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UNSCRAMBLE THE M NE
GAME WORD JUMBLE. FOR

/ ~ If you can figure out what the word jumble above the Atari”VCS
- Sy unit says, we don’t have to say much more.
e TWORy Wop T But we will say that with M Network " video games,
f | T O ung, . T Atari” VCS owners can now experience new and realis-
s T~ e rPUMNSW T~~~ _ tic graphics with games like Super Challenge”
e e “Shege >~ _Baseball. Challenging gameplay with Astro-
e g N\ blast"And exciting sound effects with
Lock "N’ Chase."™
Once you've got the headline figured
out, take a look at the scrambled words
above the video screens. (Up there on
the left, that is.)
Unscramble them and match the
appropriate word or words to the games
on the video screens.

CONTEST RULES.




TWORK ' VIDEO
FUN AND GAMES.

Then complete the coupon to the left to try and win
the grand prize of a complete set of M Network cartridges.
Five first prizes of five M Network cartridges.

Fifty second prizes of one M Network cartridge. And
1,000 $2.50 check coupons good towards the
purchase of any one M Network cartridge.

Winners will be determined by a random
drawing from only those entries with all the
correct answers.

Here's the perfect opportunity to discover
which home video games offer new challenge and
excitement. And which are just playing at it.

Because M Network video game cartridges cut

through the video game jumble.

Each cartridge sold separately.
NETWORK

FROM MATTEL ELECTRONICS
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GARY LARSEN THOUGHT HE HAD ALLTHE ANSWERS.

Gary had an [Q of 162. He never

got anything less than an "A” on his
report card. He was a wiz at chess

Then it happened

Gary plugged Imagic’s Riddle of
the Sphinx into his Atari® Videc
Computer Systerr

As Gary slowly, carefully made his
way across Egypt's mysterious Valley
cf the Kings, he was attacked by
rock-throwing thieves, plagued by
scorpions, and tortured by thirst.

not have the correct offering.
Ra was not satistied. Gary had to go
back and try again

And again. And again. And
again. And again. And agcain. And
again. And again

Here you see Gary as he is today.
A veggie. Zonked out. Totally.

This is a warning. Imagic games
are created by experts for experts.
Do not iry to solve the Riddle of the
Sphinx if your I1Q is equal to or less

Yet he went on.
After passing the

than your belt size

=2 Afterall, abrainisa
Sphinx, the Temple of T u i terrible thing fo fry.
Isis, the Great Pyramids, | 4= 3
hereached the Temple e r 1 ;
of Ra wher_e.he pre- o X J ( MGQ )
sented all his treasures B
Unfortunately, he did .q,-‘g'a 3 Created by experts for experts.
i For Atari® VCS
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As I sit here at the typewriter the P.L.O. is evacuating Beirut. The

Atlanta Braves have lost Il games inarow, allowing the Dodgers to
climb back into first place. The President has decided that we'd be better
off paying more taxes after all. The Mets, my team, are in the cellar.

And as 1 sit here clicking away at these keys somebody’s writing a
program, designing new hardware, scheming to sell us one more video
game. Atari and Mattel are surely preparing strategies for the upcoming
Christmas campaign. George Plimpton is rehearsing his lines. Alan Alda,
voted the most likely celebrity to represent a game company (“"Gamer
Results.” Oct. issue). is probably receiving overtures this very minute.

Yes, it’s a war out there. Mattel is making games for Atari, Atari is
talking turkey with George Lucas, and Midway has to have a Son of
Pac-Man (sce “Bernie,” page 73) up its sleeve. Mattel, Atari, Midway, the
big three. To a great extent, that’s who this third issue of VIDEO GAMES
is about. Starting on page 28, there’s “The Selling of Intellivision.” Susan
Prince traces Mattel's history—{rom
Barbie to video games—and tells of the
company’s never-ending struggle to be-
come number one. Then, there’s “The
House That Pac Built” (page 52), An-
drea Stone’s tale of how Midway leap-
frogged over Atari to become the king
of the arcades. Finally, there is "From
Cutoffs to Pinstripes™—the incredible
saga of the company that started it all,
Atari. In the 12-page special anniver-
sary section (pp. 37-50), you will read
about the $500 investment that became
a $2 billion business in 10 short vears,
and about many of the company’s early
plavers who got lost in the corporate shuffle. Also, we present a photo
gallery of 27 of Atari’s most memorable coin-op games. (Special thanks to
Jamie Pinto at Atari who donated many lunch hours to gather all the
materials.)

On a lighter note, Roger Dionne returns to these pages with a revealing
account of his ordeal writing A Buyer's Guide to Home Video Games 1983
(which should be in bookstores sometime in October) in the Book Beat
section (page 60), and a lively interview with fellow author and sometimes
gambling partner Ken Uston (page 22). Dionne’s own story is an
interesting one as well.

Born and raised in Connecticut some 40 odd years ago. he graduated
Yale and earned his Master's at Georgetown en Toute to becoming an
English professor. After 15 years of teaching the art of writing to college
students, Dionne decided it was time to be a writer himself and so, in 1975,
he left the comforts of campus life behind for the carefree existence of a
freelance scribe. Dionne soon began writing a weekly book review column
forthe Los Angeles Timesand landed an editorial position at the magazine
Gambling Times. Since then, he's written more than 200 articles for 40
different publications.

Dionne is a gamester in the true sense of the word. He’s as happy battling
sundry video creatures (Astrocade’s Wizard is his current favorite) as he is
sitting at a poker table (though he’s sometimes more animated about the
latter—see the Book Beat column). But writing is his real love. “Great
writing,” he explains, “can appear in a book on video games as surely as it

can in a novel or poem.” E.E

Photo by Jan Pierce

Roger Dionne

Roger, I know exactly how you feel.
VIDEO GAMES




“SWEATY PALMS ARE GUARANTEED” | B
NJEWS
SURPRISE ATTACK ON YOUR ATARI SYSTEM!

ALIENS TAKE OVER THE EARTH!

le/ YOU AND YOU ALONE
- A_/ W CANSAVE PLANET!

