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Basketball is a game of precision
passing and shooting, tight defending,
nonstop action.

quick i
These mmgs make it one of the most
il sports o translate into elec-
oric o without losing a@feeling of
realism. Three major game manufac.
turers—Atari, Intellivision, and Odyssey
—have given it a try. Their efforts have
produced mixed results.

ATARI BASKETBALL

Atari's game is one-on-one
bai—two opposing playors shoating,

blocking, and
lasts four minutes.
ATARI BASKETBALL can also be a
ne-player game, with you against the
Computer. The wuginess of he com.
puter's player varies with the score. f
you fall behind, the computer ges care-
fess on defense, allowing you to get clear

. Each g

am shool. But when you tako he lead.
dogged by a iefender who
Says withyou wery 5189 of e wey,

o Whether youre paying the compuier
iefender, game strategy is
the sarme: N dolomer stk 1 yuir
opponent fike wallpaper. Keep trying to
get your feet even with his. That's when
you're allowed to make a steal.

If he breaks into the open, try to get
your body between him and the basket.
Then when he shoats, punch the red
button. This is how you block a shot.

On offense, the key BT
evasive. When you have the ball, dart
around the court crazily. The idea is to
shake your opponent so you can get
open and fire at the basket.

If you're close to mid-court when you
shoot, don't hit the red button until the
ball is above your head. Closer to the
basket, you can hit the button when the
ball is about face level

INTELLIVISION
NBA BASKETBALL

Thiscartridgereinforces Intellivision's

baskets look like baskets,
has a center circle, a mid-court line, and
free-throw lanes. You even get cheers.
and boos from the crowd.

ame has four quarters of 12
computer “minutes.” There's even a
‘countdown clock to enforce the NBA
24-second rule.

You move one of your team'’s three
players with the Intellivision directional
disc. The computer controls the other
two players.

The averey on he keypad dides the
courtinto nine different zones. To pas:
ress the button for the appru::nals

he's in the right spot. If he isn't, the ball
may sail out of bounds or be caught by
an opposing player.
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As i real e, your success at shooting
depends on your distance from the bas-
ket. Expectto hit on 90% of your layups,
but only on about 5% ofyour mid-cout
jump shots.

Dalonsive skl are very impottant i
this game. You should work at learning

to intercept passes. Blocking shots is
another defensive skill that can help you

win

While NBA BASKETBALL gets high
marks for its visual appeal, it lacks the
competitive spirit of the Atari cartridge.
Atfirst, you have to look at the keyboard
every lime you want 1o pass, block, or
shoot, and this slows the pace of the
game. If you're going to generate any
excitement, you'll have 1o learn to han-
dle the controls aimost by instinct.

ODYSSEY?
BASKETBALL

Odyssey? whichintroducedthisgame
in 1978, was the first company 10 try a
basketball cartridge. Like Atari’s game,
this one offers a one-on-one, full-court
version of basketball. Unlike the Atari
game, Odyssey? doesn't allow you to
compete against the computer.

Each game is five minutes long. You
use your joystick to move a player
around the court, and the action button

Q take a shot.

he
o pped fom the 0p of tha scroen. Thi
first player to touch it has possession.
O cefenss, you can ge possession
in two diff You can steal the
balby (oucmng st as your apponent
s. Or you can hound him and keep
i shooting at all. f ha goos more
than eight seconds without taking a shot,
you get the ball
‘Shot-taking in this game is not as real-
istic as it should be. I you're close to the
basket, the ball won't go in because of
the steep angle. (Obviously, this game
was thought up without the siam-Gunk
in mind.) If you're t0o far from the bas-
ket, the ball won't reach.
‘The best strategy is to shoot from just
outside the foul circle. Unfortunately,

game begins when the ball IST

you'll have to imagine where the foul
circle is. Itisn't marked on the Odyssey
court,

‘The fallaway jumper s a better tactic.
Drive for the basket as if you're about to
go for a layup. Then suddenly reverse
direction and shoot. This works more
consistently than any other shot we tried.

1f you're nuts about basketball, but not
crazy about any of the cartridges now
available, be patient. Atari is about to
announce a brand-new basketball car-
e aid o b far superor o the cur-
rent one. And software manufacturers
ke Imagu;. Acivivon. and Apolio are
Bound 1o be geting inio the basketball
act soor

Better deys are just ahest,

—George Sullivan
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Actually, TRON isn't just a single video
game. There are six different games
based on the Walt Disney movie now
being offered to players. We featured
the arcade game in an earlier issue of
BLIP. The other five games are car-
tridges designed by Mattel for home
systems. These include three Intellivision
games and the two M Network cartridges
described here.

