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INTRODUCTION

This 1983 edition of The Book of Atari Software is a software review book for owners of Atari
VCS (and the new Atari 5200), Atari 400, and Atari 800 computers, offering evaluations of a
wide variety of the programs presently available for those machines. It is a book that is dedicated
to you, the consumer. We hope that you will use it as a reference guide for making informed and
intelligent decisions when purchasing software.

Atari computer owners are currently confronted with a bewildering selection of software from
which to choose. On one hand, this should please you in that, as the owner of an extremely
popular microcomputer, you have a broad and rapidly expanding selection of software available
for a variety of applications. On the other hand, this wide and growing selection of programs
presents some problems. The majority of people staffing retail computer stores simply do not have
the time to adequately review each new piece of software as it comes into their store, nor to track
the market in order to tell you what programs might be worth special ordering. Add the fact that
a large number of Atari computers are sold in discount houses and department and/or toy stores,
where the personnel are not normally knowledgable about computers, then the strong need for a
reliable guide to purchasing software becomes even more apparent.

Atari computer owners have moved from a situation a year ago in which very little quality
software was available to one in which the number of new products has simply exploded. This is
due primarily to a much larger and steadily expanding user base, as well as the publication of
information that enabled programmers and third party software vendors to take full advantage of
the computer’s capabilities. It is hard to determine which factor was more significant. But
software has markedly improved; and the best Apple software products, thanks to the Atari’s use
of the same microprocessor, are now being converted to run on the Atari Computer.

Software buyers are now confronted with the problem of product similarity. Few stores, for
example, can afford to carry in stock several different word processors, five mailing list programs,
six different personal finance packages, and seven different assemblers, never mind become fully
aware of their obvious advantages and disadvantages. Many stores limit their software selection
to the two dozen most popular games. The obvious disadvantage is that the consumer remains
unaware of the majority of potentially useful or entertaining programs available for his
computer.

Other pitfalls await the uninformed buyer. For instance, it is sometimes difficult to tell from
the appearance of the package whether your computer has sufficient memory space available to
use the program. It is even more difficult to tell whether backup copies can be made from the
program diskette, or if programs on cassette can be transferred later to disk if you upgrade your
system. One of the goals of The Book is to eliminate as many of these problems as possible.

As Atari owners, you have purchased a versatile and powerful second generation computer
with advanced graphics and sound features found on few other microcomputers. While most of
you bought it to be used primarily for family entertainment or for its educational value to your
children, the Atari 800, with the addition of a line printer and disk drive, is quite capable of being
used as a word processor or even to run a small business. While Atari has never emphasized the
potential business uses of their computer, the Atari 800 can nevertheless quite adequately be used
as a general purpose, practical computer as well as a fine game machine. All that’s lacking are
high quality, user-friendly, practical business packages. The few that are available, in most cases,
are somewhat deficient in necessary features and ease of use. It is unfortunate that this situation
has led many people to think of Atari computers as mere toys. They are not. And the availability
of first rate, practical software programs will soon prove that point.



Most people are unaware of the powerful features that have been incorporated into their
machines. Functionally, the Atari 400 is little different from the Atari 800, except that it has a
membrane keyboard, less memory, and doesn’t interface to disk drives or printers without
modification. They are both 6502-based computers, and run at 1.79MHz. This is almost twice as
fast as the Apple Computer using the same microprocessor. In addition, it has three custom
microprocessing chips, ANTIC, POKEY, and GTIA. The ANTIC chip is a custom microprocessor
that manages graphics. It has its own instruction set (a display list) that outputs combinations of
six text and eight graphics modes to the screen. It will allow the entire screen or only portions of
the display to be smoothly scrolled in any direction. Best of all, it frees the 6502 to do important
calculations. The GTIA chip, in addition to translating ANTIC’s digital commands, manages
some of the graphics functions: for example, what colors to put on the screen, player-missile
graphics, and collision detection. These latter two features make game animation extremely easy
to implement. The last chip, POKEY, handles sound generation, all I/O functions (such as
keyboard and paddle/joystick input), and does miscellaneous housekeeping chores. In
combination, these chips make the Atari computer a fabulous graphics machine for the price.
With some attention paid to providing faster disk access and increased disk storage, the Atari
computer will prove itself as excellent a “practical” computer as well as an entertainment
machine.

It will be very interesting to see what new products will make a significant impact on the Atari
market during the next year. New disk drives that are both faster and can store more data are just
beginning to appear. Eighty column boards and larger memory boards that have been on the
market for some time are opening the way for the production of more sophisticated software.
New and better software alone might make the coming year a significant one.

Perhaps the best news is the advent of the Atari 800’s big brother, “The Atari 1200XL.” It is a
64K machine that is completely software-compatible with the older machines. It is a sleek and
stylish machine done in earth tones; it has one cartridge slot, and joystick ports placed on the side.
All cables connect in the rear of the machine. A strip of recessed Function Keys are placed above
the keyboard. In addition to the standard four function keys are four user-programmable keys.
They default to one button cursor control for homing the screen to any corner, toggle the
keyboard on/off, and turn the display off (for added speed). Users will notice immediately on
power up that the memo pad has been replaced with a Help key that can perform machine
diagnostics. All this is available at a slighty higher price than the Atari 800, and it looks to be a
very exciting upgrade to the Atari product line.



APOLOGY IN ADVANCE

While we have striven 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 also feel constrained to point out that software vendors seem to change addresses frequently, and that the sug-
gested retail prices of various products likewise change often. The information published here was true 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 publishers of The Book of Atari Software will be held liable for any
mistakes, comments, 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 con-
sumer, it is your responsibility to do whatever further investigation you deem necessary before making your software
purchases.

CRITERIA

Each program included begins with a listing of basic facts and a summary rating, followed by the review
commentary. Because our reviewers were agonizing over the point scale (“Is this feature worth an 86 or an 87?”),
we've returned to the familiar A through F grading system:

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

An exception to this is Availability, which uses a 1 to 10 scale, indicating whether a program will be available from
few dealers or many (10 = almost all dealers).

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 into consideration.
Value For Money: Is the purchaser getting what he is paying for? Is it good value compared with similar programs?

Vendor Support: Does the software company back its product? Are they available to answer question? Will they
replace a defective program (bad disk or tape)?

Documentation: Does the documentation answer all questions clearly, and is it extensive?
Error Handling: Does the program “crash” during execution? Are there proper error-trapping routines?
Reliability: Does the program consistently do what it’s supposed to do?

Note: An * indicates that the tape or disk is not copyable.



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 on€ 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 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.

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 pro-
gram with a minimum of difficulty?

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

Educational Value: How effectively does the program teach its subject?



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?

PERSONAL & HOME INTEREST

This category encompasses programs designed for home use and self-improvement.

MISCELLANEOUS

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 con-
straints, 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 now a division of a larger organization, Arrays Incorporated, which is engaged in soft-
ware publishing. We have always provided impartial evaluations of software products, and therefore any programs
that could involve a conflict of interest are not rated.

THANKS TO THE REVIEWERS

We must gratefully acknowledge the reviewers of the 1983 edition of The Book of Atari Software. They have
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Bob Male

Mike Marrowitz
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David Sanford
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Robert A. Smith
Jeffrey Stanton
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Ray Watt
Robert Wells
Richard West
Don Worth
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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 potpurri 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.

These programs have been divided into 11 categories. Within any section, we have tried to
group similar games together, attempting to show, in many cases, their differences. We rate
games according to such features as concept, creativity, playability, skill levels, challenge, sound,
and graphics. Game depth, how long a game holds a player’s interest, or the number of time
players will use a game, are important considerations when buying a game.

We are indebted to Mike Harvey, publisher of Nibble magazine, for his kind permission to
reprint his excellent article “How to Write Games That Last.” This article first appeared in
Nibble, Vol. 1 No. 1, 1980.
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HOW TO WRITE GAMES
THAT LAST

There’s a very old story about the early use of computers to optimize complex mixtures — in
this case, Cattle Feed. As the story goes, Government Researchers were searching for a Cattle
Feed which would optimize everything. It would take very little land to grow it. It would have a
short growing season, a high yield, a low cost, high nutritional value to the cows, and be able to
be stored efficiently. The land was studied. The nutrition of various grains was studied. Farming
techniques were studied.

After all the studies were completed, formularized, and fed into the computer, the system
cranked out the recipe for the “Perfect Cattle Feed.” Only one problem: The cows wouldn't eat it!

After considerable despair, head-scratching, and puzzlement, a young researcher made the
wild-eyed suggestion that they consult a cattle farmer for the answer. After listening to the whole
story, the farmer asked one question: “Does your feed have any Alfalfa in it?” The answer, “No,”
brought the reply: “Put in some Alfalfa. Cows will eat almost anything if it has Alfalfa in it.”

The moral of the story is that technical perfection doesn’t necessarily “fly” if the “Cows won'’t
eat it.” The same principle applies in writing and “Kid-testing” computer games.

This article is an effort to define the “Alfalfa” to make your games more fun and lasting, and in-
teresting.

SET LIMITS! Even the most innovative game becomes boring if it goes on and on and on. If
you're writing a shooting gallery, hockey, or some other game involving pieces which are used up
during the game, limit the number of shells available, the amount of fuel for the flight, etc. Most
kids quickly lose interest in the “process” if the process is all there is to it. Even better, set a com-
bination of limits. If you have set a limited number of shots in a two-player shooting game
without setting a countdown, eventually one of the players will lay back, waiting for the other to
use up his shots. When the first player has used up his shots, the second will then fire at leisure and
usually with more accuracy (a game playing strategy). This usually proves infuriating to the first
player who throws the game control on the floor and storms out of the room (this has been “kid-
tested” with my two boys).

The presence of the countdown timer, however, keeps both on their toes and involved every
second of the game.

SET DYNAMIC GOALS! One of the tastiest “Alfalfa” game improvements is the PREVIOUS
HIGH SCORE report. This is a very easy feature to install and it is a particularly potent addition
to single-player games. Carrying the Previous High Score forward from round-to-round (of the
game) gives a constantly rising goal to shoot for. Some kids also look on it as a way to test the
“limits of the game.” It allows the player to measure his/her progress and improvement in skill
and will bring them back to play again and again.

MULTI-LEVEL PLAY! Most of your games can be structured for “Easy” and “Hard” play by
inserting random variables that tend to draw the player toward disaster. Also, you may want to
add a feature that automatically switches to the “Hard” version after some number of “Easy”
games have been played.

LET THE ATARI COMPETE! Give your multi-player games the option to be played solitaire
by having the Atari become the other player.

In having the computer compete, give it some elementary “smarts” to play a decent opposing
game. You can program the game to shift probabilities dynamically to equalize the game as it
progresses, or allow the Atari to seek out the closest target (to its shell) and then automatically
track to target.

16



MAKE YOUR GAME UNPREDICTABLE! Introduce random variables to throw the player
off-stride as he/she tries to “psych out” the game. In one of my early target games, I found one of
my boys staring intently at the screen and rhythmically squeezing off shots which hit every target.
He had a “feel” for the rhythm of the targets and was about to play for the last time. A random
variable that required a “countdown” before the target reappeared, as well as a random pattern
of “speed” changes in the target, re-kindled his interest.

While you’re inserting randomness, don’t over-do it! If your game is totally random — that is,
it lacks a Skill Factor — your players will quickly discover they are “Observers” and have no real
control over the outcome.

KEEP THE ACTION FAST! A method for “speeding up the action” is to introduce a lot of
different player responses into a visually slow game.

Don’t ignore the potential for programming ALL the slow graphics routines totally in Assembly
Language. Depending on the type of program, an Assembly Language version may run 10-100
times faster than its Basic counterpart.

SET GREATER REWARDS FOR WINNING THAN LOSING! One of the seductive traps in
game programming is to concentrate the creative effort in making spectacular explosions, etc. as
you lose the game. If your game is too heavily weighted in this direction, you’ll abort the very
purpose of the game. The same principle is particularly true in another field, Computer Assisted
Instruction (CAI). One of my early CAI programs found my sons eagerly making mistakes to
bring out the computer responses and help statements — where their correct answers did nothing
but go on to the next problem. Spend some effort to program Bonus Points, Extra Balls, More
Shots, etc. for exceeding different score thresholds and they’ll keep coming back for more. Player
“Evaluation” is a good technique to apply here. At the end of the game, evaluate the scores and
bring out a “Player Rating” and you’ll find the kids trying like mad to become a “Pinball Wizard,”
“Admiral of the Fleet,” a “Starship Commander,” and so on.

Consider adding an “artificial” reward which exists for itself (i.e., doesn’t really tie into the
game). For example, you might program a Fireworks Display for the Winner; play the STAR-
WARS music; run up and down the music scale; “Flash-Print” your messages, etc. The
possibilities are mind-boggling.

PLAN A GAME ANALYSIS/WRAPUP. You can keep game statistics as the game progresses.
Then, at the conclusion, print out a summary analysis which shows “Who-did-What.” This can
include things like the number of shots taken; the ships hit (by type of ship, enemy or friendly,
etc.); the number of first-downs; fuel used; and so forth. Not only will this tend to resolve
disputes, it has even greater advantage in allowing the player to study his/her performance, the
game itself, and the methods for improving the performance (to beat the PREVIOUS HIGH
SCORE — which you added earlier).

CRITIQUE AND TUNE YOUR FINISHED PRODUCT. Many of the best computer games
have “evolved” by repeated play and “tuning.”

When you’re working with a number of game variables such as the number of shots, count-
down timers, etc. you'll need to inspect how they all work together. Then you should make ad-
justments to integrate them and make them consistent. To exaggerate the point, if you are allow-
ing 50 shots to be fired at targets and your countdown fuel timer only allows 25 shots to be
squeezed-off before time runs out, that’s an obvious “Glitch,” and is easy to change. But when
you're going through complex evaluations of scores, reward messages, and the like, you should
make sure that your “Top Reward” is actually ATTAINABLE by a skilled player — but not too
easily attainable. Test it yourself and with other players. If the Top Prize never comes up, then
the scoring should be re-tuned.

ASK FOR SUGGESTIONS! Above all, don’t charge out of your study, drag in the kids, and
say, “Play this new game. You're going to LOVE IT!” Kid-testing is very low-key and my boys
have had tremendous ideas for improving game programs over the last couple years. Listen! And
Tune!
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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 FOR MONEY 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. Fortunately, games
can be saved if you become pressed for time.
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CURSE OF RA Department: Entertainment

Company: EPYX-Automated Simulations Sugg. Retail: $18.95
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 FOR MONEY 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/STARWARRIOR Department: Entertainment
Company: Automated Simulations [EPYX] Sugg. Retail: $39.95
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 B 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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HELLFIRE WARRIOR Department: Entertainment

Company: Automated Simulations [EPYX] 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 Cc 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,
so0 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.

MORLOC’'S TOWER Department: Entertainment
Company: Automated Simulations Sugg. Retail: $19.95
Language: BASIC Availability: 7
Hardware Requirements: 16K cassette; 32K disk Disk or Tape: Both
OVERALL RATING B+ CONTROLLABILITY B- ERROR HANDLING A
GAME CONCEPT -] 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.



CRUSH, CRUMBLE & CHOMP ULTIMA

CRUSH, CRUMBLE AND CHOMP Department: Entertainment
Company: Automated Simulations Sugg. Retail: $29.95
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 FORMONEY 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.



ULTIMAI Department: Entertainment

Company: Sierra On-Line Sugg. Retail: $39.95
Language: BASIC & Machine Availability: B8
Hardware Requirements: 48K Disk or Tape: Disk
OVERALL RATING A DIFFICULTY B ORIGINALITY A
PUZZLE QUALITY c EASE OF USE A DOCUMENTATION B
TEXT QUALITY N/A VOCABULARY B HOLDS INTEREST? A
GRAPHICS QUALITY A SAVE/RESTORE A VALUE FORMONEY A

Ultima I is an adventure game of truly epic proportions, consisting of three neatly integrated major games, each
with a subset and end game thrown in for good measure. The game starts in the Medieval period. Armed with
daggers and leather shields, and progressing through the space age with blasters and reflective suits, your Ultima
role playing character evolves in experience and attributes through fifteen levels, finally arriving at the “ultimate
confrontation” after a trip through time.

Ultima is perhaps the best yet fantasy role-playing game for the Atari, in that a variety of characters can be
created and evolved. It is not a particularly thought-provoking or logic-puzzle game. The puzzles included are
straightforward. The adventure’s object and approach are easily deduced from the clues within the game. The
challenge lies in its sheer weight and sequential evolution.

The above ground adventure is massive with continents, lakes, rivers, oceans, castles, and towns. Every castle has
an individual ruler who is served by fulfilling quests, an imprisioned maiden to rescue, and a jester who is likely to
steal your possessions. As you travel around the countryside (on a large scrolling map), you meet and fight various
adversaries. The treasure won can be taken to different towns and traded in the various shops for armor, weapons,
transportation, food, and magic. There is also a bar where the bartender can be a source of information. But be
careful of the serving wench, she may roll you for all of your money. The town has guards to keep you honest in your
dealings with the merchants.

The dungeon portion of the game is a slug-it-out-against-the-monsters scenario. The dungeon’s levels, joined by
ladders, are interconnecting hallways and doors done with straight line graphics and crudely drawn monsters. The
system commands are limited to basic move, turn, and attack functions. Ladder up and down spells are buyable and
relatively inexpensive. Their efficiency depends on your characteristics. You'll need plenty of food to proceed very
deeply. There are many secret doors hiding additional treasure to locate in your quest.

Ultima is unique in that time passes as you grow in experience and strength. Although you begin with medieval
weapons (such as swords and daggers) and use simple modes of transportation (e.g. horses); technological
developments make new products available untii you eventually reach the space age. Even then, Ultima isn’t
through. What lies beyond must be gained by playing the game.

The game comes on two disks, a master game disk and a master player disk. The entire adventure is quite large
and takes a very long time to play. While it is a good game, it has some faults. The game could be improved by
holding the number of monsters in each sea, dungeon, and land area to a fixed number so that one could eventually
roam around more freely in order to finish the adventure more quickly once the novelty of the encounters has worn
off. The game can (and should be) saved rather frequently; however, unfortunately, a game cannot be recalled
except by hitting RESET or turning off the system power. Also, the “Q” key, which saves the game, is
disadvantageously located close to ESC, another often-used command key.

Considering that the game involves eight castles, eight monuments, some 32 cities and dungeons, and an 8 by 8
sector space setting, it’s too bad that there couldn’t have been some slight differences between each object within the
group. Interestingly enough, it’s possible to steal an item that has not yet been invented from an Armourer or
Weapons Dealer and which, therefore, he doesn’t carry in stock. Despite these minor aggravations, Ultima
represents a superior achievement that can be as much fun to play the second time around as it is the first.
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DATESTONES OF RYN Department: Entertainment

Company: 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 c 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.

RESCUE AT RIGEL Department: Entertainment
Company: Automated Simulations Sugg. Retail: $29.95
Language: BASIC Availability: B8
Hardware Requirements: 32K Disk or Tape: Both
OVERALL RATING C+ CONTROLLABILITY C+ ERROR HANDLING A
GAME CONCEPT -] 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.
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ADVENTURE GAMES

ADVENTURE Department: Entertainment
Company: Creative Computing Software Sugg. Retail: $25.00 disk / $20.00 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.

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.



DRAGON'’S EYE Department: Entertainment

Company: Automated Simulations [EPYX]) Sugg. Retail: $29.95
Language: BASIC Availability: 7
Hardware Requirements: 40K, disk drive. Disk or Tape: Disk*
OVERALL RATING Cc DIFFICULTY Cc ORIGINALITY D
PUZZLE QUALITY c EASE OF USE B DOCUMENTATION A
TEXT QUALITY 8 VOCABULARY N/A HOLDS INTEREST? c
GRAPHICS QUALITY B SAVE/RESTORE C VALUE FOR MONEY C-

Dragon’s Eye is a relatively straightforward and easy to play maze adventure style game. The objective is to help a
good magician who is the enlightened ruler of the Seven Provinces by finding the bad magician’s power-source gem
(the dreaded Dragon’s Eye) and returning before 21 variable-length days have elapsed. Failure to accomplish this
task will naturally result in the complete ruin of the provinces. Since neither the Evil One nor the effects of his power
are ever encountered, the real object is simply to enjoy the game and try for as high a score as possible.

The strength of this game is in its well done graphics. The single screen map of the provinces is nicely done, but it’s
the encounters with various monsters and the spell-casting graphics that will endear the game to the younger
generation. The monsters are amusingly realistic and well-animated, and clever captions go along with the battle.

The challenge is minimal and there are no surprises from one game to the next, although there is a well-hidden
degree of interaction between various aspects of the game. These depend largely on the weapon you choose, how you
employ it, and the nature of various treasures you will hopefully uncover and covet. The pace of the game is
unfortunately slowed in the “Examine-ing” of the different locations, because of Atari BASIC’s speed and the liberal
use of randomizing functions.

Nevertheless, kids will get a kick out of the Dragon’s Eye; it should keep them occupied for hours, although a game
takes only 30 minutes or so. Adults will also enjoy a game or two by dint of observing the battles, and following the
graphics utilized in the spell casting; besides, they will have to help the kids learn to play because the otherwise
excellent documentation was made difficult to understand in an attempt to make it “cutsey” by writing it in a poor
man’s version of Old English. Thus, hie ye to game’s yonder chamber, and savor the rewards!

KING ARTHUR'S HEIR Department: Entertainment
Company: Automated Simulations Sugg. Retail: $29.95
Language: Atari BASIC Availability: 7
Hardware Requirements: 40K, Disk Drive Disk or Tape: Disk
OVERALL RATING c- EASE OF USE B+ ERROR HANDLING B
GAME CONCEPT c SKILL INVOLVED D DOCUMENTATION c
CREATIVITY B- CHALLENGE D HOLDS INTEREST? F
GAME DEPTH D GRAPHICS B- VALUE FOR MONEY  D-

King Arthur’s Heir is a single-player graphic adventure, written by the author of Crypt of the Undead and Escape
from Vulcan’s Isle. This time, your quest is to find the sacred Book of Truth and return it to King Arthur. Once you
have done so, the king will be so grateful that he will immediately name you as heir to the throne, which explains the
game’s title.

In structure and play, Heir is the twin of Escape, and first cousin to Crypt. The game begins with the display of a
picture of a castle, accompanied by the most painful rendition of the theme from Camelot I ever hope to encounter.
Using your joystick, you wander from location to location, fighting dragons and evil wizards and gathering objects
which will help you to get past obstacles.

None of the puzzles present any great difficulty, and you should be able to find the necessary treasures and return
to the king in less than an hour. Do so, and you get yet another picture of a castle and another dreadful chorus of
Camelot. This is followed by the display of your final score.

One wonders about the reason for reporting this score. To complete the game, you will have had to solve all of the
puzzles it contains. It seems unlikely, therefore, that anyone would be inclined to try to improve his score other than
by completing the entire game. Perhaps a rating scale could have been provided to give you some idea of what your
score really means.

In any event, King Arthur’s Heir cannot be recommended. It requires neither hand-eye coordination, nor problem
solving ability. Like Crypt and Escape, it is a case of a good manual being packaged with a boring game.
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CRYPTOF THE UNDEAD Department: Entertainment

Company: Automated Simulations Sugg. Retail: $29.95
Language: Atari BASIC Availability: 7
Hardware Requirements: 40K, disk drive. Disk or Tape: Disk
OVERALL RATING c CONTROLLABILITY B+ ERROR HANDLING B
GAME CONCEPT B- SKILL INVOLVED D DOCUMENTATION c
CREATIVITY B- CHALLENGE D HOLDS INTEREST? D
GAME DEPTH C- GRAPHICS B- VALUE FOR MONEY D

Crypt of the Undead is a one-player, Real Time adventure game. Locked inside a cemetery, your player has
twelve hours of game time (as opposed to clock time) to find his way out. Along the way you will collect treasure
(gold pieces), food (a steady diet of bagels), and you may even have to fight off various representatives of the
“undead.”

You control your player’s movement by joystick. Wandering around the cemetery, you will discover objects that
will permit entry into some of the buildings within the grounds. To pick up an object (or even to start a fight with a
creature), your character must first touch that object on the screen.

The graphics in Crypt were produced by redefined character sets. So all of the trees, headstones, and walls look
identical. After about twenty minutes of play, scenery which in the beginning amused soon begins to grate on your
nerves.

The biggest complaint I have about Crypt is that it demands no skills beyond patience and persistence. The
outcome of your battles with the undead is determined by your relative power level, and requires neither strategy
nor manual dexterity. Survive your first few encounters, and you will quickly reach the “indestructible” stage.
Discover a key, and you will be told the name of the building to which it belongs. Go to that very building and
search until you find another object which will point you to your next goal. In fact, the only intentional puzzle in
Crypt can be solved by following the instructions given in a poem you will trip over along the way.

There is only one challenging (and purely accidental) puzzle in this game. The disk is double-sided. All of the
above ground action is described on side one, and the below ground on side two. When you finally reach the end of
the game (which takes place in one of the underground rooms), the program will try to write a small file to the
diskette before displaying “The End.” Unfortunately, Automated Simulations placed a sticker over the write protect
slot for side two. As long as that sticker remains, it is not possible to finish the game.

The instruction booklet, although interesting, does little to explain the game. Most of its length is taken up with a
story which does a good job of setting the mood, a mood that the game itself is unable to sustain. It’s too bad that this
slim volume is the only aspect of Crypt of the Undead which is worthy of praise.

ESCAPE FROM VULCAN'’'S ISLE Department: Entertainment
Company: Automated Simulations Sugg. Retail: $29.95
Language: Atari BASIC Availability: 7
Hardware Requirements: 40K Disk or Tape: Disk
OVERALL RATING c EASE OF USE B+ ERROR HANDLING B
GAME CONCEPT c SKILL INVOLVED D DOCUMENTATION c
CREATIVITY B- CHALLENGE D HOLDS INTEREST? F
GAME DEPTH D GRAPHICS B- VALUE FOR MONEY  D-

Escape from Vulcan’s Isle is a single-player graphic adventure written by the author of Crypt of the Undead. In
this game, you must find a way to escape from Vulcan’s Isle. To help you in this effort, village shops provide a
variety of tools for you to purchase. This, of course, requires money, which may be found throughout the island in
the form of gold coins.

In most respects, Escape is little different from Crypt, and requires o more thought or effort to play. Explore
every part of the island, pick up anything that looks interesting, listen to every clue you are given and follow it to the
letter, and you will be off the island in record time. It took me less than two hours from the first time I booted the
disk to complete this game.

If Escape has an audience, it would be among those who are old enough to read, but young enough to get
frustrated easily. Anyone over the age of ten is likely to be highly unimpressed..



GALAHAD AND THE HOLY GRAIL Department: Entertainment

Company: APX Sugg. Retail: $29.95
Language: Machine Availability: 8
Hardware Requirements: 32K, disk drive. Disk or Tape: Disk
OVERALL RATING c 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 exploratjon 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.

I 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, yet 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



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 FORMONEY 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

Z0RK I Department: Entertainment
Company: Infocom Sugg. Retail: $39.85
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 II 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!
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ZORK 111 Department: Entertainment

Company: Infocom, Inc. Sugg. Retail: $39.95
Language: Assembly Availability: B8
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 IV, 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 II1 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 1I. However, for maximum enjoyment and
imaginative continuity, it is recommended that they be played in sequence.

WIZARD'S GOLD Department: Entertainment
Company: APX Sugg. Retail: $15.95
Language: BASIC Availability: 8
Hardware Requirements: 24K, disk drive. Disk or Tape: Disk
OVERALL RATING Cc DIFFICULTY D ORIGINALITY D
PUZZLE QUALITY Cc EASE OF USE A DOCUMENTATION B
TEXT QUALITY D VOCABULARY Cc HOLDS INTEREST? c
GRAPHICS QUALITY C- SAVE/RESTORE N/A VALUE FOR MONEY C+

If you are an experienced adventurer, this is not a game for you. The hints are obvious, and it is almost impossible
to be killed, which, as every adventurous type knows, is part of the challenge. If you are not an experienced
adventurer, then perhaps this game would be a good one to start you on the road.

Some screen problems are evident. When a line comes to an end, it will break off in the middle of a word. In
addition, there are large gaps between the words, making it difficult to read the screen and play the game. One plus
in this game is that it provides the player with a lot of rooms to move around in, but if your map is not accurate, you
will simply go in circles.

: For the young aspiring adventurer, finally, this is a good game to start with despite its lack of depth and other
aults.



SCOTT ADAMS’ ADVENTURE SERIES Department: Entertainment

Company: Adventure International Sugg. Retail: $39.95 3 games)
Language: Assembly Language Availability: 4
Hardware Requirements: 32K, disk drive Disk or Tape: Disk
OVERALL RATING AtoC DIFFCULTY AtoC ORIGINALITY B
PUZZLE QUALITY AtoC EASE OF USE A DOCUMENTATION Cc
TEXT QUALITY B VOCABULARY B HOLDS INTEREST? B+
GRAPHICS QUALITY 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.



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.