* % ok

Reliable sources have confirmed that
aliens have taken over the earth.
Every moving earth vehicle is theirs
and so is the land. In a surprise move,
you have captured one of their flying
saucers. You scream through space
..to the right, left...up, down...
firing directable missiles into hun-
dreds of alien ships, missiles and
obstacles. But that doesn't stop the
aliens. They fire back relentlessly.
Can you beat the aliens with their
own machine? You can...if you're
fast enough...accurate enough...if
you don't lose your nerve!

The name of the game is Space
Jockey. Beat it if you can!

FOUR MORE HOT ONES!

WORD ZAPPER! Your spaceship can fire
right and left to zap deadly meteors...
while firing overhead to zap out the let-
ters of an alien language...in the order
commanded by the computer!

TOWERING INFERNO! You tackle a differ-
ent fire-filled maze on every floor! Work
against the clock, mazes and flames to fly
people to safety...if you can!

COMMANDO RAID! With one lone gun,
defend your city from helicopters,
bombers and android parachutists who
will land and tunnel under your cities to
get you...if they can!

SNEAK ‘N PEEK! All the fun and thrills
of old-fashioned hide 'n seek in a spooky
video world. Beat the clock...and the
computer or a friend.

* %k %k

FOR FULL COLOR VERSIONS
OF THESE GAMES,
SEE YOUR DEALER!

©1982 U.S. Games Corporation

Atari® is a trademark of Atari, Inc.



Rumble in the Jungle

I suggest that your magazine shouldn’t
throw any stones at glass houses. |
read John Holmstrom’s stinging Book
Beat column (“The Official 1-Hate-
Video-Games-Books Column™) in your
Oct. issue which criticized all those
how-to books and showed how dumb
and useless they really are. Then 1
glanced at “Dr. J's Rules of the Robo-
tron Jungle,” and all I can say is that
your magazine must certainly learn
how to take some of its own medicine.
Y ou'd think that since [Eugene] Jarvis
himself was the game designer, he'd
give us more sound gameplay advice
than the elementary hints that were
given. Any fool who has at least spent
eight quarters on the machine already
knows offhand every statement made
in the Robotron article.

To prove my point, look at the gen-
eral statements made in the article.
First: “Learn the controls™—an inane
statement since there are only two con-
trols to speak of. If you don’t know
how to learn two simple controls, you
can't play the game in the first place.
So much for helpful hint #1.

Second: “Never stay in the middle of
the screen”—by the time the player is
experienced enough to reach the level
where this information is really useful,
he already knows it offhand anyway.
So much for helpful hint #2.

Third: “Learn the characteristics of
each type of robotron”—knowledge
which can be obtained by simply
watching the demo mode of the
machine itself or simply watching
another person play. So much for
helpful hint #3.

You know, after I read the first five
paragraphs of Holmstrom’s article, I
thought he didn’t know what he was

Buyers’ Guidelines

Gamers are a spunky lot. Below,
yvou'll find letters from two who had
the nerve to knock Roger “Buyer's
Guide” Dionne.

I must differ with your criticism of
Mattel's NFL Football Cartridge.
You accurately stated that in order to
pass, the receiver is keyed to a zone
towards which the ball automatically
travels when “thrown.” That, you
claim, makes NFL Football easier to
master than other football cartridges.
In fact, the opposite is true. Since the
defender can easily key on a receiver
and anticipate the programmed re-
ception zone, the video quarterback
must devise a way of completing his
pass outside that zone. In theory this
is simple, but only can be accom-
plished with skill and timing. As the
receiver heads for the zone, release
the pass quickly. To prevent the ball
from reachiing the receiver before he
enters the predesignated zone, move
the receiver into the path of the ball.
This greatly enhances the game by
making possible such plays as look-
ins, square-outs and buttonhooks.

You also completely neglected the
running game. By establishing the
run—I suggest sending a man in
motion using the pass key, which
draws a defender away from the
play—you open up the pass. With
this in mind, play selection is almost
unlimited. In light of these facts, I
think the cartridge deserves better
than a five on your rating scale for
interest.

Gregg Wallace
Mentor, Ohio

Dionne suggests firing non-stop at
the shield in Yar’s Revenge and only
eating a piece of the shield to get your
cannon. At slower speeds, though, it
is just as easy to gobble up the whole
shield rather than just one piece, and
this increases your score almost three-
fold. Also, with a little experience
you can shoot the swirl in midair for
5,000 points. Unfortunately, this
makes for a slower, more boring
game (although higher scoring) and
will lower the interest rating by a
point or two.

In Star Voyager, Dionne claims it
is not easy to escape from an enemy.
This is not necessarily so. If the
enemy is just appearing on the radar
screen, it 1s very easy to avoid by
quickly steering your ship hard in the
opposite direction. In my opinion,
this flaw lowers the interest rating at
least two notches.

One game that also has serious
flaws which he didn’t rate is Imagic’s
Cosmic Ark. I've found that you can
stay in space forever on low levels
without picking up creatures and
thus gaining easy points. If you begin
to lose energy, pick up only one of the
creatures, then lose it the next time
you visit that planet. You willend up
with a quarter of a tank more fuel.
This is a true shame since without
this flaw Cosmic Ark would have
been one of the year's best.

Jim Perilli

Mont Clare, Pa.

Is that so? We welcome all opinions

and game tips from avid gamers like

Mssrs. Wallace and Perilli. Like they

say, keep those cards and letters
coming.— Ed.

VIDEO GAMES 11



talking about. But when 1 finished the

article and then I looked at Jarvis’ tips

on Robotron, I realized that he madea
lot of sense.

Isaias Banegas

New York, N.Y.

Jarvis replies: Get off my back puerile
nitpicker! Of course the “ How-to- Beat
Video Games” books are generally
useless pulp, written by masquerading
charlatans out for a fast buck. How-
ever, throwing my noble efforts onto
this dungheap is a grave miscarriage of
Justice bordering on outright fraud.
Mr. Banegas complains that the first
two rules are too basic. Poppycock!
Like any classic video game, Robotron
is built upon a few elementary ele-
ments—easy to understand, yet diffi-
cult to master. The player can progress
only through total mastery of these
simple principles, in particular achiev-
ing independence of control between
movement and firing.

