


































































































search of monkeys to tag. To do this is to play into th · 
h d y . e1r 

an s. ou will be on their turf where they have 
the edge as far as mobility is concerned. A good practice is 
to stay near the bottom of the screen and wait for the 
monkeys to come to you . 
. you tag a monkey, think first about the direction 
m are going to propel him. Your best bet is to 

him directly away from your man horizontally or 
diagonally when are at or near center screen. If you 
are too close to either of the two sides of the playfield 
send toward the center. A monkey propelled against 
wall will bounce back toward you. Monkeys, however, can 
be pushed at a horizontal bar without rebounding toward 
your man. 

The means of escape from a monkey just 
tagged is to run, but to leap. For faster giant steps, 
push the action button and move the joystick to either two 
or ten o'clock . 
. The Tail Spin variation intermittently rotates the posi­

tion o.f the ho.rizontal monkey bars. Every few seconds, 
each lme runnmg east to west jumps up toward the top of 
the screen. If your man is positioned on a horizontal rung 
that moves, he will fall to the next lowest bar or to the 
bottom of the screen. 
. There is no change in strategy here. The shifting bars 
JUSt make for confusion. 

In Shut Eye, the monkey bars are invisible to you , but 
not to the The playfield will momentarily ap­

each time your man is falling or when one man 
chmbs atop of the other. No special advice here. Just stay 
near the bottom. 

l?e Monkey Chess variation of Monkey Shines offers 
an 1IDplemented strategy. In this game, two players control .. 

Monkey 

one man apiece, while a third uses the keyboard console to 
add or subtract monkey bars anywhere on the playfield. 

The "stay-on-the-bottom" strategy works well in the be­
ginning of the game. It effectiveness is reduced signifi­
cantly in later stages of play because the monkeys remain 
on the offensive for longer periods of time. Eventually you 
will run out of places in which to run and hide. 

A good hit-and-run strategy requires the keyboard op­
erator to build an escape ladder for the fleeing man after 
the monkey is tagged. When the monkey gives chase, the 
keyboard controller should delete the lines used by the 
man to get away. By doing this, the monkey is forced to 

take a longer route. 

. ., 



17. 

UFO 

UFO gets the nod as the most difficult home video game 
ever made, due mainly to idiosyncrasies in the game's de­
sign. Still, there are certain quirks that can be utilized to 
your advantage. 

In UFO, the player controls an armed flying saucer. 
Shrouding this ship is a ring of blue dots- a force field. 
One of the beads in this chain is oversized. It serves as 
your ship's laser cannon. 

UFO, like most games is the Odyssey library, plays on 
until your ship is destroyed. Challenging you in this con­
tes_t are three different alien forms , differentiated by color, 
pomt value and level of aggression. 

The game booklet accompanying UFO describes the 
most passive, unfriendly life form as a lethargic craft, ea-

•• 

UFO 
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Each time your lasers are fired , the force field disappears 
momentarily. 

pable of random movement only. The next variety is said 
to be the sum of two "dummy" crafts that have merged. If 
they possess the "search-and-destory" instinct, as the 
booklet states, it is not evident when playing the game. 

"Light-speed starships," the final species of UFO, are 
the deadliest of the bunch. Even though they seldom en­
ter the playfield, they are quite dangerous. The javelin­
shaped missiles they throw off pass right through your 
force field . 

Before we go any further, let's talk about that force 
field. This circular string of energized beads enables you to 
ram enemy ships. The impact will momentarily drain all 
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power from your force fi eld, rendering your ship vulnera­
ble until it is recharged . Each time your lasers are fi red, 
the shield is also dropped until the burst ceases. 

Your laser, as stated before, is aimed by the white dot in 
the force-field ring. As you might expect, the ship fires in 
the direction the joystick is moved. The ship, in tu rn, 
moves in the same direction. The problem with this force­
field-firing system is this: 

The ship will move in the desired heading as soon 
as it is told to do so. The laser dot, however, must 
rotate to the chosen heading before the laser is firing 
in the proper direction. 

