics and sound effects in Donkey Kong are outstanding. When Donkey Kong pounds his feet the
booming echoes through the girders. All of the characters are detailed, multicolored, and well animated. The
firefoxes flicker like fire, and the barrels look like they are rolling. There are several differences from the original due
to screen dimensions. The arcade game’s screen is vertical rather than horizontal. Therefore, a ramp is missing on
screen one of this version. Kong stands on the far right. To prevent a “squeezed” look on screen two, designers
resorted to placing the girl on the same level as Kong. When Mario approaches her at the top, she is instantly moved
to the opposite side. The other two screens are virtually identical to the arcade version.

The game can be played by either one player or two players alternating turns. You can start at different levels, but
each of these starting levels begins with the first screen, thereafter shifting to the appropriate level. Each player
begins with three lives and earns an extra life after 7000 points. Overall, Donkey Kong is a masterpiece in arcade
translations. It is the first version to be as good as the original.



MINER 204949er Department: Entertainment

Company: Big Five Software Sugg. Retail: $49.95
Language: Assembly Availability: 8
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING A CONTROLLABILITY A ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED A- DOCUMENTATION B8+
CREATIVITY A CHALLENGE A HOLDS INTEREST? A+
GAME DEPTH A+ GRAPHICS A VALUE FOR MONEY A

Miner 2049er is a ten screen arcade game in which the object is to claim or capture each mine station in 2 mine
inhabited by mutant organisms. In some ways the game is similar to Donkey Kong in that the player, Bounty Bob,
climbs and jumps about on a building framework. But the game is certainly no copy and, in fact, is much more
involved since each mine station has a different set of hazards and requires a different technique to be victorious.

As your player moves about the mine station, the framework beneath his feet turns a solid color. To claim a station
and advance to the next, you must fill in every section of the framework. The framework is often connected by
ladders, and Bounty Bob can leap across sections at the same elevation. However, if you fall too far by miscalculating
a jump, it can mean instant death. Deadly mutants also roam the framework, but you can dispose of them if you
collect any of the tools left behind by the previous explorer. The mutants, who turn green for a few seconds, are then
vulnerable. In addition, most of the mine stations have a hazard, like the radioactive pool on level six and the
pulverizers on level nine.

Miner 2049er is a race against time. A timer constantly ticks down while you try to fill the floor on each section of
the framework. If it runs out, you die; but if you're successful, the remaining time is awarded as a bonus.

The entire game “feels” cohesive because it has a consistent design scheme, rather than a conglomeration of
separate ideas for each level. Each of the stations is consistently harder. The first two or three levels are sufficiently
easy for beginners to complete, and only slides complicate the matter. The upper levels, on the other hand, require
dexterity and timing: some have moving platforms or elevators that you must leap upon at precisely the right
moment; and the order that tools are collected and mutants killed can mean the difference in completing a level. One
level has an elevator to assist you, while another uses a cannon to propel Bounty Bob to the proper platform. If you
load in too much TNT, it’s “Good-bye, Bounty Bob!”

The game’s colorful player-missile graphics are very good. The sound effects are minimal. Single joystick control
is very responsive. Overall, Miner 2049er has impressive depth and challenge. Either one player or two players
alternating turns can tackle this game. If a player manages to complete all ten levels he must repeat them at a faster
rate of speed for even more bonus points. This game is a definite winner and should offer arcade fans hundreds of
hours of enjoyment. Definitely recommended.
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JUMPIVIAN Department: Entertainment

Company: EPYX/Automated Simulations Sugg. Retail: $39.95
Language: Machine Availability: 9
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING A CONTROLLABILITY 8 ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED A- DOCUMENTATION B
CREATIVITY A CHALLENGE A HOLDS INTEREST? A
GAME DEPTH A+ GRAPHICS -] VALUE FOR MONEY A

Jumpman is a thirty-screen arcade game in which the object is to defuse bombs that have been planted in the
buildings of Jupiter Headquarters. You play Jupiter Jumpman, who has seven lives (just two short of a cat’s) and the
outstanding ability to leap between widely spaced girders. One misstep, whether an ill-timed leap or an encounter
with a trap, robot, or dropped girder, means instant death in your bomb disposal quest.

The game, which car. be played by one to four players, is joystick-controlled. Jumpman moves left or right, and
climbs ladders or ropes with simple left, right, up and down movements. Leaps are made in the desired direction by
pointing the stick in the proper direction and pressing the trigger. He jumps further if he has a running start. His
speed (which defaults to medium) can be changed at any time during the game.

The game offers considerable depth of play. Each of the thirty levels provides a unique challenge. The beginning
levels are very predictable: certain robot-like monsters chase after you as you collect the bombs. Some of the girders
are connected by ladders, while others use ropes. Sometimes bullets are shot at you from the edges of the screen; and
on one level two gunfighters are tracking you down. One level features a dragon that you have to spear to kill. And
one level ends in a merry chase after those last few bombs that continually move about the screen as you clamber up
and down the ladders in pursuit. Upper levels tend to be much more puzzle-like. Usually there is something still
chasing you, but the order in which you defuse the bombs can prove to be very important. Touching one will often
remove an important ladder or girder, making another bomb unreachable. One level even appears to be completely
blank, becoming visible as Jumpman moves around. You sometimes have to leap into the unknown, gambling
throughout that a girder will appear on the other side. Fortunately, when you make a mistake on any level, you don’t
have to start that level over. Only the bombs you haven’t collected reappear.

There are five games on the disk. The beginner’s game has eight easy levels (1-8), the intermediate has ten (9-18),
and the advanced has tvselve (19-30). The Grand Loop has all thirty levels, while the Randomizer allows you to play a
random selection (but always starting with Robots II). Each play level is timed, so if you finish the level quickly you
receive a bonus score added to the points collected for dropping bombs and killing creatures. In the multiplay
games, each player plays until completing a level or losing all men. Then the joystick is passed to the next player, who
tries his hand on the saine level.

Jumpman is much like several of the other “jumping” games (e.g., Miner 2049er or Candy Factory). Although
Jumpman s less polished, it offers considerably more levels or depth than its competitors. It is a very playable game
relying on the curiosity factor to entice you into playing the game all night. Control is good, although you can
occasionally get stuck cn a ladder in a tense situation. Jumping to safety usually corrects the problem. The graphics

and sound are little better than average. Jumpman is a very good game that will certainly hold your interest for a long
time.

- 1

JUMPMAN CRISIS MOUNTAIN



JUVIPIVIAN JUNIOR Department: Entertainment

Company: EPYX/Automated Simulations Sugg. Retail: $40.00
Language: Machine Availability: 6
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING B+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED A- DOCUMENTATION B
CREATIVITY A CHALLENGE A- HOLDS INTEREST? A-
GAME DEPTH B GRAPHICS 8 VALUE FOR MONEY B+

Jumpman Junior, a smaller cartridge version of Jumpman, has twelve brand new levels. You guide your man up
and down ladders and ropes and over platforms to defuse bombs planted in Jupiter Headquarters. Your joystick-
guided character can leap great distances through the different levels. Electrocution traps on the second level
impede your progress while enemy bullets track you. Other levels feature hazards like hurricane winds, moving
walls, and hailstones. One level contains objects that remain invisible until you touch them. Like its predecessor,
Jumping Junior holds your interest.