ADVENTURES OF TRON

This is a chase-and-climb game, but
it isn’t anything like DONKEY KONG or
DIG DUG. For one thing, it isn't cute.

The action is fast, and slightly mechan-
ical. Your enemies are deadly grid bugs
and recognizers. They travel along a
four-level board in groups of three. Also
floating along at each level are various
objects, called “bits.”

Your objective is to work your way up
to the top level, collecting all the bits,
and avoiding collision with any of the
attackers. On later boards, a tank will
chase you while you're trying to accom-
plish this.

Besides running, there are three ways
to maneuver about the screen. In order

6 BLIP

to move up a level, you must use the
elevators. These are located at either
side of all four levels. On the lowest
level, just stand on the platform and
move your joystick forward to go up. On
the upper levels, you must first leap
across the Input/Output beam. This is
a ray that runs down the center of the
screen. Jumping over the ray activates
the lifts.

To move down, you can use that same
beam. The I/0O ray will take you straight
to the bottom. Use it to escape when
enemies are closing in on you. You can
also move down single levels merely by
pulling the joystick toward you. Your man
will jump to the level below, or further,
depending on how precise your touch
is on the joystick.

TACTICS

® After being deposited at the bottom
level when the game starts, immediately
leap up and grab the first two bits. You'll
notice that there are no grid bugs men-
acing you. Not yet, anyway. They start
at the top level, and work their way down,
moving from left to right, then from right
to left. If you work quickly, you can clear
the first two levels of bits before the
recognizers get you. Recognizers are
grid bugs that appear at the top three
levels. They turn into the slightly smaller
bugs when they reach the bottom.

® | earn to follow the path of the de-
scending grid bugs. They move in only
one direction on any given level. If you
stay behind them, you can speed from
level to level with just a little practice.
Don't try to jump your enemies! While it
is possible, it's very difficult. If you get
into a situation where a bad guy is that
close, the best strategy is to jump down
to the next lower level.

® Once you learn to follow the de-
scending pattern, you will whiz through
the first three boards with little difficulty.
On the third and the fourth boards,
though, tanks start to appear. Like the
grid bugs, tanks follow a simple de-
scending pattern. If you can stay behind




a tank, it will pose no threat. Until the
fifth board, that is.

@® On the fifth board, the tanks begin
to appear in pairs, or three at a time.
Although it might seem that an individ-
ual tank is patrolling a certain level, this
is not the case. They are all following
that familiar descending pattern.

® The Solar Sailer (that's the way
Mattel spells it) is an arrow that flies back
and forth on the third level. It is not a bit.
But it can be used as a handy way to
cross the I/O beam and activate the ele-
vators. When leaping onto the Sailer,
make sure that you are not going to be
deposited between recognizers at the
other side of the screen. If you do get
caught between recognizers at any time,
just follow their path until you can reach
the 1/0O beam. Then just travel down to
the bottom, and work your way back up.

® One last tip: Don't get caught at
the screen’s edges. You may not be able
to jump safely from there. Then you'll
have no choice but to watch, and wait
for your inevitable doom.

TRON DEADLY DISCS

The M Network version of this game
is nowhere near as complex as the In-
tellivision version. For one thing, the ac-
tion is slower. For another, the controls
are much harder to use. Even so, DEAD-
LY DISCS, while not as good as AD-
VENTURES OF TRON, is still an excit-
ing game.

The setting here is a deadly, futuristic
jai-alai arena. Tron is facing a horde
of attackers, who appear on the screen

three at a time. They are armed with
Deadly Discs, which must hit Tron five
times to kill him.

Tron is also armed with discs. He only
has to strike an enemy one time, but
a dead enemy is quickly replaced. At-
tackers enter the arena through portals
on all four sides.

Each portal can be “locked open” by
hitting it with a disc. A pair of portals,
with one locked open, become a telepor-
tation device. You can enter the open
one, and re-enter the board on the other
side through the opposite portal.

TACTICS

® The secret is getting the disc to
return to you. A single hit on the fire
button will send a disc out. Only one
disc can appear on the screen at a time.
If the disc you fire hits an attacker, you
get a new disc. But if it misses, the disc
will keep going, until it hits a wall and
bounces back to you. You can retrieve
an errant disc quickly, however, by press-
ing the fire button as soon as you see
that you have not scored a hit. This will
call the disc back to you immediately.