••••• •• • . - . 
• • • • ••••• 

i • 
The oversized dot in the forcefield serves as your gun 
sights. Lasers are fired in the direction it faces . 

... 

.,. 
This lapse of response deprives you of control, particu­

larly because the force-field ring moves only clockwise. 
To better illustrate this problem, picture the force field 

as the face of a clock with the laser dot at six o 'clock. An 
enemy craft heads toward you at three o'clock. If you 
move the joystick to confront your foe, the dot on the 
outer ring will not be aimed at him until it spins three­
quarters of the way around. The d~lay. caused by the 
clockwise-only rotation of the outer rmg is often frustrat-

ing. . 
Your best bet in UFO is to play the center section of the 

screen. To do this, simply move in a north-to-south (and 
south-to-north) course. Fire as you patrol from one border 
to the other. By doing so, you at least know that your ship 
will fire up and down during the greater part of the trip. 

To clear the battlefield, ram as many ships as possible. 
Allow for the post-collision recharging period. 

The light-speed starship is your most formidable foe , 
but it, too, has a weakness. The starship can only fire diag­
onally. Any counter attack you launch, therefore, should 
be executed with your ship positioned horizontally or ver­
tically to the starship. Ramming and laser-fire are equally 
effective. To prepare for an assault, simply move so that 
your fighter is not in a diagonal path with the starship. 

• •• 



18. 

K.C. llunchk~n 

K C. Munchkin is the Odyssey2 equivalent of Pac-Man. 
The differences between the Pac-Man most of us are fa­
miliar with and K. C. Munchkin are slight: 

Instead of four monsters, your "munchkin" needs 
to elude only three as it races around the corridors. 
The dots and power pills, referred to as white munch­
ies, and flashing colored munchies move about the 
maze. The last edible blip in each round accelerates 
to a pace equal to that of your munchkin. 

All told, there are four standard mazes that players can 
select. In addition to the regular play mode, any of the 
four playfield configurations can be programmed to be­
come invisible when your munchkin is moving. K. C. 
Munchkin is also capable of generating random maze 
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layouts, both visible and invisible. By utilizing t_he ke~­
board console on the master unit, players can build their 
own mazes, or simply bastardize one of the original four 
by adding or deleting any number of walls. . 

The mechanics of game play, and the strategies you ~m­
ploy, vary slightly from standard Pac-Man formula. S~nce 
there are only twelve munchies present on an~ given 
round (four of which are flashing colored munch1es) the 
"clear- the-majority-of- the-dots- before- going- to- the­
energizer" strategy does not apply here. Furthermore, the 
three monsters display a tendency to move randomly. 
This, together with the fact that the munchies float about 

In K.C. Munchkin, your munch kin must elude .three mon­
sters as it attempts to clear the twelve munch1es from an 
infinite number of maze configurations. 
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the maze, eliminates the possibility of formulating a pat­
tern (a preset series of movements that allow you to clear 
the maze safely). 

The one technique that works well in K. C. Munchkin is 
the "bait-and-lead-the-monsters-to-the-energizers" trick. 
Though the munchers move randomly more often than 
not, they will follow you, once they see your munchkin. 
Lead as many Munchers as possible toward a flashing col­
ored munchie before consuming it and counterattacking. 
The munchers tend to ride piggyback on one another. This 
happens more often at the beginning of each round than 
at any other time. To capture all three munchers at on.ce, 
remain motionless until the whole bunch locates your 
munchkin. When they begin to pursue you, move to an 
energizer. After eating the flashing munchie, turn and 
strike. Unlike the monsters in the standard Pac-Man game 
program, the monsters in K. C. Munchkin do not reverse 
direction after an energizer has been consumed. 

A vulnerable monster will appear purple on a color tele­
vision set. Before reverting to his hostile state, he will flash 
alternately between purple and white. Be careful here! 