CRISIS MOUNTAIN Department: Entertainment
Company: Synergistic Software Sugg. Retail: $34.95
Language: Assembly Availability: 7
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING B+ CONTROLLABILITY A- ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED B- DOCUMENTATION B
CREATIVITY A- CHALLENGE c+ HOLDS INTEREST? B+
GAME DEPTH B GRAPHICS B+ VALUE FOR MONEY B+

Crisis Mountain is a fascinating, entertaining, and original arcade game that takes place in the caves and tunnels
beneath a periodically active volcano. It seems that a group of terrorists, in their hurry to evacuate the cave, left
behind their weapons, tools, and several nuclear devices. You must defuse these bombs before they explode and
cause a full scale eruption.

The view is a cross section of the caverns where two volcanic vents bubble molten lava. Boulders (some large,
some small) spew to the very top of the cave. From here, they roll or bounce down to seek their lowest potential
energy. Should a boulder head toward a player, he must jump to avoid it, using a joystick controller i la Donkey
Kong.

The player begins with three men, each of whom has a strength rating of three. If a boulder hits him, his strength
drops one point so that he can no longer run but walk, and if hit again, only crawl. Time heals, so he soon is mobile
again. If he is hit too many times in a row, he dies.

Toreach many of the bombs and bonus objects in the cave, the player must often leap across the lava pits or crawl
through narrow passageways. This takes some dexterity and practice. While it is best to be careful and wary
throughout, time is of the essence. Retrieval of the shovel will speed up your digging, but it is randomly placed, often
at sites difficult to reach; and, if you are struck by a rock, it drops to a new location in the cave. To dig, the player
must drop to his knees and dig quickly through the surface to the bomb. A counter shows the amount of time left on
each detonator.

When a level is completely cleared there is a bonus run. The time left on the bomb clock is added to your bonus
time. You are free to collect treasures and supplies until you either run out of time, or are hit by a rock or by Bertram
the Bat. When you have cleared all of the supplies, you enter the Nova round. Novas are worth extra points if you
pass over one. Two more appear, then three. If you have at least one man left after this round, you go on to the next
level and a new cavern.

The game is excellent, and a lot of fun to play. It is slow moving, but there is always enough going on to hold your
interest. Enough randomness both in game setup and dangerous obstacles makes the game challenging. It is also
fairly easy for a beginner. The graphics are nicely animated and will please spectators who are awaiting their turns.
(Even those who fail are rewarded with an impressive sequence of the exploding volcano.) An average game takes
fifteen minutes, so friends will have to buy their own computers to get much game time in. This arcade game ranks
high on my list of must-haves.
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HAED HAT MACK LODERUNNER
HARD HAT VMIACK Department: Entertainment
Company: Electronic Arts Sugg. Retail: $35.00
Language: Machine Availability: 9
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING B+ CONTROLLABILITY 8+ ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED B- DOCUMENTATION C+
CREATIVITY B CHALLENGE 8+ HOLDS INTEREST? B
GAME DEPTH B GRAPHICS -] VALUE FOR MONEY B

Hard Hat Mack is a j imping, climbing arcade game in which our hero tries to construct a building while avoiding
the OSHA inspector, falling rivets, and other construction hazards. There are only three screens in this joystick or
keyboard-controlled a-cade game.

The first screen shows an unfinished five-story building. You must first place girders into the holes in the
framework. Having dene this, you must rivet them into place with the rivet gun, which you have to chase to catch. All
this is extraordinarily clifficult because the OSHA inspector is chasing you and deadly rivets are constantly falling
around you. You can travel between floors by climbing the chains, riding the elevator, or jumping on the
springboard on the left side of the screen. If you don’t rivet the girders in place before you die, you have to put them
in again with your nex: man.

The second screen is a little easier and has more interesting graphics. The object is to collect all the toolboxes
scattered around the many uncompleted floors of the building. A girder on the hoist will move you from floor to
floor. Several of the toolboxes are easy to get. Nevertheless, you must time yourself carefully when you leap past an
opening and closing contraption and sneak past the inspector, who is standing guard on the street level. Once you
have gotten all the toclboxes, you have to time your ride to the top so that the big magnet will pick you up and
transport you safely past the last conveyor belt.

Your mission on the third screen is to grab all the steel blocks that are scattered about the five-story structure and
put them into the rivet machine. Thisis not at all easy because there is an abyss between the right and left sides of the
building. You must cross over this chasm by carefully falling onto the twin springboards. There is also an
elevator-type conveycr that can transport you up and over the top, but not around the bottom. It sits dangerously
over the chemical toilet. Adding to the danger are the exposed wires on one of the conveyor belts and the riveting
machine itself.

You need along period of time to master this game. “Master” perhaps isn’t the right word because the objects that
you collect are placed at random during each game. However, you can learn the technique of finishing each level.
The three screens, thou gh a real challenge, are not enough. The first screen is the most frustrating, difficult, and least
interesting. You can start the game on other screens if you press the number 2 or 3 before you press the joystick
button to start. The an:mated graphics and the game design are top-notch. Hard Hat Mack is definitely an arcade
game that will challenge the best of players.



LODERUNNER Department: Entertainment

Company: Broderbund Sugg. Retail: $34.95
Language: Machine Availability: 9
Hardware Requirements: 48K Disk or Tape: Disk*
OVERALL RATING A+ CONTROLLABILITY A- ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED A DOCUMENTATION B8+
CREATIVITY A CHALLENGE A HOLDS INTEREST? A+
GAME DEPTH A+ GRAPHICS B VALUE FOR MONEY A

Loderunner is a challenging game with 150 different screens or levels. The game is one of those climbing, jumping,
ladder and platform style games in which the object is to recover the gold scattered about in the various treasury
rooms. Each treasury room is guarded by three or more bungling Empire guards who aren’t very bright and can be
easily trapped by your unarmed Intergalactic Commando.

The game is joystick or keyboard controlled. The commando can climb ladders, jump down from any height,
walk across platforms, and travel hand-over-hand across the bars spanning high spaces. He is equipped with a laser
drill pistol to drill passageways through fissured bricks in order to reach hidden gold in sealed chambers or jump
between levels. These pits are also the only way to kill or trap a guard.

Each of the Loderunner levels presents a fresh challenge, but many require a bit of strategy to master. Some
appear unsolvable even after playing them for a long time. They are all solvable but often they build on clues found
in earlier levels. Although you can play any level by using the documented cheat keys, there is a certain progression
to the game that begins on the first level. These cheat keys also let you play more men, but if you use the cheatkeys,
you can’t save your high score—a fair tradeoff.

With the inclusion of a screen editor to create your own levels, the author elevates a game with good depth to one
with unlimited depth. This editor allows you to easily create storage disks with 120 different levels. It is the simplest
game generator on the market. The cursor is moved about the screen with the I, ], K, and M keys. Choosing one of the
number keys places floors, ladders, handbars, trap doors, gold chests, enemies, and the player anywhere you please.
The O key erases mistakes. The Control-S key combo saves the board before you play-testit. Fine tuning each board
for playability becomes the hardest part of the game design.

Loderunner is a definite winner. Its graphics offer good animation and it has surprising depth. Strategy is
emphasized over outright violence, and the game is to be won only through planning and strategy.