Mpr. Banegas’ final contention, that
the Robotron's characteristics revealed
were trivial and obvious, is totally
inept. If he had bothered to read this

section he would have found a gold
mine of useful psychological data 10
battle the Robotron menace. A final
word to Mr. Banegas: “Have vou
hugged a Hulk today?

P.S.: For those interested in the real
secrets to Robotron, send 820 10 Dr.
J., care of this magazine. Please allow
6-8 weeks for me to leave the country
after cashing your check.

Supercharged-up
After reading your second issue from
cover to cover twice, I would like to
submit an opinion of mine. On page
33, “The Art of Video Games™ article
states, . .. there’s a real race for the
next state-of-the-art breakthrough.
.. 1 think this breakthrough could
already be here and is mentioned
almost in passing on page 16 of the
same issue (“Software Update: Eight's
Company™).

Arcadia Video Games announced
its Supercharger unit which uses
cassette tape as its program. Both plug
into the game console. By deduction,
isn't this the start of program inter-

T

'STOP THIS SENSELESS
— SLAUGHTER! :

PRESERVE oun_

. Biag2 DY I7¢
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changeability between video game
formats (i.e., a Supercharger for Atari,
a Supercharger for Intellivision and
the same standard cassette tape for
both)? For that matter, why not use a
discdrive or videodisc and, possibly in
the future, bubble memory through
the Supercharger? Think of the possi-
bilities of having a home game with
unlimited memory.

The Supercharger could interface
the “lowly” video game with large
computer programs for some really
complex and mind-blowing games and
graphics. Arcadia might hold the key
with which we might unlock our game
consoles to reveal the supergame
within.

Edward J. Holbeck
Hamilton, Ontario

For more info. on Arcadia, see page
17.—Ed.

Settling a Score
I really enjoyed your Oct. issue and am
waiting anxiously for the next. I read
most of the articles in the magazine,
including the “TV-Games Buyer’s
Guide.” In it you say the scoring goal
for Astrosmash 1s 400,000 and I have
conquered it. My two high scores are
499,950 and 487 ,840. Could you inves-
tigate to see what the high score is?
Sean (Kong) Arabi
Albany, Calif.
P.S. I got the nickname for being a
whiz at Donkey Kong.

According to Matrtel, 32 million is tops
as of Aug. 6.— Ed.

Astro Booster

In yoursecond issue it was stated in the
Hard Sell article (*The $300 Ques-
tion™) that the Astrocade master com-
ponent goes for $299.95, but | bought
mine for $240 on sale. They usually go
for $260, 1 believe. Furthermore, the
fact that the Basic cartridge comes
with all Astrocade units was not men-
tioned. The Basic cart may be child’s
play to some, but someone must be
taking it seriously, because it is sup-
ported by two user’s groups (in fact,
they are the first user’s groups). I find
every video game other than Astro-
cade to be pretty much lacking in one
way or another and that Astrocade is

(Continued on page 77)



As if Inky, Blinky, Pinky
and Clyde weren’'t
enough to contend with, now
Pac-Man has the Nielsen
ratings to worry about, too.
In September, Pac-Man
debuted on the Saturday
morning airwaves with a
halfhourshow all to his own.
Arriving at 9 a.m. on ABC-
TV, Pac-Man (the voice of
Marty Ingels) features the
little yellow fellow as a se-
curity guard in the Power
Pellet forest. His job—to
protect the energy food of
the local Paclanders—is
made that much more diffi-
cult by the presence of the
evil Mezmaron (Allan
Lurie) and his five ghostly
accomplices. Joining Blinky
and Pinky (the voices of
Chuck McCann), Inky
(Barry Gordon), and Clyde
(Nielson Ross) is a she-ghost
named Sue Monster (Susan
Silo).
~ After hours, Pac-Man,
who has sprouted limbs for
his TV series, is a family man
married to Ms. Pac-Man
(Barbara Mincus), with a

Pac-Kojak? Move Over Deputy Dawg

child, Baby Pac (Russie Tay-
lor), a pup called Chomp
Chomp (Frank Welker), and
a kitty, Sour Puss (Peter

Cohen) rounding out their
happy home.

The series comes from
Hanna-Barbera which is also

planning a half-hour prime
time Pac-Man Christmas
special.

—Sue Adamo

So you're a video game freak
and you want to get piped
into other game freaks to
trade tips, cartridges, and
stories about high scores.
No problem. Networks of
video game fanatics are
springing up as fast as you
can popa cartridge into your

]

“Atari,” and they're just
waiting for you to sign up.
Here's a list of a few organi-
zations and what they offer:

The Video Game Club
(membership fee: $2.50),
which boasts a membership
of more than 11,000, offersa
selection of TV-game cart-

Are You Game Enough to Join a Club?

ridges at only one dollar
above its cost (you can order
Defender for $26.50) and a
newsletter, and also sponsors
contests like the recent Astro-
smash tourney, which award-
ed prizes of up to $1,000
cash. Write: 4501 W. Aster
Dr., Glendale, Ariz. 83504.

Xantor (one-time member-
ship: $25) sells cartridges at
a 15 to 25 percent discount
(Defender goes for $27.95)
and has an exchange service
that allows you to unload
unwanted carts for new but
comparably priced ones and
a $6 trade-in fee, Its newslet-
ter includes previews of
soon-to-be-available carts

(Continued on page 17)
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SUPERIOR AN EXPANSION AN EXPANSION ADVANCED

RESOLUTION WITH MODULE MODULE THAT ARCADE-TYPE
ARCADE QUALITY INTERFACE PLAYS ALL ATARI® CONTROLLERS
GRAPHICS. FOR PERSONAL COMPATIBLE VCS WITH JOY STICK |
COMPUTER SOFTWARE! AND
ADD-ON (Available this fall) 12 FUNCTION
KEYBOARD.

~ CAPABILITY.
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ATARI* and VCS ™ are trademarks of Atan, inc DONKEY KONG ™~ is a trademark of Nintendo America. Inc
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Siggraph ’82:
State of the (Computer) Art

“The crowd was incredibly excited. You felt
a real sense of discovery in the air.”