® Don't wait to see if your disc will
hit. Keep moving. Learn to visualize the
course of your disc, and the course of
your attackers. If you can see that a disc
you have fired will miss, tap the fire but-
ton, and position yourself for your next
shot. The disc will return to you, no mat-
ter how far you have moved from your
original position. Once the disc has re-
turned, fire again. You can use this
method over and over again, from a dis-
tance. With practice, you will be able
to quickly vanquish your attackers while
remaining safely out of the path of
enemy discs.

® When teleporting, make sure that
you are using the device to your advan-
tage. Many times, a group of attackers
will turn and bombard the exit gate with
discs. You can get caught in a crossfire
and use your five-hit limit up very quick-
ly. Try to avoid the corners for the same
reason.
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TWO GIANT STEPS

Remember the good old days? It wasn't
too long ago that Atari VCS and Intelli-
vision were the only home-video game
systems really worth talking about. Now,
ColecoVision commands a large share of
the market, and low-priced computers are
becoming more and more popular. The
time has come for Atari and Mattel to
make some changes.

ATARI

Those changes have been made, and
the results are very exciting. Atari and

Mattel have realized that, in order to stay-

on top, they have to do two things: offer
more computer capabilities, and produce
games with better graphics. And both
companies are doing just those things.

18 BLIP

Atari, which still commands the lead
spot in sales,has just introduced a whole
series of new units and accessories. Our
favorite is a computer keyboard called
“My First Computer.” This accessory
plugs right into the game port on the old
VCS.

It can play games; it can teach you to
write and store programs; and best of
all, it costs under $90. There are over
10,000,000 VCS units out there, and “My
First Computer,” could really be a worth-
while investment for families that own the
old consoles.

There will also be a whole series of
superior games and program software
available for the keyboard. This will allow
VCS owners to get better graphics with-
out spending money on a new system.



If you already have spent that money
on a new system, don't despair. There is
also a keyboard in the works for the Atari
5200. And if you,already are heauvily into
computing, Atari has added a new, top-
of-the-line computer, the model 1200.
That machine will probably compete with
the Commodore 64 and the Texas Instru-
ments Pro.

INTELLIVISION

With all of this new movement from
Atari, and with ColecoVision selling
strongly, you might think that George
Plimpton would take his Intellivision and
go home. Well, in a way he has. But he's
come back—with a new model.

Intellivision 1l is no longer just a game-
player. It is part of what Mattel “modestly”
calls an Entertainment Computer System.
Intellivision fans can still play all their old
favorites, like MAJOR LEAGUE BASE-
BALL and SPACE HAWK. But now they
can also use the Intellivision system as a
true computer.

=S OO -
- - 1 ' T B | !

Mattel has been promising a keyboard
for a long time, and they've finally de-
livered. A computer-expansion module
with a typewriter-style keyboard will be
available soon. Musicians will be able to
add a piano keyboard.

Best of all for game lovers, Intellivision
now has an Atari adapter. That means
you'll be able to play all those Atari car-
tridges on the Intellivision system. (All
these new accessories will work with the
original Intellivision unit, as well as Intel-
livision I1.)

To satisfy those who demand arcade
action at home, Mattel is also about to
release a third-generation system. It's
called—you guessed it—Intellivision IlI. It
will have improved graphics and a voice.
Intellivision Il will also accept all the ac-
cessories that come with Intellivision Il

When we were writing this story, Mattel
wasn't sure how much any of these items
would cost. They did know, however, that
Intellivision Il would cost less than the
original system did when it first came out.

June, 1983 19



Does all this mean that the good old
days of Atari and Mattel battling only each
other have returned? Not really. Coleco-
Vision is too good a game system for that.
And Coleco has their own computer and
fourth-generation games planned.

Magnavox, which makes the Odyssey
system (remember them?) is also shift-
ing gears toward computers. But it does
look as though the video game compa-
nies are entering a new phase in the bat-
tle. They are, in a sense, becoming more
than just video game companies.

SCROLLER
COASTER

% """‘"'-'""""m}'?p‘m-_ 3 e '-.:":'3‘-5--"-" AR A

There's no contest for the most excit-
ing home game we've seen this month.
It's Intellivision's ADVANCED DUN-
GEONS AND DRAGONS. It's not only a
lot of fun to play. It's even interesting
to sit and watch someone else play the
game.

ADVANCED DUNGEONS AND DRA-
GONS is a scroll game. That means the
terrain you're playing on rolls across the
screen. As you keep running, the terrain
keeps changing.