FAST EDDIE Department: Entertainment
Company: Sirius Software Sugg. Retail: $34.95
Language: Machine Availability: 6
Hardware Requirements: 8K Disk or Tape: Cartridge
OVERALL RATING D+ CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY D+ CHALLENGE c HOLDS INTEREST? D+
GAME DEPTH c- GRAPHICS D+ VALUE FOR MONEY D

Fast Eddie is a direct conversion of a 4K Atari VCS cartridge. It is a simple ladder climbing game with minimal
depth of play. The object is to score points by touching floating hearts, fish, and other objects as they appear on each
of the four ladder-connected levels on the screen. Little creatures borrowed from the game Sneakers guard the
levels. Some constantly move around while others remain stationary for longer periods of time. You can jump over
these using the joystick button, but you must be careful not to touch any. When you have gathered enough obijects,
you advance to the next harder screen where the creatures move faster. Each of the levels is marked by a different set
of objects, and more difficult levels can be selected from the start. The game’s graphics are elementary, and there

was no attempt to improve them during the translation. This, along with overall game concept, make for a weak
game.
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AZTEC CHALLENGE POPEYE

AZTEC CHALLENGE Department: Entertainment
Company: Cosmi Sugg. Retail: $9.95 cassette / $14.95 disk
Language: Machine Availability: 4
Hardware Requirements: 16K cassette, 32K disk Disk or Tape: Both
OVERALL RATING 3 CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT 3 SKILL INVOLVED B DOCUMENTATION c
CREATIVITY A- CHALLENGE B+ HOLDS INTEREST? B+
GAME DEPTH 13+ GRAPHICS B VALUE FORMONEY A

Aztec Challenge is an arcade game in which one or two players, attempting to escape their sentences of being
sacrificed to the gods, compete in an obstacle course known as the “Aztec Challenge.” The course consists of 99
obstacles spread over 7 successively harder skill levels. The height of the jump is controlled by positioning the joystick
(up for a high jump, centered for a medium, and down for a low jump). You must jump over the various obstacles
that scroll past by depressing the joystick button.

The first phase, consisting of platforms of different heights, is relatively easy. Level two is more difficult, with its
barriers of different heights. It is important to keep your jumps low; otherwise you will soar right into the next bar-
rier, or smack your head into the post directly above the barrier that you attempt to clear. Level three is a combina-
tion of the preceeding two levels. But the real challenge begins on level four. Not only do you have to have perfect
timing to leap from box to box and past very sharp spikes, but a miss lands you right in the fire pit below. These
maneuvers require mich practice. Fortunately, the game has a “Continue mode,” which allows you to continue
your game where you left off after you have expended your three players. At this point, however, the score starts
over. In this manner, you can practice on the upper levels until you become proficient.

Two players can compete simultaneously, with the second player running just behind the first. While this method
alleviates the long wait between player turns, it is somewhat frustrating with two players of unequal abilities. The
game restarts on the sume level after each player’s demise. The one saving feature of the two player mode is that the
death of one opponent sometimes saves the other who just made a fatal error, but hasn’t yet collided with an
obstacle.

This is a fun game «nd one you'll enjoy playing. The stick figure graphics and the strange collisions with obstacles
are humorous. The gz me, with its fine horizontal scrolling, makes excellent use of the Atari’s graphics. At its price,
Aztec Challenge is an outstanding buy.
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POPEYE Department: Entertainment

Company: Parker Brothers Sugg. Retail: $34.95 Cartridge, $44.95 Disk
Language: Machine Availability: 6
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING B+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED -] DOCUMENTATION B
CREATIVITY B CHALLENGE B+ HOLDS INTEREST? B
GAME DEPTH B GRAPHICS B+ VALUE FOR MONEY -]

Popeye of cartoon fame has become a video game cartridge, basically a faithful translation of the coin-operated
game in which Popeye rescues his girlfriend, Olive Oyl. The game includes three scenes with similar play mechanics,
each level having a series of platforms connected by staircases and ladders. Popeye must catch twenty-four hearts
that Olive tosses down to him before they sink in the water at the bottom of the screen, and you control Popeye with a
joystick. Popeye’s arch enemy, Brutus, and an old Sea Hag complicate your task. Brutus tries to kill Popeye by
jumping up and grabbing him, or punching him in the noggin. The Sea Hag throws bottles from the side. Popeye can
break the bottles with his fist, but isn’t strong enough to threaten Brutus unless he eats the can of spinach that appears
randomly. After that, he can turn the tables and knock Brutus clear off the screen with one punch. Since only one can
of spinach appears on each screen, Popeye also deals with Brutus by hitting the punching bag. If you time his hit just
right, the bag falls down and knocks Brutus out temporarily.

In the second round the adversaries remain the same. Popeye must catch sixteen love notes. A see-saw helps him
spring from one platform to another. A third round adds swooping vultures that Popeye can punch, and moving
platforms that whisk him from side to side as he tries to catch eighteen “help” letters. Each time he catches one, the
ladder grows another rung until it is complete. At this time the game begins again on the first screen at a faster pace.

I found the animated graphics with their clever animation and recognizable details very appealing. The play
mechanics remain cartoonish in nature and theme, faithful to the comic strip in which Popeye battles Brutus for
Olive OyT’s affection. The game requires dexterity and skill to master and holds your interest throughout.

FLOYD OF THE JUNGLE Department: Entertainment
Company: Microprose Sugg. Retail: $29.95
Language: Machine Availability: 9
Hardware Requirements: 32K Disk or Tape: Both
OVERALL RATING B CONTROLLABILITY B- ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED B- DOCUMENTATION c
CREATIVITY c+ CHALLENGE B HOLDS INTEREST? c-
GAME DEPTH B GRAPHICS B VALUE FOR MONEY B-

Floyd of the Jungle is a cute and enjoyable arcade-style game that requires considerable dexterity to win. The
object of the game is to avoid the pitfalls of a multi-tiered jungle environment and rescue lovely Janice, who has been
kidnapped. The jungle trails are beset by dangerous tigers, poisonous snakes, and vicious pygmy warriors who blow
poisonous darts at the hero. The river is a raging torrent where dangerous alligators lurk, and the clearings are filled
with elephants. Our hero, or three others who simultaneously compete, must negotiate the hazards with carefully
timed leaps, climb vines connecting the various tiers, wrestle pygmies to the ground, and ride the backs of dangerous
animals.

Each player controls his man with a joystick. The hero leaps or jumps by push-button control. He can move left
and right as well as climb or descend vines. Timing is critical. Leap too soon and Floyd falls into the river, the
undergrowth, or the jaws of a dangerous animal. Our hero isn’t killed, but returned to the bottom of the screen where
he begins once again.
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CANYON CLIMBER Department: Entertainment

Company: Datasoft Sugg. Retail: $29.95
Language: Machine Availability: 7
Hardware Requirements: 16K; disk drive or cassette. Disk or Tape: Both
OVERALL RATING 8- CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION C+
CREATIVITY B- CHALLENGE c HOLDS INTEREST? C+
GAME DEPTH B- GRAPHICS B VALUE FOR MONEY C+

Escaping from the bottom of a danger-filled Grand Canyon in the Wild West is the goal of Canyon Climber. You
must overcome big-horned mountain goats, Indian archers, and eagle-eyed birds that drop bricks. It requires keen
timing and skill to reach the top of this three level game.

On the first level of the ascent, the task is to lay dynamite charges under the support pillars of four towering
bridges. Each bridge is connected by ladders, and a plunger to detonate the charges is located at the far right on the
top span. Unpredictable, horned mountain goats patrol the spans in pairs. The only way past them is to leap over
their sharp horns. Your timing has to be just right, or they will knock you down to the bottom of the gorge. Jumping
over them is sometimes a matter of luck, since they will unexpectedly turn around just as you are about to push the
button of your joystick.

The second level, which contains a long zig-zag ramp, is guarded by Indians armed with bows and arrows. You
have a choice of using a shield, or just jumping the arrows. The shield, which looks safe, isn’t. It has a nasty habit of
disappearing just when you need it most. And jumping over the arrows requires careful timing and considerable
practice.