CASTLE Department: Entertainment
Company: Atari Program Exchange Sugg. Retail: $15.95
Language: BASIC Availability: 8
Hardware Requirements: 24K, disk drive. Disk or Tape: Disk
OVERALL RATING B- DIFFICULTY C+ ORIGINALITY B-
PUZZLE QUALITY B- EASE OF USE C+ DOCUMENTATION c-
TEXT QUALITY c VOCABULARY c- HOLDS INTEREST? C+
GRAPHICS QUALITY  N/A SAVE/RESTORE N/A VALUE FOR MONEY  B-

In this all-text adventure your task is to discover the exit to the castle you've been imprisoned in by a nasty wizard.
Not so simple a task, and you must call upon your ingenuity to get around the 19 mappable locations within the
castle. There are two “dummy” exits to delay the unwary player, and some of the clues and objects are well hidden.
Unfortunately, for the beginning adventurer, a save/restore feature is absent.

This game will provide a couple of pleasurable hours for the budding adventurer.
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SOFTPORN ADVENTURE Department: Entertainment

Company: Sierra On-Line Sugg. Retail: $29.95
Language: BASIC Availability: B8
Hardware Requirements: 40K, Disk Drive Disk or Tape: Disk
OVERALL RATING A- DIFFICULTY c ORIGINALITY A
PUZZLE QUALITY A EASE OF USE A DOCUMENTATION c
TEXT QUALITY B VOCABULARY B HOLDS INTEREST? A
GRAPHICS QUALITY  N/A SAVE/RESTORE c- * VALUEFORMONEY A

Softporn Adventure is a moderately difficult, but challenging adventure game with several unique twists. One is
the bizarre concept of a game which requires you to find and seduce girls. This all-text, split-screen fantasy
resembles the Scott Adams’ adventures, both in format and puzzle concepts. While not a large, epic-length game (30
mappable locations), the puzzles generally require multiple operations and objectives to solve. A moderate degree of
disk interaction calls in lower-screen descriptions with a tongue-in-cheek tone that would be PG-Rated, while user
input can be X-Rated. Responses for some re-solved puzzles are quite amusing and surprising.

The game incorporates both blackjack and slot machine games; however, their formats are not nearly as
imaginatively applied in using the text page as are some of the other responses. An occasional fatal bug may occur
just prior to giving the girl in the Disco the wedding ring — saving the game just prior to this is highly
recommended. There is also a semi-bug associated with the Preacher — regardless of how much money you may
have b\eavhen it’s time to pay him off, his fee must be won from gambling proceeds after he asks you for it. The game
can be saved.

Overall, Softporn Adventure is a fun game, presenting a challenge to even hard-core Adams’ fans. It’s also a good
game on which would-be adventurers can cut their teeth, as it is an excellent example of a challenging, but quite
solvable puzzle game.

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 B SAVE/RESTORE N/A VALUE FOR MONEY Cc

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.

ALIEN EGG Department: Entertainment
Company: Atari Program Exchange Sugg. Retail: $15.95
Language: BASIC Availability: 8
Hardware Requirements: 24K, disk drive Disk or Tape: Disk
OVERALL RATING c DIFFICULTY c- ORIGINALITY C+
PUZZLE QUALITY c EASE OF USE B- DOCUMENTATION Cc-
TEXT QUALITY c VOCABULARY c- HOLDS INTEREST? C+
GRAPHICS QUALITY  N/A SAVE/RESTORE N/A VALUE FORMONEY €

Alien Egg is an all-text adventure with 27 mappable locations. You find yourself all alone in your spacecraft, and
you must obtain certain items before exiting to the planet below. There, you must explore the surface of an alien
world in search of the Alien Egg. Find it, and return it to your ship where it must be placed in the biology lab for
analysis.

This adventure has a very limited vocabulary (which I find typical with APX adventures), and has no save/restore
option. The game plays well in spite of its limited vocabulary, and the hints you find at each location are often very
clever. This rates as an introductory adventure, appealing to all ages, although an experienced adventurer should be
able to solve it in less than two hours.

SULTAN'’S PALACE Department: Entertainment
Company: Atari Program Exchange Sugg. Retail: $15.95
Language: BASIC Availability: 8
Hardware Requirements: 32K, disk drive. Disk or Tape: Disk
OVERALL RATING c+ DIFFICULTY C+ ORIGINALITY C+
PUZZLE QUALITY C+ EASE OF USE B- DOCUMENTATION c
TEXT QUALITY c VOCABULARY c HOLDS INTEREST? c+
GRAPHICS QUALITY  N/A SAVE/RESTORE D VALUE FOR MONEY  B-

Sultan’s Palace is an all-text adventure game wherein your mission is to rescue the sheik’s kidnapped daughter
from the clutches of the evil Sultan Abdul, and escort her to safety. The game itself is cute and clever and could be
considered just slightly ahead of an elementary adventure. There are two mazes that must be solved in order to find
the key to the rescue. To disclose the number of mappable locations in this adventure would be giving away too
much key information. However, I will say this, that some of the Sultan’s rooms contain objects that may best be
described as humorously erotic. I enjoyed them, but parents might exercise their judgment in allowing teens to play
this one due to the sexual overtones and double entendres.

One of the game’s serious shortcomings is that you cannot save or restore it while in play (should you tire or be
interrupted). A save/restore feature could have been very easily implemented. But all in all, this game is worth
having, and will provide a delightful afternoon diversion.



CRYPTS OF TERROR Department: Entertainment

Company: In-House 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+ DIFFCULTY B- ORIGINALITY A
PUZZLE QUALITY B EASE OF USE c DOCUMENTATION Cc
TEXT QUALITY c VOCABULARY Cc HOLDS INTEREST? c
GRAPHICS QUALITY C+ SAVE/RESTORE c "~ VALUE FOR MONEY C-

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 fighting 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.

CYBORG Department: Entertainment
Company: Sentient Software Sugg. Retail: $34.95
Language: BASIC Availability: 5
Hardware Requirements: 48K, disk drive Disk or Tape: Disk
OVERALL RATING B DIFFICULTY A ORIGINALITY A
PUZZLE QUALITY C+ EASE OF USE Cc DOCUMENTATION c
TEXT QUALITY c VOCABULARY C- HOLDS INTEREST? B+
GRAPHICS QUALITY B SAVE/RESTORE B VALUE FOR MONEY B

Cyborg is a large scale and rather difficult adventure game. It bears many similarities, both in its strengths and
weaknesses, to Sentient’s initial offering, Oo-Topos. However, Cyborg is uniformly superior to its older brother,
especially in its basic premise, storyline, and a first rate integration of a LORES phase in the otherwise all-text,
single-screen game.

There is no scoring, and no treasure to be found. Nearly half the game must be solved before the true nature of the
game and your objective even begins to become clear. Because the mission and setting are surprising as they unravel,
it would be unfair to describe them here: suffice it to say that the final text display clarifies all, and accords you the
“entire human race’s thanks.”

It will take time to map through the 122 locations, locate the 28 movable objects, determine their many uses, and
further determine who and where you are, and why you are really there to begin with. Frequent use of the Scan,
Opinion, and Save Game options is suggested, while a “Save” just prior to the LORES “game within a game” is a
must. Cyborg is faster in response and less disk interactive than Oo-Topos, but these qualities are not exactly strong
points of the game.

The primary weakness of the game is that it tries to be too much for too many. The result is that the real interest in
the plot and “real” puzzle becomes muddled by a superabundance of unnecessary rooms and cross-connections, two
absolutely pointless mazes, and an excess of generally humorless verbosity. Many of the puzzles are made needlessly
difficult by a limited vocabulary, and there is an absence of clues, often requiring considerable trial and error even
though you are on the right track. All too often a puzzle simply disappears if the correct object(s) is merely being
carried.

It will take a fairly experienced adventurer to successfully complete Cyborg. But if you enjoy Science Fiction, the
time and effort will be worthwhile, especially if you enjoyed Oo-Topos.



STARCROSS Department: Entertainment

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

Starcross is a science fiction, all-text adventure game that continues to offer the quality and enjoyable features ex-
pected 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 awakens you to advise you of the
presence of an uncharted mass in space. Naturally curious (if you weren't it would be a very short game), you
rendezvous, effect an entrance, map the 80 or so locations of the game, encounter both living and dead remnants of
preceding alien civilizations, 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 ob-
taining 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
there. Hopefully, 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 well have been the basis of a game complete unto itself. Along the way to that scene are several
clever side issues; for example, the Ray Gun may be fired at just about anything. Most responses are unique, and fre-
quently have a humorous twist to them — even when you end up getting killed yourself. Throughout, the true use of
the Ray Gun, which is required to successfully complete the game, is neatly disguised.

While the prose is a bit less vivid and expansive than in the Zork series, the plot and storyline are excellent,
perhaps the best yet seen in any computer adventure. Like a good book, Starcross stimulates the imagination by not
entirely explaining the situation as to all that must have 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.
And in the event you get stumped for awhile, you can always go outside and play Flying Saucer Frisbee with the

packaging.

ALIEN HELL Department: Entertainment
Company: Syncro Sugg. Retail: $14.95 cassette / $19.95 disk
Language: BASIC Availability: 5
Hardware Requirements: 16K cassette, 24K disk. Disk or Tape: Both
OVERALL RATING c DIFFICULTY c ORIGINALITY B-
PUZZLE QUALITY B- EASE OF USE c DOCUMENTATION B-
TEXT QUALITY N/A VOCABULARY N/A HOLDS INTEREST? c
GRAPHICS QUALITY  ©- SAVE/RESTORE F VALUE FORMONEY  C-

Alien Hell was one of the initial attempts to animate an adventure game in graphics form using a redefined
character set. It is unique in that it offers the type of puzzles that text adventures use. Since the player is never told
what to do, the challenge is to figure the game out. The player is trapped in an alien slave mine and must find a way
out. Mapping is important, as in most text adventures. The maze remains the same in each game. The puzzle factor
arises from using the mysterious crystals found in some of the rooms. They are of different colors, each type with a
different power. Learning their power is by trial and error, as no mention of them is made in the program’s
documentation.

The game is joystick controlled. The player’s character, which can move from room to room, must avoid fireballs
and flames from the firepits in the narrow corridors. Also to be confronted are gaseous monsters, guards, and dead
ends that require different crystals in order to get past them. The game has several difficulty levels, starting with the
hard and going to the impossible. The game is somewhat frustrating at first, and unfortunately lacks a game save
feature, necessary at least in the first couple of exploratory games. The game speed is almost at arcade level. That
also can be very frustrating. I have seen more than one broken joystick from trying to avoid a fireball. In sum, Alien
Hell is an interesting attempt at an action adventure game. It is unlikely to appeal to many people because it is a
game that is frustratingly tedious to play: for long periods nothing happens until the player figures out what to do.
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ADVENTURELAND SAGA #1 Department: Entertainment

Company: Adventure International Sugg. Retail: $32.95
Language: Assembly Availability: 7
Hardware Requirements: 24K, disk drive. Disk or Tape: Disk*
OVERALL RATING B DIFFICULTY C+ ORIGINALITY -}
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.

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.



PIRATE’S ADVENTURE MISSION:ASTEROID

DEADLINE Department: Entertainment
Company: Infocom Inc. Sugg. Retail: $49.95
Language: Assembly Language Availability: 9
Hardware Requirements: 32K, disk drive. Disk or Tape: Disk*
OVERALL RATING A+ DIFFCULTY B ORIGINALITY A

PUZZLE QUALITY A EASE OF USE A- DOCUMENTATION A

TEXT GUALITY A+ VOCABULARY A+ VALUE FOR MONEY A+
GRAPHICS QUALITY N/A SAVE/RESTORE A+ HOLDS INTEREST? A+

Deadline is the first in a series of all-text mystery adventure games from the creators of Zork. Totally engrossing,
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, magicians, fantasy, or sound effects, just seven characters with you in a
house with grounds having some 48 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 12
hours to establish your case and resolve the conflicting issues. Don’t try to do it all in 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 counvict, 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, in that someone should have been able to
be seen at a crucial point. Lastly, there is an obscure but fatal bug — don’t shake a bottle known to be empty unless
you have made use of the eight-scenario save/restore game feature.

The response time of the game is excellent. The disk-interactive nature of the game is noticeable on the Atari, and
occasionally requires changing sides or this two-sided disk. Deadline will play on a 32K system, and runs faster on a
48K system. While the puzzle quantity 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 discriptions, perhaps the biggest single puzzle is, how did Infocom manage to get all that text
onto one disk?
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MISSION: ASTEROID
Company: Sierra On-Line

Language: Assembly

Hardware Requirements: 40K, Disk Drive

Department: Entertainment
Sugg. Retail: $34.95
Availability: 8

Disk or Tape: Disk*

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

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 herel!”

THE WIZARD AND THE PRINCESS
Company: Sierra On-Line

Language: Assembly

Hardware Requirements: 40K, Disk Drive

Department: Entertainment
Sugg. Retail: $34.95
Availability: 8

Disk or Tape: Disk*

OVERALL RATING B DIFFICULTY B ORIGINALITY B
PUZZLE QUALITY B EASE OF USE B DOCUMENTATION Cc
TEXT QUALITY B VOCABULARY B HOLDS INTEREST? B
GRAPHICS QUALITY A SAVE/RESTORE C VALUE FOR MONEY 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 hufdles 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.
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ULYSSES & THE GOLDEN FLEECE Department: Entertainment

Company: Sierra On-Line Sugg. Retail: $34.95
Language: Assembly Language Availability: 9
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
doso.)

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.

ULYSSES & THE GOLDEN FLEECE WIZARD & THE PRINCESS
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WARLOCK’S REVENGE Department: Entertainment

Company: Synergistics Software Sugg. Retail: $34.85
Language: Atari BASIC Availability: 5
Hardware Requirements: 40K, disk drive. Disk or Tape: Disk
OVERALL RATING c- DIFAICULTY c ORIGINALITY c
PUZZLE QUALITY c EASE OF USE B DOCUMENTATION D
TEXT QUALITY B VOCABULARY D HOLDS INTEREST? c
GRAPHICS QUALITY € SAVE/RESTORE B VALUE FORMONEY  €-

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 concerned.

ADVENTURES ON A BOAT Department: Entertainment
Company: Sublogic Sugg. Retail: $24.85
Language: BASIC Availability: 5
Hardware Requirements: 32K, disk drive. Disk or Tape: Disk
OVERALL RATING D CONTROLLABILITY -} ERROR HANDLING c
GAME CONCEPT c SKILL INVOLVED D DOCUMENTATION B
CREATIVITY c CHALLENGE D- HOLDS INTEREST D
GAME DEPTH c GRAPHICS c+ VALUE FORMONEY  F

. Adventure on a Boat is little more than the fishing trip program found in many of the BASIC language “type them
in yourself” game books. Anyone expecting more in terms of a learning experience in programming and instruction
in how games are written will be disappointed.

The player sails his boat on a lake represented by the customary grid. Each square on the grid has a random
number of fish to be caught. The further one progresses onto the grid, the more time that is added to the clock. The
graphics, finally, are unimpressive, and seem to have little or no point to them.

CHINESE PUZZLE Department: Entertainment
Company: Atari Program Exchange Sugg. Retail: $15.95
Language: BASIC Availability: 8
Hardware Requirements: 24K, disk drive Disk or Tape: Disk
OVERALL RATING D+ DIFFICULTY C+ ORIGINALITY c
PUZZLE QUALITY c EASE OF USE D DOCUMENTATION c
TEXT QUALITY D- VOCABULARY D- HOLDS INTEREST? D
GRAPHICS QUALITY  N/A SAVE/RESTORE N/A VALUE FOR MONEY D+

Chinese Puzzle is an all text, greatly abbreviated adventure, of sorts. There are 10 mappable locations and three
objects to acquire in your quest. The solution to this puzzle is not overly clever, and this reviewer found it quite a
disappointment.

The puzzle lacks depth, and requires mundane and repetitive moves to find the right combination for the solution.
This is a play it once game: if you solve it, great, if not, it will be put away never to be seen again. Your money is best
spent in other areas.



SLEAZY ADVENTURE Department: Entertainment

Company: Atari Program Exchange Sugg. Retail: $15.95
Language: Atari Basic Availability: 6
Hardware Requirements: 24K Atari 800, disk drive Disk or Tape: Disk
OVERALL RATING c- DIFFICULTY D ORIGINALITY c
PUZZLE QUALITY D EASE OF USE A DOCUMENTATION C+
TEXT QUALITY c VOCABULARY c HOLDS INTEREST? F
GRAPHICS QUALITY N/A SAVE/RESTORE N/A VALUE FOR MONEY D

The object of Sleazy Adventure is to sail a ship from Thailand to San Francisco, first finding and then smuggling a
variety of contraband items (and, of course, increasing the risk the more valuables you take). Success will bring you
fabulous wealth in San Francisco. The title is somewhat misleading, however, in that the only thing “sleazy” about
the game are the descriptions of the establishments and residents of the back streets and sewers of Bangkok.

At best, the game will prove to be a good tutorial for the untried text adventure game player. For the advanced
video adventure addict the game isn’t worth the effort of booting up. The program will assist you by asking if you
want a hint. But in many cases you must ask for the hint before it will allow you to proceed with the game,
regardless of whether or not you want the assistance. This habit tends to become a “crutch,” transforming the user
into a spectator rather than a full participant and so defeats the point of text and puzzle-based games.

Documentation is concise and well written, but that alone is not enough to carry the game. The vocabulary is
limited; and rather than have you try every verb and adjective you know, the author supplies you with a list that the
program will recognize. But some words which are excluded from the list may still produce wondrous effects when
used at certain points in the game.

Overall, this is a good adventure game for brand new adventurers, but not a worthy challenge for the experienced
player. The game can be completed in a few hours, which is perhaps just what novices need for encouragement with
adventure games. But although the game concept is promising, much more could have been done to hold the user’s
interest and provide a higher degree of challenge.

DR. GOODCODE’S CAVERN Department: Entertainment
Company: Gebelli Software Sugg. Retail: $29.85
Language: BASIC Availability: 6
Hardware Requirements: 40K, disk drive. Disk or Tape: Disk
OVERALL RATING D DIFFICULTY D- ORIGINALITY F
PUZZLE QUALITY D EASE OF USE C+ DOCUMENTATION D-
TEXT QUALITY c VOCABULARY c HOLDS INTEREST? D-
GRAPHICS QUALITY D SAVE/RESTORE B VALUE FOR MONEY D-

Dr. Goodcode’s Cavern would have you believe it falls in the adventure game category, yet it offers none of the
“reward fortune” features or puzzle challenge that distinguish real adventures. It bears a painful similarity to early
text-maze games such as Wumpus and Devil’s Cavern.

The game play is based primarily on the computer’s ability to generate random numbers. One soon begins to
wonder about the purpose of wandering around a text-maze reading random phrases from the computer.
Completing this game gives no satisfaction at all. No puzzle has been solved, and no ability tested other than your
patience — a particularly useful attribute to have when an obnoxious “sound” (the best I can describe it) comes on
early in the game, and never goes away (although you can turn down the volume).

The text display uses custom character set graphics. Exits appear as square shaped “players” at the four cardinal
points on the screen. A miniature map is also displayed on screen, with the room number the player is in and the
room numbers of adjoining rooms. The map disappears if you are picked up by a bat.

The documentation is poor. For instance, the program is written in BASIC, and will not boot-up or give any
message if the BASIC cartridge is not in place. Nowhere is this mentioned. Nor are instructions given on how to save
a game; you simply must experiment on your own. The documentation seems to be more concerned in making sure
that the player knows the history of the Cavern.

In short, the only persons who would probably purchase this game are those who are unaware of its tedium.
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EMPIRE OF THE OVERMIND Department: Entertainment

Company: Avalon Hil Sugg. Retail: $35.00 disk / $30.00 cassette
Language: Assembly Availability: 5
Hardware Requirements: 40K Disk or Tape: Both
OVERALL RATING Cc DIFFCULTY A ORIGINALITY Cc
PUZZLE QUALITY A EASE OF USE B DOCUMENTATION D
TEXT QUALITY C- VOCABULARY Cc 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.

GHOSTLY MANOR Department: Entertainment
Company: Sublogic Sugg. Retail: $24.95
Language: BASIC Availability: 5
Hardware Requirements: 32K, disk drive. Disk or Tape: Disk
OVERALL RATING D CONTROLLABILITY B ERROR HANDLING B-
GAME CONCEPT c SKILL INVOLVED D DOCUMENTATION B
CREATIVITY c CHALLENGE D HOLDS INTEREST D
GAME DEPTH c GRAPHICS c VALUE FORMONEY D

Ghostly Manor is a maze/adventure game for children. The “manor” is a group of boxes arranged in a 4 x 7
rectangle on the screen. Doors to the rooms are randomly generated at the start of the game. The object is to roam
round the maze until you find a magic key with which to leave the room. Every room contains an object, and
friendly or malign spirits.

It should be pointed out that some sections of the maze have no way in or out unless the player is teleported there,
or finds an object to move into the room of his choice. If the player finds himself in this situation, he must move back
and forth through the rooms until the right object appears.

The game also has messages: “you are in the dirty closet,” or the more common, “oh no, this is a bloody room!”
(along with silly sound effects). Standing still in these rooms will likely be rewarded with a message such as, “the
spirit was impressed with your bravery.”

There is very little skill involved here, and the time given to complete the game is based on random choices.

a8



THE BLACK FOREST Department: Entertainment

Company: Sublogic Sugg. Retail: $24.95
Language: BASIC Availability: 4
Hardware Requirements: 48K, diskette. Disk or Tape: Disk
OVERALL RATING D- CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT Cc SKILL INVOLVED C- DOCUMENTATION D+
CREATIVITY B CHALLENGE D HOLDS INTEREST? D
GAME DEPTH Cc GRAPHICS D+ VALUE FOR MONEY F

Black Forest is a poorly implemented graphics adventure for children. The object, apparently, is to explore the
Black Forest in search of the life-giving waters of Amrita, although this isn’t clear in the documentation. You
encounter various monsters along the way, and these must be conquered.

The player’s figure starts on the right side of the screen. You are given three weapons and a shield, and you use the
keyboard to select which you will use at any given time. You have limited control with the joystick over this
character. The program uses player-missile graphics, and the shapes are crude at best. The background seems to
have been drawn using PLOT and DRAWTO statements. There is also a problem with character control. Since the
joystick is only scanned at certain intervals inside a basic loop, control becomes awkward. The monsters you've
encountered are entered at the top of the screen. Without this notice you’d never be able to tell what you ran into.
The Black Forest just misses the boat in terms of interest and challenge.
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TACTICAL SPACE & WAR
GAMES

EASTERN FRONT Department: Entertainment
Company: APX Sugg. Retail: $29.895
Language: Machine Language Availability: 7
Hardware Requirements: 16K cassette; 32K disk Disk or Tape: Both
OVERALL RATING A CONTROLLABILITY A+ ERROR HANDLING N/A
GAME CONCEPT LY SKILL INVOLVED A DOCUMENTATION A
CREATIVITY A- CHALLENGE A HOLDS INTEREST? A-
GAME DEPTH b GRAPHICS A VALUE FOR MONEY A

Eastern Front is perhaps the best-designed computer war game to appear on any microcomputer to date. It gains
this distinction by having the finest quality graphics of any war game, and by being so well engineered that the
logistics of entering orders is reduced to simple joystick control. It is so outstanding that it earned Chris Crawford, its
author, the honor of having designed the best computer game of 1981.

The game recreates the invasion of Russia by the German Army in the summer of 1941. It is the classic battle of
strength and mobility attempting to overwhelm a weak enemy whose only assets are endless territory in which to
retreat and the natural ally of a brutal winter. Time is on the Russian side: if they hold out until winter,
reinforcements will come to their aid. That, coupled with the bitter cold and the German’s over-extended supply
lines, can give them the decisive advantage.

You command the German Army on a battlefield that stretches over 20 colorful screens. A number of re-defined
character sets delineate the various terrain features. The entire screen fine-scrolls from the Polish border to well
beyond Moscow, and from Leningrad to the Crimea on the Black Sea. The weather conditions are set by a series of
display list interrupts. The ground turns to mud with the October rains, and the rivers freeze and the snows fall in
November.

Screen positioning is entirely governed by the player’s joystick-controlled square cursor. Using a joystick for
entering the bulk of your orders (cancelled by the space bar) eliminates the drudgery usually associated with
computer war games. The player simply moves the cursor to a unit to which he wishes to issue orders, presses the
button while moving the cursor in the desired direction, and the order is issued. An Iron Cross shows where you are
in the order sequence; and a movable arrow traces the path. By moving the cursor to any unit, even a Russian unit,
you can check the corps unit’s strength.

The computer calculates its orders while you are entering yours. It never keeps you waiting once you signal the
battle to begin. The Russian side can analyze its position, recognize danger and opportunity, avoid traffic jams,
recognize the effects of terrain, and plan accordingly. Because the computer works at 1.79Mhz, it can plan strategy
faster than human opponents. For that reason, the author recommends against rushing into battle. The computer
also improves its own strategy over time.

Each turn, representing one week of actual time, is broken down into 32 subdivisions of time in which combat
units move and fight. Thus, a pre-programmed unit might destroy an adjacent enemy unit, advance across a river,
engage another unit (forcing it to retreat), and finally advance towards a city within the one turn. Terrain affects
both movement and combat. Tanks become bogged down in the marshes, and the enemy has an advantage when the
Germans attack across rivers.

The game lasts until the following Spring, a total of 41 weeks. It takes two to three hours to finish the campaign.
Actually, the game ends abruptly, with a score between 0 and 255 indicating the outcome. Early in the game it is
easy to get a high score, awarded for troops killed and territory gained; but it is difficult to hold that advantage
through the winter. Most beginners will follow the pattern of the German debacle by concentrating their forces and
becoming mired in the Pripet marshes. A better plan would be to split your forces early, to avoid the Russians
concentrating theirs; or crash through the marshes quickly and then split your forces. Regardless of your strategy,
you will have to pull back because of uncertain supply lines and bad weather.

Eastern Front is the first war game that non-warriors might enjoy. With its ease of entering orders and its
magnificent graphics, a complicated war game becomes enjoyable to play. By all means, if you like strategy games,
grab this one quick. Highly recommended.
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LEGIONNAIRE Department: Entertainment

Company: Avalon Hill Sugg. Retail: $35.00
Language: Assembly Language Availability: 5
Hardware Requirements: 16K, cassette player. Disk or Tape: Tape
OVERALL RATING A CONTROLLABILITY A+ ERROR HANDLING N/A
GAME CONCEPT A SKILL INVOLVED A DOCUMENTATION A-
CREATIVITY A- CHALLENGE A HOLDS INTEREST? A
GAME DEPTH A- GRAPHICS A- VALUE FOR MONEY A-

The battles between Caesar’s Roman legions and the barbarian tribes of southern France during the Gallic Wars
(58-51 B.C.) are recreated in this Real Time simulation, Legionnaire. In many ways it is quite similar to the author’s
earlier game, Eastern Front. With the addition of movement and orders occurring in a simulated Real Time
environment, games only take between fifteen and thirty minutes to play.

The battles take place on a very large, fine-scrolling map which depicts the hilly terrain of southern Gaul. You can
command up to ten Roman legions against your choice of an infantry tribe and a cavalry tribe. The game defaults to
two very easy tribes, but you can choose two of the tougher tribes. Each of the tribes has its own characteristics, as
does each of the Roman legions.

Orders are issued to the legions through the joystick. The cursor is centered atop a legion, and the direction of its
next move or next series of moves is entered. Orders can be countermanded by pressing the space bar. Troops should
initially be moved to high ground and rested, because these are two of the factors that are weighed during the battle.
Other factors to be considered are troop morale, and the shock factor when infantry is attacked by cavalry. Different
strategies work against various enemies. Occasionally it is best to hold the high ground, while at other times it is
better to lure or drive the enemy into the forest to keep them from concentrating their forces. The game ends either
when the tribes have been defeated, or you, Caesar, have been killed by them.

The graphics, like the game itself, are excellent. The sound, however, which is supposed to represent the sound of
marching, becomes annoying quickly. Legionnaire has incorporated many features that make the simulation
realistic. Its ease of use and its wide range of difficulty levels make this a very good introduction to war game
playing.
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SHATTERED ALLIANCE Department: Entertainment

Company: Strategic Simulations Inc. Sugg. Retail: $39.85
Language: BASIC & Assembly Availability: 8
Hardware Requirements: 48K Disk or Tape: Disk*
OVERALL RATING C+ CONTROLLABILITY B ERROR HANDLING A
GAME CONCEPT c SKILL INVOLVED A DOCUMENTATION c
CREATIVITY 8 CHALLENGE B HOLDS INTEREST B
GAME DEPTH B GRAPHICS C+ VALUE FORMONEY B

Shattered Alliance is a tactical war game simulation pitting groups of mythical tribes with varying capabilities
against similar opposing forces. Winning is less a matter of destroying opposing forces than it is breaking the oppo-
nent’s unit and army morale through combinations of encounters. In many regards, this game is similar to a scaled-
down version of Strategic’s Operation Apocalypse on the Apple computer. Shattered Alliance is in a completely dif-
ferent setting, however, and uses a new move allowance concept, “Time Points,” as an alternative to incorporating
any number of squares in a single move for different types of units.