You control a runner who has to enter

20 BLIP

a series of mountains that are filled with
caves. The path opens in front of you
as you run. You are constantly making
choices about which direction to run in.
Your choice determines which path opens
up—and what challenges will scroll across
the screen as you run.

Inside each mountain, you'll find tools
and weapons that will help you get through
the game. There's an axe that will get
you through a forest quickly. There's a
key that will unlock a gate for you. There's
a boat for traveling along a river. And
there are arrows, which you need to fight
off the dozens of monsters and animals
you'll face as you run.

Hidden inside each mountain is a lad-
der that will get you back aboveground.
Each ladder is guarded by a monster or
animal. You have to kill it with your arrows
before you can climb out.

Once outside, you make your way to
another mountain. This is where the boat,
the axe, and the key may come in handy.

The final mountain is where the trea-
sure is hidden. You're looking for two
halves of a crown, in different locations
inside the mountain. Each half is guarded
by a winged dragon.

The dragon moves faster than all the
other threats you've faced so far. And it
can be killed only by three rapidly-fired
arrows.

Kill the dragon, and you get half the
crown. Then scroll along until you find the
other half, guarded by another dragon.

The first time we captured that second
half, we got a very nice surprise. A musi-
cal note of triumph sounded, and the
game ended.

Most video games go on and on until
you lose all your players, or just get
bored with your point total. This one has
an ending. You can actually be declared
a winner.

The game has good graphics, a con-
stantly changing screen, and enough sur-
prises to keep anyone busy. Add to that
the fact that it has a genuine ending.

The sum total? Intellivision's AD-
VANCED DUNGEONS AND DRAGONS
is a real winner. A



Tutankham, the video game where you race through a pyramid

to find Tut's treasure. The game where you're attacked by the fiend-

ish guardians of the tomb. And you fight back with your laser guns.
You capture the keys to the treasure room and then the treasure is

yours. All the action of the hit arcade game is coming to your Atari*®

or Sears® home video system. From Parker Brothers, of course.

©PARKER BROTHERS

THE ONES TO BEAT
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‘Player’s Choice

If you're reading this magazine, you're
probably a big fan of video games. And
if you're a big fan of video games, you've
probably noticed one thing. There are a
lot of them out there. Some people liken
the rush of new products to a flood.
Everything is coming in wave after wave
after wave.

It's a good thing you have BLIP to tell
you what to expect. Most department
and specialty stores that sell video
games can't keep a complete stock on
hand. There are just too many new prod-
ucts, and the stores don't have the space
to keep all that stuff in.

So we've put together a list of what's
new, so that you won't have to go to
every store in town to get the most out
of your home game system. If you can't
find what you want in your favorite store,
ask. Most retailers will be happy to order
what you want.

THEe

All from Mattel

TARI
attel and Coleco are hot on Atari's
heels in the quest for leadership of

the home video game market. So Atari

is pulling out all the stops. Over the next
three months, look for four new arcade
adaptations from the industry leader.
The first new Atari game is actually
an old favorite. GALAXIAN was one of
the original arcade hits. It also went over
pretty big on the Atari 5200 advanced
game unit. Now, Atari is releasing a ver-
sion of GALAXIAN for 2600 owners. That
game should be out by the time you get
hold of this magazine, so look for it in
the stores.

...Rocky and Bullwinkle...

...Masters of the Universe

August, 1983 13



ACTION BASEBALL, fans will also get
to try their skill at FOOTBALL and BOX-
ING by the middle of the summer. The
football game will feature realistic sound
effects and more players under your
control than other games offer.

Coleco’s BOXING is more than just a
video game. It is one of those movie
adaptations that we've told you about in
the past. Guess which popular film this
Coleco cartridge comes from? Here's a
hint: one of the boxers pictured in the
game has a Mohawk haircut.

Coleco is devoting a lot of attention to
sports games that rival Intellivision and
Atari RealSports. But Coleco isn't forget-
ting that its big strength is in bringing
arcade games into your living room.
Fans of BUCK ROGERS, MR. DO and
TIME PILOT will be happy to know that
Coleco is bringing these favorites home
for dinner.

ATTEL

During the next few weeks, look for
the release of seven new cartridges
for Intellivision and two new cartridges
for the Intellivision computer keyboard.

Mattel was the first home video game
to have a voice. We haven't been very
happy with Mattel's use of its voice syn-
thesizer unit. But now there's a game
for Intellivision that does more than just
yap away at you.