Level three opens up to a wide sky above the mesa-like bluffs that you must scale. Athletic dexterity is needed
here, as you leap from one mesa to the next across open gorges. One miss and you have lost another man,
Meanwhile, danger lurks overhead as eagles continually drop bricks. You must remain on constant alert to dodge
them should they venture too close. If you succeed in getting to the top of the canyon, a goat awaits to kick you back
to the very bottom. This first fall to the bottom is very disconcerting; but after awhile, you shrug and decide it must
be the programmer’s method to keep the game going.

The game is supposed to be tougher on the second level. The goats are slightly faster and more unpredictable here,
but the other two levels appear to remain the same in terms of difficulty. The graphics are good, although nothing
out of the ordinary. The game, finally, is fun, and appeals to the climbing instinct in many of us.

APPLE PANIC Department: Entertainment
Company: Broderbund Sugg. Retail: $29.95
Language: Machine Availability: 8
Hardware Requirements: 16K cassette, 48K disk. Disk or Tape: Both*
OVERALL RATING B+ EASE OF USE B- ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED c+ DOCUMENTATION B
CREATIVITY B CHALLENGE B+ HOLDS INTEREST A
GAME DEPTH B GRAPHICS C+ VALUE FOR MONEY B

Apple Panic is an intriguing arcade game that is virtually identical to Space Panic. You are in a six story brick-
floored building. The f.oors are interconnected by a maze of ladders. The object is to destroy the little apples that are
chasing you by digging holes in the brick floors for them to fall into. Once an apple gets stuck in the hole, you have to
knock it through the hcle by beating it over the head. If you get to the apple too late, it may crawl out of the hole and
get you.

Movement control is by joystick and is very responsive. The trigger button digs and fills the holes. The game
strategy is very simple. Lure an apple into a hole by letting it chase you, fall through the hole to the next level
without injury, then ¢ imb back up out of the hole in order to hit it over the head. Kill off all the apples and you
advance to a harder level. The main difference from the original Apple version is that other apples can cross the hole
to kill you while you are pounding the apple to death. A Green Butterfly, which proves difficult to kill, can appear
on some of these harder levels. In one of these levels, you confront the Mask of Death, a real bummer. You have
three lives but you car earn a bonus life. The game is clever and fun.
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MR. ROBOT Department: Entertainment

Company: Datamost Sugg. Retail: $34.95
Language: Machine Availability: 8
Hardware Requirements: 48K Disk or Tape: Disk*
OVERALL RATING A CONTROLLABILITY B+ ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED B+ DOCUMENTATION D
CREATIVITY A- CHALLENGE A HOLDS INTEREST? A
GAME DEPTH A GRAPHICS A VALUE FOR MONEY A

Twenty-two levels make up this jumping, climbing, arcade game. Although it resembles Miner 2049er, Mr. Robot
offers more variety with its many escalators, conveyor belts, ladders, trampolines, teleporters, energizers, bombs to
walk over and ignite, and magnets to help you jump further. You try to collect all the power pills on one level before
moving on to the next. Your joystick-controlled robot moves from platform to platform using connecting ladders,
escalators, and teleporters. He jumps when you press the joystick button. You must not let him fall too far, because if
he falls more than one and a half times his own height, he dies. He also has limited energy for each level and must
complete his task before he runs out. While doing so, he must avoid or destroy the alien fireballs that wander along
the platforms and ladders. Only by touching an energizer and destroying the fireball before the invulnerability fades
can you get rid of a fireball.

Each unique level requires planning and strategy to complete successfully. If you wish to design your own screens
for the game, you need only use the outstanding Robot Factory construction set to create twenty-six different
screens using a single joystick. All the possible parts appear at the bottom of the screen. By moving the cursor to the
part and pressing the button to grab it, you can move the part to the desired location and press the button to set it
there. Holding the button down forms a row of the parts, such as in building a ladder. You erase mistakes by picking
up a black piece and moving over the unwanted areas. You are limited to one robot, four alien fireballs, and four
transporters. Once you have completed the screen, you can test it. Be sure to hit Select when you finish the test, or
you willlose your screen. You save screens to another disk under a letter label. You can later load a particular screen
to reedit, or load them all in sequence from A to Z when you want to play the game.

Mr. Robot has excellent graphics. The game is challenging, fun, and diverse. When you add the Robot F. actory
construction kit, the game rises above all the other jumping, climbing games on the market. The creative individual
will spend hours creating games for others and enjoy doing it almost more than playing the game.

APPLE PANIC FLOYD OF THE JUNGLE
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SQUISH 'EM Department: Entertainment

Company: Sirius Software Sugg. Retail: $39.95
Language: Machine Availability: 5
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING D+ CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT D SKILL INVOLVED D+ DOCUMENTATION c
CREATIVITY D CHALLENGE c- HOLDS INTEREST? D+
GAME DEPTH D GRAPHICS D+ VALUE FOR MONEY D

Squish’em, a lightw eight arcade game, resembles Crazy Climber. Your character must climb the girders of a
forty-eight story building to retrieve a suitcase. Various monsters and an unseen enemy drop boxes, making the
climb perilous. You err.ploy the firing button to lift your character’s legs so that he can slide over them, or make him
pause and drop his legs to squish ‘em for points. Once your character touches the suitcase he faces the same task on a
similar building.

Squish *em lacks deoth and cannot hold your attention for more than a short time, but I found it fun to play.
Unfortunately, it looks very much like a VCS game that never got released, but instead was converted to the Atari
computer system. It is 1o spartan, the graphics plain and sparse in detail, that even as you accumulate points you have
no idea what floor you are on.

KANGAROO Department: Entertainment
Company: APX Sugg. Retail: $29.95
Language: Machine Availability: 5
Hardware Requirements: 32K Disk or Tape: Disk*
OVERALL RATING B- CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT c+ SKILL INVOLVED c+ DOCUMENTATION c+
CREATIVITY B- CHALLENGE B- HOLDS INTEREST? B
GAME DEPTH B- GRAPHICS -] VALUE FOR MONEY B

Kangaroo is a cute arcade game in which you control a mother kangaroo sporting a pair of boxing gloves. The
object: to rescue your little Joey, being held captive by a tribe of monkeys in a treehouse atop a tall tree. Ladders
connect the levels of the tree.

Rescue isn’t that simple. The monkeys will try to knock you out of their tree by pelting you with apples. You can
duck or jump to avoid the fruit, but the only solution is to move up the tree fast, get close, and land a solid punch to
destroy them. Hop around and collect some of the bonus fruit to keep up your energy supply (ringing the bell
produces more fruit). 1Jallying is not the answer if you're out for points because the bonus timer is worth more than
that extra fruit. Each t me you reach little Joey, you get the bonus points and progress to the next level.

There are four separate levels to the game. The first consists of flat, negotiable platforms connected by ladders.
Subsequent playfields have stairs and gaps that must be traversed. The graphics are cute, well animated, and arcade
quality. The kangaroo is realistic, the monkeys less so. The game itself is a good adaptation of a moderately popular
game and fun to play. Children will especially enjoy this jumping, hopping, monkey business.

MR. ROBOT KANGAROO

156



Arcade Style Games

ARCADE MVMIACHINE Department: Entertainment
Company: Broderbund Sugg. Retail: $44.95
Language: Assembly Availability: 8
Hardware Requirements: 48K Disk or Tape: Disk*
OVERALL RATING A DOCUMENTATION A RELIABILITY A
EASE OF USE A VISUAL APPEAL A USEFULNESS B
VENDOR SUPPORT B ERROR HANDLING A VALUE FOR MONEY A

Creating or customizing a fast-action arcade game lies beyond the programming capabilities of the average Atari
owner. Even with the help of several texts on the subject, Assembly language programming skill, and the patience of
Job, it is a formidable undertaking. Broderbund comes to the rescue with a new graphics package called Arcade
Machine. This program generator designs a type of arcade game known as the shoot-"em-up. You can design and
customize an old classic arcade game like Galaxian, or use your imagination to design something unique. Best of all, it
offers valuable insight into how a game is designed by having you design one yourself.