This Time Point concept is both the strength and weakness of this game. Its strength lies in using this approach to
speed-up the true game and, perhaps, making for a finer degree of thodeling. Its weakness requires the player to
react to a near Real Time game, demanding faster reflexes, knowledge of the keyboard, and total concentration on
the tactics and strategy being used. A greater weakness is that it leads to one-on-one combats, in which adjacent
forces provide neither offensive nor defensive support. Time Points definitely take considerable getting used to, and
according to SSI, will be the basis of a series of programs yet to come.

Shattered Alliance features four scenarios for one or two players. The well-done character graphics uses combat
units (which are difficult to relate to and differentiate between, especially on a B & W display); two map scales both
of which are adequate but very uninspiring; and a Demo game that is very difficult to follow even after a thorough
study of the documentation, as it seems to go on, and on, and on. The extensive documentation is light on game
specifics beyond describing the screen displays and symbols, examples of combat situations, and information that
would make the game more playable. It is heavy on mood-setting “background,” as well as detailed descriptions of
the various move and factor charts and rule Errata, both of which are included in the program on a separate card.

There is a consistent emphasis on J.R.R. Tolkien-type characters, names, and combat situations which Bilbo and
Frodo fans will find both unsatisfactory and insulting. The game is difficult to learn to play, perhaps more so than
Apocalypse, which is a better, albeit, more expensive game. Once mastered, however, it is perhaps the fastest play-
ing war game yet introduced.

STARBASE HYPERION Department: Entertainment
Company: Quality Software Sugg. Retail: $19.95 cassette / $22.95 disk
Language: BASIC Availability: 6
Hardware Requirements: 24K Disk or Tape: Both*
OVERALL RATING B CONTROLLABILITY c ERROR HANDLING c-
GAME CONCEPT c+ SKILL INVOLVED B- DOCUMENTATION B+
CREATIVITY B- CHALLENGE B- HOLDS INTEREST? B
GAME DEPTH B- GRAPHICS c+ VALUE FOR MONEY  B-

Starbase Hyperion is a single-player tactical spacewar game. Your mission is to defend your starbase against
invasion from enemy forces until reinforcements arrive 15 days later. During these 15 turns, you must create,
command, and deploy a fleet consisting of up to five different warships. At the same time, you must manage your
limited energy resources, build ships and power stations, send out probes, and maintain shield defense.

The game is one of the few war-games that works well. There are six skill levels and a random setup. I've seen
better graphics, but these are nonetheless cleanly done, using a radiating grid for a map, and a re-defined character
set to represent the ships. The computer plays an intelligent game, and although the program is written in BASIC,
the computer spends very little time executing its strategy between turns. The battle portions of the game, while not
arcade-style, still require quick reflexes during battle. It is not a simple game, but one that will require several plays
to learn the rules and tactics.



TIGERS IN THE SNOW Department: Entertainment

Company: Strategic Simulations Inc. Sugg. Retail: $39.95
Language: Atari BASIC & Assembly Availability: 7
Hardware Requirements: 48K Disk or Tape: Disk*
OVERALL RATING Cc CONTROLLABILITY D ERROR HANDLING B
GAME CONCEPT c SKILL INVOLVED B DOCUMENTATION Cc
CREATIVITY c CHALLENGE Cc HOLDS INTEREST B
GAME DEPTH Cc GRAPHICS B VALUE FOR MONEY c

Tigers in the Snow is a Regimental to Divisional level war game simulation of the 1944 Battle of the Bulge. It of-
fers two rather similar scenarios, differing in length and conditions of victory. Either one or both sides may be
played by the computer, and one or two players may compete. The familiar SSI hex grid system and Move Point con-
cept are back, somewhat simplifying the learning process. The game features variable weather, supply, and fuel
conditions, which influence the Move Point allowance of each unit. Happily, there is no need for the opponent to
ever “turn away” from the screen. It also involves artillery support, reinforcements, optional attacks on each unit by
any or all adjacent forces, the probability of independent command actions overriding your orders, and a save game
option.

Tigers is one of the faster war games to come along. It is only disk interactive between turns, and the game speed is
also a problem in that the status displays flash by too rapidly for planning or understanding. The “hold action” com-
mands of Operation Apocalypse are sorely missed. Indeed, there are only three keyboard commands other than the
direction numbers and “Yes” or “No” responses. Tigers is not as tightly modeled as some of SSI's other games, and
makes extensive use of the randomizer leading to a wide range of battle results for a given set of tactics.

As with many SSI games, the documentation is very confusing; be sure to read the “Atari Player’s Aid Card” at
least twice before even opening the documentation! It is especially poor in defining the meaning and interactions of
the various combat commitments that the player is called on to make. Tigers has a variety of other aggravating
flaws. One is not able to select the sequence in which the units are moved, check the status or location of units, or
control the air power when it is available. Symbols indicating the historic and game significant towns, for example,
could have been easily added.

Compared to Operation Apocalypse, Tigers in the Snow is almost as difficult to learn, but is much faster in set-up
time and response. It is also easier and simpler to play. It is not as versatile or engrossing as the more expensive
Apocalypse; however, it is a superior war game to the equally priced Computer Conflict. As a minimum, the
simplicity of play permits war gamers to enjoy and concentrate on the tactical planning associated with this simula-
tion.

MIDWAY CAMPAIGN/NUCLEAR
BOMBER/PLANET MINERS/NUKEWAR/

CONVOY RAIDER Department: Entertainment
Company: Avalon Hil Sugg. Retail: $16.00 each
Language: Atari BASIC Availability: 4
Hardware Requirements: 16K Disk or Tape: Tape
OVERALL RATING c- EASE OF USE c ERROR HANDLING B
GAME CONCEPT c SKILL INVOLVED c DOCUMENTATION D
CREATIVITY c- CHALLENGE c- HOLDS INTEREST c-
GAME DEPTH D GRAPHICS D- VALUE FOR MONEY C-

The Avalon Hill Atari game programs bear little resemblance to their board games, even though several of the
names are identical. The well-packaged programs promise involved and sophisticated war-game-like programs. Un-
fortunately, they are rewritten TRS-80 programs of relatively little complexity, making no use of any of Atari’s
graphics capabilities. The text displays and “maps” are very simplistic and poorly drawn. Several of these games are
fun to play, however, and will hold your interest for several replays. Midway Campaign and Nuclear Bomber are
the best in this regard. They are easy to learn and require few (almost too few) system commands. Generally, they
are mediocre in comparison to good games dealing with death and destruction on a grand scale, as controlled by ran-
dom number generators rather than well-designed algorithms.
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MIDWAY CAMPAIGN: Very loosely based on the famous carrier battle of WWII. The computer will search out
the opposing fleets. The aircraft quantities and probabilities of hitting the carriers with bombs are stacked in favor
of the Japanese in this game. If you are not a war-gamer, Midway Campaign is a good challenge; you’ll need luck to
get them before they get you. (To win, try violating historic naval tactics by dividing your forces.) If you are a war-
gamer, you'll be frustrated by the lack of tactical system commands and tire of the game very quickly.

NUCLEAR BOMBER: As the captain of a nuclear bomber on routine patrol, you are ordered to fly to within 250
kilometers of an identified Russian city and destroy it with your one Megaton weapon. Russian interceptors and
missiles don’t take too kindly to this idea and are launched against you from Defense Centers, which you can also
destroy. The action starts very, very slowly, but picks up rather well. Not much fun for detente dilettantes, however.

NUKEWAR: As leader of a country you may name, you must decide where to stock up on arms, with what and
whether or not to initiate a nuclear holocaust with a second country which you also name (I used my
Mother-in-law’s name). The opposing country may elect to initiate first strike hostilities — after that, it’s a matter of
a few quick turns, slugging it out, watching cities and bases get wiped out until the Hot Line rings to negotiate a
peace. The winner is the country with the fewest million casualties. Little challenge, reasonable luck, but quick and
fairly enjoyable. No extension option provided in the game for the effects of radiation poisoning.

CONVOY RAIDER: Very loosely based on the naval engagement and the sinking of the Bismarck, this game re-
quires you to: command the Bismarck; seek, sink or evade four British battleships; locate and destroy the random
convoys sailing toward Britain; and return to a friendly port (marked by an “*”) — all this with essentially two com-
mands!! Convoy Raider will tax your brain about as much as it does the Apple (on second thought, that may be an
inappropriate analogy).

PLANET MINERS: The Solar System is open for exploration. Four “families” compete to gain the mining rights
which may be granted after you orbit one of your five spacecraft about a planet. Claim-jumping, sabotage and pro-
testing other’s claims are all cricket. Of the ten system commands, six are for largely redundant information and
status tables. The program is perfectly happy playing all four families; if you are still interested in playing after
watching such a match, you can replace any or all families by human families. Several kids could easily pass some
time, but as a solitaire game it rapidly becomes repetitively uninterestingly long before its forty move limit is
reached. Would not exercise the mental faculties of a Fredric Pohl or Robert Heinlein (for you science-fictioneers).

TACT TREK Department: Entertainment
Company: Atari Program Exchange Sugg. Retail: $15.85
Language: AtariBasic Availability: 9
Hardware Requirements: 32K, disk drive, joystick Disk or Tape: Disk
OVERALL RATING c- CONTROLLABILITY E- ERROR HANDLING D
GAME CONCEPT c SKILL INVOLVED F DOCUMENTATION c
CREATIVITY D CHALLENGE c HOLDS INTEREST? D
GAME DEPTH D GRAPHICS D VALUE FORMONEY D

Tact Trek is a real-time space adventure in which, as commander of the starship Enterprise, you must battle from
one to three enemy ships. You have at your disposal phasers, photon torpedoes, or an anti-matter device. Your
assailants are almost equally well armed.

Your vantage is from the bridge of the Enterprise, looking out into space. A stationary crossiair sits in the middle
of your screen. There are no background effects, and your enemies are pictured merely by the first initial of their
name (e.g. K for Kreiger). The game is in real-time, and each move takes two seconds in the game. The program up-
dates the screen ten times, so each screen comprises .2 seconds. This keeps the game somewhat interesting in that, as
you fire your weapons, the enemy is able to move away from the shot.

The major drawback of the Tact Trek, however, is this: even to simply fire the ship’s photon torpedoes requires
three separate steps. First, the tubes have to be loaded. Second, they have to be locked onto the target. Finally, they
can be fired. But the game is set up in such a way that the first command, loading the torpedoes, takes up one entire
turn. Now it’s your enemy’s turn; and oftener than not he will lay down a phaser barrage that inflicts rather heavy
damage on the Enterprise. Next, you may lock the photons on target. But before you may fire yourself, you get
racked with the enemy barrage. At long last, you may fire your weapon.

Because of this ponderous turn-taking exercise, and the complete lack of skill required, the program fails in its
ability to hold one’s interest. Moreover, it does not take advantage of the graphic and sound capabilities of the Atari
computer. The error-trapping is also somewhat unforgiving. A typographical error results in Mr. Sulu asking
“What?” and you losing a turn. The real-time feature is somewhat challenging, but this alone does not seem to
warrant the investment of time and effort.



BOARD GAMES

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.

COMPUTER CHESS



CHECKER KING Department: Entertainment

Company: Atari Program Exchange Sugg. Retail: $22.95
Language: Basic Availability: 3
Herdware Requirements: 16K; disk drive or cassette. Disk or Tape: Both
OVERALL RATING C+ CONTROLLABILITY B- ERROR HANDLING Cc
GAME CONCEPT c- SKILL INVOLVED B- DOCUMENTATION c
CREATIVITY Cc- CHALLENGE B- HOLDS INTEREST? B-
GAME DEPTH C+ GRAPHICS D+ VALUE FORMONEY €+

Checker King is a one or two player game copying the age old favorite, Checkers. In the one player game, you
play the computer; and in the two player mode, you try to best another person. There are also six levels of difficulty
to choose from, ranging from Beginner to the Champion level. At the Beginner level, the computer looks one and a
half moves ahead, while at the Champion level it is able to plan four moves in advance.

You move your piece by using the joystick controller. The game board is pictured on the screen; by moving your
stick, a corresponding “X” moves over your piece. First pressing the firing button, you pick up your checker and then
move the “X” to the desired square. By pressing the button again, the checker is deposited. The computer does not
permit illegal moves or jumps.

You will find at higher levels of difficulty that the computer must “think” longer between its moves. Sometimes —
actually, most of the time — it needs a full ten minutes to plan a move. This can really make the game drag.
Nevertheless, this reviewer found the computer an able adversary on the higher levels of play.

Overall, Checker King is an entertaining game. Its weak points are its Lo-Res graphics, and especially the length
of time required by the computer to makes its moves. But when it moves, look out! The two-player mode alleviates
most of this tedium.

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 Cc-
GAME CONCEPT B- SKILL INVOLVED C+ DOCUMENTATION B
CREATIVITY Cc CHALLENGE Cc- HOLDS INTEREST c-
GAME DEPTH C+ GRAPHICS Cc VALUE FOR MONEY Cc-

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.
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FASTGAMMON Department: Entertainment

Company: Quality Software Sugg. Retail: $19.95
Language: Assembly Availability: 3
Hardware Requirements: BK, cassette player. Disk or Tape: Tape
OVERALL RATING B- CONTROLLABILITY c ERROR HANDLING A-
GAME CONCEPT B SKILL INVOLVED C+ DOCUMENTATION Cc
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.

REVERSI I Department: Entertainment
Company: APX Sugg. Retail: $22.95
Language: Machine Language Availability: 4
Hardware Requirements: 16K cassette, 24K disk Disk or Tape: Both
OVERALL RATING B CONTROLLABILITY B ERROR HANDLING A-
GAME CONCEPT B SKILL INVOLVED ® DOCUMENTATION C+
CREATIVITY B CHALLENGE B HOLDS INTEREST? B
GAME DEPTH B GRAPHICS Cc VALUE FOR MONEY B

Reversi I1 is a computerized version of the game Othello. 1t is a strategy game for one or two players. The object of
the game is to surround your opponent’s pieces on two parallel sides (horizontally, vertically, or diagonally), and so
capture them. The player who has taken the most pieces at the end wins.

One player is pitted against the computer, or against another player. The computer opponent can play on three
levels of difficulty. Its strategy on level one is to capture as many pieces as possible, even if the move isn’t the best
one. On level two it considers its opponent’s countermove, thereby playing a better defensive game. The computer
employs strategy the most on level three. It tries to dominate the strategically valuable corners while weighing the
advantages of each square it can move into. It looks ahead one and a half moves. There is also a fourth level, which is
interesting in that it plays in the level three mode but displays its “thought” processes while figuring out its next
move.

The game is played on an eight by eight blue colored board. The game pieces are green and red, or black and
white if you choose a monochrome monitor. A joystick positions the cursor to indicate the next move. The firing
button confirms the choices you make. There is good error checking, since it won’t allow an illegal move. The
computer’s response time is quite fast on all levels of play. It never takes more than two seconds to make its move.
Surprisingly, it is a challenging opponent to all but quite advanced players.

A sidenote: I pitted the Apple computer game Reversal against Reversi II in a best-of-three match. Reversal
played both games on the advanced level, one at Al and the other at A4. Reversi II was set on level three, the non-
transparent advanced level.

The playing styles were totally different. Reversi II took an early lead in both games. In one game it lead 32 to 2
before finding itself without a move for three straight times. It eventually lost the game 51 to 13, despite having
captured both bottom corners and the entire bottom row. Reversi II also lost the other game, 49 to 15.

The winning of the latter game by Reversal could be attributed to a longer “thinking” time. But the response time
for both programs was the same in the first game. It becomes obvious that, while Reversi II uses a set algorithm for
determining its moves, Reversal takes a very sophisticated and flexible approach to winning.



Qs 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 B 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.

QS 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.

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.

Itis 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 arrow 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.



sewsigny san Ty 9B AR IR e e . .

Wl BV oW e ey REENTAT

+ s T BENRG A oLl e

R S FOGARE] il som !

p..v 1irim
l‘

iiEm‘ e “' !
" BV (

' mwma

“"’ #Wﬂmdnﬁpdm u.ib.nudgu

Yo oolteos! wl) iurar
A0 30 800

A3F & g B

‘ Mm ile 36 dvel £ pilenlie g slnbibs 1} Irnonit 2N
vt Jovnarioo? = reefio onlll 11 dakad &0 fed mige
ol ces po ey wdmore b oecridon el

s quatbaad

bmmmaﬁnﬁw«lﬂn ey sl an() gawe oo

Aanie
Dapurtmnpoi: Endaciie -
Buge Ruta® 224§
: Resibling
dinl MMarerTage .
QUPITIACE L TRy H,h S ] i T
BN SO0 L nel J‘,“';’_‘.‘

* O Hnar
[ Pl D WY B g

1:} —LFr'r' .- ni-\‘
]

4‘.'.‘_ "

A
- The - 0 o v"ﬂ‘.‘—i a.um

"

s £ 1 Wil




SPORTS GAMES

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

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 one 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.

SOCCER (THORN) DARTS
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SOCCER Department: Entertainment

Company: Gamma Software Sugg. Retail: $29.95
Language: Machine Language Availability: 5
Hardware Requirements: 16K 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 c GRAPHICS D+ VALUE FORMONEY D

Soccer is a sport’s action game for two, three, or four players who control two four-man teams. The game closely
resembles the author’s Hockey game. (The graphics, play, and control system are virtually the same.) Players move
about the screen in an animated running stance; and the standard rules of soccer apply.

The major objection to the game is that the field is too small in relation to the size of the players. Where a fast
moving puck in Hockey made that game exciting, the rapidly moving ball in Soccer makes the game totally
unrealistic. It only takes two seconds for the ball to travel from one goal to the other, and if another player doesn't
intercept the ball after a goal kick, the goalie could actually score. The other problem is that it is too easy to miss a
pass, and the ball is always going out of bounds, resulting in the referee’s whistle blowing continually throughout the
game. The need for corner kicks, throw-ins, and goal kicks further interrupt the game’s flow.

The two-player game, in which each player must control the goalie and three offensive players, is very difficult.
Since the ball travels too fast from one end of the playfield to the other, the goalie is often left to defend the goal area
alone. (It’s dangerous to try to pull the other players back while defending the goal, so a point is often scored against
the goalie.) The flashing defender, who is the only player you control directly, presents another problem as he
sometimes becomes lost in the crowd of congested players.

This is not a soccer game that I would recommend. At the very least, it needs a larger playfield with fine resolution
graphics, smaller players, and a slower moving ball. At best, it should have incorporated a scrolling playfield like the
one in Mattel’s version, or the Atari 5200 soccer games.

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, o
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-¢ontrolled. 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.
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 bu
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 i
dribbling and attempt to steal the ball. The steal occurs if the players touch when their feet are exactly aligned
the court.

The graphics are excellent on this almost three dimensional court. The only element that distorts the perspective
the fact that the players don’t shrink in size as they move away from the area in the front of the screen. The gameis
pleasure to play, even against a computer opponent. The computer plays tough when it is behind or the scoref
even. But when it pulls ahead more than a few points, it drops into a pattern of predictable play, almost as if hopi
to keep the game close. Shooting is very easy with a little practice. The ball almost always travels to the basket,
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.
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BASKETBALL CYPHER BOWL
CYPHER BQWL Department: Entertainment
Company: Artscul Sugg. Retail: $49.95
Llanguage: Machine Language Availability: 4
Hardware Requirements: 16K, cassette Disk or Tape: Tape
OVERALL RATING Cc CONTROLLABILITY C- ERROR HANDLING N/A
BAME CONCEPT C+ SKILL INVOLVED C+ DOCUMENTATION C+
CREATIVITY c CHALLENGE C+ HOLDS INTEREST? B-
GAME DEPTH c+ GRAPHICS D+ VALUE FORMONEY D

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
tospot 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.

L 63



PRO BOWLING Department: Entertainment

Company: APX Sugg. Retail: $15.95
Language: BASIC Availability: 6
Hardware Requirements: 16K cassette; 24K disk Disk or Tape: Both
OVERALL RATING c- CONTROLLABILITY c ERROR HANDLING B
GAME CONCEPT c SKILL INVOLVED c- DOCUMENTATION B
CREATIVITY c CHALLENGE c- HOLDS INTEREST? c
GAME DEPTH c GRAPHICS c VALUE FORMONEY  €-

Unhappily, there are no pleasant surprises here, just a mediocre implementation of the game of bowling for the
computer. Pro Bowling accommodates up to four players, with the program keeping track of the different scores.
The ball is controlled by the joystick, and you may elect to throw curves or a straight ball. The graphics are only
average, and the “feel” of the game not much better.

GOLDEN GLOVES Department: Entertainment
Company: Artworx Sugg. Retail: $26.95 disk/$22.95 cas.
Language: Assembly Language Availability: 3
Hardware Requirements: 16K, cassette; 32K, disk drive. Disk or Tape: Both
|
OVERALL RATING C- CONTROLLABILITY C ERROR HANDLING N/A
GAME CONCEPT B- SKILL INVOLVED D+ DOCUMENTATION c
CREATIVITY C CHALLENGE c HOLDS INTEREST? D+ ‘
GAME DEPTH c- GRAPHICS C+ VALUE FOR MONEY  C-

Golden Gloves is a cute action game in which two boxers slug it out in the ring. It can be played competitively
against a friend, or by a single player against the computer. Each player controls his fighter’s movements with a
joystick. The boxers can move backwards and forwards, throw a jab or hook punch, block a punch, or duck. Points
are scored for each punch landed. More points are awarded for a punch that causes the opponent to step back than
for a normal punch; and, naturally, a knockdown scores the highest points of all.

There seem to be few clues as to the effectiveness of a given punch apart from the score. It is hard to develop any
boxing strategy, other than to punch as often as possible. Ducking, where the fighter lowers his head to protec
himself, rarely works. A hook to the head knocks him down.

All told, Golden Gloves offers appealing graphics, but it lacks enough of a skill level to make it a good sports
contest. It is fun to watch, but not much fun to play.

GOLDEN GLOVES HOCKEY
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HOCKEY Department: Entertainment

Company: Gamma Software Sugg. Retail: $29.95
Llanguage: Machine Availability: 5
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING C+ CONTROLLABILITY B ERROR HANDLING N/A
BAME CONCEPT 8 SKILL INVOLVED [ DOCUMENTATION c+
CREATIVITY c CHALLENGE B- HOLDS INTEREST? c
GAME DEPTH c GRAPHICS c- VALUE FORMONEY  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.

BUMPER POOL Department: Entertainment
Company: Atari Program Exchange Sugg. Retail: $15.95
Language: BASIC Availability: 6
Hardware Requirements: 16K, cassette; 24K disk. Disk or Tape: Both
OVERALL RATING C+ CONTROLLABILITY c ERROR HANDLING C+
GAME CONCEPT C+ SKILL INVOLVED C+ DOCUMENTATION c+
CREATIVITY B- CHALLENGE B- HOLDS INTEREST? c+
GAME DEPTH B- GRAPHICS C+ VALUE FOR MONEY  C+

Minnesota Fats, or Mosconci, had better watch out, because after a few games of Bumper Pool you’ll be ready for
the champs. Bumper Pool is a two player game with high competition possibilities. Each player is given five balls,
and, alternating turns, is required to “sink” his balls into an opening on the opposite side. By guiding the angle and
distance of each shot, innumerable combinations are possible.

You are able to shoot the ball by using joystick controls. Three selections (the number on the ball, the direction,
and the distance) determine your shot location. After these are all entered, you shoot by depressing the button.
Contact with the various bumpers, or other balls, has the effect of deflection and so can rearrange the balls.

The strategic demands are fierce.in the later stages of the game, for each player must decide whether to shoot for
points or get defensive by bumping his opponent far out of range. The only area that really needs work is in the area
of error handling. In the present version an erroneous entry must be accepted.



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 B ERROR HANDLING B+
GAME CONCEPT A- SKILL INVOLVED B- DOCUMENTATION B
CREATIVITY B- CHALLENGE B ~ HOLDS INTEREST Cc+
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 practicinga
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 |
(minimal). The balls seem to bounce around forever until almost every ball is sunk.

POOL 400 Department: Entertainment
Company: Innovative Design Software Sugg. Retail: $39.85
Language: Machine Language Availability: 7
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING B CONTROLLABILITY B+ ERROR HANDLING N/A
GAME CONCEPT A- SKILL INVOLVED B- DOCUMENTATION B
CREATIVITY B- CHALLENGE B HOLDS INTEREST C+
GAME DEPTH B GRAPHICS B+ VALUE FORMONEY €

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 comput
memory that Pool 1.5 required, now have their wish.




POOL Department: Entertainment

Company: Thorn, EMI Sugg. Retail: $29.95
Language: Machine Availability: 8
Hardware Requirements: 16K Disk or Tape: Tape
OVERALL RATING B- CONTROLLABILITY C+ ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED B- DOCUMENTATION c
CREATIVITY C+ CHALLENGE B- HOLDS INTEREST? C+
BAME DEPTH C+ GRAPHICS B VALUE FORMONEY  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 joystick control for aiming the cue ball. A cursor points in the direction of the shot. Since there
isno 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 1.5
DOWNHILL Department: Entertainment
Company: APX Sugg. Retail: $22.95
Language: BASIC Availability: 6
Hardware Requirements: 16K cassette, 32K disk Disk or Tape: Both
OVERALL RATING Cc CONTROLLABILITY C+ ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED C- DOCUMENTATION Cc-
CREATIVITY Cc CHALLENGE Cc HOLDS INTEREST? B-
GAME DEPTH D GRAPHICS c VALUE FORMONEY €

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 downhill 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.
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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 c SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY D CHALLENGE c HOLDS INTEREST? D
GAME DEPTH c- GRAPHICS D "VALUEFORMONEY 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 may 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 somputers.

DARTS g 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 VALUEFORMONEY 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 (I 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 1,00l) 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 wantsto
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 s
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.







GAMBLING & CARD GAMES

SEVENCARD STUD Department: Entertainment
Company: Atari Program Exchange Sugg. Retail: $15.95
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 cC+ 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 givena
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 foldis
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.

POKER TOURNEY Department: Entertainmen
Company: Artworx Sugg. Retail: $18.95 cas./$22.85 d
Language: Basic Availability: !
Hardware Requirements: 32K; disk drive or cassette player. Disk or Tape: Bot

OVERALL RATING C+ EASE OF USE B ERROR HANDLING B+
GAME CONCEPT B- SKILL INVOLVED C- DOCUMENTATION C+
CREATIVITY c CHALLENGE C+ HOLDS INTEREST? c
GAME DEPTH c GRAPHICS C+ VALUE FOR MONEY c

Poker Tourney simulates the game of draw poker. It is a one-person game pitting you against six other compu
players. The deck contains a joker that can be used either as an ace, or to fill in straights and flushes. The ruless
that it takes jacks or better to open, and three raises are permitted both before and after cards are drawn. Everya
starts with $50.00 in chips. Each time a player is forced out of the game the ante and stakes increase. You play un
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 discar
The cards are displayed in colorful, high-resolution graphics if the cassette has more than 32K of mem
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
poker odds. The program tracks your bluffing tendencies and adjusts play accordingly, but it does not cheat
looking at your hand. With features like rotating dealing and escalating stakes, the program plays a very fair
realistic poker game.
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POKER TOURNEY

DICE POKER Department: Entertainment
Company: APX Sugg. Retail: $15.95
language: BASIC Availability: 6
Hardware Requirements: 16K cassette; 24K disk. Disk or Tape: Both

OVERALL RATING. c CONTROLLABILITY B- ERROR HANDLING B
GAME CONCEPT c SKILL INVOLVED Cc DOCUMENTATION B
CREATIVITY C- CHALLENGE B HOLDS INTEREST? C+
GAME DEPTH C- GRAPHICS c VALUE FOR MONEY B-

Dice Poker offers an interesting combination of two games, poker and dice. In this game you are allowed up to 13
tounds of play. Each round you may roll any or all five dice up to three times to try for the best of 13 possible scoring
combinations. In the diskette version, the computer will only track the 10 best scores along with the players’ names.
The program, which is joystick controlled, provides for as many as four players, but a single player can’t play
against the computer. The graphics are merely adequate, although the overall display is nicely laid out. The game,
designed for players aged 12 on up, manages to hold your interest because it requires a curious and indefinable
wmbination of strategy and good luck to win.

HEARTS Department: Entertainment
Company: Artworx, Inc. Sugg. Retail: $19.95 disk/$16.95 cas.
language: Atari BASIC Availability: 4
Hardware Requirements: 16K; disk drive or cassette player Disk or Tape: Both

OVERALL RATING c CONTROLLABILITY Cc ERROR HANDLING B
GAME CONCEPT C+ SKILL INVOLVED C DOCUMENTATION C-
CREATIVITY c CHALLENGE C- HOLDS INTEREST? c
GAME DEPTH c GRAPHICS D+ VALUE FOR MONEY Cc

Hearts reproduces the classic card game, in which the object is to avoid winning any tricks containing either a
heart or the Queen of Spades. Like Whist, a player must follow suit to the lead card, but may discard any card if out
of that suit. The player with the highest card in the lead suit wins the trick. Thus, the strategy is to discard hearts on
your opponents while taking care that no one player accumulates all 26 points (“shooting the moon”).

