-—

we ound “"3 : .
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INtEWVi ROYAL DEALER (khk!i2/kk%!2) & a2 TRON MAZE-A-THON (ke Ak k& /& k) is another of the
ISION great cartridge for the avid card player who doesn't type of game Mattel does so well, 2 complexly satisfying mental and

always have a friend or two handy when he or she wants to play a few physical d\allenég. This is the second game in the series of three
games of Crazy Eights, Rummy, Gin Rummy or Hearts. This is also a inspired by the Disney movie, TRON, and it's far better than the first
£00d way to learn these games without putting your friends through the release, TRON'DEADLY‘ DISCS. A m»:hg: this is not one of those
agony of waiting for you to make each earefully considered move. games that you can play without becoming thoroughly familiar with the
Without explaining ali the ific rules for each card game, to which mstructions. Your task as Flynn, the daring (oung programmer, is to ﬁqd
Mattel adheres, we can say playing against one to three computer- and disable the Master Control Program (the MCP) before it can gain
controlied opponents can be a lot of fun. Each game starts with the what it seeks—control fo the human race. The game is played in rounds
sound of cards being shuffied, and then the hands are deak to you and of two phases each. Phase One is the scrolling Circuit Maze in which
your poker-faced female opponent(s). You have the expected abilities  you store up energy and zeroes as (ou move Flynn through the Maze.
to draw and discard, and you can also rearrange your hand at any time You must find the computer RAM random access memory) Chips and
- {with no one to complain that you're hoiding up the game). Graphics clear them to zero as quickly as possible while avoiding Recognizers
are quite good, although it might be nice if your opponents would (guards of the MCP), Force Fields between ROM (ready-onfy
occasionally move a little—or change their expressions—or something' memory) Chips, Zaps (electric impuises in the circuit wiring that drain
But if you enjoy or want to learn any of the card games offered on this  energy if you touch them), and Bus (circuit wiring that forms the maze).
cartridge, it would be a worthwhile addition to your collection. Phase Two is the MCP, a very nasty character indeed. You must find
Recommended E?th of numbers (Bit Pairs) in the two center columns that match the

it Pair at the top of the two outer columns thar enclose the MCP. Al
the while, the MCP will fire laser blasts to discourage you. ff 2 Bit Pair in
the central column Bit Stream makes i to the top without being
matched, you'll “pop the stack™. For those who like to know how far
they can go, there are twelve levels (two phases per level), and each
moves faster than the one before. The computer will keep score up to
g g : 9,999,999 points, which should be sufficient for the most masterful of
Tron™ MazsA-Tron MCP dismantlers. Recommended.
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CRITICALLY SPEAKING. . .
ATARI 5200-COMPATIBLE

SPACE INVADERS (% % % % /% % % ¥2) is, of course, one of THE all-
time classic video games, and this latest version is just gorgeous. We like it
even better than the original Taitc America coin-op game! We hardly
need to describe the game itself, with its columns of marching invaders,

everyone has seen this game in one incarnation or another. The
Atari 5200 version has more colorful and better drawn Invaders than any

Four, the Invaders begin to mutate before I eyes, even going throu . .
a Crysalline Seage. If you hit a Crymlliny:?nv?der, you 8dc:m t get lf!? PAC-MAN (% s o % /% % %) has all the musical and visual charmof
points, 50 you have to be more careful with your shots. Nearly everyone ~ the arcade game by Bally Midway that has Gaptured the fancy of millions.
who owns an Atari 2600 has this dassic in his or her collection, andwe ~ No more flashing ghosts, folks, and all the lictle “fruit” prizes you expect
think most owners of the new Agari 5200 will want its version. Recom. tofind are here in this version, There are even mtermission cartoons scat-
mended (retail $29.95) tered here and there. With all this £00d news, why didn’t we give this ver-
sion of PAC-MAN a higher game-play rating? The analog joystick that we
MISSILE COMMAND (3 % % % /% % % %) is a simply dazzlingver- ke so well on most of the games can be 2 drawback in this one. Because
ﬁmofthegan\ealreadyhnitwwarcadersandawnenofthe;kuﬁ d\spystockdoamtsmpbackcoampomon%enfdused.lt
2600. in fact, we've found a new favorite in the Atari 5200 library! Your muwwwmcmnmwmmm!mmom
iobistodefendtheskcitiaon&n&netlrdonfromdxe Krytolian mfwenﬂ“nkroumwsh'nzﬁm@mﬁwwmww
Ervasion by firing antibaliistic missiles (ABM's) from your central Missile Ot that you're actually pushing the upward right diagonal. This you find
Base.Thememyamdcsrourciﬁesmdmissﬂebasewithinwplanetzry M.MWMW'WYWT?AC-"AN.NM‘Oﬂkma
ballistic missiles (IPBM's) mukiple independent re-entry vehicies  the joystickinyour handto see where it's REALLY pointing. While we feel
{MIRV's), smart missites, kifier satefiites, and bornbers. This game canget thatareal PAC-MAN fanatic will gradually overcome this problemwitha
very tough very quickly as incoming missites branch out if you don’t hit lot of practice, it may be dnscout_zgmg to the casual player. This criticism
them soon enough. Bombers and killer sateliites also drop missiles i side, the game is totally charming and lots of fun to play. One feature
they're not destroyed early, and & can get pretty frantic with all that stg’zhdpﬂﬂwweﬂarerwho really wants to study his game is the
enemy firepower branching and muttiplying all over the screen! You'l Pause on the hand controller. When you can see that your
probably be fascinated, as we were, by the look and sound of the realistic - demise is emminent, you can hit “Pause”, freeze the game action, and
explosions of the missiles the first few times you play the game. just don't study your options--something you certainly cannot do on the arcade
’ fet so arried)zway that you lose dities to the enemy! Recommended &me. Recommended (retail $39.95)
retail $39.95

************************************

A WORD ABOUT CUSTOMER SERVICE DEPARTMENTS...