Several factors make this outstanding program easy and fun to use. It is entirely menu driven, requires no
programming ability, and displays results immediately. In addition, it offers considerable flexibility in letting you
incorporate nearly all the features you may have seen in commercial shoot-"em-up games. Since designing a game
requires attention to detail, the author has resorted to the tutorial approach, using a working game as an example.
You are encouraged to modify a sample “space invasion” game. The nearly endless modification options begin with
the altering of shapes. Shapes are organized into four groups called blocks, each of which consists of six small objects
(8x7), three medium objects (10x10), or two large objects (15x12). You also get shapes for tanks (13x10) and
explosions. The menu controls the sizes and types of shapes and displays these in a chart. You edit shapes on an
enlarged grid. Each shape has four parts corresponding to the four animated frames for the object. The program
cycles through the four frames as objects move horizontally, but not vertically. As each pixelis added to the grid, you
have the choice of adding it to each of the other shapes as well (shown at the top of the screen). Other commands
control color, transferring shapes to another frame, or shifting all the pixels left or right. In this way, you can adjust
the four frames to obtain the desired animation effect, such as a man walking or a bird flapping its wings.

Perhaps the most enjoyable feature, the path creator, animates your shapes and lets you run the game option to
watch the results. You can program ten different paths, each containing 254 instructions. This does not restrict the ten
objects to ten paths, however. You assign each object to a particular path, but conditional jumps allow an object on
one path to jump to the same position in the next higher numbered path. You program the paths on a screen with a
keyboard-controlled crosshair. Each of the objects following a particular path has an initial starting position. You set
these later, while choosing the level options. Two outer rectangles show screen boundaries, one relative to the other.
Each move of the cursor programs the shape to move a set distance at a fixed rate of speed. You can vary both these
parameters initially and during programming. You can also instruct shapes to drop a bomb in a particular direction
when they reach a set point in their path, or transform to the next higher numbered shape when they reach that point.
Additionally, a shape can remain stationary while objects perform up to thirty extra instructions, or they can make a
conditional jump based on the position of the player’s tank. Insert and delete commands let you edit the path. You
can view commands in the path table individually, backwards, or forwards, with the use of the arrow keys.

You can set game variations with the game options. For instance, a game can be played with either one or two
players (two player games cannot have both vertical and horizontal movement). You can also include a time limit,
barriers on the bottom that erode when struck, bouncing bombs, random object bombing (an alternative to setting
bomb drops while programming the path), and have the objects explode when they hit the bottom of the screen
(useful in a game where you must catch falling objects). You can also change sound effects, customizing them for
duration, pitch, and frequency. You select scoring point values for each type of object and for each level. Finally,
you can position your object at its starting point in the path table. This is extremely important if you are designing a
winding path where objects that start in different screen positions follow each other. If objects start their paths at
different places in the path table for each level, the game (as you can imagine) will look substantially different on
those levels.

You can easily create backgrounds in any of the four playfield color registers. The three drawing modes are
plotting, line drawing, and rubber band line drawing. Commands allow circles, rectangles, and triangles. You can fill
any empty area with color, or add large text lettering.
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Once you have completely designed a game and created the background and title screens, you can save it to the
data disk. You can save data for parts of a game at any time, but once an entire game is complete, you have the option
of generating a bootable game disk that does not require the Arcade Machine program.

The documentatior is clear and concise. The documentation explains each of the menu options, and a limited
tutorial helps get the Leginner started by reprogramming the sample game. Five other sample games (loaded from
files on the reverse side of the disk) show the versatility of the program. The wondrous thing about this program is its
ease of use and immediate feedback in viewing your creation. You can create programs piecemeal, or plan them
carefully. They become immediately playable. You experience little frustration in designing a game, and although
the program produces games of a set type, it is extremely versatile. Don’t expect it to generate maze games, or even
saleable games, but lcok forward to games that are different, fun to play, and uniquely your own.

Choosing Level Options from the Main Menu gives you some insight into this program’s versatility. Several
parameter charts are displayed for editing. One includes the values for star movement, speed, density, tank speed,
movement limits and accuracy, missile speed, type, number, and drift, and bomb speed and type. You can adjust
these for each of the five levels. Under Miscellaneous comes another option page that lets you choose items like
smart bombs, steerabie missiles, free tanks, and whether or not missiles should stop when they strike a background
object or bounce off of objects drawn in Color 2 or 3.

GYPSY Department: Entertainment
Company: Avalon Hill Sugg. Retail: $26.00
Language: Machire Availability: 5
Hardware Requirements: 32K (disk); (16K cassette) Disk or Tape: Both
OVERALL RATING F CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT D SKILL INVOLVED D- DOCUMENTATION c-
CREATIVITY D CHALLENGE D HOLDS INTEREST? F
GAME DEPTH D GRAPHICS c- VALUE FOR MONEY F

Imagine playing the part of a gypsy moth whose sole object in life is to munch as many leaves on a tree as possible.
Look no further for I have a dreadful game for you to play called Gypsy. Your joystick-controlled moth moves about
ona large, multi-screen tree. Don’t get any ideas that it scrolls; this is an “F” game. While consuming as many leaves as
possible, you have to avoid the stings of ants and bees. You lose points for each bite, and you die if your score
becomes negative. There are even a few mushrooms at the bottom of the screen that temporarily paralyze your moth
on contact. Naturally, these too are to be avoided.

Itis a mindless romp at nothingness. Anyone who manages to consume all the leaves on the tree deserves an award.
The game has very medicore graphics, terrible sound effects, and is boring as hell.

SCoRe
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CLAIM JUMPER Department: Entertainment
Company: Synapse Software Sugg. Retail: $44.95
Language: Assembly Availability: 5
Hardware Requirements: 16K; disk drive or cassette player. Disk or Tape: Both
OVERALL RATING B CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED c+ DOCUMENTATION B-
CREATIVITY C+ CHALLENGE Cc HOLDS INTEREST B+
GAME DEPTH C GRAPHICS B- VALUE FOR MONEY B

Claim Jumper is a two player action game in which the object is to collect gold nuggets, trade them in for cash,
and deposit that in the bank. It is a competitive game: while you are trying to accumulate wealth, your opponent is
trying to steal your money before you reach the bank. He is armed with a pistol; but that isn’t your only concern.

The strategy in the game would be rather simplistic if the game were simply a shooting match. But the addition of
a number of snakes and tumbleweeds that chase cowboys of the opposite color (i.e., light colored snakes chase the
dark cowboy, dark colored tumbleweed chase the light cowboy) make this game challenging. If a player is touched
by these perils, he is paralyzed for several seconds, long enough for your opponent to steal the loot. If you
successfully shoot at what is chasing you, it turns the opposite color and chases your opponent. And if you hit your
opponent, he ends up temporarily in the hospital. You can only shoot while moving. If you shoot while stationary,
you lay eggs or seeds. So if, for example, five tumbleweeds were pursuing the light colored cowboy and they were
lured into hitting one of the eggs, it would turn into a snake.

The game is complicated, because there are a number of rules, more than most shoot-’em-up games have. But this
added complexity is what makes the game unique and fun to play. There is a definite strategy to playing this game.
What makes it fun is that simply to run to the bank is fraught with perils, and the money changes hands numerous
times before one cowboy reaches the safety of the bank. The game can be handicapped for one player or the other if
playing abilities are disparate; and there is an option that requires you to buy bullets from the general store, to add
to the difficulty of the game.