This is a three-player version (in which you are pitted against two computer players). It allows you to pass three
unwanted cards to one of your opponents, but it does not allow the most popular option of “shooting the moon.”
This is very unfortunate, because the “Jekyll and Hyde” approach to accumulating points is what makes the game
~ interesting. The cards are displayed in a text format rather than in a card form design. In sum, the computer plays a
fair, but dull, game of straightforward Hearts.
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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 Cc SKILL INVOLVED Cc DOCUMENTATION C-
CREATIVITY B CHALLENGE C+ HOLDS INTEREST? B
GAME DEPTH B GRAPHICS N/A * VALUE FORMONEY 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 unfortunae
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 offensiv
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. Bridgemasta
won't take the place of a good instruction book on learning the game; but it is a step in the right direction, and wil
give a novice good play as well as practice in getting upset with his partner. Intermediate players will be astonishel
to find that their game has suddenly improved. Advanced players will have to wait awhile for a good challenge

BRIDGE 2.0 Department: Gamg
Company: Artworx Sugg. Retail: $17.95 cassette/$21.95dst
Language: Assembly Availability: £
Hardware Requirements: 24K Disk or Tape: B
OVERALL RATING c CONTROLLABILITY B ERROR HANDLING

GAME CONCEPT c SKILL INVOLVED c DOCUMENTATION
CREATIVITY C+ CHALLENGE C+ HOLDS INTEREST?

GAME DEPTH c GRAPHICS N/A VALUE FOR MONEY

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

The bidding follows Goren’s point-count bidding system, but because of memory limitations it only incorpord
the most fundamental features. Most of these features are explained in the documentation. Don’t expect to be able
change to a third suit if you respond with a bid different from the suit with which it opened. Doubles and No Trus
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 ranka
suit for your hand, and for your partner if you are the declarer. A king of diamonds is played by typing KD.
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 compu
cheats. In an attempt to develop an algorithm that could play both offense and defense in a limited amount
memory, it was necessary to allow the computer some knowledge of its opponent’s hand. While this may not bef
the computer still doesn’t play very well. The game is much more suited to the novice or average player.
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BLACKJACK TUTOR Department: Entertainment

Company: APX Sugg. Retail: $22.95
language: BASIC Availability: 4
Hardware Requirements: 16K cassette, 24K disk Disk or Tape: Both
OVERALL RATING A CONTROLLABILITY A ERROR HANDLING A
BAME CONCEPT A SKILL INVOLVED A DOCUMENTATION B
CREATIMITY B+ CHALLENGE A HOLDS INTEREST? A

GAME DEPTH A GRAPHICS B VALUE FOR MONEY A-

As opposed to the game program Blackjack, this program, Blackjack Tutor, offers a much better computer
implementation of the popular casino game. Not only is the play of game faster, smoother and more challenging,
this program is also an excellent teacher of Blackjack strategy.

The game itself offers a complete tutorial, including the ability to play with multiple decks (up to eight), an
insurance option, a surrender option, and the ability to split and doubledown. The strategy portion offers not only
basic information regarding when to hit or to stand, it also tutors you on the basics of card counting.

Of course, in general, casinos love “systems players.” That’s how they build those big hotels. But Blackjack can be
anexception. Played properly, you can indeed be on almost even terms with the “house,” and sometimes you may
even be able to swing the odds slightly in your favor. In any case, practising enough using this program, you should
it least be able to stretch those gambling dollars further.

BLACKJACK Department: Entertainment
Company: Atari, Inc. Sugg. Retail: $34.95
language: Atari BASIC Availability: 7
Hardware Requirements: BK, cassette player. Disk or Tape: Cartridge
OVERALL RATING D DIFFICULTY c ORIGINALITY F
PUZZLE GUALITY N/A EASE OF USE B DOCUMENTATION 8

TEXT QUALITY N/A VOCABULARY N/A HOLDS INTEREST? F
BRAPHCS GUALITY € SAVE/RESTORE N/A VALUE FORMONEY  D-

Blackjack can be one of the more enjoyable casino games. It involves a good mixture of skill and luck.
Unfortunately, this computer version of the game does not live up to its potential.

The player is limited in how much he can bet (up to $4,000). I know casinos have limits, but in a home game this
should be optional. Also, a single player against the computer is the only version of play. There is only one deck, and
insurance bets and splitting are not allowed. All in all, save the money. You would normally spend on the program
for the next time you are in Las Vegas.

SOLITAIRE Department: Entertainment
Company: APX Sugg. Retail: $15.95
language: BASIC Availability: 3
Hardware Requirements: 16K cassette; 24K disk Disk or Tape: Both
OVERALL RATING D CONTROLLABILITY c ERROR HANDLING B
BAME CONCEPT D SKILL INVOLVED c DOCUMENTATION c
CREATIVITY D CHALLENGE c HOLDS INTEREST? D
GAME DEPTH c GRAPHICS F VALUE FOR MONEY  F+

Somewhere I think I missed the point of this program. It’s not that I don’t know the game of Solitaire, it’s just that
Idonot see value of a computerized version of it. If you think about it, there is no particular adventure to having the
computer deal your cards as opposed to doing it yourself. In fact, you may no longer even feel that you are “solitary.”
(Plus, of course, it is easier to cheat if you do it yourself.)

In any event, Solitaire as implemented on the computer and playing the “standard” game, allows betting and will
keep track of your wins or losses. The graphics, which could be a saving grace for a computer version of the game,
are completely uninspired.

.
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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
CVERALL 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 takesa
few simple rules for the dealer to follow. For example, when a player draws a 9 it usually means -1 to his hand (a4
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.



SHOOT’EM UP
ARCADE GAMES

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
BAME CONCEPT C+ SKILL INVOLVED c DOCUMENTATION c
CREATIVITY c CHALLENGE c- HOLDS INTEREST? D

GAME DEPTH c- GRAPHICS c- VALUE FORMONEY D

Space Invaders, an Atari cartridge, is a variation of the classic arcade game. Five rows of invaders disembark from
aspace 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
gvery 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.

K-RAZY SHOOT OUT Department: Entertainment
Company: CBS Sugg. Retail: $49.85
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? T
BAME DEPTH cr 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
awall 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.
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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 FORMONEY 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 heayy
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 retum
fire, let alone annihilate him. Taking a direct hit, especially on more advanced levels of play, usually resultsin
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.

SPACE EGGS Department: Entertainment
Company: Sirius Software Sugg. Retail: $29.9
Language: Machine Language Availability: ¢

Hardware Requirements: 48K, Disk Drive Disk: Disk'
OVERALL RATING 8 CONTROLLABILITY B ERROR HANDLING NA
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION B

CREATIVITY C+ CHALLENGE B- HOLDS INTEREST B-
GAME DEPTH B- GRAPHICS B VALUE FOR MONEY B

Space Eggs is reminiscent of the arcade game Moon Cresta. In this colorful Atari translation of the popular Appk
game, your three-stage spaceship attacks a group of swirling space eggs. Once an egg is broken, depending on whid
level you have attained, either a spider, lip, wolf, or fuzzball attacks your ship. You have to kill these monsters wit
your joystick controlled guns as they dodge, weave, and dive toward your ship. The top stage of your rocket has o
gun, the second stage, two guns, and the booster two widely spaced guns. The shape conversion resulted in a boostt
that takes up a good quarter length of the screen. Each time you lose a stage of your ship, you start again with ti
lowest level monsters. When you reach 1,000 points, you can dock with a lower stage for a three-gun attack. T
upper-level monsters prefer a fast kamakaze attack. The game is cute and challenging; those who like the Galaxia
invaders concept might enjoy this version.
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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
BAME CONCEPT ] SKILL INVOLVED B DOCUMENTATION B+
CREATIVITY C+ CHALLENGE A- HOLDS INTEREST? A

BAME 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. Fortunately, 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
sereen 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 level one game,
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.
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MISSILE COMMAND Department: Entertainment

Company: Atari Sugg. Retail: $34.95
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 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. |
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LACTIC CHASE Department: Entertainment
y: Prism Computers Sugg. Retail: $24.95 cas/$29.95 disk

Language: Machine Availability: 6
Hardware Requirements: 16K; disk drive or cassette player. Disk or Tape: Both

OVERALL RATING B- CONTROLLABILITY B ERROR HANDLING N/A
BAME CONCEPT C+ SKILL INVOLVED c DOCUMENTATION Cc
CREATIVITY C+ CHALLENGE C+ HOLDS INTEREST? Cc
GAME DEPTH C- GRAPHICS Cc VALUE FOR MONEY B-

Galactic Chase is the home computer version of the arcade game Galaxian. A five row deep armada of aliens,
poised at the top of the screen, is ready to attack. They are sitting ducks for your mobile laser base 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 regroup back in formation for another attack run. While it is
easy to pick them off in formation, they are worth twice as many points while in flight. The command leaders at the
very top are worth large bonuses if destroyed while making their attack.

The game is much more involved than the Space Invaders games. Galactic Chase has two levels of play for either
aneor two players. There are two difficulty levels: slow and fast. On the advanced level, sometimes as many as three
aliens will attack at once, followed by a lull in the fighting. Although this is somewhat challenging, it is not as
intense as the Apple versions, where six or more aliens are involved in a kamikaze attack. However, after you clear
ten enemy fleets on the advanced level, the lasers jam, and you must resort to your magnetic repeller on the nose-
cone of your ship. It sometimes destroys the enemy, and sometimes not. This arcade game is a lot of fun, and it
makes good use of the computer’s graphics and sound effects.

- ASTEROIDS Department: Entertainment
Company: Atari Sugg. Retail: $34.95
language: Machine Availability: 10
Herdware 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-
BAME DEPTH c GRAPHICS C+ VALUE FOR MONEY €+

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.

.
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ASTROWARRIORS Department: Entertainment

Company: Apogee Software Sugg. Retail: $29.95
Language: Machine Language Availability: 2
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? D+
GAME DEPTH D GRAPHICS c VALUE FORMONEY D

Astrowarriors is a four-player version of the classic arcade game, Space War, which appeared several years ago on
many other computers (including the Atari VCS). Each player can maneuver his ship with thrust and rotation con-
trols, fire photon torpedoes, and protect himself with shields. Moving the joystick to the left or right rotates the ship,
pushing forward gives thrust, and pulling back activates the shields. Both shields and thrust use up valuable energy
which is displayed along with damage status at the top and bottom of the star field. These displays are color keyedto
each player’s ship.

The universe is closed space. This means that if you approach the edge, you are positioned randomly on the
screen. This can be dangerous if you move directly in front of an enemy ship, or even too close to a sun with high
gravitational pull.

You have several options for different types of universes: free space, asteroid in the center, black hole, or sun. The
latter two have high gravitational fields that require you to thrust your ship quickly into orbit. This maneuver can be
practiced in the single player mode. When the battle begins, the winner is the last to survive. He receives a point,
and the game ends when one player reaches 50 points.

This version, as opposed to others, structures the game into rounds rather than a continuous battle. Players must
establish an orbit early on, or be pulled into the sun or black hole if they are in those game options. With the lack ofa
wrap-around feature, each time you thrust too hard and go off screen, you must re-establish a new orbit from a ran-
dom start. This is somewhat frustrating. The game also has the disadvantage in that you always need to find at least
one other friend, or enemy to play against. The one-player option is strictly for practice.

CRYPTS OF PLUMBOUS Department: Entertainment
Company: Cosmi Sugg. Retail: $9.95 cassette / $14.95 d
Language: Machine Availability: 4
Hardware Requirements: 16K cassette, 32K disk Disk or Tape: Both

OVERALL RATING D+ CONTROLLABILITY C- ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED Cc DOCUMENTATION c
CREATIVITY c CHALLENGE C+ HOLDS INTEREST? D
GAME DEPTH D GRAPHICS D+ VALUE FOR MONEY c

The Crypts of Plumbous is another one of those scrolling “defender”-type games. The object of this version is
protect the Crypts containing deadly atomic waste from raiding parties of aliens. These aliens could care less a
the radioactive wastes. They want to extract the lead-lined containers, leaving the planet vulnerable to intens
radiation, and, of course, to all the ravages and horrors associated with it.

Controlling a fast fighter ship, you must pursue and destroy the enemy fighters who protect the slowly descen
mother ship. Your fighter is joystick controllable. It can barely outfly the enemy. You must constantly vary
strategy from evasion to sudden pursuit, while taking care not to collide with their return fire or the terrain bel
Once the mother ship descends below a certain altitude, it moves into position above a vault and beams up ti
container. You lose either when you have lost all of your ships, or the aliens take all of your containers.

It is a fair game with five skill levels. Probably the best controllable level is the second. The graphics, which
colorful but a little chunky, take up to three screens as the picture scrolls. The scrolling is too fast even on the e
levels, and the noisy sound effects can get on your nerves after awhile. The game is fun at first, but you'll
bored after repeated play.
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EMBARGO Department: Entertainment
Company: Gebelli Software Sugg. Retail: $44.95
Language: Machine Availability: 6
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING c- CONTROLLABILITY B+ ERROR HANDLING N/A
BAME CONCEPT c SKILL INVOLVED C- DOCUMENTATION c
CREATIVITY C- CHALLENGE C- HOLDS INTEREST C-
GAME DEPTH C- GRAPHICS B VALUE FOR MONEY 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
toa 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 summons 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.

K-RAZY KRITTERS Department: Entertainment
Company: CBS Sugg. Retail: $14.95
Language: Machine Availability: 7
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 D+ GRAPHICS c VALUE FORMONEY D

K-Razy Kritters is a rather simple minded shoot-’em-up game in which your joystick-controlled gun shoots at
kritters encased in colorful blocks which are set in vertical columns near the top of the screen. The object is to destroy
all of the blocks; but each time you strike one, it releases a kritter that tries to collide with your gun. If you are quick
you can easily shoot them or avoid them. Other, less dangerous kritters descend between the columns. They must be
killed before they reach the bottom of the screen, or each subtracts 100 points from your score. The game is
definitely one that requires mindless shooting and quick reflexes. If you clear a board, the bulldozer pushes in
another collection of trapped kritters. The game’s graphics are good; but the game has very little variation or depth,
and is certainly not worth the high price of a cartridge.
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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 Io, 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.

BANDITS Department: Entertainment
Company: Sirius Software Sugg. Retail: $34.95
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 B+ DOCUMENTATION B
CREATIVITY B- CHALLENGE B+ VALUE FORMONEY 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, oneof
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 usein
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 challengeto
the local arcade champion. Overall, Bandits is definitely fast, fun, and a challenge to play.



OUTLAW/HOWITZER Department: Entertainment

Company: Atari Program Exchange Sugg. Retail: $22.85
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
BAME 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
gpponent. 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
amushroom 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.

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
BAME CONCEPT B+ SKILL INVOLVED B DOCUMENTATION B-
CREATIVITY B+ CHALLENGE B+ HOLDS INTEREST B+
GAME DEPTH B GRAPHICS B VALUE FOR MONEY 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
ina 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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AIRSTRIKE SENTINEL I

SENTINEL ONE Department: Entertainment
Company: In-Home Software Sugg. Retail: $29.95 cassette/$34.95 disk
Language: Machine Availability: 6
Hardware Requirements: 16K cassette; 24K disk: Disk or Tape: Both
OVERALL RATING C+ CONTROLLABILITY B- ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED B DOCUMENTATION c
CREATIVITY c- CHALLENGE B+ HOLDS INTEREST C+
GAME DEPTH c GRAPHICS B- VALUEFORMONEY €

Sentinel One is a very fast-paced shoot-’em-up game requiring considerable dexterity to remain out of harm’s way.
The object is to fight off waves of kamikaze aliens that have laid siege to two of your cities. Your joystick- controlled
ship flies in front of a scrolling backdrop of cities and mountains. The five or six types of alien craft attempt to box
you in, leaving out with little maneuvering room to shoot. The skill is in flying as cleverly as possible, using a great
deal of diagonal movement in order to gain that precious lead and so be able to turn and fire without colliding with
one of their ships. Fuel is rarely a problem; it can be obtained during long flights at the green tower between the two
cities, but only when your tank is empty.

The game is a little more difficult than the average shoot-'em-up. While it may be a little frustrating for
beginners, it is a game that has plenty of action. While the graphics are nothing great, they are stylishly done usinga
redefined character set. In sum, nothing new, but at least it is a playable game.

GALACTIC AVENGER 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: Bath
OVERALL RATING D CONTROLLABILITY B- ERROR HANDLING N/A
GAME CONCEPT D+ SKILL INVOLVED C- DOCUMENTATION c
CREATIVITY D CHALLENGE C+ HOLDS INTEREST? D
GAME DEPTH D+ GRAPHICS D- VALUE FOR MONEY c-

Galactic Avenger is a space shoot-"em-up game in which your joystick controlled ship on the bottom of the screen
attempts to destroy a task force of five enemy Krell ships and their mother ship. The enemy, arranged three rows
deep, moves horizontally, back and forth in a repetitive pattern. The bottom row, firing at every opportunity,
homes in on your ship quite rapidly. The Krell are easy to kill on the first level, but require an additional hit for each
successive level.

The game’s graphics are crude, and the ships are much too large. Furthermore, the game becomes boring all to
quickly to any but the 8 to 10 year old audience for whom it was intended.
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-STAR  PATROL Department: Entertainment

y: CBS Software Sugg. Retail: $48.95
ge: Machine Availability: 8
re Requirements: 16K Disk or Tape: Cartridge

(OVERALL RATING C+ CONTROLLABILITY B ERROR HANDLING N/A
CONCEPT c SKILL INVOLVED Cc- DOCUMENTATION B
Cc CHALLENGE C+ HOLDS INTEREST? C+
C+ GRAPHICS C+ VALUE FOR MONEY Cc-

- 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.

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 ERROR HANDLING N/A
GAME CONCEPT B- SKILL INVOLVED Cc 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 accelerating 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.



GCORF Department: Entertainment

Company: Roklan Sugg. Retail: $39.95 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 8 HOLDS INTEREST B-
GAME DEPTH B GRAPHICS B VALUE FOR MONEY  C+

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.

REAR GUARD 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 C- CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED C- DOCUMENTATION c
CREATIVITY cC- CHALLENGE C- HOLDS INTEREST? D+
GAME DEPTH D+ GRAPHICS c- 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.




ENCOUNTER AT GQUESTARIV Department: Entertainment

Company: Artworx Sugg. Retail: $21.95 cas./$25.95 disk
Language: Basic Availability: 3
Hardware Requirements: 24K 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  ©-

Encounter at Questar IV is a space shoot-'em-up game in which you must destroy enemy alien ships that enter
your sector. You can maneuver your ship about the screen using a joystick, while firing powerful lasers. The
Zentarians appear at random positions on the screen. They are moving targets that fire close to your ship; but most
of the time, the Zentarian is only trying to place a deadly mine in close proximity. It takes three hits to destroy one of
your five ships. Since your laser range is short, you must do a lot of moving amid the rapidly growing mine field to
kill all ten of these moving targets. If you stray off-screen you enter hyperspace, and are placed back on screen in a
random position.

The game becomes more difficult with each succeeding board. As the adversaries become smaller in size they fire
more rapidly. Information was thoughtfully provided by the program author to allow the player to modify the
program, and to make the game easier or more difficult. Lacking the tense excitement of its competition, the game is
nonetheless challenging and fun to play.

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 FOR MONEY  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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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.

SHOOTING ARCADE Department: Entertainment
Company: Datasoft Sugg. Retail: $29.95
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 FORMONEY D+

Shooting Arcade 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.

SHOOTING ARCADE SEA FOX



 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
BAME CONCEPT c SKILL INVOLVED c DOCUMENTATION c
CREATIVITY c CHALLENGE C+ HOLDS INTEREST? B
BAME 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
adepot of twenty energy packs needed for your lazer. The aliens’ goal is to steal these before you shoot them down.

It takes considerable 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.

SEA FOX Department: Entertainment
Company: Broderbund Sugg. Retail: $29.95
Llanguage: 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? B-
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
aciting 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.
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BETA FIGHTERS Department: Entertainment
Company: Artworx Sugg. Retail: $20.95 disk, $16.95cas.
Language: Basic Availability: 3
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 c VALUE FORMONEY D

Beta Fighter is a simple, boring shoot-"em-up game for one or two players. The object is to defend a Martian base
against alien craft using a joystick-movable laser base located on the surface. Aliens, who enter from the left side of
the screen, must be destroyed before they reach the right side. If they escape, there is a small flash in one of the
background colors, and you lose one of your bases. There is some skill involved here, as the aliens vary their speed.
Shooting must be accurate, because you can only have one shot on the screen at a time. The background screen is one
of the most beautiful landscapes seen to date; but, unfortunately, the game doesn’t live up to expectations.

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




- THRESHOLD Department: Entertainment

Company: Sierra On-Line 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
BAME CONCEPT c SKILL INVOLVED B DOCUMENTATION c

- CREATIVITY C+ CHALLENGE B+ HOLDS INTEREST B
BAME DEPTH B+ GRAPHICS B+ VALUE FORMONEY €+

Threshold closely resembles the arcade game, Astro Blaster. The object is to destroy waves of attacking aliens with
ajoystick 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
noproblem passing in front of each other. The only complaint is that the moving star field can be confused with the
1ain 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.

CROSSFIRE Department: Entertainment
Company: Sierra On-Line Sugg. Retail: $29.95
language: Machine Availability: 8
Hardware Requirements: 32K Disk or Tape: Disk
OVERALL RATING B+ CONTROLLABILITY B ERROR HANDLING A
BAME 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.

91



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 FOR MONEY 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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GATTACK Department: Entertainment
ny: Cavalier Sugg. Retail: $29.95

Machine Language Availability: 5
Herdware Requirements: 16K Disk: Both
(OVERALL RATING C+ CONTROLLABILITY B ERROR HANDLING N/A

c SKILL INVOLVED c DOCUMENTATION 8-
B CHALLENGE C+ HOLDS INTEREST c
C+ GRAPHICS C+ VALUE FOR MONEY C+

Bug Attack takes one to the whimsical world of garden bugs in this Hi-Res arcade shoot-’em-up game. The object
of the battle is to defend your garden of mushrooms, clover, and flowers against vicious ants, killer millipedes, and
destructive Medfiles. Your )oystlck-controlled spider can launch deadly stingers at the enemy insects, while they
gttack with daggers as they descend in insect-like fashion. down the top of the screen. As you advance to harder
levels, you must defeat the Master Millipede and the Queen of the Medflies.

The animation is cute and colorful. The millipedes wind their way through the garden like caterpillars, and the
Medflies bounce around like flies (possibly because that is what they are). There is also a cartoon between levels that
would amuse children, for whom the game is obviously intended. Background music is also an integral part of the
game. The ants enter the screen to the tune of “When the Saints Go Marching In,” which in certain children’s circles
isknown as “When the Ants Come Marching In.” Each insect has its own sounds.

The game is well-implemented, but the graphics lack the smoothness that you would expect from a machine
linguage game. The game isn’t very difficult at the cactus garden level, but you will have a nearly impossible time
lilling the Queen of the Medflies at the end. It’s a fun game, and one that can really bug you.

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
BAME CONCEPT c SKILL INVOLVED c DOCUMENTATION Cc
CREATIVITY C- CHALLENGE C+ HOLDS INTEREST? F
GAME DEPTH D GRAPHICS C- 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
iitacking 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
anendless 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 ]oystxck is appropriate for any craft where the view is forward out of the front window, but it doesn’t work
ina “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.
‘mntrols are also much too sensitive to do any fine maneuvering in the moon valleys, which is necessary to kill

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
wilision, even if it’s with the explosion debris, will destroy you. And you must learn to dodge ground fire effectively
byspeeding 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
acitement, 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.



ATTANK! Department: Entertainment

Company: APX Sugg. Retail: $22.85
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 c DOCUMENTATION c
CREATIVITY C- CHALLENGE C+ HOLDS INTEREST? Cc-
GAME DEPTH c- GRAPHICS c VALUE FORMONEY 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 contrl
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 dis
Language: Machine Language Availability: 4
Hardware Requirements: 16K cassette/24K disk. Disk or Tape: Boih

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 D9

Attack At EP-CYG-4 is a space shoot-"em-up game in which the object is to wreck havoc on the Tartillian citieso
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 i
planet’s surface, and the terrain is different. The terrain, which consists of either flat land with buildings e
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 rapidj
flying deep into enemy territory is an occasional fighter craft or two that must be destroyed before you can proce
to the next sector. These ships are fairly tame on lower levels and are easy to destroy. They do shoot back with ve
tiny, hard to see bullets. Your ship has shields. However, they are turned off when firing. If you do take a hit, yo
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
it.

The game is a little on the dull side. Although it offers some challenge (especially on upper levels where ener
craft are more lethal, and barely discernable ground lasers can pick you off), it isn’t a very exciting game. Rather,
is a game of mindless, systematic destruction requiring little thought or skill.
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DELUXE INVADERS Department: Entertainment
Company: Roklan Sugg. Retail: $34.95 disk / $39.95 cartridge
language: Machine Availability: 8
Herdware Requirements: 16K Disk or Tape: Disk & Cartridge
OVERALL RATING C+ CONTROLLABILITY B ERROR HANDLING N/A
BAME CONCEPT C+ SKILL INVOLVED c DOCUMENTATION c
CREATVITY C+ CHALLENGE C+ HOLDS INTEREST? c
BAME DEPTH c- GRAPHICS c VALUE FOR MONEY  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,
we 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
twoif they aren’t shot exactly on center. This makes the game more difficult, since there is a limited amount of time
o 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.

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 D ERROR HANDLING N/A

. GAME CONCEPT c SKILL INVOLVED c DOCUMENTATION Cc
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
thescreen. 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

* mndomly 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
| ifhe 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

fo play.
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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 Cc SKILL INVOLVED D DOCUMENTATION c
D Cc
D D

CREATIVITY CHALLENGE HOLDS INTEREST? F
GAME DEPTH GRAPHICS 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 thes
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 animationis
cleverly done by printing text characters while inhibiting the scroll. When the gun is fired, you can see the step
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 ¢
available. You then choose the elevation, either long range or point blank. Aiming left or right is done with the carl
keys at the top of the keyboard. Since elevation is rather crude, the game becomes a learning process. You need
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 gane
is soon boring and not much fun to play. It is certainly not the type of game that Atari owners are accustomed i
seeing on the Atari. The introduction with two slow tunes from the Napoleonic Wars should have the option tol
eliminated. The graphics could have been vastly improved.

INTRUDER! Department: Entertainmet
Company: In Home Software Sugg. Retail: $29.95 cass./$34.95d8
Language: Basic Availability:

Hardware Requirements: 16K; disk drive or cassette player. Disk or Tape: Bl

OVERALL RATING D EASE OF USE C- ERROR HANDLING N/A

GAME CONCEPT D+ SKILL INVOLVED Cc DOCUMENTATION c
CREATIVITY D+ CHALLENGE B HOLDS 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 sup
secret research installation which have been damaged by an earthquake. The trouble is, that particular leveld
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, butj
and the two robots rapidly take turns moving. The floor space is littered with packing crates. You can push the
around to form walls to trap the robots. This strategy, if you can master it, is necessary if you are to survive long
than twenty to thirty seconds. Unfortunately, your speed is the same as that of the pursuing robots, and this gi
you precious little time to construct a trap, lure a robot into it, and close the trap again before one or the other
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 ind
replacement robots when one is captured, or as many as eight on the more advanced levels. Even the apprenti
level has a time limit.

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



SPIDER INVASION 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 C+ CONTROLLABILITY C+ ERROR HANDLING N/A
BAME CONCEPT C+ SKILL INVOLVED c DOCUMENTATION c
CREATIVITY c CHALLENGE C+ HOLDS INTEREST? c

BAME DEPTH c GRAPHICS c VALUE FORMONEY B

To swell the ranks of shoot-"em-up games, add Spider Invasion. The object here is to destroy deadly alien spider
mutations, their eggs, and the nest as you creep through a four screen, underground labyrinth. Your joystick
wntrolled player can shoot only up and down. Baby spiders and spider eggs are everywhere and are fairly easy to
fill. The mother spider is another story. Get out of this mother’s way as she moves horizontally across the screen. The
aest, when you find it, requires repeated shots before it is destroyed. When you have destroyed all eggs, baby
spiders, and the nest, you advance to a more difficult level.

The graphics features four-way fine scrolling. The maze itself is two screens high by two screens wide, but the
gme puts you much too close to the top and bottom screen edges before it begins scrolling. This gives you very little
reaction time against objects moving toward you. Therefore, you must proceed with caution. Although many
players would like to be able to shoot in all four directions instead of just up and down, this would, I think, make the
game too easy. It is, at any rate, a good game for children.

STELLAR SHUTTLE Department: Entertainment
Company: Broderbund Sugg. Retail: $29.95
language: Machine Language Availability: 8
Herdware Requirements: 16K Disk or Tape: Both
OVERALL RATING C+ CONTROLLABILITY Cc+ ERROR HANDLING N/A
BAME CONCEPT C+ SKILL INVOLVED c DOCUMENTATION c
CREATIVITY c CHALLENGE C+ HOLDS INTEREST? c+
BAME 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 is 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.