I you've seen Tron, the movie, and played Zaxxon and
Turbo, the video games, you're well aware of the fantastic
visuals computers are now capable of creating. But if you
were among the thousands of art directors, engineers,
designers and curiosity seekers who converged on Boston's
cavernous Hynes Auditorium for Siggraph '82 the last
week in July, you were treated to an even more revealing
glimpse of the latest developments in the explosive world
of computer imaging.

The show sent heads spinning, dazzling the overflow
crowd with sophisticated state-of-the-art machinery. Re-
ports VIDEO GAMES photographer Mike Uffer, whose
work adorns this page: “The crowd was incredibly excited.
A lot of people were there who had never been exposed to
this before. You felt a real sense of discovery in the air.”

For video gamers one thing was especially clear: Com-
puter graphics technology is changing so rapidly it will

make the game graphics of today seem prehistoric no later
than three years from now. Computer images are finally
becoming more natural and lifelike. Though created by
complex calculations, they appear photographic—like so
many of the landscapes in Tron that give the illusion of
sets.

Aztec’s Space Shuttle simulation (pictured in sequence
above) is comparable to Zaxxon’s graphics in many
respects. Here, a computer-generated image takes shape.
Techtronics exhibited a three-dimensional graph of the
earth's surface after the Mount St. Helens eruption (mid-
dle row, left), while Jupiter Technology provided a 3-D
look at molecular binding (middle row, center). The pro-
gram was written by a chemist. The last four images are all
creations of Raster Technologies. For each, a computer
completes an artist’s rough sketch by adding necessary
details, plus shadows.

16 VIDEO GAMES
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Game Clubs

(Continued from page 13)

and gaming tips. If you can
prove with a photo that your
score at a particular game is
the best, Xantor will let the
world know in the newslet-
ter. Write: P.O. Box 5466,
Scottsdale, Ariz. 85216.

The American Video Ath-
letes Association ($12.50)
contends that master video
gamers should be recognized
like other outstanding ath-
letes. For the membership
fee, you get a pocket guide to
video athletics, rating levels
for arcade games, a t-shirt,
and a newletter focusing on
said video athletes. Write:
Badger Office Building, 120
W. Mifflin, Madison, Wis.
53703.

The National Video
Games Players Association
($15) provides members with
a certificate, 1.D. cards, t-
shirt and newsletter that
includes names of current
coin-op high scorers, game
tips and reviews. Write: P.O.
Box 280797, Dallas, Tex.
75228.

G.A.M.E.S. ($2) 1s basi-
cally a direct mail TV-game
outlet. A newsletter informs
members of its ever-growing
catalog of cartridges and ac-
cessories as well as, well
... news. Plus, buy ten carts,
get one free! Write: 6626
Valjean Ave., Van Nuys,
Calif. 91406.

Screen Sonics ($1) also
has an extensive TV-game
product catalog. Members
receive discounts as well as
the opportunity toexchange
cartridges (only comparably
priced ones) for $3.50 and
purchase reconditioned
game systems.

Not to be outdone by this
band of video game entre-
preneurs, Mattel, Atari, Mag-
navox and Activision have
authorized their own game
clubs. You know you're a

member of the Intellivision
Game Club ($1.50) when you
receive an 1.D. card and cer-
tificate signed by George
Plimpton. Convince three
friends to join at once and
Plimpton sends you a $2.50
voucher towards your next
cart purchase. A newsletter
keeps everyone up-to-date
on tourneys and new pro-
ducts. Write: P.O. Box
Drawer No. 666, Milwaukee,
Wis. 53278.

As an Atari Club (31)
member, you get a two-year
subscription to Azari Age, a
full-color magazine that pre-
views cartridges, advertises
accessories and gift items
and, best of all, reminds
readers of forgotten VCS
carts like Maze Craze and
Codebreaker. You also

receive a $2 voucher towards
the purchase of a new cart
through the club. Write:
1700 Walnut St., Philadel-
phia, Pa. 19103.

To become a member of
the Odyssey Adventure
Club. you first must pur-
chase a subscription to
Odyssey Adventure, the
company’s quarterly maga-
zine for $3. Inside, you'll
find premium offers for
accessory items, game tips,
high scores, articles about
Odyssey “adventures” and
certificatesand 1.D. cards to
clip and save. Write: 30400
Van Dyke, Warren, Mich.
48093

Activision, on the other
hand, has about as many
clubs as it does cartridges.
Send in photos of high scores

taken off the TV screen and
you may, for instance, be-
come a member of the “Laser
Blast Hall of Fame™ just like
the brothers Nichols. (Jason,
6, and Stephen, 5, both qual-
ified when they totaled one
million points at Laser Blast
each). Write: 2350 Bayshore
Frontage Rd., Mountain
View, Calif. 94043,

Finally, there is Ken Us-
ton's Newsletter($9.95/ year).
Broughtto you by one of the
game industry’s foremost au-
thorities, each month it in-
cludes all the gamer news
that’s fit to print. Uston’s
personalized prose is well
worth the price of admis-
sion. Write: Uston Video
Enterprises, P.O. Box 8080,
Walnut Creek, Calif. 94596.

— Perry Greenberg

What's New

The latest in gamer accessories are these
TV carts. Gusdorf (top left) has two sizes—
13 (850)and 19 ($80) inches. Look for them
at K-Mart. Of Pyramid's two models, one
is especially made for the Awari VCS
(right). Both sell for $70 at specialty shops.
(Or write: 8774 Grinnell, Detroit, Mich.
48213.) GCE's Vecrrex (botrom left) is
about as unique a self-contained game sys-
tem as you'll ever see. A nine-inch vector
monitor allows you to play any number of
arcade-type games like Berzerk, Scramble
and Rip-Off. The price: $200, plus 330 for
each cari. (Mine Storm, a grear Asteroids
game, is included. ) Arcadia’s Supercharger
(right) adds 6,272 bytes of RAM to the
VCS'128 for §70. Its games are on casselte
($15) and all look great. If you have a tape
plaver, you're set.
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Report: Drugs in Arcades

You've probably heard
about parents and commun-
ity groups trying to close
down arcades because
they re supposedly hang-outs
for drug pushers and users.
Are there really drugs 1o be
found in arcades? In search
of an answer to this nagging
question, VIDEO GAMES
dispaiched crack coin-op
scribe John Holmstrom to

New York'’s “Arcade Row”

in Times Square and several
Brooklyn gaming establish-
menits. Holmstrom came
back with this repori.