To actually gulp a vulnerable foe is not necessary. Your 
munchkin need only brush him to receive point credit and 
put him temporarily out of commission. A freshly slain 
munchie appears ghostlike on the screen. Before he re­
turns to the monsters' pen in the center of the screen and 
is rejuvenated, he will wander aimlessly about the maze, 
but he poses no threat to your munchkin. You can pass 
right through him. 

The Odyssey2 joystick is probably the most responsive 
home video game control available today. While playing 
K. C. Munchkin, though , I did encounter some lag time in 
response when making a change of direction. I later dis­
covered that I was moving the control handle too far past 
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the point of contact. By using a soft touch, quick precise 
maneuvering is realized. Find the point where the munch­
kin responds and move no farther than that. The response 
time when changing direction will be improved signifi-

cantly. . 
When you are being chased by munchers, there is no 

such thing as a close call. As I stated earlier, to consume_ a 
vulnerable muncher, your munchkin need only brush it. 
When the shoe is on the other foot, the Munchers need 
only brush your munchkin to capture him. This includes 
the antennae that protrude from your munchkin. 

To conquer the invisible versions of K. C. Munchkin 
you must first practice their visible counterparts. After 
memorizing the playfield layout, the invisible mazes be­
come easier to navigate. 

In game No. 4 of K. C. Munchkin, the _center sectic:>n of the 
maze acts as a revolving door, opening and closing each 
quarter of the playfield in turn . 
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lncroducc~on 

The forte of the Intellivision system is its sophistication. 
Yes, the graphics are pretty and the games are quite realis­
tic, but the system does have a drawback or two. 

First of all, it's expensive- almost double the price of 
Atari VCS and Odyssey2- and the all-purpose hand-held 
controllers with interchangeable keyboard overlays are 
cumbersome. In fact, novices probably spend more time 
looking at the controllers and game booklets than the TV 
screen. 

Half the battle (or more) of mastering an lntellivision 
game is memorizing the game rules and familiarizing 
yourself with the procedures of starting and executing 
each game. Once this is done, the eye-appealing graphics 
and Mattel's overall attention to detail are far more en­
joyable. 

• •• 



Mattel has been the sole producer of all software for 
this system, but both !magic and Coleco will soon off er 
original and licensed games that are compatible with the 
Intellivision system. 

!magic's game (as yet untitled) is of the fantasy genre. 
Coleco has obtained permission to produce home versions 
of popular arcade games. In this group is Donkey Kong, 
currently the Number One arcade game in America, ac­
cording to Play Meter magazine. 

The engineers at Mattel have not been resting on their 
laurels. Instead, they have been busy perfecting the Intel­
livision sound synthesis module. This nifty add-on incor­
porates voice commands that are computer-generated, 
based on actual game circumstances. And it's not mono­
tone rambling, either. Emotions and changes in tonality 
are incorporated into both the male and female voices the 
module generates. 

Three games utilizing the capabilities of the voice mod­
ule will be introduced, namely, B-17 Bomber, Space Spar­
tans and Bomb Squad. 
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10. 

Space Armada 

Space Armada, by any other name, is Space Invaders with 
a couple of devious variations. . 

Each armada of thirty-two aliens (four rows of eight) 
employs a broadening array of assault strategies as the 
game progresses. . 

True to Space In vaders, the game it most clo.sely ~mu­
lates each armada marches across the screen m umson. 
Upo~ reaching either the left or right side, the group drops 
one level closer to your laser base and the three _b~nkers. 

As you might expect, the fewer aliens remammg, the 
quicker the tempo becomes. 

Now a look at the unexpected. The generic alien most 
of us are accustomed to is capable of dropping bombs that 
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originate only from the center of his body. These second­
generation nasties can throw them off from their ides as 
well. For the sake of additional frustration, Mattel blessed 
each alien with the power to bombard your laser base, 
regardless of its position in the formation. 