SCORE: 90008 KIGH:PBE09

STELLAR SHUTTLE
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ARCADE STYLE GAMES

RASTER BLASTER Department: Entertainment
Company: Budge Co. Sugg. Retail: $29.95
language: Machine Availability: B8
Hardware Requirements: 32K, Disk Drive Disk or Tape: Disk*
OVERALL RATING A- CONTROLLABILITY B ERROR HANDLING N/A
GAVE CONCEPT A SKILL INVOLVED B DOCUMENTATION B
CREATIVITY ] CHALLENGE B HOLDS INTEREST ]

GAVE 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
it like their electromechanical counterparts. Two joystick buttons activate the pair of flippers. The strength of
{hespring ball launcher is set with the joystick. The ball behaves amazingly like that of a real game. Except for an
weasional 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
ure 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
thienewer electro-mechanical pinball machines. It is the definitive pinball game for the Atari. Hopefully, Budge will
wnvert 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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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 bal
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, &
the targets blend into the screen.

If you are a pinball fan or loved Raster Blaster this game is worth owning.

SALMON RUN Department: Entertainment
Company: APX Sugg. Retail: $22.9
Language: Machine Availability: 7
Hardware Requirements: 16K cassette, 24K disk Disk or Tape: Both

OVERALL RATING B- CONTROLLABILITY Cc ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED Cc DOCUMENTATION C+
CREATIVITY B CHALLENGE B- HOLDS INTEREST? C+
GAME DEPTH C+ GRAPHICS B- VALUE FOR MONEY B

Salmon Run is a cute little game in which the object is to guide a salmon to his upstream spawning ground.
vertical river course is trecherous. The shoreline is jagged, and the swift moving water has numerous waterfall
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 spa
grounds. They race a shrinking horizontal line that represents the last moments of the fish’s life. They accumul
points for swimming each foot of the river, and ten points for each waterfall successfully jumped. The fish will log
points for mistiming their leaps (activated by joystick), and striking the waterfall itself. If one reaches the h
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
long for that timer keeps ticking away the fish’s life. You must be brave and guide your salmon slowly ups
while being careful to avoid the children fishing, and those quick, hungry, black bears. The game becomes h
the longer you play. It can also be started on more difficult levels — these have more waterfalls and faster enemi

The graphics and sound effects here are very good. In particular, sound effects simulate flowing water, hu
growling bears, and squawking sea gulls. Colorful, smooth scrolling add to the game’s charm — an effective
enjoyable one, especially for the kids.
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CLAIM JUMPER

Department: Entertainment
mpany: Synapse Software Sugg. Retail: $34.95
linguage: Assembly Availability: 5
Hardware Requirements: 16K; disk drive or cassette player. Disk or Tape: Both

B CONTROLLABILITY B ERROR HANDLING N/A
B SKILL INVOLVED C+ DOCUMENTATION B-
C+ CHALLENGE Cc HOLDS INTEREST B+
Cc GRAPHICS B- VALUE FOR MONEY B

" (laim Jumper is a two player action game in which the object is to collect gold nuggets, trade them in for cash,
ud deposit that in the bank. It is a competitive game: while you are trying to accumulate wealth, your opponent is
Ining 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
saumber of snakes and tumbleweeds that chase cowboys of the opposite color (i.e., light colored snakes chase the
dirk cowboy, dark colored tumbleweed chase the light cowboy) make this game challenging. If a player is touched
these perils, he is paralyzed for several seconds, long enough for your opponent to steal the loot. If you
seessfully shoot at what is chasing you, it turns the opposite color and chases your opponent. And if you hit your
gpponent, he ends up temporarily in the hospital. You can only shoot while moving. If you shoot while stationary,
y0u lay eggs or seeds. So if, for example, five tumbleweeds were pursuing the light colored cowboy and they were
lired 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
ulded 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
nes before one cowboy reaches the safety of the bank. The game can be handicapped for one player or the other if
flaying abilities are disparate; and there is an option that requires you to buy bullets from the genera! store, to add
lothe 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
woring system. The game doesn’t end when the first player accumulates 10 bills, but that does allow the player to
by a house worth 20,000 points. With a score requiring 25,000 points to win (1 house plus 50 conversions of snakes

it 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
akes and tumbleweeds. In this game you must accumulate money in order to buy bullets. If you're touched three

fimes, the game ends. Stick to the two-player game, which is very enjoyable.
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ALIEN GARDEN Department: Entertainment

Company: EPYX [Automated Simulations) Sugg. Retail: $39.95
Language: Runtime FORTH Availability: 6
Hardware Requirements: 16K Disk or Tape: Cartridge
|
OVERALL RATING C- CONTROLLABILITY C- ERROR HANDLING N/A w‘
GAME CONCEPT c SKILL INVOLVED C+ DOCUMENTATION B
CREATIVITY B- CHALLENGE B- HOLDS INTEREST D+
GAME DEPTH C+ GRAPHICS D+ - VALUE FOR MONEY D

Alien Garden is a rather bizarre game in which you maneuver a Cosmic Critter through row upon row of crystal
flowers. These flowers, all first generation initially, mutate, grow, or explode when touched by the various portions
of your body (mouth, wings, and stinger). Points are gained for eating the pieces of the flower, but increase with the
number of different generation flowers in the garden at any one time.

The garden continually scrolls up and down as you wander about. Actually you can only control the direction that
your head faces as you steer from side to side. Scrolling changes direction only when you cause a mutation or
explosion. The challenge occurs in learning what is safe to do with each generation of flower. For example, if you try
to eat a first generation flower, it mutates to a second generation flower. This one is edible, but if it is bumped with
your wings, it explodes and you lose the part with which you touched it. On the other hand, you could sting i,
turning it into a third generation flower. If you sting it again it grows. It can grow too big and fizzle out
permanently. If you try to eat this third generation flower, it explodes; you lose your head and die. If you had ju
bumped it with your wings it would have mutated to a fourth generation flower. You can get back one of you
missing body parts by creating a new flower that has never been in the garden before. There are twenty differes
generations of flowers possible, and you must learn to recognize each. These shapes don’t change from game to game
within a single session, but if you re-boot the machine they appear in a different random order.

Alien Garden is definitely an unusual game, one that simply can’t be compared to any other game that you haw
encountered. It is a game that requires good memory and pattern recognition abilities rather than hand-ej
coordination. It is more likely to appeal to adventure game fans rather than arcade game players. It has been a game
that people either have enjoyed after catching on quickly to the game’s rules, or one that was shunned after sever
quick deaths. The fact that it takes over one minute for the game to restart, because it goes through a series of weirl
patterns before growing new crystals, becomes very discouraging. Most people who lose want to immediately tr
again. The long wait becomes intolerable. In sum, Alien Garden is an intellectual game that has merit, but seemsts
be one that few will ever learn to enjoy.

SNAKEBYTE Department: Entertainmen
Company: Sirius Software Sugg. Retail: $29.%
Language: Machine Availability: §
Hardware Requirements: 48K, disk drive. Disk or Tape: Disk
OVERALL RATING C+ CONTROLLABILITY B ERROR HANDLING N/
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION c+
CREATIVITY c CHALLENGE B VALUE FOR MONEY €

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
a steerable snake. But as the snake consumes each apple, it grows longer. Soon you have a snake with a body solon
that it becomes a challenge to maneuver without running into the snake’s tail. The game begins with ten apples, b
if you don'’t eat fast enough, you’re penalized with extra apples. Once you have eaten all of the apples, you advan
to the next maze level.

The upper levels, which have barriers or internal walls, are much harder. There is an option to add either oneg
two bouncing plums to the game. The added challenge is to avoid hlttmg the plums with the snake’s head. A collis
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 impossiblet
double back on yourself. Keyboard control uses two arrow keys to control clockwise and counterclockwise turns, a
is slightly more responsive. The graphics are adequate, nothing fancy, where the apples just look like moving sigs
Snake Byte is a very simple, yet challenging game.
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OPLIFTER Department: Entertainment
mpany: Broderbund Software Sugg. Retail: $34.95
ge: Machine Availability: 9
re Requirements: 48K, disk drive. Disk or Tape: Disk*

OVERALL RATING A+ CONTROLLABILITY B ERROR HANDLING N/A
BWE CONCEPT A+ SKILL INVOLVED B DOCUMENTATION B

RATVITY A - CHALLENGE B+ VALUE FOR MONEY A+
SAME DEPTH B GRAPHICS A+ HOLDS INTEREST? A+

Oeeasionally an arcade game comes along that is so unique, so well executed, and such a joy to play that it can be
widered a masterpiece. Choplifter is such a game. The game involves flying a helicopter into the desert in order to
meesixty four hostages held prisoner in four barracks. One of the barracks has been blown open and sixteen of the
yioners are waiting patiently for your arrival. Unfortunately, tanks are patrolling the area so the hostages are
glctant 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
Mlicopter responds to the up, down, and sideways movements of the joystick. Although helicopters can fly
Mckwards in a limited fashion by pitching the direction of the rotating blades, control is provided for turning the
Micopter around in order to aim its guns. Holding the fire button down reverses direction, and a medium long press
Jifs it into tank attack position directly facing you on the screen. The gun is fired by pressing the button
mmentarily. This one button control system causes problems that the two button approach on the Apple computer
woided. If in the heat of battle against a tank or jet fighter you fire by holding the button just a little too long, the
Klicopter turns sideways or around completely. This can result in the loss of a helicopter. The helicopter is easy to
lj, and impossible to crash on level one.

Itisimportant to set the helicopter down as near to the prisoners as possible without landing on one. The shorter
lieir run to the copter the better, for tanks are always moving up on your position, and you often have to make a
qick getaway. It is always best to destroy a tank quickly, but first lure it away from any prisoners still on the
gund, 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
Hlades are rotating and the craft is bouncing slightly as if you were gunning the engine in anticipation of a quick
tlkeoff. 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
mtion as they run after your hovering helicopter, or as they run from an advancing tank. You'll watch in
mizement as your helicopter is hit by an enemy shell just after it lifts off and it turns into a ball of fire and descends
llaming wreckage.

After rescuing as many as sixteen hostages (the copter only holds sixteen), you return to your base and the second
kel of the game begins. Enemy jet fighter craft guard the airspace above your advancing craft. They turn and bank
tarply while firing rockets at your chopper. Sometimes it is best to maneuver into position and try to shoot them
foyn. Just flying along is like being a sitting duck. A quick attack on a barracks usually frees another group of
ltages. Rescue is more difficult at this point as missiles can still hit you from above. The only consolation at this
wintis that enemy aircraft stay on their side of the border. However, on level three, enemy drone air mines that are
upable of homing in on 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
i will crash the copter. The maximum score is obtained by rescuing all sixty four prisoners. Since this is a
ﬂnidable task, I would consider this a very challenging game. Overall, the concept, graphics, and animation make
fiisa delightful game. If you are seeking something novel and a game that doesn’t quickly bore you, then buy

(hoplifter!

CHOPLIFTER
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PROTECTOR Department: Entertainment

Company: Synapse Software Sugg. Retail: $34.9
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 Cc 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 lav,
falling meteors, dangerous laser bases, and UFO’s. Set on a wide screen with a smoothly scrolling landscap,
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 gam
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 th
city on the left to temporary safety in the city on the right. Starting at your refueling base, you carefully navigat
your ship past the city’s defense posts. (On lower levels these installations can be bypassed.) As the screen scrolls &
multi-colored landscape of tunnels, mountains, and buildings stretches out before you. Sounds of trouble percolalt
in the background. Aliens hover around the frightened inhabitants who have gathered outside. The big alien moth
ship maneuvers into position, engages its tractor beam, and kidnaps another victim. It’s a almost hopeless situatio
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 ji
above any man. He will signal that he can be lifted by dropping his hand. When your ship reaches the other ciy
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 concentr
on transporting people, because a mistake costs you precious time by requiring you to start back at the refueling bas
minus one ship.

The volcano erupts once all inhabitants are evacuated from the first city. The alien ship doesn’t give you any mot
trouble, but the creeping lava forces you once again to evacuate the people from the city on the right. These
must be transported across hostile territory where meteors fall and laser bases fire, to the safety of pneumatic tube
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 colorfil |
redefined character set. Your space ship and the alien ship use player missile graphics. From a programmer’s pointd
view, the game uses almost every Atari graphics feature, and is a splendid example of machine languag
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 upp
levels, when the game is speeded up, the time constraint is such that you are unlikely to save anyone with
considerable practice. However, the game does begin to become tiring after several plays. It is a game that suffe
from a dearth of immediate scoring goals, considerable repetition, and a general lack of excitement.

ioad
B, La B LAKAP

SLIME PROTECTOR
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ROTECTOR il Department: Entertainment
pmpany: Synapse Sugg. Retail: $34.95
ge: Machine Language Availability: 6
re Requirements: 32K Disk or Tape: Both

B B CONTROLLABILITY B ERROR HANDLING N/A
4 B- SKILL INVOLVED C+ DOCUMENTATION C+
REA c CHALLENGE C+ HOLDS INTEREST? B-
A c GRAPHICS B VALUE FOR MONEY C+

Protector I1 is an improved and more playable version of the author’s original game. The object remains the same:
escue the inhabitants of a city under alien attack, transport them beyond the volcano to safety in the city of New
ope, and later to the Verdann Fortress after the volcano erupts. However, the new version is much wider on
en; many of the terrain obstacles that previously made high speed flying risky have been removed. With the
dition of enemy rocket bases capable of firing in all directions, alien chompers, and xytonic pulse-trackers that
ursue your needlefighter across the sky, Protector II 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
widentally bumping into buildings when rescuing inhabitants of the cities. Collisions are ignored. Your ship
ally sinks to the ground when left in an unattended, hovering state, and you no longer drop a messenger when
loting at enemy craft with your laser. The game now features complete wrap-around. Gone are the banks of laser
gams that guarded the entrance to the underground cities and the safety of the transport tubes. The Verdann
ortress, which can be reached in either direction, is protected from view by invisibility shields until Dragonmaw
mpts. Only then does its armaments and the escape chute that they guard become visible.

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

Department: Entertainment
Synapse Software Sugg. Retail: $34.95
Juag Machine Language Availability: 7
jware Requirements: 16K Disk or Tape: Both

C+ CONTROLLABILITY B ERROR HANDLING N/A
B SKILL INVOLVED c DOCUMENTATION C
C+ CHALLENGE C+ HOLDS INTEREST? C+
C- GRAPHICS B VALUE FOR MONEY Cc

§lime can certainly lay claim to originality. In it, an alien ship has just seeded the clouds with embryomc slime
rdles. As they mature, they begin to fall toward the oceans below. The object is to channel the corrosive slime
ng wedges into the two gamma-tube absorber drains on either side of the screen. Otherwise, the fully mature
nurdles will cause the oceans to swell and rise. The twenty available wedges are fired into position from a warship
tioned below. Positioning is achieved with a joystick-controlled flashing triangle. The number of wedges is
limited, and they can be repositioned with the joystick controlled cursor. If you don’t manage this and run out of
Lniges, the wedge in the first position will be removed.

~ You must survive fifty slime storms to win the game. The lightning that accompanies these can wreck your
deflector wedges. So too can the saucers and fireballs launched from the lightning. These latter weapons weaken
!w defenses, and can be lethal to your warship below as they will lock onto its position should they get past the

! Since it drifts at the mercy of the wind and the tides, your warship’s only defenses are the wedges. Oozing slime
will also destroy your ship, and occasionally a saucer will plug your drain. When this happens, make sure that your
helicopter is not hit by any slime drops, fireballs, or saucers.

The game is novel and features nice graphics, especially during the lightning storms. While Slime offers an initial
challenge, it doesn’t wear well over extended play. The fault may be that it is a defensive game subject to the
mentioned effects of repetition.
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L SCORE- 016400 HIGH

THE GUARDIAN OF GORM CANYON CLIMBER
GUARDIAN OF THE GORN Department: Entertainme
Company: In-Home Software Sugg. Retail: $29.95 cassette/$34.95d
Language: Machine Availability: ¢
Hardware Requirements: 16K cassette; 24K disk. Disk or Tape: B
OVERALL RATING Cc CONTROLLABILITY B ERROR HANDLING NA
GAME CONCEPT Cc SKILL INVOLVED C DOCUMENTATION c
CREATIVITY c CHALLENGE Cc HOLDS INTEREST c
GAME DEPTH cC- GRAPHICS C VALUE FOR MONEY c

Guardians of The Gorn is an arcade game in which you have to rescue four space ships caught in a gigantic spid
web. As you wander around the web, collecting each of the ships, deadly spiders pursue you to prevent you fros
returning to your base at the bottom left of the screen. Although you aren’t strong enough to kill a spider directly
you can blow up the strand of the web behind you on which the spider is pursuing you. But you must reach a s
junction first, or both you and the spider will die an untimely death. The Gorn, a huge butterfly, is also tok
avoided. It tries to snatch you from the web as it flies across the screen. ‘

The game is similar in theme to many of the chase/maze games, except that the maze is a random web of diagon
connections. As you proceed to more advanced levels, each maze is randomly generated, and guarded by m
intelligent spiders that zero in on you much more quickly. The game is graphically interesting, but lacks the cuten
or excitement to make it widely appealing.

ROBBY THE ROBOT CATCHER Department: Entertainme
Company: Sublogic Sugg. Retail: $248
Language: BASIC Availability:
Hardware Requirements: 32K, disk drive. Disk or Tape: [
OVERALL RATING c CONTROLLABILITY c ERROR HANDLING €
GAME CONCEPT c- SKILL INVOLVED c- DOCUMENTATION ~ €-
CREATIVITY c- CHALLENGE c- HOLDS INTEREST c
GAME DEPTH D GRAPHICS c VALUE FOR MONEY D+

Robby the Robot Catcher is an arcade game suitable for ages four through adult. The theme here is not a new s
and has been used before in games like Avalanche and Kaboom the player controls Robby with a joystick, &
attempts to catch falling “baby” robots. The speed of the robots’ fall increases along with the difficulty levels, T
game is over when ten are missed.

The game is simple enough for young children. My daughter (age four) had no problem sticking with the g
but did have problems with the joystick, especially with the button that makes Robby’s head bob. She alsol
trouble with little baby robots that go “splat” on the ground.
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CANYON CLIMBER Department: Entertainment

pany: Datasoft Sugg. Retail: $29.85
ge: Machine Availability: 7
re Requirements: 16K; disk drive or cassette. Disk or Tape: Both

B- CONTROLLABILITY B ERROR HANDLING N/A
B SKILL INVOLVED c DOCUMENTATION C+
B- CHALLENGE c HOLDS INTEREST? C+
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
fiming 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
opspan. Unpredictable, horned mountain goats patrol the spans in pairs. The only way past them is to leap over
D'&drsharp horns. Your timing has to be just right, or they will knock you down to the bottom of the gorge. Jumping
er 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
ve a choice of using a shield, or just jumping the arrows. The shield, which looks safe, isn’t. It has a nasty habit of
sappearing just when you need it most. And jumping over the arrows requires careful timing and considerable

Level three opens up to a wide sky above the mesa-like bluffs that you must scale. Athletic dexterity is needed
lere, 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
tothe 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,
it the other two levels appear to remain the same in terms of difficulty. The graphics are good, although nothing
ot of the ordinary. The game, finally, is fun, and appeals to the climbing instinct in many of us.

DOG DAZE Department: Entertainment
APX Sugg. Retail: $22.95
Machine Avaiiability: 6

Herdware Requirements: 16K cassette, 24K disk Disk or Tape: Both

OVERALL RATING B DIFFICULTY B ORIGINALITY N/A

AUZZLE QUALITY B EASE OF USE c DOCUMENTATION c

TEXT QUALITY c VOCABULARY B HOLDS INTEREST? B

GRAPHICS QUALITY € SAVE/RESTORE C+ VALUE FORMONEY  C+

Dog Daze is a fun, competitive children’s game for two kids to play simultaneously. The object is to maneuver
your dog with a ]oystlck toward blue fire hydrants that appears randomly on the screen. The first to reach it claims
that hydrant. Another hydrant soon appears and the race is on. If you accidently brush your dog against another
dogs fire hydrant, he must stop and sniff it for a few seconds; this causes a delay in your game. Meanwhile, your
“gpponent is busy claiming new hydrants. The second method for claiming hydrants is to throw your dog’s bone at
them. This must be done while running toward the hydrant, either vertically or horizontally. Since the computer
doesn’t guide the bone to the target, you must be in direct line to hit it. If you hit the target, you automatically
recover the bone; otherwise, you have to chase after it again.

Each time you claim a hydrant you score one point. You also receive a point when your opponent runs into your
hydrant. The scoreboard at the top of the screen consists of eight hydrants for each player. When a point is awarded
1o you, half of a hydrant turns your color. You win when all the hydrants become your color. With this scoring
method it is easy to see who is ahead.

One way to lose this game is to be hit by one of those reckless cars that appear unexpectedly on the left side of the
screen. A honking horn gives a definite warning, but sometimes there is little maneuvering room, and you become
stuck to your opponent’s hydrant at the wrong moment.

The game is very well done, with good sound effects (including the theme music, “A Doggie in the Window”). It is
awelcome relief for children from the usual space shoot-’em-ups that fill their game libraries.
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PUSHOVER Department: Entertainment

Company: APX Sugg. Retail: $22.95
Language: BASIC Auvailability: §
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 C+ VALUE FORMONEY B

Pushover is a two player game in which opponents battle atop a sheer cliff and attempt to push each other off of
the edge. The first to do this three times wins. Obviously, the game isn’t a test of physical strength, but a game of will
power involving the interpretation of symbols in a test of coordination and fast reaction time.

Each player is presented with a symbol in the shape of a colored arrow. The joystick is moved in the direction of
the arrow, and if the color is red, rather than blue, the red fire button is pressed. If one player makes a mistake, his
opponent pushes him closer to the precipice. Thus, two players of fairly equal skill will push and shove in a test of en-
durance until one triumphs.

At first glance, Pushover appears to be a simple reaction time-test game requiring little involvement. Instead, it
becomes a game of intense concentration in which the player takes on the role of a warrior whose very life depends
upon winning. The levels of difficulty can be adjusted, and one can even play against a computer opponent. Dif-
ferent symbols are available, such as numbers, letters, or arrows from which to choose. Surprisingly, different type
of players will respond to the different types of symbols. The game is unique in many aspects, and worth considering
for your library.

AZTEC CHALLENGE Department: Entertainmen
Company: Cosmi Sugg. Retail: $9.95 cassette / $14.95dst
Language: Machine Availability: ¢
Hardware Requirements: 16K cassette, 32K disk Disk or Tape:

OVERALL RATING B CONTROLLABILITY B ERROR HANDLING NA
GAME CONCEPT B SKILL INVOLVED B DOCUMENTATION c
CREATIVITY A- CHALLENGE B+ HOLDS INTEREST? B+
GAME DEPTH B+ GRAPHICS B VALUE FOR MONEY 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 %
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 obstacl
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, withit
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 combin
tion of the preceeding two levels. But the real challenge begins on level four. Not only do you have to have perfe
timing to leap from box to box and past very sharp spikes, but a miss lands you right in the fire pit below.
maneuvers require much practice. Fortunately, the game has a “Continue mode,” which allows you to contint
your game where you left off after you have expended your three players. At this point, however, the score stat
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 metho
alleviates the long wait between player turns, it is somewhat frustrating with two players of unequal abilities. Th
game restarts on the same level after each player’s demise. The one saving feature of the two player mode is that
death of one opponent sometimes saves the other who just made a fatal error, but hasn’t yet collided witha
obstacle.

('This is a fun game and one you’ll enjoy playing) The stick figure graphics and the strange collisions with obstacls
are humorous. The game, with its fine horizontal scrolling, makes excellent use of the Atari’s graphics. At its pria
Aztec Challenge is an outstanding buy.
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BLOCK 'EM Department: Entertainment

Company: Atari Program Exchange Sugg. Retail: $15.95
language: BASIC Availability: 9
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 B-
CREATIVITY C- CHALLENGE Cc HOLDS INTEREST? cC-
BAME DEPTH D GRAPHICS D VALUE FOR MONEY D+

Block 'Em, although offered for one or two players, is strictly a two-player game which provides excitement and
thallenge in head-to-head conflict. Your objective is to build a wall around your opponent, and to either box him in,
ot force him to crash his own wall. You must keep in constant motion, and every crash you cause your opponent
gains you a point (the score selection, which determines the game length, ranges from 1 to 99 points). Two choices in
brick size, small or large, and six different speeds at which you build your wall provide variety. The element of
fiercely competitive conflict makes this a challenging encounter.

JAX-0 Department: Entertainment
Company: Atari Program Exchange Sugg. Retail: $15.95
language: Basic Availability: 3
Herdware Requirements: 16K cassette; 24K disk. Disk or Tape: Both
OVERALL RATING D CONTROLLABILITY D ERROR HANDLING Cc-
GAME CONCEPT Cc SKILL INVOLVED C- DOCUMENTATION Cc
CREATIVITY C- CHALLENGE C- HOLDS INTEREST? D

GAME DEPTH D+ GRAPHICS D+ VALUE FOR MONEY D

By alternating turns, one to four players can play Jax-O. Jax-O is the modern copy of the game we all played as
kids, Jacks. The object of this game is to collect jacks with your hands and then catch the bouncing ball before it hits
the ground.

Your joystick controls the directions your “hands” travel, moving in any of eight directions. A number of jacks are
pictured on the screen, and, depending on the turn, you must collect from 1 to 9 of them (by twos, then threes, etc),
then retrieve the ball before it lands. You keep going until you fail to get the right number in the time allowed.

The variations of the game include the floor size and the speed of the ball. There are four possible sizes of the floor.
The ball can go at two speeds, and with each level completed can progress to a faster rate.

The controllability of the joystick is very difficult, and the graphics and sound are poor. Very little is here to hold
your interest, or improve your dexterity.

3= D03 100
<=3 DPDDD0-

AZTEC CHALLENGE PUSHOVER
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JUMBO JET PILOT Department: Entertainment

Company: Thorn, EMI Sugg. Retail: $49.95
Language: Machine Language Availability: 7
Hardware Requirements: 16K Disk or Tape: 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 witha
full set of flight instruments 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, anda
map displaying the aircraft’s current position that can be called up when needed. The narrow window at the topdf
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 expecta
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 justto
taxi, and brake often to slow down. Incidently, the throttle key is right next to the landing gear key so if you arent
careful, the gear retracts and you crash on the ground. When you do get into position (you actually don’t needa
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 speed brakes to slow you down. It accelerates very rapidly on landing even with the enginesoff
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 nes
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 the 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 4
minutes. The game is a little boring during midflight, but you could call the stewardess for cake and coffee. Jum
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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BPACE SHUTTLE — MODULE ONE Department: Entertainment

Company: Swifty Software Sugg. Retail: $29.85

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 FOR MONEY D+

Space Shuttle Module 1 is a three part simulation of the launch, descent, and final runway approach of our newest
vehicle. The program allows you to choose between flying a complete mission, or flight training on any one of
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
oross 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
aso allow the pilot to experience the consequences of straying off course. Shuttle simulators on other micro
wmputers 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

am 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.

SPACE SHUTTLE

111



747 LANDING SIMULATOR Department: Entertainment

Company: APX Sugg. Retail: $22.95
Language: Basic Availability: 6
Hardware Requirements: 24K cas, 32K disk Disk or Tape: Both
OVERALL RATING c- CONTROLLABILITY - ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B DOCUMENTATION c-
CREATIVITY c- CHALLENGE A- HOLDS INTEREST? D+
GAME DEPTH c GRAPHICS D VALUE FOR MONEY  €-

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 a 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. Thereis
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 buttonis
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 indicator 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.

PILOT Department: Entertainment
Company: Artworx Sugg. Retail: $20.95 disk / $16.95 cassette
Language: BASIC Availability: 3
Hardware Requirements: 32K disk, 16K cassette Disk or Tape: Both
OVERALL RATING D- CONTROLLABILITY Cc ERROR HANDLING N/A
GAME CONCEPT D+ SKILL INVOLVED D DOCUMENTATION c
CREATIVITY D CHALLENGE Cc HOLDS INTEREST? D-
GAME DEPTH D GRAPHICS D- VALUE FOR MONEY D

Pilot is a simplistic flight simulator used for practicing straight-on landing approaches and touchdowns on an
airport runway. Each attempt begins at a randomly set altitude and distance from the runway. The approach is
viewed from the cockpit of the plane; the upper three-quarters of the screen shows the runway, the lower portion
gives the instrument readout.

The plane is controlled by two joysticks. The right controls engine thrust, while the left acts as a control stick for
pitch or angle of attack. Pushing forward drops the nose of the plane, and pulling back causes the plane to climb.
The plane must land at about 20% throttle, with a descent of less than 150 feet per minute. The best approach isto
lose altitude rapidly, then glide slowly into the airport at reduced speed. The graphics, or view, is rather sparse. The
runway appears as a dot in the distance, but begins to take form upon close approach. It stays in perspective it
accordance with your altitude and angle of attack.