I've been around arcades for
as long as I can remember,
and I've been around drugs
since high school. Although
drugs have always been freely
available in Times Square,
where I've been playing for
years, pushers usually have
avoided the arcades. Notany
more.

Recently, as | was entering
the Fascination arcade, some
strange guy demanded that |
buy drugs—pot, cocaine,
pills—from him. There he
was, drumming up business
outside the door, and the
next thing I knew he had
followed me inside. If it
weren't for one of the
changers, who chased him
back out onto Broadway, I
might have had to get rough
with him.

Times Square is, of course,
the sleazepit of the universe,
and is not really a fair baro-
meter of what's going on in
arcades around the country.
Still, I see more peddlersand
prostitutes loitering near the
Playlands these days than I
can ever remember. There is
little or no security in these
places. If something isn't
done about the Times Square
scene soon, the industry can
expect nothing but more bad
publicity.

Brooklyn, I thought,
would be a different story.

First stop: King's Plaza, a
typical suburban-style mall.
Except for the 50-cent price
tag on all the games, I could
find little evidence of wrong-
doing in this arcade. It was
clean, secure and not particu-
larly crowded. But could I
buy drugs here if I so desired?
Yes, explained my Brooklyn
escort—just mention it to
the right person and wait
around the arcade to make
the deal. We decided not to
wait.

As it turned out, the
farther we gotaway from the
arcades, the seamier the
scene became. There was the
newsstand with machines in
the back and a crowd
hanging out front—anyone
could have filled my prescrip-
tion right on the spot—and
the pizza parlor that featured
games, chow and nickel bags
if you asked for a small coke.
And then I learned about the
social club that has games,
dames and just about every-
thing else.

Let’s face it—drugs can
always be found where some
form of entertainment is
going on. Drugs are every-
where: Hollywood, sports,
movie theatres, rock con-
certs, baseball stadiums. In
fact, I'd say it's easier to
score drugs in Yankee
Stadium than in any arcade
I've ever frequented. Does
that mean we should close
down Yankee Stadium?

The bottom line then is
that if you want to score inan
arcade, there's a strong
chance you'll be able to do
just that. But that’s between
vou and the dealer. Most
peaple 1 spoke with have
never witnessed a drug sale
in an arcade. “Sure, some-
thing should be done about
drug abuse,” one gamer told
me, “but if anyone thinks
that closing down arcades is
the solution, they're crazy.”

&

Tl

R ACoRrOWARES — ol
Scores: All in a Day’s Work

When Walter Day isn’t too
busy racking up a million-
and-a-half points on his
favorite video game Make
Trax, he’s operating two
arcades in lowa and taking
calls from high scorers like
himself who just completed
doing battle with one game
or another and would like all
the world to know. Day’s
Twin Galaxy gameroom in
Ottumwa has become a video

MTe

« & N

central of sorts., We called
the other day to find out the
latest on the greatest gamers.
e Frenzy 1,897 821
Jay Bennett
Konosha, Wis.
e Frogger 258.000
Mark Robishak
Mountview, Calif.
e Defender 49,367,750
Marvin Norton
Safford, Arnz.
® Tempest 3,086,355
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Leo Daniels
Wrightville Beach, N.C.
e Kickman 4,656,220
Lois Lanhan
Lancaster, Mo.
® Galaga 7,857,090
Slate Thompson
Wrightville Beach, N.C.
e Robotron 100,525,800
Christopher Quade
Chapel Hill, N.C.
e Zaxxon 970,500
David Kaupp
Santee, Calif.

e Ms. Pac-Man 283,680
Jody Cagle
Las Vegas, Nev.

® Alpine Ski 221,000
Ray Bersabe
Militas, Calif.

® Centipede 4,421,232
Rijanto Joesoef
Los Angeles, Calif.

e Kangaroo 152,350
Henry Guerrero
Safford, Ariz.

® Wild Western 405,400

Don Bernard

Santee, Calif.

¢ Donkey Kong 1,453,700
Steve Sanders
Clinton, Mo.

® Thief 1,512,970
Mark Kiminski
Bloomfield, N.J.

® Bosconian 442,400
Peter Zenke
Racine, Wis,

® Qix 532,628
Gary Daley
Missoula, Mont.

e Dig Dug 2,360,640

lllustration by Ken Weiner

Sean Dybdahl
Las Vegas, Nev.
¢ Looping 295,550
Charles Brown
Wrightville Beach, N.C.
e Stargate 27,615,800
Leo Daniels
Wrightville Beach, N.C.

P.S.: Send your best scores
to VIDEO GAMES, 1oo.
We'll compare them with
Day’s and if yours is tops,
it'll be noted in this column.
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Bull’s-
Eye
H

ow ironic! Just as the
boom in video games
is being heralded in the
media, Wall Street is coun-
seling investors to unload
their shares in two of the
acknowledged industry
leaders, Warner Commu-
nications (parent company
of Atari) and Mattel pro-
ducer of Intellivision). Re-
cently, both stocks were sel-
ling near their lows for the
year, causing some profes-
sional investors to doubt the
prospects of other compan-
ies in the industry as well.
On paper,
understand this sudden disen- 3
chantment. Clearly, thej
video game is the hottest ¥
consumer electronics pro-2
duct since the digital watch.
The most optimistic domes-
tic sales forecast for master
components (Intellivision,
VCS, Astrocade, etc.) this
year tops out at eight million
units, and cartridge sales
could well exceed 60 million
pieces. Figures like these are
enough to make even the
most skeptical retailer smile.
Yet Wall Street is not
impressed. I'll try to explain.
First, there is the issue of
perception. Untila year ago,
it was populary held on Wall
Street that the video game
business was a high technol-
ogy industry, and that the
lack of compatibility of hard-
ware and software stood as a
barrier to the entry of many
new competitors. While
those of our readers in the
trade may be surprised by
the Street’s naivete, the be-
lated recognition that com-
patibility had arrived and
the industry would now be
open to widespread compe-
tition had an impact of far-
reaching importance. Acti-
vision was the first to prove
that nobody in the business
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video games? Only an analyst knows for sure.

has a lock on the kind of
know-how it takes to create
a winning game. Stripped of
the high technology banner,
the shares of the industry
pioneers were suddenly per-
ceived as no longer as valua-
ble as they once were.