SPACE SHUTTLE is one of those in-
terstellar strategy games that make you
think as well as act. In this one, you've
got to repair satellites, maneuver through
asteroid fields and refuel your ship.
Three different voices will help you get
through your mission. The game also
has seven different screen views. You
can watch your instrument panel, launch
pad, radar screen, deep space, and

more.

Mattel is also getting into arcade adap-
tations. Both BURGER TIME and LOCO-
MOTION should be out by the time you
read this. Mattel has really had to scram-
ble since ColecoVision grabbed a large
part of the arcade-game market. These
two adaptations should measure how
well Mattel has done at competing with
the newer company.

One place where Mattel's leadership
still remains pretty strong is in sports
games. But even here, Coleco and Atari
are gaining ground. Coleco’'s new
baseball game will feature a series of
multi-screen views. Mattel is also releas-
ing a new baseball cartridge, MAJOR
LEAGUE ALL STAR BASEBALL. It will
include views of the action that look a
lot like TV sportscast pictures. Improve-
ments over the original MAJOR LEAGUE
BASEBALL include fly balls, more
pitches, and better sound effects. Sorry
—you'll still have to bring your own hot
dogs.

Mattel will also be coming out with a
whole slew of original adventure games.

In MISSION X, you're on a secret
bombing mission. You fly over enemy
territory, wiping out battleships, tanks,
artillery guns, and bridges. Action takes
place both at day and during the night.

Then there's the second DUNGEONS
AND DRAGONS cartridge, called the
TREASURES OF TARMIN. This will be
a continuation of the search-and-strategy
game that we told you about in an ear-
lier issue.

For old-time game fans, Mattel will be
coming out with a video version of PIN-
BALL. “Tilt” controls will not be avail-
able, however.

For aspiring rock stars, Mattel will be
coming out with a new variation of AS-
TROSMASH that uses the piano keyboard
accessory available with Intellivision II.
In ASTROMUSIC, you have to shoot
down notes to play well-known songs.

Another game for musicians is called
MELODY MAKER. This one is more
serious than ASTROMUSIC. It allows
you to compose your own music.

August, 1983 15



22

bout twelve years ago,

two engineers working

in different parts of the
country came upon a very
similar idea. Nolan Bushnell,
working outside of San
Francisco, had an idea for a
computerized space game
that could be played on a
special television screen.
Ralph Baer, working in New
Hampshire, had an idea for a
new kind of toy that could be
connected to any television
set. The toy would play
something called “video
games.”

When people first heard
about these inventions, they
were sure that Bushnell and
Baer had lost their minds.

BLIP

by Howard Blumenthal

Play games on a television
screen? What a ridiculous
idea!

But when those people
saw Bushnell's SPACE
RACE and Baer's ODYSSEY,
the laughter stopped.

Some people realized then
that the home computer
age had begun.

Of the two products, Baer's
ODYSSEY was initially the
bigger success. Here was the
very first home video game
system. It had about twelve
cartridges that offered games
like Hide-and-Seek and
Tennis. All the ODYSSEY
games were very simple. A
single white blip would move
around your screen. You
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had to attach a plastic
overlay to your television
in order to create a play-field.
Bushnell's SPACE RACE
never attracted much national
attention. It was popular in
San Francisco, but that
wasn't enough. So Bushnell
went back to the drawing
board. He returned with a
new game called PONG.
PONG was the game that
really started it all. When
compared with today’'s games
like TRON or ZAXXON, the
black-and-white PONG
seems pretty simple. But it
was hot stuff in 1972, when it
first came out. People would
sit for hours, usually in bars
and airports, controlling
that single white paddle to
volley a little blip back and
forth with an opponent. It
wasn't sophisticated, but
PONG was a big hit every-
where. It was also the start of
an empire. PONG was the
first product from a new
company called Atari.

TAKING
IT HOME

PONG was a big hit for
about three years in the
pinball arcades. Then in
1975, Atari came out with a
small black box that could
turn any television set into a
PONG game.




People again thought
Bushnell was crazy. Who
would spend $50 on such a
toy? The skeptics thought
the new company might be
smart to stay in the arcades,
and leave the living rooms
to Monopoly.

The home versions of
PONG were, of course,
another Atari success. But
Atari had plans beyond the
simple game console. They
wanted to make a machine
that played more than one
game. They thought a unit
that accepted cartridges
would be the next big thing.
So, Atari announced that they
were going to take the first
step toward getting a
computer into every home.

Once again, people
laughed. The new game
machine originally cost
almost $200! Nobody would
pay that much for such a
complicated toy. Stores won't
even sell it, people
predicted.