Although there isn’t much to this game, it does take some practice to land properly every time. The first ten
attempts will likely result in a crash. Also, an advanced mode presents instrument and mechanical failures in’
addition to a shorter runway.
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SUBMARINE COMMANDER

SUBMARINE COVIMANDER Department: Entertainment
Company: Thorn, EMI Sugg. Retail: $44.95
language: Machine Availability: 7
Herdware 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 C+
GAME DEPTH B GRAPHICS B+ VALUE FOR MONEY Cc

Submarine Commander is a tactical simulation game. You are the captain of a submarine who must find, attack,
uddestroy enemy convoys that sail the Mediterranean Sea. Depending on the skill level, the goal is to sink between
five and nine convoys. Naturally, more fuel, battery charges, and torpedoes are available on the easier levels.

The game has three view screens, a map showing the current locations of all convoys, your current location, and a
periscope view showing passing ships when the submarine is within 25 feet of the surface. An instrument panel has
both sonar and hydrophone charts, as well as gauges and damage indicators that display the ship’s current status. It
fsvery important to pay attention to the ship’s air supply, and the chart showing the depth below the keel when
travelling submerged.

A winning strategy requires stealth. You are up against enemy destroyers and patrol boats that accompany the
wnvoy’s cargo ships and tankers. You need to continually determine the pros and cons of moving either on the
surface or underwater. Remember: your greatest advantage over the enemy is your ability to travel underwater, but
you can still be detected if you fire your torpedoes or use your sonar. Should you be detected, enemy guns can cause
severe damage if you are near the surface. Evading them by diving deep and cutting your engines will usually end

the attack.

'~ The submarine’s movement is controlled by the joystick. Rudder control is left and right, and the ship will dive or
surface by moving the stick away from you or toward you. Controls seem sluggish to arcade players, but remember
that submarines turn very slowly underwater. Torpedoes are fired with the joystick button. There are also a number
of keyboard controls. The various view screens are toggled by the M, P, and S keys. Number keys control the engine
speed, the C key will crash dive, and the B key blows the ballast tanks to surface rapidly.

Submarine Commander is a very good simulation - type game. It is fairly realistic, except that the enemy calls off
itsattack all too easily when you dive deep. It requires planning and careful management of limited resources: fuel,
hattery power, air supply, and torpedoes. The game has nicely detailed graphics that do much to add a touch of
realism. Game buyers should be aware that while Submarine Commander has some arcade game qualities in certain
sequences, it is a long game that lasts from 20 minutes to more than an hour. Not a game of instant gratification, but
.lfun tactical game requiring time and thought to really play well.
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BAJA BUGGIES HAZARD RUN

BAJA BUGGIES Department: Entertainmen
Company: Gamestar Sugg. Retail: $31.9
Language: Machine Language Availability: ¢
Hardware Requirements: 16K Disk or Tape: Bl

OVERALL RATING B CONTROLLABILITY B ERROR HANDLING NA
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION c
CREATIVITY C CHALLENGE B- HOLDS INTEREST? C+
GAME DEPTH Cc GRAPHICS B VALUE FOR MONEY B

Baja Buggies is a road racmg game in which the object is to finish a grueling cross-desert race in one of the topsi
places. You start the race in 80th place. This means that, while not driving recklessly enough to crash, you real
have to haul ass to win this race. It requires intense concentration, because you must avoid crashing into other car
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 lik
the old Night Driver arcade game. The course, which twists and turns, requires you to steer with the joystid
controller. The firing button acts as a brake; and it must be used often, to avoid rear-end collisions with slowe
vehicles, and to hold the road in sharp turns. The background hills and fluffy-clouded sky add realism and th
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 may
crashes, your buggy will break down, ending the race. More seasoned drivers, who manage to pass all cars behin
the eight race leaders (shown as moving white lines on the radar screen), will find the pack difficult to catch befor
they cross the finish line. In one particular race, I managed to reach 9th place with a good quarter of the coursef
go, but I was unable to see or pass another buggy while driving the car flat out for over 45 seconds. I was expectingl
pass a car at any moment because the radar showed that my car had caught the rear of the pack a good ten secont
before the race ended. These long gaps between passing the last of the trailing cars and catching the leaders cau
you to lose interest in the game. Another drawback is that once the winners have finished, you can no long
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 thana
strategy. There are also two levels of difficulty, pro and amateur. At the amateur level opponents are mo
predictable, and they travel at a slower average speed. Baja Buggies is a nice looking game, and definitely a blastls
one player. Continually breaking down may be frustrating during your first few races, but the game will growa
you as your skill increases.



ARD RUN Department: Entertainment
‘ Artworx Sugg. Retail: $27.95 cassette / $31.95 disk
ge: BASIC Availability: 3
re Requirements: 16K; disk drive or cassette player. Disk or Tape: Both

D+ CONTROLLABILITY D ERROR HANDLING N/A
C SKILL INVOLVED C+ DOCUMENTATION Cc
C+ CHALLENGE C+ HOLDS INTEREST? C-
C GRAPHICS c VALUE FOR MONEY D

Outrunning the good ol’ Sheriff through a hazardous course of tree trunks, boulders, fences, barnyard chickens,
“unyon wall, and the Deputy’s car blockading the entrance to the bridge is the object of Hazard Run. It sounds like
theplot of a Burt Reynolds movie, and the only escape is to put the pedal to the floor and jump Moonshine Creek. If
he 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
funing 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
ging 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.

MOTOCROSS Department: Entertainment
Company: Bank, Inc. Sugg. Retail: $24.95
| language: Machine Availability: 2
‘ Herdware Requirements: 16K; disk drive or cassette player. Disk or Tape: Both
\
 OVERALL RATING D- CONTROLLABILITY c- ERROR HANDLING N/A
- BAME CONCEPT D+ SKILL INVOLVED D+ DOCUMENTATION c-
DREATVITY D CHALLENGE D+ HOLDS INTEREST =
GAME DEPTH D GRAPHICS c- VALUE FORMONEY  D-

Motocross is a one or two player motorcycle racing game. The scrolling obstacle course consists of a trench with a
narrow crossing, a bridge, a small jump, and some chickens. The object of the game is either to outlast your
gpponent. In the rare event that both players cross the finish line, the one with the least time on the clock wins. The
motorcycles are joystick controlled, allowing you to steer, slow down, or speed up, as well as jump and do wheelies.
Wheelies stop the player’s clock, and hitting a chicken adds a five second penalty. These are important delays in a
game in which one player obviously can’t get more than part of a screen length ahead of the other. The game does
ot work well in a two-player mode where a crash (and there are many) stops the clock while an ambulance carts off
the injured driver.

In one-player games the opponent is a computer controlled bike. The computer does not know how to jump the
trench, so it either fights you for the narrow crossing, or just plain crashes. Control is sensitive, and there’s no way of
telling if this has to do with the dynamics of the bike. The left and right positioning tends to change the scrolling
speed, but when one bike moves forward and the other back you get rather unpredictable results. The game’s
hazards are unchallenging except at the trench. The bridge is rarely fatal unless you hit the very bottom side, and the
jump not even worth the effort. The most effective feature is the scrolling, and even that has a discontinuity at the
wrap-around point. Motocross may be fast paced, but it is a frustrating and uncontrollable game that just isn’t very
well made.
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SPACE CHASE Department: Entertainment
Company: Atari Program Exchange Sugg. Retail: $22.95
Language: Atari BASIC Availability: §

Hardware Requirements: 16K, cassette; 32K, disk drive. Disk or Tape: Both

OVERALL RATING c CONTROLLABILITY Cc ERROR HANDLING N/A
GAME CONCEPT C+ SKILL INVOLVED B DOCUMENTATION c
CREATIVITY c CHALLENGE B HOLDS INTEREST? C-3
GAME DEPTH C- GRAPHICS Cc VALUE FOR MONEY Cc-

Space Chase is a one-player space strategy game. Your objective is to conquer all of the planets belonging to the
Galactic Federation in each of three galaxies. Your enemies are the hundreds of Clone Robot Ships that zero inon
your position. Fortunately, the enemy can launch only one ship at a time from an active base; but the more difficul
upper levels have two or more active bases. Your only defense is to plant nuclear charges between your ship and i
robot ships, then lure them into these traps.

You must approach the game with some plan in mind or it will not last more than fifteen seconds. Perhaps the
major flaw in this game is that three galaxies must be conquered by only one ship. Make one mistake, and the game
ends abruptly. To survive, you must take advantage of the wrap-around feature: here your ship appears on the
opposite side of the screen after going off-screen. The robot ships won't follow, and you can use the boundary asé
means of gaining enough time to capture a planet or two on the far side. You gain points for the planets you capture
and lose points for planets. that are destroyed by the enemy.

The game is otherwise well-conceived, and its graphics are fair. However, it provides no acceptable beginner§
level. It is so easy to lose your only ship within seconds of the start that the game becomes frustrating. It takes timefo
become proficient, but by then you have worn out the Start key.

RACE IN SPACE : Department: Entertainmen
Company: Analog Software Sugg. Retail: $21.95 cassette / $24.95 di
Language: Machine Availability: |
Hardware Requirements: 16K Disk or Tape: Batl

OVERALL RATING B- CONTROLLABILITY B- ERROR HANDLING A
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION c
CREATIVITY c CHALLENGE B- HOLDS INTEREST? c
GAME DEPTH Cc GRAPHICS C+ VALUE FOR MONEY €+

Race in Space is a competitive space game for two players. The object is for both players to navigate their shi
from the bottom of the screen to the top, passing through a dynamic moving asteroid field. The player with the ma
laps when time is up, wins.

While the game doesn’t sound very exciting, it has enough variations to hold the interest of two players. Thisi
especially true if the missile option is selected, allowing both players to fire “space boomerangs” at each other as the
traverse the asteroid field. These missiles lock on target only when the two ships are close, requiring a great deal
maneuvering to avoid the asteroids.

Other game options allow the difficulty to vary from easy to tough. You can steer the ship in all directi
(saucer), or up and down (rocket), or you can use shields and a double-speed warp drive activated by the joysti
trigger. You can vary the asteroid field to up to four times its standard density. Zooming comets and even a negati
universe can be added. The latter addition suddenly changes the screen from all black to a flashing white. The effé
of this on your ship is negligible, except that you are momentarily blinded, and often collide with one of the
sideways moving asteroids.

The game’s concept is sound, and it can be regulated as difficult as you like. However, the play tends to beco
repetitious unless you opt for the missile option described above. The graphics and sound effects are good.
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SPEEDWAY BLAST Department: Entertainment

Company: Innovative Design Software 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+
BGAME 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
gggs. 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.

SPEEDWAY BLAST RACE IN SPACE

117



MATCH RACER Department: Entertainment

Company: Gebell 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 Cc DOCUMENTATION c
CREATIVITY Cc CHALLENGE Cc HOLDS INTEREST? B
GAME DEPTH c GRAPHICS B- VALUE FOR MONEY €+

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 witha
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 4
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 endit.
The graphics and sound effects are the best features of this game.

TRACK ATTACK Department: Entertainment
Company: Broderbund Software Sugg. Retail: $29.9
Language: Machine Availability:
Hardware Requirements: 32K, Disk Drive Disk or Tape: Disk"

OVERALL RATING D+ CONTROLLABILITY B- ERROR HANDLING N/A
GAME CONCEPT Cc- SKILL INVOLVED c DOCUMENTATION c-
CREATIVITY C+ CHALLENGE B- VALUE FOR MONEY D+
GAME DEPTH C- GRAPHICS C+ HOLDS INTEREST? D+

Track Attack’s game concept is both novel and challenging. Picture a railroad switching yard where a traini
shuttling gold loaded at the freight yard’s depot. You, the train robber, have a souped up 1982 Pierce Arrow thatis
capable of ramming the side of the train’s boxcar. The trick is to catch the train as it passes a road crossing, ramit
and make off with the gold. You must deposit it at your storage area at the lower right on the screen. It sound
simple, but I forgot to mention that a night watchman patrols the freight yard in his green 1952 DeSoto. If he
catches you, you are a dead man. He shoots first and asks questions later.

This watchman is a sneaky devil. He sometimes discovers your gold and attempts to take some of it back to the
depot. If he succeeds, you lose the value of that gold plus a penalty of 100 points. However, you can try to stealil
back by ramming into him. You can reach bonus levels by aligning your car with the train as it heads north or south
on the track on the screen’s left side. At that point you press the fire button and jump on the train.

Jumping and running from car to car in an attempt to gain control of the engine is somewhat tricky and requirs
precise timing on the Atari version. The animation in this segment is superb. The thief jumps and summersaults fror
one car to the next. When he has control, the game advances to level three. This is a bonus level. The train robber. i}
a twist of fate, tries to recover eleven pieces of gold scattered on the tracks. He steers the train while the niglt
watchman attempts to prevent the train robber from collecting all of the scattered gold by derailing the train.

As cute and novel as the game is, it suffers from a somewhat crazy control system. It is impossible to reverse thed:
rection of your car, and turns must be executed well in advance of an intersection. If you don’t make a turn, the cars
steering automatically goes into a series of default turns. Thus, your car appears to be on some random cour¢
irrespective of your desired goal. Add this to the randomness of the night watchman’s car and a somewhat randon
train, and the game sometimes appears to be playing by itself. There is no doubt that this game takes getting usedt
Despite the excellent graphics and game concept, this is not likely to catch on with the general public.
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TRACK ATTACK FIREBIRD

FIREBIRD Department: Entertainment
Company: Gebelli Software Sugg. Retail: $39.95
language: Machine Availability: 7
Hardware Requirements: 16K, cassette player. Disk or Tape: Cartridge
OVERALL RATING c CONTROLLABILITY c ERROR HANDLING N/A
BGAME CONCEPT c SKILL INVOLVED c DOCUMENTATION c
CREATIVITY B- CHALLENGE B HOLDS INTEREST D+
GAME DEPTH c- GRAPHICS B VALUE FORMONEY ©

A firefighting pig scurries up and down a ladder in Firebird while attempting to douse flames set by firebombs
dropped by a malicious bird. Yes, its Piggo, the amazing firefighting pig, racing against time to save a burning
building and its frightened occupants who would rather leap to their deaths than face the cruel and infernal flames.

Your job is to control Piggo’s firefighting abilities. The game is joystick-controlled with up and down movement
for ascending and descending the ladder, right and left for positioning the ladder, and the button for activating the
hose. It is a high-paced game with firebombs landing every 8-10 seconds. It takes practice to keep ahead of the
bombs. You must race into position just after each bomb sets an apartment on fire. If you douse the flames quickly
with a squirt from your hose, you can save a section of the floor; however, if you are slow your efforts are hampered
by fleeing victims who fall into your arms. Since you can’t douse flames while holding a victim, they must be
escorted to an overhead helicopter which will whisk them to safety. On its return, the helicopter will drop a
replacement apartment unit.

This is a game of uncontained frenzy, one which you are inevitably destined to lose quickly. When two sections of
the building burn completely to the ground, it collapses and the game ends. Points are awarded for dousing flames
and saving victims. More points are awarded for saving victims and escorting them to the roof than for fighting the
fire. However, this is just a short-term gain since, if the building goes, so does the game. If you are skillful enough to
keep the bottom row of nine apartments intact with no upper units in existence (seemingly impossible), Firebird will
award you with 5,000 bonus points and a new building.

The game’s graphics are very good and whimsical. I think this game is much more suited to children than adults;
however, children might find the game’s speed somewhat intimidating, especially beginners. An option of different
speed levels would have been appropriate. There is no doubt that the game is challenging, but it becomes an effort to
give it your best shot when your fate is sealed in a losing performance. One’s ego gets damaged once to often for this
contest to sustain any long-term appeal. Piggo simply has too much to handle with this one.
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RPICNIC PARANOIA 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 C+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT C+ SKILL INVOLVED c DOCUMENTATION C+
CREATIVITY B- CHALLENGE C+ HOLDS INTEREST? B-
GAME DEPTH c GRAPHICS B VALUE FOR MONEY €

Protecting the food on the picnic tables from hordes of ants and spiders is what you must do in Picnic Paranoia.
Actually, George has a rather rough time of it, as the ants are organized and persistent. The spiders aren't
particulatly interested in his food, but will bite him if he gets in the way while they spin their webs. The wasps, on
the other hand, are out to make George’s life miserable. They follow him around and attempt to sting him. If they
do, George is deposited in the center of the screen, paralyzed for five seconds.

George, who is joystick controlled, is armed with a fly swatter. Unfortunately, there are a lot of ants, and those
that reach the center of the table are often beyond George’s reach. Once enough ants have collected, they will
attempt to push the food off the table and then off the screen. George’s job is to stop them, and, after swatting them
all, to push the food back on the table. It sounds simple, but spiders clutter the screen with their webs, and that
nasty wasp is always harrassing him and paralyzing him at just the wrong times. Each round lasts 90 seconds, and
the next is even harder. The game ends when all of the food is stolen.

Picnic Paranoia is a cute game. It has good graphics, and remains fun to play. The game is probably more suited
to children; but adults might enjoy it for a time as well, understanding better what real picnic paranoia is all about.

FROGGER Department: Entertainment
Company: Sierra On-Line Sugg. Retail: $34.95
Language: Machine Language 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 B+ HOLDS INTEREST? B
GAME DEPTH B GRAPHICS A+ VALUE FOR MONEY A-

Frogger for the Atari is an exact translation of the popular Sega-Gremlin arcade game of the same name, The
object is to move your frog in a limited amount of time across four lanes of traffic, then jump on the backs of diving
turtles and moving logs across a pond to the safety of home. The frog can jump in any of four directions by moving
the joystick controller. Success in the game is strictly a matter of timing: traffic moves in opposite directions in
alternating lanes, and the turtles and logs move in opposing directions and at different speeds. When all five frog
have reached home, the game advances to a more difficult level of play. After five levels you are rewarded with an
extra frog.

Advanced levels threaten you with tightly spaced cars in the one fast lane, deadly snakes that patrol the bank and
some of the logs, and hungry alligators and otters that move with the current. Logs become faster and fewer, and the
diving turtles are prone to vanish just when you need them. Bonuses are awarded for escorting a lady frog home, and
for gobbling insects. The game has a slow and a fast speed mode to suit all players.

Frogger’s sound and graphics exploit the machine’s potential to the fullest. Layered scrolling character graphies
and player-missile animation are apparent throughout the game. The author was able to get more than the usul.
number of colors on the screen by changing them part way down the screen during a display list interrupt. Sounds:
include multi-part harmony. Most of the music is identical to that of the parent arcade game; but several additiond
tunes have been added, so the music isn’t as repetitive. Even so, the jingle becomes tiring after long play. Mercifully,
you are allowed to toggle the music off without eliminating the necessary sound effects.

Frogger is an addictive and enjoyable arcade game, especially to children. It is absolutely first rate in graphics and
sound. It is a good choice for your game library.
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| PREPBIE Department: Entertainment

Company: Adventure International Sugg. Retail: $29.95
language: Assembly Availability: 7
Hardware Requirements: 16K, cassette; 32K, disk drive. Disk or Tape: Both
OVERALL RATING B- CONTROLLABILITY B ERROR HANDLING N/A
BAME CONCEPT B- SKILL INVOLVED C+ DOCUMENTATION A
CREATIVITY C+ CHALLENGE B+ HOLDS INTEREST? Cc

GAME DEPTH B- GRAPHICS B- VALUE FOR MONEY B

Preppie involves retrieving out-of-bounds golf balls at the Nasty Nine golf course. It seems that this task is the
booby prize for losing the Skeezer’s Loop, the annual Freshman oyster-eating bash. The groundskeeper delights in
forturing his latest victim, making the out-of-bounds area at Nasty Nine a dangerous place indeed.

Your Preppie must be maneuvered by joystick across a fairway crisscrossed by speeding golf carts and lawn-
mowing maintenance men. If he reaches the river bank (and you better hope he doesn’t encounter a giant frog), he
must jump from moving canoes to drifting logs to the rough on the river’s far side. That’s where most of the missing
balls will be found. You must then get your Preppie safely back to the course before the timer runs out. The quicker
you fetch the stray balls, the more points you receive.

It seems apparent that Preppie is loosely based on the arcade game Frogger, as are several other games. Animation
graphics are very good, and the sound is nicely done using two-part harmony. I can’t say that it’s very original in
design; but, like Frogger, it is lots of fun.

PACIFIC COAST HIGHWAY Department: Entertainment
Company: Datasoft Sugg. Retail: $29.95
language: Machine Availability: 7
Herdware Requirements: 16K Disk or Tape: Both
OVERALL RATING C+ 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+

Picture a little rabbit at rush hour trying to cross two four-lane highways separated by a medium strip. And if he is
successful he must next hop across a pond from one moving boat to another, each going the opposite way, until he
has crossed the pond to his home. Well, that brave little wabbit has nothing to fear, for he has three lives in this
challenging arcade game.

Pacific Coast Highway is a variation of the popular Frogger and Freeway-type games. It is animated on two
distinct screens: one highway and one water. The game becomes trickier with each level. The medium strip between
the two highways offers no resting spot for a gap in the traffic. All you can do is jump off the curb and hope for that
wabbit. Level three’s medium strip, meanwhile, is constantly changing direction.

The graphics and sound are fair in this game; but although it offers something of a challenge to the uninitiated, it
cannot lay claim to originality.

FROGGER PICNIC PARANOIA
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MELTDOWN Department: Entertainment

Company: Cosmi Sugg. Retail: $9.95 cassette/$14.95 disk
Language: Machine Language Availability: 4
Hardware Requirements: 16K Disk or Tape: Both
OVERALL RATING C+ CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B- SKILL INVOLVED B- DOCUMENTATION c
CREATIVITY c CHALLENGE A- HOLDS INTEREST? c
GAME DEPTH C+ GRAPHICS c+ VALUE FORMONEY B

The goal in Meltdown is to deactivate the five nuclear reactors at the top of the screen before they reach
meltdown. The thermometer at the bottom of the screen indicates their temperature. It slowly creeps upward, but
as you deactivate each reactor the temperature drops slightly, buying you more time.

Game play is very much like Frogger. You must first proceed through three levels of moving radioactive clouds in
order to enter the corridor leading to the reactor chambers. This corridor often hits you with a random bolt of
atomic energy which you must avoid at all costs. You next enter a series of rows of moving reactor chambers beneath
the five cores. Movement is up, down, left, and right; but once you leave a rectangle by moving up or down, it
disappears (unless it was one of the specially marked free chambers). If you can make it all the way up to the reactor
tower and back down again without losing one of your five men, then that reactor core is deactivated.

Meltdown is a very challenging game, although not.fundamentally different from other games of this type. The
graphics are colorful, but the sound leaves something to be desired. It is a high-pitched, pulsating, reactor-like
sound. Unfortunately, it is obnoxious and irritating. I'd advise turning the sound off, except you need to hear the
warning sound of the energy bolt in the central corridor. For sanity’s sake, turn it down as low as possible. One final
point: although the game lacks the appeal of its competition, it is less than half the price.

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 FOR MONEY 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 orderto
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.
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SEA DRAGON NAUTILUS
AUTILUS Department: Entertainment

Company: Synapse Software Sugg. Retail: $34.95
language: Machine Availability: 7
] are Requirements: 32K Disk or Tape: Disk

Cc- CONTROLLABILITY . € ERROR HANDLING N/A

D+ SKILL INVOLVED C- DOCUMENTATION c

c CHALLENGE c HOLDS INTEREST? D+

c GRAPHICS B+ VALUE FORMONEY  €©-

Nautilus is a submarine-against-the-destroyer, arcade-style game in which the object is for the submarine to
troy underwater cities and steal their energy cores while the destroyer hunts the sub and delivers crews to rebuild
e cities. The game is innovative in that it employs a split screen view to depict the two commanders’ views. Both
scroll independent of each other, showing a rather narrow depth for the commander of the destroyer
ollosus” and a larger underwater view of the area around the submarine “Nautilus.” Only when the two ships are
ahove each other and the sub near the surface do the two views coincide. The main advantage of this graphics
approach is to create an illusion of partially hidden movement, essential to this type of game.

The game’s graphics are typical Mike Potter style, in that an entire underwater world is created. There is a visual
richness to the scene. There are underwater cities, subterranean passages, and small fish swimming about in a sea of
ue. Depth charges tumble down realistically, and the submarine even has a spinning propeller at the stern.

The game can be played by either one or two players. In the one player game mode the computer plays the
destroyer. Although the submarine has a helicopter escort that automatically harasses the destroyer, the game is
avily weighted against the submarine in both game modes. While the sub commander has plenty to do (destroying
tities, and evading depth charges and mines), the “Collosus” commander has little to do. He guides his ship from left
longht picking up repair crews on one shore and delivering them to the shaft at the left. Occasionally, he has to
drop some depth charges, and elude a helicopter or two; but the penalty for failure is starting over on the right shore.
This really wears very thin in short order, for there is no real challenge involved. The submarine gets no points for
killing cities, only for stealing energy cores.

Nautilus is a very tough game to play if you command the submarine, but ridiculously simple for the destroyer.
‘The submarine has to work extremely quickly to destroy cities while evading depth charges, barracuda missiles, and
limit lurkers. There is no way to stop the enemy; you can only delay him. The game has its good points. It is
‘undoubtedly a graphics showpiece; but I don’t think it works very well, as either an arcade or strategy game. It is
‘one of those games that goes on and on. The submarine is the only possible loser; and no one wants to play the
destroyer captain, whose job is dull.
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ANDROMEDA

ANDROMEDA Department: Entertainment
Company: Gebelli 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 FOR MONEY  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 i
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.

AVALANCHE Department: Entertainment
Company: APX Sugg. Retail: $22.9
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 B- HOLDS INTEREST?  C-
GAME DEPTH D GRAPHICS c- VALUE FOR MONEY  C-

Avalanche is a simple but challenging game requiring good manual dexterity and lightening fast reflexes. Sit
layers of different sized rocks poise at the top of the screen. You maneuver a stack of six rectangular shields at the
bottom of the screen with a paddle controller. The object is to absorb the rocks with your shields without letting o
hit the ground. Part of the difficulty encountered is that your shields become worn away from the impact of the
endless stream of rocks.

The game can be played competitively by two players taking turns. Both the difficulty level and the numberd
rocks you are allowed to miss can be adjusted for each player. Overall, the game is fast, simple, and challenging
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UPER BREAKOUT Department: Entertainment

Atari Sugg. Retail: $34.95
ge: Machine Availability: 10
s Requirements: 16K Disk or Tape: Cartridge

C+ CONTROLLABILITY B ERROR HANDLING N/A
C+ SKILL INVOLVED C- DOCUMENTATION C+
Cc CHALLENGE c HOLDS INTEREST? [+
C- GRAPHICS C+ VALUE FOR MONEY B

uper Breakout is an advanced version of the classic game, Breakout, in which the object is to score points by
wking out colored bricks from a wall with a ball deflected off of a movable paddle at the bottom of the screen.
e ball must be kept in continuous motion, or it is lost. Very popular when it first appeared on the market several
s ago, the game is still a classic.

This version offers four variations of the original game. Each can be played by up to eight players (assuming you
efour sets of paddles). Breakout and Progressive are single paddle, single player ball games. Progressive is by far
most interesting game on the cartridge. As you play two groups of bricks five rows deep move up slowly towards
rpaddle. This makes the game more difficult, since it decreases your reaction time. Eventually, as you clear the
tom rows of bricks, others begin appearing at the top of the screen in an endless procession.

Jouble and Cavity are two paddle, multiple player ball games. The two paddles are arranged one above the
er. If you can keep two balls in play at the same time, the point values of the bricks are doubled. While Double
es two balls, one after the other, Cavity doesn’t release a second ball until you break into the bricks surrounding
cavity where they are trapped.

Super Breakout is a nice upgrade of the original VCS game cartridge. The graphics are slightly better. The game,
I mentioned, is a classic. With the addition of Progressive, it seems well worth adding to your collection.

HICKEN Department: Entertainment
pany: Synapse Software Sugg. Retail: $34.95
guage: Machine Availability: 8
dware Requirements: 16K; disk drive or cassette player. Disk or Tape: Both

c CONTROLLABILITY B ERROR HANDLING N/A
Cc SKILL INVOLVED Cc DOCUMENTATION Cc

c CHALLENGE B HOLDS INTEREST? Cc

c GRAPHICS C+ VALUE FOR MONEY C-

Chicken is a children’s game, close in its concept to games like Avalanche on the Atari computer, and Kaboom on
s Atari VCS. They are all reflex games requiring you to catch dropped objects before they touch the ground.
icken is by far the cleverest and cutest of the pack.