The game’s graphics are simple yet nice. Control, which is by joystick, is good. My only complaint lies with the
scoring system. The game doesn’t end when the first player accumulates 10 bills, but that does allow the player to
buy a house worth 20,000 points. With a score requiring 25,000 points to win (1 house plus 50 conversions of snakes
into tumbleweeds or vice versa), finishing a game is really anti-climatic.

There is also a one player version that is a simple shoot-"em-up, and so not much fun. The object is to destroy all
snakes and tumbleweeds. In this game you must accumulate money in order to buy bullets. If you're touched three
times, the game ends. Stick to the two-player game, which is very enjoyable.

ANDROMEDA Department: Entertainment
Company: Gebelii Software Sugg. Retail: $29.95
Language: Machine Availability: 4
Hardware Requirements: 32K, disk drive. Disk or Tape: Disk
OVERALL RATING D CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT c- SKILL INVOLVED D DOCUMENTATION c
CREATIVITY D+ CHALLENGE c- HOLDS INTEREST? D-
GAME DEPTH c- GRAPHICS c+ VALUE FORMONEY  D-

In Andromeda you play the part of a voracious renegade cell that has invaded an organism. You must
continuously destroy fat and blood vessel cells in order to gain strength and keep moving. As you move around the
scrolling field, various antibodies attempt to track you down and kill you. Every time you devour 5,000 points in
cellular structure, you grow briefly in size, and can attack these pursuing antibodies.

Movement is by joystick. The button kills off the cells. Opposite to what you would expect, you will soon discover
that travel is more slow through blood vessels. But since you need blood cells to prolong your own cell’s life, the slow
movement factor is a penalty. A gauge at the bottom of the screen indicates how much life you and the organism
have left. When you kill the organism you advance to a harder level with more persistent antibodies.

There isn’t much to this game. You simply travel around killing things off as quickly as possible. This gets tiring
after awhile. This “improved” version is not a very good game, and if it weren't for the fine Atari style scrolling
graphics, wouldn’t be worth the price of a disk.
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NECROMANCER SALMON RUN
NECRONMANCER Department: Entertainment
Company: Synapse Software Sugg. Retail: $34.95
Language: Machine ~ Availability: 8
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING A- CONTROLLABILITY 8 ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED A- DOCUMENTATION B
CREATIVITY A CHALLENGE A- HOLDS INTEREST? B+
GAME DEPTH A- GRAPHICS A- VALUE FOR MONEY B

Necromancer is a very unusual arcade game, different from anything on the market. You play the part of a
sorcerer or Druid, and your task is to grow an army of trees in an enchanted forest, then march with those trees
through spider infested vaults to finally confront the Necromancer in his foul lair.

The game is divide] into three distinct parts. An army of trees must be planted, grown, and protected against
prowling ogres. These ogres stomp down young trees while a deadly forest spider poisons adult trees and drains
your Druid’s strength if touched. Your Druid stands in the center and from him emanates a joystick-controlled Wisp.
This magical Wisp has a store of seeds from which you can plant trees; it also kills ogres and spiders on contact.
Hitting a dancing Eye Pod gives you an additional one or more seeds. Faces appear on the poisoned trees and they
scream for help as they struggle to survive. The Wizard’s strength ebbs with each kill, spider bite, or poisoned tree
that has been cured until eventually Act One ends. The number of trees that survive determines your difficulty level
and strength during the remainder of the game.

Strange and original music sets the mood in Act Two. There are five levels to the vaults, each containing eight
spider larvae. Each vz ult is sealed, but the roots of your enchanted trees break through the concrete and smash the
larvae as they fall intc the open pit. Hitting them again at the base with your Wisp will return them to the tree bin.
Meanwhile, your Dru:d can either move about by holding down the joystick button, or use his Wisp to animate the
trees. As the Druid or the trees move about on the levels, Hands of Fate rhythmically descend from the ceiling
lowering question ma "k (?) prizes. If you manage to get one, ladders may descend to the next level. Then again, the
prize might even raise the ladders. If the Hands of Fate grab you, they will pull you screaming to the ceiling, minus
some strength. If this happens to a tree, it is lost for good. The Hands of Fate move faster and faster in each of the
lower levels. The frenzy of moving hands is so intense on the lowest levels that it is virtually impossible to reach the
guestion mark prizes aeeded to lower the ladders. Here it is best to concentrate on killing all the remaining spider
larvae before it’s too late.

The Necromancer’s Lair in Act Three is filled with gravestones upon which the Necromancer himself appears and
disappears, leaving a little trail of flame behind as he goes. Killing the Necromancer with your Wisp gives you
strength, but the Evil One soon reincarnates into another headstone. You can remove the gravestones by walking
over them, but you must be careful not to touch him. Hopefully, you killed all of those spider larvae on your journey
to the lair. If not, they reappear here as deadly Zombie Spiders. They appear at the end of the flames and suck your
strength away until ycu either kill them or escape. If you kill them with your Wisp, the Necromancer can bring them
back to life again and again. Finally, when you have removed all thirteen gravestones, the Evil One has nowhere to
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go. You then advance a level and eventually, upon completing level five, win the game.

The animation in these acts is unparalleled; trees seem to be alive as they waddle around. Their anguished screams
from the effects of the poison are lifelike, and the original music adds a great deal to the program. Act one has
extremely fast action, but comes so repetetive that you wish to run out of strength in order to move on to the more
interesting parts of the game. The second act is both interesting and difficult. It is possible to neglect the larvae and
rush to the Lair; however, those fast moving Hands of Fate present a real challenge. I've yet to see Act Three, even

with the help of several skilled players. Necromancerisa very unusual, challenging, and creative game. If there was
ever a game that deserved the award for outright originality, this is it.

SALMON RUN Department: Entertainment
Company: APX/Atari Program Exchange Sugg. Retail: $22.95
Language: Machine Availability: 7
Hardware Requirements: 16K cassette, 24K disk Disk or Tape: Both
OVERALL RATING B- CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION c+
CREATIVITY B CHALLENGE B- HOLDS INTEREST? c+
GAME DEPTH c+ GRAPHICS B- VALUE FORMONEY B

Salmon Run is a cute little game in which the object is to guide a salmon to his upstream spawning ground. The
vertical river course is trecherous. The shoreline is jagged, and the swift moving water has numerous waterfalls.
Bears, seagulls, and young fishermen are deadly enemies to the salmon.

The entire river course scrolls downward as one to four players take turns guiding their fish to the spawning
grounds. They race a shrinking horizontal line that represents the last moments of the fish’s life. They accumulate
points for swimming each foot of the river, and ten points for each waterfall successfully jumped. The fish will lose
points for mistiming their leaps (activated by joystick), and striking the waterfall itself. If one reaches the head-
waters of the river, the salmon mates and produces a baby salmon (worth an extra fish).

With bears and seagulls chasing your salmon, it sometimes pays to dive deep and hide. But you can’t do this too
long for that timer keeps ticking away the fish's life. You must be brave and guide your salmon slowly upstream,
while being careful to avoid the children fishing, and those quick, hungry, black bears. The game becomes harder
the longer you play. It can also be started on more difficult levels — these have more waterfalls and faster enemies.

The graphics and sound effects here are very good. In particular, sound effects simulate flowing water, hungry

growling bears, and squawking sea gulls. Colorful, smooth scrolling add to the game’s charm — an effective and
enjoyable one, especially for the kids.