Of the four different types of projectiles the armada 
hurls down at you , the white wiggly variety, though the 
least dangerous of the group, are the most common. Your 
missiles and these "wigglies" pa s freely through one an­
other. White bombs destroy your ships on contact. 

w 
PLAYER'S--t---·. ... 
SHIP A 
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FLYING 
SAUCER 

BUNKER 

Space Armada 

From the third level on, your ship faces not only "wig­
glies," but javelin-shaped brown bombs as well. Some­
what difficult to detect as they fall through the dark 
background of the playfield, brown bombs spread out on 
impact, sending a flash of destruction to the left and to the 
right. Brown bombs and your shots negate each other 
upon collision. 

Guided missiles and spinners, the other unfriendly mu­
nition you will eventually face, have more intelligence 
than their counterparts. Guided mis iles and spinners 
track your laser base and, on occasion, move toward it at a 
horizontal heading. This is an undesirable predicament, 
since it always ends in destruction. 

In rising order of potential risk to your laser base, the 
three methods available for neutralization of guided mis­
siles and spinners are as follows: Shoot them ; steer them 
into a bunker; and, as a last resort, spear them with the 
barrel of your laser base. 

As is true in most versions of Space Invaders, destruc­
tion by column is the best modus operandi in Space Ar­
mada. I recommend wiping away at least three columns of 
invaders before taking pot shots at the lowest row. 

When fewer than one dozen invaders remain, a two-for­
one strategy can be effectively implemented, since the 
group travels at an accelerated rate of speed. Instead of 
simply vanishing when hit, these invaders explode in a 
reddish burst. "Ground zero" of this explosion is not at 
the center of the alien's body, but where the fatal blow 
made contact. In simpler terms, if your shell strikes the left 
side of the invader's body, the explosion radiates from the 
left side, its span equidistant from that point. Any other 
invader who walks into the blast is also consumed by it. 
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To take out two of your foes with one shot, first observe 
the approaching direction of the armada. If the group is 
moving from right to left, shoot for the right side of the 
invader. Do the opposite when the aliens are moving left 
to right. 

The flying saucers that pass across the screen pose no 
problem to your laser base. Destroying them is of signifi­
cant value defensively, especially in later stages of the 
game. Each time a flying saucer is destroyed, the bunker 
that has been pummeled the most is restored to perfect 
condition. Flying saucers are vulnerable to the repercus­
sion of an exploding alien. 

To rebuild your ramparts, spare one or two aliens at the 
end of each armada, thereby providing an opportunity to 
get a couple of relatively uninterrupted shots off at the 
flying saucers that may appear. 

Unless directed otherwise, each reserve laser base will 
materialize at the center when it is called to duty. If you 
wish to station it under either the left or right bunker, 
depress the appropriate side of the control disc before it 
appears. 

As an aid to sharpening your skills on the latter, more 
difficult armada, Mattell has provided a practice mode. 
This provides you with a fresh fleet of six laser bases to do 
battle against the last armada you face. 
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20. 

As"C;ro Smash 

As in other Intellivision games, defense is the key to suc­
cess in Astro Smash. 

This game pits your laser base against a relentless 
stream of descending objects, each of which poses varying 
degrees of danger. The underlying goal of Astro Smash is 
not simply to score points, but to preserve the game life of 
each laser base. Careful setting of priorities and defensive 
maneuvering are your primary goals. 

Your opponents consist of large and small rocks, large 
and small spinners, UFO's and their homing bombs, as 
well as guided missiles. 

The most unique feature of Astro Smash is the " missed 
rock" penalty. Anytime a small or large rock reaches the 
ground, points are subtracted from your score. 
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Spinners will destroy your laser base if they are allowed 
to land. To top it off, as many as six hundred points will be 
deducted from your score if this mishap occurs. 

This fact dictates your strategy. Spinners are the top 
priority target. Rocks are secondary. 

Another development deserving of praise in Astro 
Smash is the auto-fire button. Once depressed, your laser 
base fires three rounds per second automatically. To pre­
vent hand fatigue, use the auto-fire mode throughout the 
game. 