As we hear from our readers, one fact surfaces over and over again...the Game Manufacturer’s Customer Service Departments which many of you cafiona
regular basis for game news DO NOT, AS A RULE, HAVE THE CORRECT INFORMATION ON WHEN GAMES ARE SHIPPING! These folks are
dierewbelpyouwithpmblamdmyou beencounteﬁngwithyourmzsteruni&. cartridges, etc. andtheymnotkeptiq—to—dateonfe‘we
| schedules (which can and DO cons\:::gr)jom of you have told us how you have called every week to find yourself being given totafty different
information (a cartridge HAS shipped, a cartridge has NOT shipped, it's on your dealer’s sheives, etc.). Case in point...without naming the manufacturer,

. Marketing
depamnenmwhmt.hedatamd,omy.genjngmewwdtodnCummeSuﬁadepmmkomdmebwpmdm
comparny. .




The playfield is nothing more than a maze
. with an empty rectangle in the center. This
is the fortress in which your hurter seeks
refuge from prehistoric  beasts—pter-
odactyls, trachodons and so forth. Your
hunter has to shoot at them while avoiding
the deadly vellow Sssnakes that slide
gracelessly across the screen and with no
respect for the laws of physics, pass through
the inpenetrable fortress walls. (So much for
asylum in legendary worlds.)

While traveling, your hunter can shoot,
but with limited firing power. The hunter
can only shoot up when in the upper part of
the rectangle, shoot down when in the lower
part and right and left . . . quess where.

Prehistoric monsters are confined to the
outer area and can be destroyed. Sssnakes,
on the other hand, are invulnerable to your
hunter’s fire. As there is very litle else to do,
however, you might as well have vour
hunter shoot at them. Although the
directions say that a Sssnake, when hit, wil
break apart into is cube-like sssegments,
this is not strictly accurate. Sometimes it
does. Sometimes it doesn't. It's hard to fiqure
out what it takes to break a Sssnake up
(other than a good joke, that is). You can do
the same thing each time, but whether or
not it works seems to be up to the Sssnake.

The game is dull The graphics are
nondescript. In addition to the rather sparse

accommodations found in the fortress, the ;

Sssnakes are nothing more than yellow
boxes following one after the other ke so
many obedient elephants. In fact, Sssnake
should really be called Sssquares.[

TRON MAZE-A-TRON x *
Designer uncredited. (Mattel Intelli-
visioncompatible cartridge. $30)
By Howard Polskin
This may be a good game, maybe even a
great one. But | have to confess that I'm not
really sure how to play it. For three hours, |
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Parker Brothers’ Spider-Man: web slinger on bomb-laden tower.

Mattels Tron Maze-a-Tron: What does this maze mean to you?

tried to learn how. I read and re-read the
instructions, and never even got close to
understanding them. That's a lot of time to
invest in trying to leam the basics of a game.
Call me & quitter, but I've about given up.

That's not say that it's a bad game (or that
Im stupid—Ive played virtially every
Intellivision game ever designed and have
reviewed several). In fact, Tron Maze-a-
Tron'slevel of coriceptual sophistication: and
game-playing difficilty may be a distinct
plus for videogame masters - secking a
challenge on a par with senior trig at M.I.T,
But to average weekend gamers, Tron
Moze-a-Tron goes several steps beyond
casual playing.

For sfarters, the instruction booklet spans
28 pages and reads like the difficult parts of
the Torah. There are many key points I feel

are inadequately described.

Another reason for the complexity of the
game is its confusing plot structure. Tron
Maze-a-Tron is really two games in one. The
first phase stars Flymn, the hero  pro-
grammer wandering around the bowels of a
computter seeking computer chips that will
enable him to force a confrontation with the
evit Master Control Program. This con-
frontation takes place in the second phase of
the game if you're lucky enough to survive
the first phase. ] wasn't.

In this oneplayer game, you control
Flyrm, who runs realistically through a
beautiful circuit maze inside the computer.
Here, Mattel's visual artistry is evident.
Mattels uncredited programmers have
really given this game the look, feel and
even sound of what it must be lke to be
transported into a computer.

Well into the maze, Flynn haphazardly
shumbles across the goal of his journey
through the computer: the random access
memory (RAM) chips. They take a long
time to find. And i takes a longer time to
describe 'what Flynn must do to them to
reach the second phase of the game.

The object of this final phase? Once
again, the instructions are too oblique to
fathom. If half the branpower that went into
designing this game were applied to writing
the instructions, this might be a hell of a
game to play. [, for one, never got far
.enough to find out.[J

SPIDER-MAN * % %
Designed by Laura Nikolich. (Parker
Brothers VCS-compatible cartridge.
$28.95) .
By Robert Greenberger

I guess after Atart gave us the Superman
videogame, it was only .a matter of time
before the current game adaptamania led to
other superherces. Marvel Comics’ Spider-
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