This time, it looked as
though the skeptics were
right. In 1977, over 100,000
Atari VCS systems were
sitting, unsold, in ware-
houses. Store owners didn't
want to sell such an
expensive toy.

Would home video games
ever catch on? Fairchild
introduced a game called
CHANNEL F, and it was a

SPACE RACE |

The keyboard that never was: Mattel's original Intellivision system.

failure. OYDSSEY had been
taken off the market. Coleco
was marketing a machine
called TELSTAR. It didn't do
very well, either. Even Atari's
original PONG was in a
slump.

At Atari, executives were
beginning to think they had
made a mistake. Was the
VCS a disaster?

PICKING
AN APPLE

But off in another corridor
of the Atari headquarters,
two engineers were hard at
work. One was a designer
who had originally worked
on the VCS. Another special-
ized in making pocket cal-
culators. They were working
on something that went far
beyond the slumping VCS
game machine. They dis-
mantled a calculator and a
VCS, added a few advanced
circuits and a keyboard, and
created the first home
computer.

The two engineers—Steve
Jobs and Steve Wozniak—
left Atari to work on their
project full time. They
called it the Apple Computer.
Like the VCS, it could be
connected to any TV set.

And it could do a lot more
than play games.

Meanwhile, Atari was
having another go at it with
the VCS. Retailers began
discounting the unit. Atari
was beginning to introduce
new games that were
adapted from popular arcade
games. By the middle of
1979, stores just couldn't
get hold of enough VCS
machines. Everybody wanted
to play games like SPACE
INVADERS and BREAKOUT
at home. Atari was again
on top.

But the video games
industry was changing.
People wanted more. They
wanted more games, they
wanted more features. Most
important, they wanted the
chance to turn their video
game machines into home
computers.

The first company to really
recognize this was Mattel.
They introduced Intellivision,
which featured better
graphics and sounds than the
Atari games. They also
promised that one day, Intelli-
vision owners would be able
to turn their game machines
into computers by adding a
keyboard.

People who bought the
original Intellivision Master
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Struggling with a PONG overlay was just one thing that made the

first video game system more than a little different.

Component waited for that
keyboard. And waited. And
waited. Going from games to
computing wasn't going to
be as simple as people
expected.

A CROWDED
FIELD

The idea of a combination
video game/computer system
was on the minds of many
manufacturers by this time.
Magnavox reintroduced the
Odyssey system with a
keyboard. The keyboard
looked like a computer, but
it couldn't make the system
perform like one.

A small company called
APF did make a combination
game/keyboard computer
unit. It was very similar to
Mattel's design. But the
games available for the
“Imagination Machine” were
never very good, and the
system was a failure.

Atari was the first company
to really make the video-
game/computer connection.
They introduced the now-
famous 400/800 series, which
cost a lot less than the
Apple. These computers all
had full-color graphics,
quality sound effects, and,
maybe most important,
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arcade-like cartridge games.

STAR RAIDERS, intro-
duced in 1980, was the first
game created for the Atari
computers. It was soon
followed by MISSILE
COMMAND, PAC-MAN,
DEFENDER and SPACE
INVADERS. All these games
were available for Atari's
VCS and its computers.

These days, Atari's engi-
neers design a game for the
arcades first. But if a game
is a success, they redesign
it for all the Atari systems
currently available. A game
like CENTIPEDE is now
produced for all Atari players,
whether they have their fun
in the arcades, with a VCS
or Atari 5200, or by using
one of the 400/800/1200
series computers.

If you get the chance,
compare the different
versions of CENTIPEDE.
You'll find that the game
is the same, but the differ-
ences in the action within
each version are varied.
These variations tell us what
the future of video games is
all about. Atari is well aware
of that future, as are
hundreds of other companies.
But you'll have to wait until
next month's column to find
out exactly what that
future holds.

I challenge you

to a danger-
ous battle
for the
beautiful
Venus
11-b!

exciting
videomaze games
for only $2.50

MAZEWARPS ™ is a portable video
game book that combines mazes
and an action-packed
science-fiction

adventure story.

Venus knows
the secret code
to the Power-
sphere. And evil
Dicto/Galaxis, of
the Platform Empire,
wants it. Space-warrior
Trax must use all the power at his
command to
save our
heroine.

Only you, as
Trax, can rescue
Venus by working through
all the mazes in a

thrilling race
against time.

written and illustrated by

VLADIMIR
KOZIAKIN

Paperbound $2.50,
now at your bookstore.
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