Second, there is the dual
question of market satura-
tion and the level of compe-
tition for retail shelf space.
Just how large is the domes-
tic market for video games?
It is frequently noted that
some 80 million households
have television sets. But how
many of them can safely be
included in the potential
TV-game playing universe?
What about the elderly, the
poor, singles and those
homes without children? By
the end of 1982, consumers
could own 15 million master
components. Translation:
unit sales will have doubled
for the third consecutive
year. That rate will nor be
maintained.

Atthe same time, the num-
ber of pieces of equipment
available has increased
dramatically. Eight com-
panies exhibited video game
hardware at the summer
Consumer Electronics Show,
and new-improved systems
are being shipped or have
been announced by three of
the entrants. The situation
in cartridges is even more
congested. More than twenty
companies are offering pro-
ducts, with a roster of titles
well in excess of what the
current universe of hardware
can sustain. Wall Street ex-
pects a shake out accompan-
ied by price cutting. None of
this can be expected to
accrue to the short-term
benefit of the survivors. Put
bluntly, every Atari-compat-
ible cartridge that is sold is
one less sale for Warner.

Finally, we come to the
future. Is the home compu-
ter going to take over the
industry and dominate the

market? Will the overseas
market develop as promised?
How many cartridges can be
sold each year and who will
have the “hot property?”
Without goinginto great de-
tail (these questions will be
addressed at length in future
articles), it is sufficient to
note that these questions give
reason for uncertainty, and
Wall Street hates uncertainty.
In summary, it should be
pointed out that while the
industry has broadened and
sales have boomed, Wall
Street i1s looking over the
horizon and is not totally
happy with what it sees.
Video games are here to
entertain. So are its direct
competition: records,
movies, toys and other
leisure-time activities. Some
professional investors, re-
cognizing this after-the-fact,
have simply begun to adjust
their strategy accordingly.
— David Leibowirz, V. P.,
American Securities Corp.
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Atari

Master Component call
Combat . : 295
Air-Sea Battle 2285
SpaceWar. ... ... 1295
Outlaw. . . ... 2295
Slot Racers.. . . . 2295
Canyan Racers . . 2295
Super Breakout. . ......3195
Detender .37.95
Warlords . - 3195
Indy 500 (w/controllers). -39.95
Street Racer. . ........ 1295
Adventure .86

Demons to Draﬁons 2695

Pele’s Soccer  (SALE)12.95
Backgammon. ... .....2695
3-DTic Tac Toe . (SALE) 12.85
Basic Programming . . .. .26.95
Video Olympics. .. .....2295
Breakout . . .. ..2296
Home Run . . .. . 1295
Basketball . . ..2295
Football, , . . . ... 1285
Human Cannonball . . . . 1295
Bowling . o
Sky Diver (SALE) 12.95
Circus Atari i a3 2080
Superman 3195
Space Invaders 3195
Night Driver 2695
Golf. ... 2295
Maze Craze . 2695
Video Checkers , 2295
Dodge'em . 2295
Missle Commang 3195
Othello. . R L
Fox Bat (Dec) 3795
Surround . . . . . 1295
Game of Concentration . 22 85
Cadebreaker . . ..2295
Video Chess 2695
PacMan . .. 3795
Video Pinball 3195
Asteroids . ..3795
Berserk (Aug ) 3195
Casino . (SALE) 22.95
Haunted House . 2695
Yar's Revenge 3195
Adventure | (Nov.) 3795
Adventure Il [Nov ) 3795
Math Grand Prix. . .. ...2295
Star Raiders (Sept ) 3795
Hangman 2295
Brain Games . 2295
Actign Pak 4995
Racing Pak . . . 4995
Back 10 School Pak . . . 49.95
Street Racer. . 1295
Baseball 3795
Volleyball 37956
Frog Pond. . . .. 3795
Phoenix (Dec ) .call
Vanguard (Dec ) -call
Raiders of the

Lost Ark (Dec.| 3785

Accessories

Le Stick. . . . 3995
Driving Contraller Pair. . .2195
Pacdie Contraller Pair. . .2195
Keyboard Controller Pair .. 21.95

Joystick Controller Slnule lt]QS
AC Adapter . .

Switch Box . . ..

Atari Game ngfam Case 995
Atari Modular Cartrigge

Library. . .......1495
Atari Game Center 39.95
Activision
Dragster 2395
Boxing 23,99
Checkers 2385
Pitfall . . call
Magamania . call

1-800-325-5143

Fishing Derby . . 2395
Skiing . .. 2395
Bridge . | 3295
Tennis 2395
Laser Blast 2395
Freeway . . 2395
Kaboom 2395
Stampede 2395
Ice Hockey 3295
Barnstorming 3395
Grand Prix, . .......; 3395
Chopper Command 3395
Starmaster . . . 3.95

Imagic

Fits Atari

Trick Shot. . .24.95
Demon Attack....... .. 31956
Star Voyager. ... .....3195
Allantis . .31.95
Casmic Ark . ..3195
Fire Flghlel : .24.95
Riddle of the Sphm ..3195
Video Action Center 3195