SMALL 
SPINNER 

PLAYER'S 
SHIP 

• ... • 
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SPINNER 

Once any object explodes, either by impact with the 
ground, or as a result of a direct hit from your laser base, it 
detonates in a reddish burst. The repercussions of any ex­
plosion is life-threatening to every object on the screen. 
The defensive and offensive implications of this phenom­
ena will be discussed later. 

Guided missiles, potentially, are as dangerous as spin­
ners. A guided missile will track your ship and occasion­
ally follow it along the bottom of the screen. This 
tendency is more characteristic of a slow-moving guided 
missile. 

Thwarting a guided missile can be accomplished one of 
three ways. The first is obvious: 

SHOOT IT 

If you fail to hit it, dodge it as it nears you. By doing this, 
you leave the guided missile little time to react and it will 
inadvertently fall to the ground. If perchance it begins to 
move toward you along the bottom of the screen, move 
your ship to the extreme right or left. Just before the mis­
sile is about to strike you, hit the hyperspace button. 
Granted, you may be jettisoned out of the frying pan and 
into the fire, but then again, this is your only possible 
means of escape. 

The fact that guided missiles track your ship is not all 
bad news. This tendency can be used to your advantage 
on a number of occasions. 

By moving your laser base, you will, in turn, shift the 
guided missiles' course. To take out two birds with one 
stone, steer a guided missile into an oncoming spinner or 
rock. The impact of a guided missile colliding with any 
other object on the screen consumes both. 

Another way of using each shot efficiently involves hit-
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ting the lowest object first. A rock or spinner that is un­
lucky enough to fall into the reddish cloud of a freshly 
annihilated object will also be destroyed. 

When the fourth round begins, UFO's will begin to pa­
trol the screen on a random basis. Their high value makes 
them a lucrative target, but your efforts are better spent 
elsewhere, since UFO's pose no immediate threat if not 
destroyed. 

They do, however, drop a salvo of homing bombs each 
time they pass across the battlefield. These homing bombs 
are somewhat slower than the other objects on the screen , 
a characteristic that makes them relatively easy to evade. 

I recommend taking advantage of their tendency to 
track your ship in much the same way as for the guided 
missiles. Steer the bombs into other objects on the screen, 
thereby eliminating not one, but two problems. 

During the game, you will be constantly shifting your 
ship along the bottom part of the screen. Keep in mind 
that the explosive force each object emanates when it 
strikes the ground is a deadly blow to your ship. STAY 
CLEAR! 
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21. 

Armor Baccle 

lntellivision game cartridges feature striking realism and 
attention to detail. This devotion to authenticity remains 
consistent throughout the system's library, and is particu­
larly evident in Armor Battle, a combat game that pits two 
players' tank battalion against each other on one of 240 
randomly selected battlefields. 

Each playfield will appear with varying amounts of its 
acreage covered by water, grass, roads, trees and assorted 
buildings. 

Each type of landscape serves as more than just a means 
of dressing up the battlefield. As you might expect, a tank 
moves along a road more swiftly than one plowing across 
a river. The same is true in Armor Battle. Each surface 
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affects the tank's forward and turning mobility in varying 
degrees. 

The fastest ground to travel is the road, followed by 
grass. The least desirable venue is water. Rivers should be 
avoided at all costs. 

As you might expect, the forests are negotiable, but the 
trees do tend to impede your progress. 

The buildings that appear on the playfield, if used prop­
erly, can provide some strategic advantages. More on 
them later. 

Unlike most games, Armor Battle does not challenge 
you to rack up points. On the contrary, your goal is to 

ROAD 

INACTIVE-+-­
TANK .. 
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preserve as many of your tanks as possible while depleting 
your opponent's army to an extent greater than he is able 
to inflict on you. In other words, whoever has the most 
tanks at the end of the game is declared the winner. 

At the beginning of the war, each player has two of his 
fifty tanks positioned in the exact same location, regardless 
of the battlefield configuration. 