ANTEATER Department: Entertainment
Company: Romox Sugg. Retail: $44.95
Language: Machine Availability: 3
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING D CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT D+ SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY D CHALLENGE c+ HOLDS INTEREST? D+
GAME DEPTH D GRAPHICS c VALUE FOR MONEY D

The object of Anteater is to transport four eggs located above ground to your underground nest while eluding the
hungry anteaters prowling about. Your joystick-controlled ant can burrow a tunnel anywhere he moves. The
anteater, who is slightly faster than the ant, will enter the tunnel once it breaks the surface in order to give chase. The
strategy is to dig enough tunnels and cul-de-sacs to confuse the anteater.

Anteater is an arcade strategy game of limited depth. While it is quite easy on the first level, subsequent levels of
difficulty add more anteaters. The buried rocks, which can crush a pursuing anteater if your timing is precise, offer
little help. Another anteater will soon replace him. The graphics and sound are plain, but this is meant to be a

cartridge game that uses only minimal memory for the smallest machines. The game doesn’t offer much for the
money.

8
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ARCHON Department: Entertainment

Company: Electronic Arts Sugg. Retail: $40.00
Language: Machine Availability: 8
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING A+ CONTROLLABILITY A ERROR HANDLING N/A
GAME CONCEPT A+ SKILL INVOLVED A DOCUMENTATION B+
CREATIVITY A+ CHALLENGE A HOLDS INTEREST? A
GAME DEPTH A GRAPHICS A- VALUE FOR MONEY A

Recall those scenes from the movie Star Wars in which R2-D2 and Chewabaca are playing a chess-like game
aboard the Millennivm Falcon. The droid’s game piece, projected by hologram as a lifelike, goblin-like creature,
advances across the board to the square occupied by his opponent’s piece and slays it. They must have been playing
Archon.

Imagine a strategy board game similar to chess with fantasy, role-playing characters as pieces. The object of the
game is to defeat each of the opponent’s pieces in battle, or control the five power points on the board. Like chess,
each piece has relative strengths and weaknesses, and specific movement factors. Unlike chess, the Light and the
Dark sides have completely different men that, on the whole, are balanced in strength. Each side’s game piece hasa
counterpart with similar strengths and weaknesses, but different fighting styles. For example, the equivalent piece to
the pawn in chess is 1 sword wielding Knight for the Light forces, and a club wielding Goblin for the Dark forces.
The Light forces have one Wizard, two Unicorns, two Archers, two Golems, two Valkries, one Djinni, one Phoenix
and seven Knights. ""he Golems throw boulders while the Djinni hurls whirlwinds, and the Unicorn fires energy
bolts. On the other side, the Dark forces have one Sorceress, two Basilisks, two Manticores, two Trolls, one
Shapeshifter, one Dragon, two Banshees, and seven Goblins. The Basilisks attack with an eye beam, the Manticores
with tail spikes, and 0 on. Both the Light force’s Wizard, and the Dark force’s Sorceress can cast spells in addition to
fighting with firebal s and lightening bolts, respectively.

The battlefield is separate from the strategy board screen. When two foes challenge each other by occupying the
same light, dark, or neutral colored square, they fight in a combat arena that has barriers carrying you through a
luminosity cycle. When the barriers match the color of the background, they disappear. During the few brief
seconds before and after this moment, opponents can walk through the barriers or penetrate them with missiles. The
barriers slow them down. Meanwhile, lifelines at either end of the screen indicate the relative strength of each
opponent. When one is wounded, its lifeline is reduced in proportion to the severity of the wound. When the lifeline
is zero, the icon is “dead,” and combat is over. Combat is a combination of strategy and dexterity skills. A weak, club
wielding Goblin can sometimes defeat a powerful Unicorn who hurls fast energy bolts, if the Goblin can corner it
and beat it over the head without being hit by the first bolt. The graphics during battle have excellent, realistic
animation.

Both the Wizard and the Sorceress are powerful pieces that shouldn’t be removed from the safety of their power
square. These squarecs are important in that they accelerate the healing of wounds obtained in battle. The ability to
cast spells by these two icons is important to the game’s strategic play. There are seven spells and each can only be
used once. Some of ~he more interesting spells can teleport a given piece to any other place on the board, exchange
any two pieces on tl e strategy board, revive a dead icon, imprison an enemy icon, or summon an elemental spirit.
This latter spell is purticularly useful in attacking a very powerful enemy piece.

The imprisonmer t spell is useful for keeping an enemy piece on a designated square. During battle on a light
square, the Light forces have the advantage, and conversely with the Dark forces on the black squares. Many of the
squares (especially the neutral squares) cycle from light to dark in a set pattern. If a piece is imprisoned on a neutral
square, you could more effectively attack it when it turned to the color that would give you the advantage. Another
spell called Shift Tiine will reverse the flow of the luminosity cycle.

Archon s one of the most creative and original games that has come along in several years. I'll admit it has its roots
in chess and maze-adventure type games, but it is this brilliant combination that works to make it an outstanding
strategy and combat game. I tested it with both teenagers and adults. Both groups, regardless of their interest or lack
of interest in chess, found Archon a totally fascinating game. Despite its complexity, itis quickly grasped by players
of all ages. It has gr:at graphics, and will will give a lifetime of pleasure.



COSMIC TUNNELS Department: Entertainment

Company: Datamost Sugg. Retail: $34.95
Language: Machine Availability: 6
Hardware Requirements: 32K Disk or Tape: Disk*
OVERALL RATING B CONTROLLABILITY B- ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION c
CREATIVITY B CHALLENGE c HOLDS INTEREST? B
GAME DEPTH B- GRAPHICS B~ VALUE FOR MONEY B-

In Cosmic Tunnels you try to break an energy embargo imposed by your arch enemies, the Jebs. To do this, you
must retrieve sixteen precious energy bars located on four neighboring asteroids. These bars power a generating
complex on your moon. To reach the asteroids, you must guide your spaceship through a meteor shower. If a meteor
hits you, it depletes your ship of energy. You are safe from the meteors once you reach the gate to one of the four
warp tunnels, but inside the tunnel you face space mines. If you hit one, your ship loses more energy. They take little
effort to destroy, however, since you need only line up your ship, the mine, and the end of the tunnel to destroy a
mine. The warp lasts twenty-five seconds.

Upon exiting the tunnel, you must attempt to land on an asteroid. The enemy defense system consists of bases and
missile systems, which you can destroy by dropping bombs. You must dodge enemy fire and destroy all of the bases
before you can reenter the tunnel and return home. The landing pads are in the open except on one asteroid, where it
lies benath a heavily fortified ledge. Once you land, one of your three astronauts must retrieve the four gold energy
bars at the bottom of the screen. During this attempt, you must avoid Space Turkeys, Dynobots, Electric Lizards, or
Monstrous Munchers that patrol the asteroids. You can’t shoot them, but rocks offer some safety. Pressing the button
allows faster movement. Moving the astronaut to the Jetcopter or Rocket Springs launch pads lets you launch him
like Superman (using the Rocket Springs) or keep him hovering for a short time (using the Jetcopter). He retrieves
the bars one at a time. When he has completed his task, your pilot, Captain Sticky, is ready to head back to the moon
base through the warp tunnel. You continue to the rest of the asteroids until yourecover all sixteen energy bars or run
out of energy.

The four separate screens give enough variety to the game to make it fun and interesting. The graphics are good.
The music that plays during the title and high score screens is original. Although not overly difficult, the game is not
easy to win.