Imagic

Fits Matte|
Demon Attack (Oct.) 34 95

Atlantis (Oct). . .. 4.95
Swords & Surcelefs (0ct }34 g5

Micro Surgeon . ..call
Beauty and the Beast call
Mattel
Master Component . . .call
AC Adaptor . . 995
Auto Racing . 3295
NHL Hockey. . . .. 2895
Las Vegas Rouletie 1795
ABPA Backgammon . . . .22.95
Checkers 1795
Tank Battle. .. .. .. ..3295
Electric Co. Word Fun. . 1795
Hoise Racing. . 28,95
Basketball 2. 3995
Computer Gin . 49.95
Horse Race Analyzer 7995
NASL Soccer. . . 2895
Computer Backgammnn 99.95
Tennis. . .... ..2895
PGA Golf, ... 2895
US Ski Team Sknﬂq ..3295
Sea Battle 3996
Boxing. . ... 3295
Dungeons & Dlagans ..4995
Computer Chess 12995
Bowling . . ; ..39.95
Basketball. . . .29.95
NFL Football 3295
Space Battle. . ..3295
Electric Co Math Fun, . 1795
Major L eague Baseball . - 32 95
NBA Basketball 3295
Baseball . 585
Hockey .2995
Champlonsnio Baseball . 79.95
Championship Football - = 79.95
Intellivoice . . .9995
PBA Bowling 3295
Sub-Hunt. . . 3295
Chess (Sept ) 5595
Space Spartans (Aug.) . - 4395
Astro Smash 3295
Diuet Trac 5995
Snatu., 3295
Space Armada, . ... ...3295
Arcade (Triple Action). . 2895
Dallas Computer Game . 4995
Bomb Squad (Aug | 4385
B-17 (Aug . . 4395
Space Hawk . . 3995
Utopia. . . 3995
Star Hawk = 3995
Star Strike. . . ........3995

VIDEO

BUY 5 AND GET 5% DISCOUNT

Speed Freak .

e L
Competition Football 2295

Synsonic’s Drums . . . . . 14995
Minotaur (1983) .. 4395
Frog Bog. . . L
Land Battle (1983). .. . . .43.95
Royal Dealer (Oct ) 2295
Reversi 2295
Night Stalker. . . 39.95
Pin Ball (0ct). . ... ...2895
TRON-Deadly Disc . . . . .32.95
TRON-Mazatron (Oct). . 3295
TAON-Salar Sailor (Oct) 43 95
Pocket Dungeons &

Dragons . . ..24 95
Armor Battle . . ..2995
Long Bomb Football . . . .29‘35
Lock 'n' Chase. .. .....399
Cal R b .20 95
Las Vegas Poker &

Black Jack.......1599
Major League Baseball . .29.99

Odyssey

Master Component call
Voice Module . 8995
Sid the Spellbinder (Voice) 49 85
Numbers and Nimble Ned
(Voice). . .. ..

Type and Tell (Voice). . . ..
KC.'s Crazry Chase (Voice) .34 95
Smithereens (Voice) (Nov.) 34. 95
Acrobat (Voice) (Nov.). . . . 34.95

Creature (Voice) (Nov.] . . 34.95
Arcade (Voice) (Nov.) . . . 3495
Las Vegas Blackjack . . .22.95
Football . 2295
Armored Encounter/Sub
Chase. . .. ...2295
Bowling/Basketball 2295
Math-A-Magic/Echo. . . . 22.95
Computer Intro. . . . 3995
Match!tnuleﬂunwom .22.95
Baseball - 222,95
Computer Golf 22.95
Cosmic Conflict. . . 2295
Take the Money & Run. . 14.95
I've Got Your Number. 1495

Invaders from Hyperspace22 95
Thunderball. ... .. .. 2295
Showdown in 2100 A.D. . 22.95

2295

War of Nerves L
Alpine Skiing . ....2295
Helicopter Rescue/Out of
This World 95
Hockey/Soccer 2295
Dynasty 1495
Volleyball . . 2295
Foosball. . . . 14.95
Pocket Billiards 22.95
Pachinko . . 2295
Slot Machine 2295
Blastout. . . .. .. .22.95
Alien Invaders 22.95
Duest for the Rings . . . . 49.95
UFo ..29.85
Conguest of the World . . 49.95

Monkeyshings . 29.95
Message Center .. .. ...

Great Wall Street Fortune
Hunt vov..4995
K.C. Munchkin. ... ....2995
TV/Game Swilch . . 14,95
Pickaxe Pete. . . . 3295
Network

Made by Mattel to
fit Atari games.

Pro Football . . . ...3495
Space Attack . . 34 95
Tank Battle .

TRON-Deadly Discs (Aug ) 40 ga
Lock 'n’ Chase (Oct) . . .40.95
Frogs & Flies. ...30895

!

Big League Baseball. .. .3495
Astroblast . i .34.95
Dark Cavern (Sept ). ... 4085

International Soccer 1Seut,| 3495

Mattel Soft Dust Cover. . .985
Parker Bros.
Fits Atari
The Empire Strikes Back 39.95
Jaws (Jan, '83). . ..39.95
. James Bond 007 (Jan} .39.95
Frogger . . .....3905
Amidar :0:! ) 3995
Super Cobra (Oct ) 39.95
Reactor (Oct). ... .....39.95
Tutankham . ..3995
Sky Skipper (Jan 'B3). . 39.95
Spiderman (Oct). .. ... 3985

U.S. Games

Fits Atari
Space Jockey . . . 2495
Sneek & Peek 2995
Word Zapper. . ... 2995
Commando Raid . 29.95

Missile Intercept (Aug.) . '2

Catch (Aug ) 9.95
The Fly (SEDH . 2995
Darts (Sept.). 9.95
Towering Inferno.. . .call

Apollo

Fits Atari
Skeet Shoot. ., . . 2295
Space Chase. . . 3195
Space Cavern. .. ......3195
Racketball 3195
Lost Luggage ..3195
Lock Jaw (Sharks). . ... .3195
Colecovision

Fits Coleco

Master Componant
Conversion Module
{For Atari Cartridges) 8999

Controller. . .......... 32499
Donkey Kong. . . . . . 3399
Tuba (Qct)........... 89.99
Space Fury {Oct). . 3399
Venture ,...3309
Mouse Trap. ......... 3399
LadyBug........... 3399
Cosmic Avenger (Oct )...3399
Zaxxon. ....5009
Las Venas (oct ). 3399
Horse Racing . . 399
Smur Action 99
Camival . 3399
Coleco
Fits Atari
Donkey Kong. . . . ..3399
Zawxon (Oct | B < L
Tutbo (Sept). . . 3399
Venture. . . . . 3399
Mouse Trap (Aug.j. .. .. 3399
Smurf Action (Aug.) 3399
Camival ..3389
Coleco
Fits Mattel