Of the two tanks present on either side, each player can 
activate only one at a time. You are able, though, to tem­
porarily put one tank in reserve and activate the other at 
will as often as you desire. 

Each tank can face in one of sixteen directions at any 
given time. To move to a desired heading, depress the 
control wheel at the appropriate point. The activated tank 
will spin in that direction, choosing the shortest possible 
route (clockwise or counterclockwise, respectively) once 
the control wheel is released, movement ceases. 

The recoil of each shot fired by your tank causes your 
metal warrior to rebound in one of three directions: 
straight back, slightly left, or slightly right. Therefore, it 
is necessary to correct your position after each round 
launched. The same conditions result after you have been 
struck by an opponent's shell. 

This post-firing dance is generally a hindrance, but in 
certain situations it becomes a blessing. By firing and de­
pressing the control disk simultaneously, your tank com­
bines its normal rate of movement with the recoil action. 
These together allow a turn to be made in less than nor­
mal time. 

The rectangular buildings on the battlefield are solid, 
and therefore impassable by tank or missile fire. Their 
only value strategically is to serve as temporary cover. 
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The buildings with windows and the "Covered Bridge" 
buildings provide both defensive and off en ive advan­
tage . All three type of structures are unaffected by mis­
sile fire. A shot passing through the opening of a "Covered 
Bridge" building poses no threat once inside. A player's 
tank positioned inside either of these two buildings can, 
however, shoot out at opposing tanks. 

This makes your strategy obvious. Take advantage of 
the shroud of safety provided by the buildings by position­
ing one of your tanks inside. If you choose to do battle 
with your other tank, the "garaged" one is now safe. 

Since only one tank can be mobilized at one time, pro­
tection of the dormant craft should be your chief concern. 

I found that a good defense is actually your best off ense. 
Position one of your tanks in a relatively inaccessible area, 
such as among the trees. To cover the approach that is 
easiest for your opponent to traverse, drop the one mine 
that each tank carries. After depositing it, be sure to re­
member its location. If your own tank strikes it, destruc­
tion will result. Now play the waiting game. This is not 
necessarily the chicken strategy. By hovering near your 
tank in storage, you are not only dug in but also forcing 
your opponent to confront you on your turf. 

Patience will pay off. 
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Abou~ ~he Au~hor 

Michael Blanchet was born November 28. 1959. in Summit. 
ew Jer ey. He grew up in Far Hill . New Jer ey. and attended 

Bernard's High School. 
Originally a pinball fanatic, he can remember spending hun­

dred of dollar in one week playing the e game-. One ummer 
he graduated to video game when his father brought home a 
Hewlett-Packard educational computer. Since then. video games 
have been Michael' pa sion and source of employment. He has 
managed arcade . which has given him the opportunity to ac­
quire intimate knowledge about the working of the machines. 
During thi period he al o improved hi playing technique. 

Michael is presently the · vice president of operation for a 
New Jer ey-based video game concern and ha written a na­
tionally yndicated column on video games. He is the author of 
the be t- elling How 10 Beal 1he Video Games. 
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ZAP THE COMPETITION! 
From the best-selling author of How to Beat the 
Video Games (80,000 copies sold), here are sure­
fire ways to beat the best in Pac-Man, Asteroids, 
The Empire Strikes Back, Space Chase, Barn­
stormer, Chopper Command, Freedom Fighters, 
K. C. Munchkin, and more. · 

If you're a hotshot video-game player - or 
want to be - renowned tournament champion 
Michael Blanchet tells you the moves to make, 
the patterns to follow, and the hazards to avoid 
when you take the controls of your machine. 
'Nov; your family and friends as you speed ahead 
- . · ~he pack. These "how-to-beat" techniques 
ar~ guaranteed to launch you into video-game 
heaven. 

So rev up your engines and start pulverizing 
planets, mashing meteors, and smashing space­
ships. Your score is about to take off! 

*SQecial feature: A Scoring Log that lets you 
record your best games! 
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