UNICORM LGROUMND 43
ALAS, MRABTER, THIS ICON CANNOT NOVE

ARCHON COSMIC TUNNELS
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PINHEAD Department: Entertainment

Company: Utopia Sioftware Sugg. Retail: $29.95
Language: Maching: Availability: 3
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING c CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT c- SKILL INVOLVED c- DOCUMENTATION c-
CREATIVITY D+ CHALLENGE c HOLDS INTEREST? c-
GAME DEPTH c+ GRAPHICS c VALUE FOR MONEY c

Pinhead is very much like the game Kickman in the arcades. In it, you maneuver a clown balanced on a unicycle
across the bottom of the screen. Balloons randomly drop from the rack above, and you must pop them with your
pointed cap before they hit the ground. You can kick your legs out on both sides to bounce them back up again, but if
one hits the ground, vou lose your balance and fall.

The second level is even harder. The balloons pile up on top of your head shortening your response time. You must
resort to kicking wi‘h your legs. When the balloons stack up to about five high, they either begin popping
automatically, or one of the monsters pops them for a bonus.

After a brief Pacmin-style cartoon intermission comes the third round in which you must catch tossed balloons on
top of your head. If you manage to survive this round, upper levels have bonus keys and umbrellas.

Control is by joystick, although I would recommend a trackball: it is difficult to position the clown accurately
under the descending; balloons. It may be faster to move from the far side of the screen to the other with a joystick,
but you'll get higher scores with the trackball even if you miss an occasional balloon.

Pinhead is a fair ge me, but requires a lot of luck. The theme and game play are copied from the arcade version;
however, the fine background and some of the sound effects that made the arcade game enjoyable are missing.

ORC ATTACK Department: Entertainment
Company: Thorn EMI Sugg. Retail: $39.95
Language: Machire Availability: 4
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING c CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION c
CREATIVITY B CHALLENGE Cc HOLDS INTEREST? C-
GAME DEPTH C+ GRAPHICS C+ VALUE FOR MONEY C-

In the arcade game Orc Attack, you must defend your castle from the attacking Orcs and their evil allies, the
Sorcerer and the dreaded Stone Warts. You guard the castle from the parapet using rocks, swords, and boiling oil. At
the beginning, the Crcs move in with short ladders while their bowmen shoot arrows at you. Most of the arrows
bounce harmlessly o ff the battlements. Hurling rocks through the gaps in the stone allows you to fend them off until
your boiling oil is rezdy to drop. The flames quickly spread to their ladders, and the climbing Orcs drop flaming to
their deaths. The bodies collect in a grisly pyramid. If you complete the body count pyramid, you gain an extra life
for yourself.

Next, the Sorcerer enters, conjuring floating skulls. You must destroy these with rocks before they reach the top of
the wall or you lose s ome of your lives and parts of the walls. It seems unlikely that you can kill the Sorcerer, but you
gain a substantial nunber of points if you hit him. You will also find it difficult to deal with the Stone Warts, which
appear between Orc rounds and hurl lightning bolts at you. Should you manage to survive, you face successively
more difficult rounds of attack. The Orcs employ higher ladders to bring them nearer the top. Once they reach your
level, you grab a sword and try to kill or injure each Orc before it can stab you with its vile dagger. You can deliver a strong
blow by pulling the joystick towards you as you press the button, but only a few super blows are available to you.
You must use them carefully, perhaps against a Ninja Orc who climbs walls without a ladder.

This game is certiinly original. Although it lacks constant action and excitement, the graphics are good and
animated. The Orcs could be more evil looking. The game does give you the option of beginning at higher levels of
difficulty and lets one to four people play if they alternate. Although hard to identify with, the game is interesting
and mildly entertaining.
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SNAKEBYTE Department: Entertainment
Company: Sirius Software Sugg. Retail: $29.95
Language: Machine Availability: 8
Hardware Requirements: 48K, disk drive. Disk or Tape: Disk*
OVERALL RATING C+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION c+
CREATIVITY c CHALLENGE B VALUE FORMONEY €
GAME DEPTH C+ GRAPHICS c- HOLDS INTEREST? B-

Snake Byte is a rather challenging keyboard or joystick controlled game where the object is to devour apples with
a steerable snake. But as the snake consumes each apple, it grows longer. Soon you have a snake with a body so long
that it becomes a challenge to maneuver without running into the snake’s tail. The game begins with ten apples, but
if you don’t eat fast enough, you're penalized with extra apples. Once you have eaten all of the apples, you advance

to the next maze level.

The upper levels, which have barriers or internal walls, are much harder. There is an option to add either one or
two bouncing plums to the game. The added challenge is to avoid hitting the plums with the snake’s head. A collision

costs you one of your three snakes.

Joystick control is very easy to master. The snake turns in the direction you push the stick and it is impossible to
double back on yourself. Keyboard control uses two arrow keys to control clockwise and counterclockwise turns, and
is slightly more responsive. The graphics are adequate, nothing fancy, where the apples just look like moving signs.

Snake Byte is a very simple, yet challenging game.

MAD NETTER Department: Entertainment
Company: Computer Magic, Ltd. Sugg. Retail: $34.95
Language: Machine Availability: 2
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING F CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT D SKILL INVOLVED D DOCUMENTATION [
CREATIVITY F CHALLENGE D HOLDS INTEREST? F
GAME DEPTH F GRAPHICS D- VALUE FOR MONEY F

Catching butterflies with a joystick-controlled man who wields a butterfly net is the theme in Mad Netter. All too
often a game with a simple theme leads to a simple game requiring mininal skill and offering little variation. This is
certainly the case with Mad Netter. The game has a few obstacles, like snakes, dragonflies, and dogs, but these
appear and disappear completely at random. Avoiding them is sometimes just a matter of luck. Points are scored for
butterflies caught and just for staying alive. Overall, the graphics are poor and the game is terrible. There are better
type in games out of magazines than this one. It gets my vote as “Dog of the Year.”
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MICROSAILING Department: Entertainment

Company: Atari Program Exchange Sugg. Retail: $17.95
Language: BASIC Availability: 5
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING c CONTROLLABILITY -] ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY c- CHALLENGE c+ HOLDS INTEREST? c-
GAME DEPTH c- GRAPHICS c VALUE FOR MONEY c

Microsailing is a yacht racing game that introduces the dynamics of sailing and sailboat racing to microcomputer
users. It can be played by one person against the computer or by two players in head to head competition. Buoys
mark out four different courses of varying difficulty. A yacht runs through the course before the race to show you
how to round the markers. With thirty seconds to start you have to position your sailboat by jibing and tacking so that
you pass the starting I ne within seconds after the race begins. The joystick acts as a tiller; pushing left causes the boat
to turn counter-clock vise, pushing right turns the boat clockwise. Beginners soon notice that a boat can’t sail directly
into the wind but must sail at angles relative to the wind in a maneuver known as tacking back and forth upwind. The
wind in this game alwvays blows from top to bottom.

The game uses a gcod system to remind each sailor where the next gate is. The computer colors the next buoy the
same color as your sailboat. The first sailboat to round all the buoys and to cross the finish line wins the race. The
game has several levels of difficulty. Beginners can ignore the right-of-way rules, but advanced sailors can adhere to
the North American ‘(acht Racing Union’s rules. Time penalties are awarded for violating the Opposite Tack Rule,
Same Tack Rule anc Changing Tack Rule. Other options include stormy weather which requires you to drop
anchor.

The game is of some interest to armchair or landlocked sailors. Certainly as a sports simulation it isn’t very exciting,
but nonetheless it cari be fun to play on rainy days when you’d rather not be out on the open seas. The graphics are
nice and use player-missile techniques. It is best to play Microsailing with a human opponent because the computer
opponent always tak s the optimum course and is impossible to beat.

Q=-BERT Department: Entertainment
Company: Parker Brothers Sugg. Retail: $29.95
Language: Machin