You control the chicken and your object is to catch all of the falling eggs in your movable cart at the bottom of the
een. Meanwhile, a fox at the top steals eggs and drops them through the gaps between three rows of moving
bricks. Your cart is positioned for the catch with either a joystick or paddle; paddle control is recommended. If you
iss an egg, it hatches into a baby chicken. Now, as you rush back and forth attempting to catch these falling eggs,
1 must remember to jump over those baby chicks or risk losing a hen. Lose, and the farmer gives you the boot.
Chicken is definitely well-animated and cute. It can be played by two players alternating turns. Unfortunately,
paddle or joystick must be passed between them — an annoying inconvenience. The game is very well suited to
hildren, although some adults who like reflex games will either want to challenge the kids, or sneak a game or two
fter “lights out.”
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CLOWNS & BALLOONS Department: Entertainment

Company: Datasoft Sugg. Retail: $29.95
Language: Machine Availability: 7
Hardware Requirements: 16K; disk drive or cassette player. Disk or Tape: Both
OVERALL RATING Cc+ 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 B- VALUE FOR MONEY C+

Clowns and Balloons brings a touch of circus ambience to the Atari screen. The object is to pop three rows of
moving balloons at the top of the screen with a clown who jumps up and down off of a movable trampolme The two
clowns holding the trampoline are positioned by either a joystick or paddle. Paddle control is defxmtely
recommended, since joystick control never moves the clowns into position fast enough.

The clown, ‘who leaps onto the trampoline from a high ladder on the side, has to be bounced higher and higher
until he can reach the overhead balloons. If the clown is bounced off center, and you can’t reposition the trampoline
in time, you have one squashed clown. Moreover, all of the balloons in the bottom row must be popped before all the
balloons in the row above, or you are penalized with another complete row of balloons appearing on the screen.
There are also several difficulty levels; but the intricate levels, which are faster and bounce the clown at a near
vertical angle, are actually easier to handle.

Clowns and Balloons then, with its delightful circus music and cute character and missile graphics, is a very
enjoyable rendition. The game, finally, can be played by either one or two players alternating turns.

PLATTERMANIA . Department: Entertainmet
Company: Epyx Sugg. Retail: $38.5%
Language: Assembly Language Avallnbility' 7

Hardware Requirements: 16K Disk or Tape: Cs

OVERALL RATING C+ CONTROLLABILITY B ERROR HANDLING NA
GAME CONCEPT C+ SKILL INVOLVED Cc- DOCUMENTATION C+
CREATIVITY Cc CHALLENGE c HOLDS INTEREST? B

GAME DEPTH C- GRAPHICS C+ VALUE FOR MONEY  €-

Plattermania is a fun circus game in which you play a clown trying to keep a number of platters spinning on topaf
a table containing twelve poles. The goal is that you must spin either four, eight, or twelve platters per level for eight
seconds. A paddle or joystick controlled clown (paddle is preferable) moves back and forth behind the table. He tris
to keep the platters from slowing down their spin. Pressing the button either puts out a new platter, or gives the
platter next to where he is standing a little more spin. Too much spin will knock a platter off, and not enough wil
cause it to wobble until it falls. Thus, it requires timing and agility to keep the platters up. The round ends when yu
have lost three platters before the eight seconds are up, or one thereafter. Extra bonus points are awarded fort
number of spinning platters, times the number of seconds up, times the bonus multiplier. The object ist
accumulate as many points as possible without running out of platters. Fortunately, only those platters lost befor:
the eight second goal are subtracted.

The game has a very simplistic nature, yet offers something of a challenge and is fun to play. The graphics and
sound are colorful and lend a circus ambience. But while the game is somewhat addictive it has little depth, lad
action, and may not hold your interest long.
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CLOWNS & BALLOONS PLATTERMANIA
RABBOTZ Department: Entertainment
fompany: Atari Program Exchange Sugg. Retail: $22.95
linguage: BASIC Availability: 8
ferdware Requirements: 16K cassette, 24K disk. Disk or Tape: Both
IVERALL RATING C+ CONTROLLABILITY c ERROR HANDLING N/A
BME CONCEPT B SKILL INVOLVED c+ DOCUMENTATION c
JREATIVITY c+ CHALLENGE B HOLDS INTEREST? B-
BAME DEPTH c GRAPHICS c VALUE FORMONEY  C+

Rabbotz is an entertaining, madcap evasion game for one or two players. You score points by destroying hungry
ibbits, or by catching a bonus ball in play. The single player version keeps single scoring, and in the two-player
node, individual scores are accumulated by alternating turns.

You begin play with three lives and a set number of mines. Your joystick controls your movement and when the
hutton is pressed, you lay a mine. If one of the hungry rodents touches a mine, it is consumed. More mines are
itained at the ammunition house, which changes location every time it is used. One extra life is given for every
10,000 points scored.

Inthe center of the field is the Rabbit Transit System that can transport you around the board. It also transfers the
mpidly multiplying rabbits (they reach a maximum number of 24). There are an unlimited number of difficulty
kvels. Each higher level gives you one less mine to start with, and one more rabbit to deal with. The speed of play
ioincreases. The graphics, finally, are above average, and the game is fairly entertaining.
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ACTION QUEST Department: Entertainment
Company: JV Software Sugg. Retail: $29.9
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 C+

Action Quest is an action game that attempts to meld the arcade game concept with a maze-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 setof.
rooms, and then escaping before the clock runs out. These treasures are often guarded by hidden traps or by very fas
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 yo
can’t exit the room in time, you lose one of your ten “lives.” In many cases you can abort the mission just by exitings
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 object
that must be touched in the correct sequence before you can reach the treasure. Another has walls that close info
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 e
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 canty

o
|

for the best time. In sum, while it should not be classified as an adventure, it is a creative game and one that’s funlt
play.

GHOST ENCOUNTERS Department: Entertainmé
Company: JV Software Sugg. Retail: 5298
Language: Machine Availability: ¢
Hardware Requirements: 16K; cassette, or disk drive. Disk or Tape: B

OVERALL RATING B EASE OF USE c ERROR HANDLING
GAME CONCEPT B- SKILL INVOLVED B- DOCUMENTATION c
CREATIVITY B CHALLENGE B+ HOLDS INTEREST? B
GAME DEPTH B GRAPHICS C+ VALUE FOR MONEY B

Ghost Encounters, an action game that melds the arcade game style with an adventure format, is the sequel to
earlier game, Action Quest. In many ways, Ghost Encounters is a superior game, because its puzzles are mi
complex and the ghost can transform itself into any of the tools needed to complete the quest if you prest
appropriate key. Sometimes it needs to become a key to open a lock, or a shovel to dig a hole, a thin line to
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 i
limit for each of the puzzles, and your ghost will gradually fade to death as the timer expires. If you can’t exit inti
you lose one of your ten lives, as you do if any creature or object kills you in any room. The arcade-style ac
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 obvio
others require some insight to the clue offered in the text window-at the bottom of the screen. In one part you enté
maze where two creatures are chasing you. The message appears “allways one left.” You paralyze the first crea
with your gun, only to find that it comes alive when the other is paralyzed. Another room has a trapped PacM
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&
even if you manage to solve all of the puzzles through extensive play, it is unlikely that you can complete all twe
within the ten life game limit. That is an added challenge for the dedicated arcade fun.
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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 floors are interconnected by a maze of ladders. The object is to destroy the little apples that are
thasing 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 hole by beating it over the head. If you get to the apple too late, it may crawl out of the hole and

you,

getMovement 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 climb 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
fokill 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 can earn a bonus life. The game is clever and fun.

ACTION QUEST APPLE PANIC
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JEEPERS CREEPERS Department: Entertainment

Company: Quality Software Sugg. Retail: $29.95
Language: Assembly 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, Jeppers Creppers isa
super fun game with good graphics and sound effects. It is a game that will hold your interest in repeated play.

KID GRID Department: Entertainment.
Company: Tronix Publishing, Inc. Sugg. Retail: $29.
Language: Assembly Availability: 4
Hardware Requirements: 16K Disk or Tape:

OVERALL RATING c- CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT C- SKILL INVOLVED C- DOCUMENTATION c

CREATIVITY Cc CHALLENGE c HOLDS INTEREST D+
GAME DEPTH Cc- GRAPHICS C- VALUE FOR MONEY 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, bt
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 mor.
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
pursuing creatures. Although it is a good game, with nice graphics, there are similar games that are better.
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JEEPERS CREEPERS AMPHIBIAN

AMPHIBIAN Department: Entertainment
Company: Business Data Center Sugg. Retail: $34.95
language: Machine Availability: 3
Hardware Requirements: 16K; disk drive or cassette player. Disk or Tape: Both
OVERALL RATING c+ CONTROLLABILITY E} ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c DOCUMENTATION c
CREATIVITY B- CHALLENGE c HOLDS INTEREST c

GAME DEPTH c- GRAPHICS B+ VALUE FORMONEY €

Amphibian is a cute and colorful game in which a frog climbs out of a pond and up a fruit tree, where it drops
fruit on unsuspecting dinosaurs below. If the dinosaur is killed, an extra fruit appears on the tree. The object is to kill
g many dinosaurs as possible without running out of fruit.

The frog can’t be out of water very long or it overheats and turns red. This necessitates a quick return to the pond
{ocool off. A bird flies by and eats some of the fruit, usually on an upper branch, and must be killed by ramming it.
Aclimbing monster can also pursue you in your tree. Fortunately, the frog can jump down from one branch to the
other, and safely to the water from the lowest branch. Hiding in the water isn’t always safe either; one curious look-
ing monster probes the water with a long stick as it passes.

This is a cute game (not a tough one) that would more likely appeal to young children because of its limited depth,
andits choice of fast and slow levels of play. The game does get progressively faster as you play. The graphics are col-
orful and nicely implemented, and the program provides a very catchy tune. This is definitely a quality product for
the children.
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ARCADE MAZE GAMES

PAC-MAN Department: Entertainment
['ﬁpny: Atari Sugg. Retail: $44.95
linguage: Machine Availability: 10
Hordware Requirements: 16K Disk or Tape: Cartridge
DIERALL RATING A CONTROLLABILITY B+ ERROR HANDLING N/A
BAVE CONCEPT B SKILL INVOLVED B DOCUMENTATION A
RATIVITY 8 CHALLENGE B HOLDS INTEREST? A-
BAVE DEPTH B GRAPHICS 8 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,
ud allows you to hunt down your pursuers.

Atfirst glance the maze looks different. But relax, the maze has only been stretched a little horizontally to fill the
fome 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
wersion 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
fac-Man and the ghosts vary with each level. Pac-Man is much faster than the ghosts on the cherry level, about even
o the strawberry level, and slower on the bell and key levels. The bonus fruits that appear beneath the ghost’s pen
emain for a short time, and are worth the same number of points as in the original game.

Joystick control is a 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
lhe 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
mmitted, but this was due to the lack of space in the 8K cartridge.

PAC MAN
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GHOST HUNTER Department: Entertainmen
Company: Arcade Plus Sugg. Retail: $29.95 cassette / $34.95 disk
Language: Machine Availability: 3
Hardware Requirements: 16K; disk drive or cassette player. Disk or Tape: Bt
OVERALL RATING B CONTROLLABILITY B+ ERROR HANDLING NA
GAME CONCEPT B SKILL INVOLVED B DOCUMENTATION cC3a
CREATIVITY B CHALLENGE B HOLDS INTEREST? B
GAME DEPTH B GRAPHICS B- * VALUE FOR MONEY C+

Ghost Hunter is a one or two player eat-the-dots maze game with a joystick controlled character. Like Pac-man,
you are pursued by four ghosts while you chomp the dots on the maze floors. It is very similar to the arcade game,
but has enough differences to make it unique.

Although the game can be played by two people, the players don’t alternate turns. Instead, the players play
simultaneously, competing in a head-to-head contest. Since players can’t pass each other, a player can trap hii
opponent between himself and a ghost. This mode is best played with two players of near equal ability. Bonuss
appear frequently in the game, and if six are eaten by one player, he earns an extra man.

The game offers a choice of sixteen different mazes. Maze #1 is the original maze turned sideways, with the
connecting tunnel at top and bottom. This is the longest tunnel that I've seen. Players appear to be lost somewhee
between the bottom and top of the screen. Although most of the mazes are rather non-descript, several have lengthy
cul-de-sacs where a ghost can easily trap your dot muncher. There is an option that gives you a new maze at randou
each time you clear a particular maze.

Ghost Hunter has the best control of all of the “Pac-Man”-type games. But desplte this advantage, ghosts tendte
catch  you on corners because of the player-missile collision registers. One minor flaw involves the colors of the
players and their associated scores. In the two-player mode, the brown colored player scores on the white colored
score, and the white colored player on the brown colored score. This is very confusing. In the one player-modg,
however, the mismatch is unimportant. Overall, Ghost Hunter is very well done. Although the ghosts lack the
personalities of its competition, it is the only version that allows two player, head-to-head contests. The game hs*
enough variations to make it a nice addition to one’s game library.

JAWBREAKER Department: Entertainmen
Company: Sierra On-Line Sugg. Retail: $29%
Language: Machine Availability: §
Hardware Requirements: 16K Disk or Tape: Bt
OVERALL RATING c CONTROLLABILITY C+ ERROR HANDLING N/A
GAME CONCEPT a8 SKILL INVOLVED B- DOCUMENTATION c
CREATIVITY -] CHALLENGE C+ HOLDS INTEREST? c
GAME DEPTH C+ GRAPHICS B+ VALUE FOR MONEY €

Jawbreaker is a clever variation of the popular eat-the-dots maze game. You guide a chomping set of teeth
through the corridors of a candy factory. Instead of ghosts, in pursuit of you this time are four happy faced ‘lif
savers” that roll, tumble, and spin as they patrol the factory. They exit from the centrally located starting box, and
move around the maze looking for you. Your defenses, as usual, are the four power dots at the corners of the maz.
Eat one of these and you can eat the “life savers.” Otherwise, if they get you first, there goes your man and his teeth.
When you lose three men, the game ends.

There have been two versions of this game since the initial release. The first release has the “Pac-Man” ma
turned on its side. Because of legal problems, subsequent versions had an altered maze which is horrible. Th
graphics in both versions are very slick and smooth, using extensive player missile graphics. The “life savers” appea
to float over the dots on the floor.

The sound is very well done. Besides the distinctive “gulp” that fans expect to hear when munching the dots, the
game plays the song “Candy Man” at its start. In addition, an amusing cartoon appears after clearing each level

Joystick control is satisfactory, although it is probably the least acceptable of the three “Pac-Man”-type game
The game doesn’t become much harder as you advance between levels. Overall, the game has been nicely
implemented, especially if you were lucky enough to own the game when it had the real Pac-Man maze; otherwise
isn’t a very good choice. Although I would rate the first version a B +, the latest version only deserves a C-, or les.




HOT LIPS TUMBLE BUGS

TUMBLEBUGS Department: Entertainment
fompany: 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
BAME CONCEPT Cc SKILL INVOLVED Cc DOCUMENTATION Cc
CREATIVITY C- CHALLENGE Cc VALUE FOR MONEY Cc-

- 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
wsthe 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
frail, 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
#dge 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
toplay.

HOT LIPS Department: Entertainment
Company: London Software Sugg. Retail: $29.95
language: Machine Availability: 5
Hardware Requirements: 16K, disk drive. Disk or Tape: Disk
OVERALL RATING c CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c DOCUMENTATION c
DREATIVITY c CHALLENGE C+ HOLDS INTEREST c

BAME DEPTH c- GRAPHICS c VALUE FORMONEY €

Hot Lips is an arcade chase game played on a grid-like maze. The object of the game is to lure or lead pursuing
uritters through chomping teeth so that they get eaten. Of course, if you aren’t too careful, you could end up as din-
nér too. As you move around the grid, bonus boxes appear worth extra points if you reach them quickly; otherwise,
they mutate to blockers. These red blocks slow you down when your joystick controlled man moves across them.
They can cause your doom, especially if a critter is close behind — blockers don’t slow them down at all.

Hot Lips is a game requiring fast thinking to outmaneuver the four or five pursuing critters on the grid. You are
wontinually moving unless you hold the button down to stop. While the first level is easy, upper levels are fast-paced
with many blockers to slow you down.
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DODGE RACER Department: Entertainmen
Company: Synapse Software Sugg. Retail: $34%
Language: Machine Availability: li
Hardware Requirements: 16K cassette, 32K disk Disk or Tape: D

|
OVERALL RATING c CONTROLLABILITY 8 ERROR HANDLING NA
GAME CONCEPT B SKILL INVOLVED C+ DOCUMENTATION c
CREATIVITY c CHALLENGE B HOLDS INTEREST? €
GAME DEPTH c GRAPHICS c- * VALUE FORMONEY €

Dodge Racer is the home computer version of the arcade game Head On. In lt you gather points by running ove
dots in a six lane square track with dividers for lane changes. A computer ‘jam” car runs the course in the opposi
direction, bent on colliding with your car. You can change lanes in the gaps with your joystick controller, and spe!
up by holdlng down the fmng button. Once you clear all of the dots you move to a more challengmg levd‘;
encountering either a faster jam car, or two slow jam cars. These continue to maneuver into your lane, req
intense concentration to find a clear path. Note that at the fast speed you can change two lanes at once.

Dodge Racer has a number of game options. One or two players can alternate turns, or two players can challeng
each other by having one take over the control of the computer’s car. Perhaps this version is the most enjoyable fir
two friends to play. There are four other options to the main game. The Restore option restores all of the dots -
even the ones you ran over after you crashed each of your five cars. The Speedup option is for the masochist. Aft
eight seconds the jam car, or cars, reach a frenzied pace. If you combine this with the two-car option, even the mod
cunning and skillful driver will meet his doom all too quickly. |

It is an addicting game, although I think it is a bit too fast and frustrating for beginners. It has decent graphi
presents a challenge, and the price is right.

WIZARD OF WOR Department: Entertainmet
Company: Roklan, Inc. Sugg. Retail: $39.95 disk/$44.95cat
Language: Assembly Language Avallablllty' ‘
Hardware Requirements: 16K; disk drive. Disk or Tape: Disk & Cartrid

OVERALL RATING A- CONTROLLABILITY A- ERROR HANDLING NA
GAME CONCEPT B SKILL INVOLVED B 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.}
has the look and feel of the original game, introducing only minor changes. Basically, it’s a maze game in whichos
or two warriors challenge worlings, worluks, and a wizard on each of 21 increasingly deadly levels. The playe
warrior, controlled by joystick, hunts down the Burwor, a creature that patrols each dungeon level. As time pas
the Burwors move faster and are joined by fish-like Garwors and their dragon-like Thorwor allies. The latter
creatures are invisible unless they are within your line of sight. However, they do appear on a small radar displayé
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 wot
double points. Finally, the Wizard himself may appear. He teleports very quickly to random spots in the dunges
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. b
warriors are worth 1,000 points, so occasionally intentional fatal “mistakes” are made, or outright feuds devel
with the object of killing your partner. It will take cooperation, however, to advance to the upper levels. Tk
Worlings begin shooting back on level 2, and become increasingly dangerous the deeper you penetrate the maz
The fourth level is called the Arena, because of the open area in the center. All levels have a passageway at theet
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 momeit
and is a game that will hold your interest for a very long time.
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ATHFINDER Department: Entertainment
ompany: Gebelli Sugg. Retail: $34.95

: Assembly Language Availability: 6
re Requirements: 32K Disk or Tape: Disk
OVERALL RATING c CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c- DOCUMENTATION c
CEATIVITY Cc- CHALLENGE c- HOLDS INTEREST? c
BVE DEPTH c GRAPHICS c+ VALUE FORMONEY  ©-

The object of Pathfinder is to rid an underground maze of canisters of radioactive waste. These canisters are
drewn about everywhere, and can be absorbed on contact by the Pathfinder as he is guided around the maze by your
loystick 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 enemies flit all around the screen, making mischief as they go. The Minelayers aren’t as deadly
wsthe 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

enemies.
”';'rhe scoring system is questionable. While there are a certain number of Nukes, Phantoms, and Minelayers worth
wveral points, destroying anything else is also worth points. It is certainly easier to accumulate a million points by
nindlessly shooting down walls, or setting large fires and putting them out, than by tracking down your enemies.
(ollecting the radioactive waste becomes almost secondary except to obtain more energy to keep up your destructive
uit of points.
lm';s‘he game has nine play levels, each characterized by color changes, sound warnings, and sometimes changes in
thestructure of the maze itself. Upper levels have teleport chambers for moving rapidly from one side of the maze to
the other.

Its very hard to classify this game as either good or bad. While on the one hand it appeared to be a superficial and
wepetitious 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 what was intended, it sure racked up plenty of points. Five million points is a pretty poor showing
ina game where the score indicator has room for 10 billion. In short, the game has some merit and may find an
dience.

PATHFINDER WIZARD OF WOR
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MONSTER MAZE Department: Entertainment

Company: Automated Simulations [EPYX] Sugg. Retail: $39.95
Language: Machine Availability: 7
Hardware Requirements: 16K Disk or Tape: Cartridg
OVERALL RATING C+ CONTROLLABILITY c 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 €

Monster Maze is a 16 floor, “Pac Man”-styled maze filled with various pursuing monsters. The game is played with
a three-dimensional viewpoint as if you were wandering down the corridors. The entire floor map of each level can
be toggled with the joystick button, to re-orient you if you are lost and to see the location of the monster
uncollected gold bars, vitamin charges, and the trap doors to the lower levels. Unfortunately, you need to stare
the screen for some time before you find your character. It is a very dull orange and hard to see. The position of the
man shows which way you are heading. The direction you move while inside the corridors is also color coded.

The object of the game is to collect as many gold bars as possible before losing all of your nine lives. The monster
move around each of the levels in pursuit. On lower difficulty levels they move very slowly, and so it is easy i
escape. There are a total of 48 monsters scattered on the 16 levels, and also 48 vitamin pills that you can eat. When
you are vitamin charged, you can chase a monster for 30 steps and kill it if you catch it. You also have to watch ot
when travelling in the lower levels, because monsters leap on you from the trapdoors overhead. It is best to stay clea
of all overhead doorways.

Monster Maze is an interesting variation of the “eat the dots” maze games. Navigating a maze from the inside isé
lot more difficult than doing it from an overhead viewpoint. The graphics are straight line 3-D, showing the variow
doorways and corridors with gold bars on the floor. The game has a good overall concept, is a little less exciting thar
the usual Pac-Man type game, but is still enjoyable to play.

THUNDER ISLAND Department: Entertainmer
Company: Analog Software Sugg. Retail: $15.00 cassette/$17.00ds
Language: Basic Availability: ¢
Hardware Requirements: 16K; disk drive or cassette player. Disk or Tape: Boif
OVERALL RATING D+ EASE OF USE c ERROR HANDLING NA
GAME CONCEPT c SKILL INVOLVED c DOCUMENTATION c
CREATIVITY c- CHALLENGE c HOLDS INTEREST? D
GAME DEPTH D GRAPHICS c VALUE FORMONEY D

The ob]ect of Thunder Island is to traverse an invisible maze in as fast a time as possible. The maze is quick
generated in a random manner, shown for ten to fifteen seconds, then darkened. Using a joystick, the player g
his man through the darkened passages from one side of the maze to the exit on the far side. Since a thunder storm
raging, an occassional flash of lightning illuminates the walls for a fleeting moment. Overall, the game is quit
simplistic, with little depth. The graphics are fair, but one will most likely tire of this after a few plays.

PITRETH

CHOLEGEDR

MONSTER MAZE TAX DODGE
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-RAZY ANTICS Department: Entertainment

: CBS Software Sugg. Retail: $49.95
: Machine Availability: 8
re 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? C+
BAME DEPTH c GRAPHICS C+ VALUE FOR MONEY C-

” K-Razy Antics is a very challenging and involved maze-type arcade game. There are six different mazes available
whplay The object in this one-player game is to guide your white ant through a maze of tunnels in an anthill, while
‘awiding 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.

TAX DODGE Department: Entertainment
Company: Island Graphics Sugg. Retail: $39.95
language: Machine Availability: 3
Hardware Requirements: 32K, disk drive. Disk or Tape: Disk
OVERALL RATING C+ CONTROLLABILITY c- ERROR HANDLING N/A
BAME CONCEPT C+ SKILL INVOLVED c DOCUMENTATION B-
CREATIVITY c CHALLENGE C+ HOLDS INTEREST? c
GAME DEPTH c GRAPHICS B VALUE FOR MONEY  ©-

Tax Dodge is a maze game that in many ways mirrors real life. The object of the game is to steer your man through
the corridors of the maze while trying to collect as many of the dollar piles as possible. Having accumulated money,
you then try to keep as much of it as possible out of the hands of four IRS agents who are in constant pursuit.

The game is played in rounds, each round consisting of one year in the life of the taxpayer. Wealth is accumulated
from January 1st to December 31st in this timed game. During that time, the player has a specific cash goal to put in
his savings account. He must return to the starting point by April 15th, tax time, or the game ends. The game also
will terminate if the player doesn’t reach the preset goal. There are a number of tax dodges. If a player moves over
the letters which spell “Deductions,” he saves $100 per letter; and if he moves over the area marked “Accountant,” he
doesn’t lose any earnings the next time a Taxer touches him. There is a safe spot on the board marked “Tax Haven,”
where the Taxers can’t touch you, and “Loopholes” (or doors) between corridors which you can pass through but the
Taxers can’t. And, of course, there are bad spots like those letters that spell “Inflation” (the cruellest tax of all),
costing you money every time you pass over them, and the red areas marked “Red Tape” that slow you down.

The game is played on a scrolling screen, two screens wide by two screens deep. Besides allowing a much more
detailed playfield, it adds excitement, because you are never sure if the Taxers are just off screen ahead of you as you
move. There is very little reaction time, since your man moves nearly to screen edge before the screen scrolls.
Joystick control is somewhat unresponsive. You have to be exactly at the intersection to change directions. The
instructions suggest to use diagonal movements on turns, but sometimes tapping the joystick to center him in the
intersection is the only way to make the turn. This is unfortunate, because playing the game for any length of time
becomes fatiguing on a number of different joysticks. Overall, the game has good graphics, and is somewhat
challenging if you like arcade-style maze games.
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SHAMUS MOUSEKATTACK

MINOTAUR Department: Entertainmet
Company: Atari Program Exchange Sugg. Retail: $15%
Language: Atari BASIC Availability: §
Hardware Requirements: 24K cassette; 32K disk. Disk or Tape: Bufi
OVERALL RATING D- CONTROLLABILITY F ERROR HANDLING D-
GAME CONCEPT D+ SKILL INVOLVED D DOCUMENTATION c
CREATIVITY D+ CHALLENGE D- HOLDS INTEREST? F
GAME DEPTH F GRAPHICS D VALUE FOR MONEY  D-

Minotaur is a simple maze-type game based on the ancient Greek legend. What you must do, controlling you
player with a joystick, is run through each maze as quickly as possible. At the same time, you must avoid contad
with the powerful, player-devouring Minotaur.

Each new maze is depicted with a different color, but the difficulty factor varies only slightly from level to level
Upon completion of each maze, there is very little if any reward: you simply get to try another randomly-selecte
maze. The response to joystick control is best described as “sluggish” (i.e. slow and erratic).

Other areas that need improvement are the sound routine, which is mediocre and wants the ability to be switchet
off, and the error handling, which is very poor indeed. Best give maze-running a miss, at least until they come u
with a better challenge and reward system for successful runs.

CYCLOD Department: Entertainmen
Company: Sirius Software Sugg. Retail: $29.5
Language: Machine Language Availability: £
Hardware Requirements: 48K, disk drive. Disk or Tape: Dis’
OVERALL RATING D CONTROLLABILITY B ERROR HANDLING NA
GAME CONCEPT B- SKILL INVOLVED C+ DOCUMENTATION c
CREATIVITY D CHALLENGE D VALUE FOR MONEY D
GAME DEPTH D GRAPHICS c- HOLDS INTEREST? ]

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
appear at once, and you can use any of the maze’s red bricks as weapons to crush the snakes. Some of the maze wals
are stationary, while others, consisting of red bricks, can be moved by pushing the eyeball against them with th
joystick. Once you have killed all seven snakes, you advance to the next level of difficulty where more snakes inhabif
the maze. Skilled players can even start at a much harder level if they choose. The game ends when all three eyebalk
are lost. Cyclod, finally, is a rather uninspired, strategy-oriented game, and an Apple translation.
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MOUSEKATTACK Department: Entertainment
gmpany: On Line Systems Sugg. Retail: $34.95
ge: Machine Language . Availability: ?
re Requirements: 32K, disk drive. Disk or Tape: Disk

B CONTROLLABILITY B ERROR HANDLING N/A
B- SKILL INVOLVED B DOCUMENTATION Cc

B CHALLENGE B+ VALUE FOR MONEY B-
C+ GRAPHICS B HOLDS INTEREST? B-

Dreaming up variations of the ever popular maze games has become a profitable endeavor for softws:tre guthors.
\iusekattack reverses the strategy of endless consumption. You play Larry Bain, ace plumber. Your job is to lay
o in a rat infested maze where rats are bigger than your trusty cat. Cats will scare off the mice — well, most of
em, except Super Rat. He has a big red S on his chest. He eats cats WHOLE. Then there are your two traps which
temporarily hold a rat until it gnaws its way through the mesh. If you're quick, you can beat it over the head
th your pipe wrench. Of course, if a mouse gets you, youre a dead plumber. Fortunately, you have three
Fiumbers on your staff. , ' o ok

The game can be played by either one or two players. The game’s controls are rather simple. Pipe 1s_la1d by
giding your man around the maze with a joystick. The button allows you to pick up your cat and set it down
sherever you like. The cat can be placed in a strategic position that will allow you refuge from those kxllel: 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, Moysekattack is
'justan average maze game with a slightly different twist. In some ways it is harder than most games of its type, and
une of the few cooperative arcade games. The graphics, music, and sound effects are very good.

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+

t GAME DEPTH B+ GRAPHICS A VALUE FOR MONEY A

Shamus is a Real-Time adventure game that combines the shoot-'em-up aspects of an arcade game with the

Rzle-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
[v_‘w’hirling 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
isdanger in every room, and a quick exit leads to another room filled with more shooting enemies, even if it is the
wom that you just rid of the last robo-droid. Linger too long and your nemesis, the Shadow, appears. One touch and
youre 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
wnsiderable 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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ASTRON IV Department: Entertainment

Company: Synchro Sugg. Retail: $22.95 cassette / $27.95dst
Language: BASIC Availability:
Hardware Requirements: 16K, cassette; 24K disk. Disk or Tape: Both

OVERALL RATING C- CONTROLLABILITY Cc ERROR HANDLING B
GAME CONCEPT C+ SKILL INVOLVED Cc DOCUMENTATION B
CREATIVITY c CHALLENGE c HOLDS INTEREST? c-
GAME DEPTH C+ GRAPHICS C+ VALUE FOR MONEY c-

Astron IV is Synchro’s first attempt at an arcade-type game. Like so many action games in BASIC it falls shortin
several respects.

Its objective is similar to Shamus by Synapse. There are four levels on an asteroid which must be explored by o
or two players alternating turns. The idea is to destroy all of the power panels and get out as fast as you can befor:
your energy supply runs out. You are given three lives in which to accomplish this, and be forewarned: eve H
you do requires energy, from simple movements to shooting the guards. Luckily, you can recharge at various poinfs
in the maze.

The problem with the game is that it must be done in turns. The BASIC routines do not allow simultaneos
movement, so you make your move, then the robots make theirs. This is a shoot-"em-up, not an adventure, and thi
type of play is not only frustrating, but inexcusable. While the game has a decent concept, it is executed poorly.

MAZE OF DEATH Department: Entertainment
Company: Synchro Sugg. Retail: $19.95 disk / $14.95 cassett:
Language: BASIC Availability: i
Hardware Requirements: 24K, diskette; 16K, cassette. Disk or Tape: Buil

OVERALL RATING Cc CONTROLLABILITY B ERROR HANDLING B
GAME CONCEPT Cc SKILL INVOLVED C+ DOCUMENTATION B-
CREATIVITY C+ CHALLENGE B- HOLDS INTEREST? C+
GAME DEPTH C GRAPHICS D VALUE FOR MONEY c

Maze of Death is a challenging one-player graphics game. It is written in BASIC, using Lo-Res graphics. Therei
no control problem that so often crops up in BASIC programs using game controllers.
Maze of Death is a timed game in which the player starts in a nuclear reactor room, and must return the contr
rods to the reactor before the time limit expires and the reactor destroys the city. Time limit varies depending up|
the difficulty level selected (the harder the game, the more time you are given).
The maze is seen only one room at a time, you will find a variety of objects in the rooms, such as control ro§
(glowing blocks); deadly robots (blue blocks), deadly pits (black lines), and electric zaps (white lines). Because itist

timed game, finally, rather than a game with a limited number of lives, it might be fine for younger game play
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PUZZLE & STRATEGY GAMES

LOST COLONY Department: Entertainment
Company: Acorn Software Sugg. Retail: $29.95
Language: Atari BASIC Availability: 4
Hardware Requirements: 40K, Disk Drive Disk or Tape: Disk
OVERALL RATING C+ EASE OF USE c ERROR HANDLING B-
GAME CONCEPT B- SKILL INVOLVED B+ DOCUMENTATION B-
CREATIVITY C+ CHALLENGE B+ HOLDS INTEREST? c
GAME DEPTH B- GRAPHICS C VALUE FOR MONEY c

Back in the days when computer games were written in BASIC for large timesharing systems, most computer folk
were familiar with a game known as Kingdom. This game, which was also known by the names Sumer and
Hammurabi, was a rather simple-minded simulation of an agricultural society. The object was to allocate a limited
number of resources in order to feed your people, and, in some versions, maintain an army to protect your borders
from invasion. Rule wisely, and your nation would expand and prosper. An inept monarch would be forced to sll
off land in order to buy food, and would eventually be removed from office by his subjects.

Lost Colony is a modern industrial version of Kingdom. You are the administrator of Warren’s World, mankinds
first attempt at colonizing another planet. Thanks to a major global war back on Earth, your world has been leftto
go it alone. Your job is to divide available raw materials, manpower, and production facilities among a number of
industries which are necessary to the survival of your colony. Your goal is to keep your population well fed and
happy (the latter being related to the number of consumer goods you produce and allocate).

During each game turn, you determine how your resources will be used for the upcoming year. By assigning
sufficient manpower, raw materials, and production facilities to each of your necessary industries (farming
manufacturing, mining, transportation, and energy), you determine the success of future production. One year of
bad planning may damage your colony’s prosperity for many years to come.

This is a complex simulation, which is made even more difficult by the lack of information in the documentation,
While all of the commands and options are described in detail, only the most meager of guidelines are offered on
which to base your decisions. For example, you are given a chart listing the amounts of consumer goods needed for
your people — a very useful piece of information. Equally useful would have been such information concerning the
number of farm workers required to produce enough food for a given number of people. Without this last item, you
may find yourself starving most of your subjects in the first year. This makes for a very short game.

There is a limited use of graphics here, and no use of sound. Some versions contain a built-in calculator, an
invaluable tool in this game. Sadly, the Atari version does not contain this feature. Even more valuable would have
been some form of printer support, which would enable you to learn from your mistakes.

Still, if economic concepts make your pulse race, and the thought of guiding the destiny of the masses excites you,
there is a good chance that you will enjoy taking control of Lost Colony.
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SCRAM Department: Entertainment
jompany: Atari Sugg. Retail: $24.95

uage: Atari BASIC Availability: 7
re Requirements: 16K Disk or Tape: Tape

A CONTROLLABILITY B- ERROR HANDLING A
A SKILL INVOLVED B+ DOCUMENTATION A+
A CHALLENGE A HOLDS INTEREST? B
A GRAPHICS A+ VALUE FOR MONEY A

Seram is a nuclear power plant simulation. Excellent use is made of character graphics to show fluid motion in the
main cooling loops in a nuclear power plant. The temperature at various points in each loop is displayed on the
. You control valves, pumps, and the reactor control rods by means of a single joystick. As you open and close
alves, or turn pumps on and off, you see the effects as the temperatures change in the cooling loops. You can even
nelt the reactor core, resulting in a brilliant color display. Experience gained in operating the system provides an
intelligent understanding of the workings of such a plant.

After you are thoroughly familiar with the functions of the various pumps and valves, you can test your skill in the
gme mode. You set a risk level from 1 to 9. The risk level sets the frequency at which earthquakes occur. Each
urthquake damages a component in the system. From the temperature changes that occur, you must locate the
damaged part. You then send work crews to fix it. You have a limited number of work crews, and earthquakes can
eur frequently at the higher risk levels. The only minor flaw in the program is a slow response when you move the
qursor around the screen to work the valves and pumps.

The documentation is excellent. It describes the program and the operation of a nuclear power plant. Not only is
this a first rate simulation, but it also makes excellent use of computer graphics to teach a complex subject.

RICOCHET Department: Entertainment
Company: Automated Simulations Sugg. Retail: $19.95
language: Machine Language Availability: 7
Hardware Requirements: 32K, disk drive Disk or Tape: Disk*

OVERALL RATING B- CONTROLLABILITY B ERROR HANDLING B
[GAME CONCEPT B SKILL INVOLVED B DOCUMENTATION B-
CREATIVITY B- CHALLENGE B+ VALUE FOR MONEY B
GAME DEPTH c GRAPHICS C+ HOLDS INTEREST? C+

~ Ricochet somewhat resembles bumper pool played by two players or one player against the computer on a
frictionless table. Each opponent has two-five shot launchers set in each corner. There are also two bumpers, or
goals, set midway between them, and six deflectors initally positioned in a triangle to guard the player’s goal. The
entire field is gridded to make calculations easier.

A player has the choice of launching a ball, or rearranging his defensive deflectors. During rearrangment, all
deflectors must be moved in the same direction for that turn. When a ball is launched it travels until it either reaches
the playfield boundary, or strikes a deflector and flips it from one orientation to another. In each case the ball
ricochets at a 90 degree angle and continues until it leaves the playfield at the left or right sides. When the ball strikes
alauncher, that launcher is put out of commission for two turns.

Points are scored for striking bumpers, launchers, and deflectors of either player. The game ends when the player
muns out of launcher balls. A match consists of a group of games. What is interesting is the handicaping that the
computer does to even out the match. At the conclusion of a game in a match, the bumpers on the winner’s side of
the board increase in value, thus the next game is easier for the loser. The average match takes between ten and
thirty minutes, and in addition, a clock is used to penalize players who take too much time in choosing their moves.

The game has a number of variations including extra bonus targets. In all there are five variations with the fifth
lacking the customary grid. While the game at first appears to the novice to be a game of random luck, like chess this
game requires the ability to think and plan moves far ahead. The ricochets can be predicted, although they are
difficult for the average player to visualize after several bounces, especially when deflectors shift orientation from
vertical to horizontal. Like most strategy games, Ricochet requires a lot of experience, and skilled players will find it
areal challenge.
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CONTROLLER Department: Entertainment

Company: Avalon Hill Sugg. Retail: $30.00
Language: Machine Availability: 5
Hardware Requirements: 32K disk drive. Disk or Tape: Disk
OVERALL RATING B EASE OF USE B ERROR HANDLING B
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION c
CREATIVITY c CHALLENGE B- HOLDS INTEREST B
GAME DEPTH c GRAPHICS B- VALUE FOR MONEY  C+

This game is well suited to the novice controller. In it, you have the choice of controlling either one or all eight of
the available aircraft. After choosing the number and type of aircraft, you are greeted by a status board of all eight
craft, and a graphic display of the aircraft and surrounding area. You are able to switch between a ten or one
hundred mile radius display, with the status board listing the aircraft, direction of flight, altitude, and airspeed.
The amount of fuel left is also displayed at the bottom of the screen, along with any commands you may have given
up to that point. Screen command display is a real plus in this game. ‘

Play one or two games with a single aircraft before venturing to multiple aircraft control — that’s where the rel
controllers are separated from the private pilots.

AlIR TRAFFIC CONTROLLER Department: Entertainment
Company: Creative Computing Software Sugg. Retail: $19.9
Language: Machine Availability: 6
Hardware Requirements: 32K, disk drive. Disk or Tape: Disk
OVERALL RATING C+ EASE OF USE c ERROR HANDLING B
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION B
CREATIVITY c CHALLENGE B HOLDS INTEREST? B-
GAME DEPTH c GRAPHICS c VALUE FOR MONEY €+

As rookie air traffic controller, you have been assigned the responsibility of guiding 26 aircraft to a safe destination
within your sector. Some will be landing at one of two airports, some are taking off, and still others are just passing
through. Your only option is to choose the amount of time needed to complete this task.

The control sector is represented by a grid of dots. The letters “A” through “Z” designate the aircraft. A pad of
paper and pencil to keep track of aircraft type and destination will help to keep things at a manageable level, so keep
them handy.

The documentation is good, but the commands should have been displayed on the screen to help keep your
attention where it belongs. Graphically speaking, there are none: the display is pure text. It seems to me that a good
chess player who can look ahead three or four moves will do well in this game; otherwise, my advice is to pass.
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VAULTS OF ZURICH Department: Entertainment
Company: Artworx Sugg. Retail: $21.95 cassette / $25.95 disk

language: BASIC Availability: 3
Herdware Requirements: 32K disk, 24K cassette Disk or Tape: Both

OVERALL RATING B CONTROLLABILITY B ERROR HANDLING B
GAME CONCEPT B SKILL INVOLVED C+ DOCUMENTATION C+
CREATIVITY C+ CHALLENGE B HOLDS INTEREST? B
GAME DEPTH B GRAPHICS C- VALUE FOR MONEY B

Vaults of Zurich is a well-conceived, nine level strategy maze game. The object is to enter a powerful banking
institution (a place where the rich and powerful deposit their wealth in secrecy), and penetrate its defenses to the
immermost sanctum of the chairman’s office in order to rob him. You, playing the master thief, face a difficult
thallenge: the bank is protected by a formidable security system of armed guards and hidden TV cameras.

The strategy to winning this game is to collect a following of fellow thieves from among the tourist and bank
employees who are in each of the vaults that you encounter on each particular floor. Since you can’t just enter a
vault and abscond with the securities without dealing with the characters there, you must either attempt to bribe
them into joining you, or fight with them. Once you gain control of the vault, you are entitled to the treasure and
may take any tools you find. These tools consist of explosives, drills, keys, maps, and wires for disabling the TV
rameras.

A combination of joystick control and keyboard commands are used in this game. The joystick guides the thief
through the maze. Keyboard commands such as FI for fight, TA for take, and DR for drill are used when
gppropriate. There are stairways between levels which can be used by pressing the joystick button. The location of
these unguarded stairways is important, for if you trip the alarm, you have only twenty-five seconds to elude the
~ uards by changing levels. In your hurry, you often drop tools and loot. Obviously, the lower levels are more

difficult; although the guards are easy to beat on upper levels, it is safer to attempt to sneak past them on levels four
 through nine.

You have exactly two hours to reach your objective: the chairman’s office on level nine — and it’s guarded by four
vault doors. You’ll have to drill when your keys don’t work, and that takes time. If you successfully defeat anyone
who might be lurking in his office, you still must escape past nine levels of guards before the clock runs out.

Vault of Zurich is a very challenging and fun game to play. The maze is different each time you enter in, so it
doesn’t become boring after repeated tries. The graphics, a combination of text characters and maze walls, are
adequate. I'd say it’s a very well designed game.

GDDEGHA_CKEH Department: Entertainment
Company: Atarjl Program Exchange Sugg. Retail: $15.95
language: Basic Availability: 6
Hardware Requirements: 8K cassette; 16K disk. Disk or Tape: Both
OVERALL RATING c CONTROLLABILITY C+ ERROR HANDLING B-
BAME CONCEPT c SKILL INVOLVED c DOCUMENTATION c
CREATIVITY C- CHALLENGE C+ HOLDS INTEREST? C+
GAME DEPTH c- GRAPHICS D+ VALUE FORMONEY €

The object of this one or two player game is to guess, through a process of elimination, the hidden number or code.
In Codecracker a three, four, or five digit number may be selected. Using clues supplied by the computer, you must
come up with the correct number within twelve guesses. In the two player version, you should keep track of all
attempts, and so avoid hitting obvious duds. The player who uses the fewest guesses to hit the right number wins.

The other variable to the game is the time factor. You can set a time limit for guesses to be input. The penalty for
exceeding the limit is the loss of chances to guess. There is also a setting in which no time limit is involved.

Codecracker is controlled by your keyboard. Error handling is very good, enabling you to change your guess as
many as three times before finally entering it. The computer lets you know when a number is right and in the proper
sequence before the whole code is broken, eliminating some of the guesswork after a time.

The game concept couldn’t be simpler, and the single player game mode gets old in a hurry. But the two player
mode holds your interest better, because the players each make up the code number for their opponent to crack. Not
a thrill a minute, but it can be diverting.
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BLOCK BUSTER Department: Entertainment

Company: Quality Software Sugg. Retail: $15.95
Language: QS FORTH Availability: 7
Hardware Requirements: 32K; disk drive or cassette player. Disk or Tape: Both ]‘
|
1
OVERALL RATING B CONTROLLABILITY B+ ERROR HANDLING B
GAME CONCEPT B SKILL INVOLVED c DOCUMENTATION B
CREATIVITY c CHALLENGE B HOLDS INTEREST C+
GAME DEPTH c GRAPHICS B+ VALUE FOR MONEY B

Block Buster is a program that can help you solve the mixed-up Rubick’s Cube that has been hiding in your desk
drawer these last couple of months. Or, if you would like to solve a scrambled cube on screen, the computer will time
your effort and keep track of the number of moves. The program is a good one in that it is the first to show the hid-
den three sides as an “exploded view” in the form of a mirror reflection. Other programs have always resorted to flip-
ping the cube over to uncover the missing faces. The cube faces here are shown in six Hi-Res colors using a special
display technique that makes the colors appear as if they are vibrating.

The program is very easy to use. Input can be by paddle, yellow console keys, or keyboard. The paddle and con-
sole keys move an arrow around the three front faces of the cube. Depressing the button or Start key briefly rotates
the section of the cube 90 degrees. Direction can be changed by holding down the button or start key longer.
Keyboard commands are a little more difficult since they require you to learn the notation devised in Doublas
Hofstadter’s article published in Scientific American called “Metamagical Themes.” No matter which input system
you use, the moves are displayed in that notation in a scrolling set of command lines at the bottom of the screen. This
information can be sent to the line printer — a very helpful addition if you need the solution to your cube, and you
don’t wish to follow the on-screen solution a step at a time.

Inputting a cube to solve is easy. A movable cursor shows the current block position, and the color is toggled by
paddle button or console keys. The program checks to see if the cube is legal before proceeding with a solution. A set
algorithm (clearly outlined in the documentation) solves the cube. The program makes no attempt to determine ifa
cube has been rotated before proceeding with a solution. A typical solution of a cube scrambled twice took 238
moves in 4 minutes, 26 seconds. Speed isn’t a concern because the computer could have solved it in 15 seconds if the
display was off. The program can also solve two alternate patterns: the Checkers pattern and the Christmas Cross.

Rubik’s Cube fans will like this program. Certainly users could work a cube on screen, but most will use it to solve
scrambled cubes. I personally think it is more satisfying to manipulate a physical cube in your hands than on a TV
screen (and it might be cheaper, too).

FOREST FIRE TWO Department: Entertainment
Company: Artworx Sugg. Retail: $20.95 disk / $16.95 cassette
Language: BASIC Availability: 3
Hardware Requirements: 24K Disk or Tape: Both
OVERALL RATING c CONTROLLABILITY c ERROR HANDLING B
GAME CONCEPT c+ SKILL INVOLVED c DOCUMENTATION c
CREATIVITY c CHALLENGE C+ HOLDS INTEREST? c-
GAME DEPTH c- GRAPHICS c VALUE FOR MONEY €

Forest Fire Two is a one.or two player game in which the object is to contain forest fires started as a result of a
severe thunder storm. You are located in an isolated forest lookout tower, in an area that contains a gasoline tank
farm, your supply center, and the governor’s estate. You have at your disposal three fire fighting crews and a fire
scanner showing the status of your 20 mile wide fire district. This scanner reveals the severity of the fire throughout
the terrain, and works with mode two (BASIC) character graphics. It indicates four intensity levels of the fire.

The three fire fighting crews consist of a unit capable of dropping fire retardant from a plane, a unit with heavy
equipment capable of cutting a fire break, and one with shovels and backpack sprayers to hold the line against ad-
vancing fires. You position these three crews with a joystick. After their placement, the computer calculates prevail-
ing weather conditions, the strength of the flames, the time the fire has already burnt, and your ability to containit.
It then displays these results on the next fire scan. When you have fully contained the fire, assuming you can stop it
without losing your fire tower and landing strip, the computer shows the amount of damage and the winner (if two
are playing).

F(I;reg’t ng)re Two is interesting to play, and has numerous difficulty levels. The graphics and documentation are
fair to good for a game of this type. When two players are competing, the scanner moves from one player’s fire to the
other. Since the two opponents’ fires start equally, it becomes intriguing to watch the differences develop between
the two fires. The game has an educational element as well.
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FOREST FIRE II

BLOCK BUSTER

SUPER CUBES and SLIP Department: Entertainment
Company: Thorn EMI Sugg. Retail: $29.95
language: Assembly Availability: 3
Hardware Requirements: 16K, cassette player. Disk or Tape: Tape
OVERALL RATING D CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED C+ DOCUMENTATION c-
CREATIVITY D CHALLENGE B HOLDS INTEREST? D
GAME DEPTH D GRAPHICS c VALUE FORMONEY D

Super Cubes and Slip is a package containing two separate programs. Super Cubes is a puzzle game, very similar
to Rubik’s cube except that the cube can vary from two blocks wide to four blocks wide. Once you choose the level of
difficulty, the computer begins to scramble the cube. The object is for you to unscramble the cube by rotating the
blocks on each side back to their original solid colors. Input is through the joystick. Moving the stick up and down
moves an arrow to the appropriate layer to be moved, and moving the stick sideways makes the move. Pressing the
joystick button turns the cube over to show the bottom three sides. This game is a puzzle for the user to solve, and
will not solve cubes for you. While it might be an interesting diversion, manipulating a physical cube in your hand is
more satisfying.

Slip is the old game of Tilt, in which you have to roll five balls into their appropriate holes by tilting a board on
which they roll around. The board also has maze-like passages for added challenge. The computer version has
various degrees of difficulty, timing your game until you succeed in putting them in their proper places. The notches
are not very deep, so that tilting the board too much causes them to move out of their holes. The games are not worth
more than several plays.

3-DTIC-TAC-TOE Department: Entertainment
Company: Atari, Inc. Sugg. Retail: $24.95
language: N/A Availability: 7
Hardware Requirements: 16K Disk or Tape: Cartridge
OVERALL RATING c CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B+ DOCUMENTATION B
CREATIVITY c- CHALLENGE B HOLDS INTEREST c
GAME DEPTH c- GRAPHICS C+ VALUE FOR MONEY  €-

3-D Tic-Tac-Toe is actually two games in one: “Tic-Tac-Toe” and “Bottom-up.” Both games utilize a 4x4x4 grid
which is represented on your screen by a perspective of four square boards, or planes. As opposed to the standard
game, you must place 4, not 3, X’s or O’s in one horizontal, vertical, or diagonal row. You then must use one, or all
four planes before your opponent in order to win. "Bottom-up” is simply a version of the game in which you must
start at the bottom level or plane, and work your way to the top.

You may select to play against another opponent, or just yourself against the computer. The graphic display is
very good to excellent. If you enjoy the standard game, this computerized implementation is highly recommended.
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CROSSWORD MAGIC 2.0 Department: Entertainment
Company: L &S Computerware Sugg. Retail: $4995
Language: Machine Language Availability: 5
Hardware Requirements: 40K, disk drive. Disk or Tape: Disk'
OVERALL RATING A EASE OF USE A ERROR HANDLING A-
GAME CONCEPT B SKILL INVOLVED N/A DOCUMENTATION B+
CREATIVITY B CHALLENGE N/A HOLDS INTEREST? A-
GAME DEPTH N/A GRAPHICS B+ VALUE FOR MONEY B+

Crossword Magic 2.0 presents a fun way to create crossword puzzles. The puzzles that it creates from lists of words
that you provide are of the British format, rather than the kind you are used to working in newspaper columns,
These puzzles, lacking a tight interlocking symmetrical form, have many more black spaces because the words,
although interconnected, are more strung out. The puzzle can range in size from a 3x3 square to a 20x20 square,

The package consists of a double sided disk: a . maker program on one side and a player disk on the other. The
process of making a puzzle is both interactive and creative. You can arbitrarily choose a theme, enter words one ata
time, and watch the computer instantly insert the word in the puzzle. The puzzle can be a fixed size, or can be
expanded to fit in new words. If the computer cannot use the word immediately, it stores the word for later use.
Because the process is interactive, you can choose words as you go, either to connect to the chain of linked wordsor
to bridge a gap. The computer is quite capable of filling in the letters for SPAN if the P and A were missing, or theP
and N were missing. There is no guarantee, however, that the computer won’t decide that SPAN should cross the
word EGRESS instead. In this latest version, you can press the R key to Reposition the word for another possible fit,
if one is available. You may also delete the last word should you make a mistake.

After you have inserted all the words in the puzzle, it’s clue time. This is where children have the most fun. You
may dream up strange or humorous clues, limited only by your imagination. When the clues are finished, the
computer will step through them, enabling you to edit any errors.

Puzzles can be saved to either the maker disk, or to any other formatted storage disk for later play. They can also
be dumped to any printer (supports 30 printers and 14 interface cards) that has graphics capabilities. The printout
contains the blank puzzle, with clues listed below and the answers at the very bottom. The answers can be clipped
before distributing for player solution.

The player disk allows you to solve a puzzle. Puzzles are first transferred to this disk from the master disk. You use
the arrow keys for movement over the crossword pattern; the space bar toggles the direction. When the cursor is on
any black or filled-in square, the clue is displayed. You can type the answers in, or correct any mistakes. The
computer will keep track of your errors. If you finish, or choose to peek at a solution, the correct answer will be
identified with inverse lettering, with the errors in normal lettering.

Crossword Magic is exceptionally easy to use, fast and suitable for both home and educational application of all
levels; it seems particularly useful for children who rebel at any program which teaches verbal skills. The
documentation includes a large section of tips and techniques for forming better puzzles. The program providesan
attractive display and user interface, and without doubt is the best crossword puzzle program available
Considering the difficulty of the algorithm, it is an amazing feat in programming.

150



o i .
ahy B
o

5 mmm
u . =
s .
| =y
|
o -
)
3 o
: O
; A
-

ACROSS CLUES

4.

7.

9-
i11.
12.
i4.
15.
17.
20.
21.
22.
24.
27.
29.
31.
32.
33.

ORIGINATIVE
CALCULATOR
PREPOSITION
MOVE SWIFTLY
SORCERER
GRAPHICS CHIP
ARBITRATE

VCS CARTRIDGE
NOVICE

GOAL

MONSTER
CONTROL STICK
LOOK

RENOWNED
INSTITUTE OF LEARNING
ADVANCEMENT
PRONDOUN

DOWN CLUES

OAK SEED

INCLINED

COMPUTER

BLACK BIRD

MONEY IN INDIA
REMOVE

BUSINESS LEADER
SNAKE

METAL FASTENER
INDEFINITE PRONOUN
ACT OF TWISTING
SOFT STONE

HAS BLACK BLOOD
EDITOR’S NICKNAME
GUARANTEE

SEEK

TYPE

TOUCH WITH LIPS

151



STREETS OF THE CITY/TRUCKER Department: Entertainment

Company: Creative Computer Software Sugg. Retail: $24.85
Language: Basic Availability: 5
Hardware Requirements: 16K, cassette; 32K, disk drive. Disk or Tape: Both
OVERALL RATING C- CONTROLLABILITY c ERROR HANDLING c
GAME CONCEPT c SKILL INVOLVED c- DOCUMENTATION C-
CREATIVITY c- CHALLENGE C+ HOLDS INTEREST? D
GAME DEPTH Cc GRAPHICS D VALUE FOR MONEY c-

Streets of the City/Trucker are two simulation-type games offered in one package. “Trucker” simulates a coast-to-
coast trip by an independent trucker hauling a choice of three cargos: oranges, freight, or U.S. Mail. Each has
different risks and rewards, and the trucker has a choice of three routes. The game is almost entirely in text.

As you drive each leg of the pre-planned journey, you have a choice of obeying the speed limit or resting
periodically at one of the truck stops. Stopping occasionally is prudent, not only for buying gas but to avoid falling
asleep at the wheel. But you have to balance rest periods against your schedule. While speeding may make up for lost
time, there is a chance of “Smokie” writing you a ticket, or a crash during rain or foggy conditions. Then there are
always those unplanned delays, such as road construction and flat tires. The goal is to make a profit. Sometimes this
requires taking chances with an overweight load, fast driving, or skimping on sleep. Yes, you may not make it, but
that is all part of the game. While “Trucker” isn’t a very exciting simulation, it does hold your interest long enough to
complete one or two trips across the country, just to see if you can make it.

“Streets of the City” resembles the game Hammurabi, but here you control public works rather than a city-state,
It is primarily a text game, in which you, playing the part of the city’s Transportation Director, are to improve the
city’s streets, highways, and transit network over a period of ten years. You must do this while retaining the support
of a majority of the City Commissioners.

During your tenure, you must construct streets and interstate highways, repair existing streets, and improve
traffic safety. The transit system needs to replace and upgrade its aging bus fleet. The number of commuters must be
increased along with an improved on-schedule performance. Of course, every decision has its political implications,
Revenues must be raised and allocated. This may involve raising the taxes levied in the city or the transit fare,
Construction Bonds must be passed at the next general election. And city workers threaten to strike if their demands
aren’t met. Worst of all, you are judged by your results at the end of each year. (Does all this sound familiar?)

Each year there are a number of important decisions that must be made. You have to decide where the money is to
be spent, and ways to raise the additional revenues needed to meet your goals without driving off commuters or
offending the taxpayers and politicians. There is a definite cause-effect relationship in all choices, making the
simulation very educational, if somewhat nerve-wracking.

THE MIDAS TOUCH Department: Entertainment
Company: Atari Program Exchange Sugg. Retail: $15.95
Language: BASIC Availability: B
Hardware Requirements: 32K disk and cassette Disk or Tape: Both
OVERALL RATING c CONTROLLABILITY N/A ERROR HANDLI<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>