Dankey Kong 3599
Turbo {Oct ). . ..35.99
Mouse Trap [Auq | .35 QQ
Zaxxon (Nov ). . ...3599

Camival . ..3509

Prices Sub;ec! to Change Without Norrce
We Service Atari Video Games — Call or Write for Further Information

ORDER FROM VIDEOLIVERY P.O. BOX 686-SOUTH CHICAGO HEIGHTS, IL 604411

Or call toll-free between 9 am to 5:30 pm (C.S.T.), Monday through Friday only:

Bally,
Astrovision,
Astrocade

Master Component. . . . call
(Includes 4 built-in games.|
Hand Controls (ea ) 2750

2Z777ap/Dodgem . . 2495
Seawoll/Missile . ..2495
Panzer Attack/Red Baron 29 95
Clowns/Brickyard . . 2995
Star Battle. . . . . ..2495
Astro Battle, . . ... .... 2995
Dog Patch. . . .. 2995
Galacuc Invasion . 2995
Space Fortress 2995
Grand Prix. . . . . ..2995
Pirate Chase. .. ......2995
Munchie. ,...........3495
The Wizard. ... .......3495
Solar Conqueror. . . . . .. 3495
Cosmic Raiders/Detenders 34 95
Bezbol /Tennis/Hockey/

Handball. ........ 29.95
Football ALy .29.95
Baly Pl Lo

Binga Math/Speed Math 24 95
Letter Match/Spell 'n’

Score/Crosswords . . .29.95
Music Maker |. . .. .... 59.95
Biorhythm/Calendar . . . .29.95
Coloring book with

lightpen......... 59.95
Coloring buok . 34.95
Amazin Maze,/Tic-Tac-Toe24 95
Black Jack/Poker/

Acey Ducey ... .. 2985
Quest forthe O, ... .. 3485
Pirate’s Chase. ... . .. .29.95
The Incredible Wizard . . . 34.95

Bally Computers
Z Grass Computer/

L call
Bally Basic (Qid). . . . ...2985
Bally Basic (Demo). . . . .2995
Bally Basic/Audio

Interface. ... ..... 5995
Max {Robot from Spacel/

Horserace. . ......1095
Clue/Flying Ace. . .. ... 1085

Maze Race/Qbstacle
Course/Space Chase .10.95

Slot Machine/Perversion 10.95

Music Composer/Yahtzee 1095

Notematch. ... ....... 1095
Guitar Course/Tuning/Note
Match/Chard
Progressing. . .. .. 19.95
Backgammon/QObstacle Course/
Tournarnem Gt ‘lea
Pack Rat 1&1I. . ... 95
Lookout for the Bull | & Il 10 a5
Whiz Quiz (Trivia). . . .. .1295
Castle of Horior ..1095
Commodore
Computers
The Friendly Computer . . call
Commodore Datasette . . 75.00
Single Disk Drive . 599.00
Graphic Printer. . ... ..395.00
VICMODEM (Telephane
Interface). . . . .. 108.95
VIC 3K Memary Expander
Cartridge . .3095
VIC BK Memory Ewandel
Cartridge 59935

ige . :
VIG 16K Memory E:nanuer
Cartridge . . . ... 10995

VERY

BUY 10 AND GET 10% DISCOUNT

VIC Avenger. . . . 2995
Superslot. . . . 2995
VIC Super Alien. .. ... .2995
Jupiter Lander 2996
Oraw Poker . 2995
Midnight Drive/Road
ace . ] 2995
Radar Rat Race 2995
Raid on Fort Knox 29.95
Sargon )l Chess. . .. .. 3995
Pinball Spectacular. .. . .39.95
F...............3995
Omega Race ve 03995
Adventure Land Adv.. .. .39.95
Pirate Cove Adventure . . 39.99
Mission impossible Adv.  39.95
The Count Adventure 3995
Voodoo Castle Adv 39.95

The Sky is Falling. . .. .. 3995
VIC 20 Super Expander
Programmers Aid Cart
Intro. to BASIC Programming
Partl...........2495
Recreation Program Pk. .59 95
Home Calculation Program
Pack...........5095
Proqrammanle Character Set/
Gamegraphics Editor 14,95
VIC Term |-Terminal
Emulator, . ........995
VIC Graphic Printer Paper 1500
VIC Printer Ribbon Cart.. . 9.95

Data Age

Fits Atari
Encounterat L-5....... 3195
Wamplock. ........... 195
Sssnake. . . ... 3195
Airlock . . SRR R
Survival Run. . ......1.3195

Tigervision

Fits Atari
KingKong............3195
Jaw Breakers, . . ......3196
Treshold (Sept.). . . 2295
River Patrol (Aug.). ....2296
Marauder (Oct). ....... 2295
Comma Vid

Fits Atari
Cosmic Swarm . . ..34.95
Room of Doom. .. .. ... 3495
Mines of Minos . 3495
Mission Omega ..3495
Underworld . ik 34 95

Spectraws:on
Gangster Alley. . ..2495
Planet Patrol . . . . . 2495
CrossFire............2495
Tape Worm . . co.... 2495
China Syndrome .. ... . . . 2495
HOW TO ORDER BY MAIL
For prompt shipment,
send money order, certi-
fied check. cashier's

check, MasterCard, Visa,
Diners Club. Carte Bian-
che, American Express
[include card number,
interbank number, expir-
ationdate, and signature)
There will be a two-week
delay for check clear-
ance. Shipping and insur-
ance charge is 4% of total
order with a $3.95 mini-
mum charge._ Illinois resi-
dents add 6% sales tax.

inunors: 1-800-942-0583

PRE ORDERS — Send or call in your order now and receive the first copies available.
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Ken Uston

Ken Uston cuts through life like a tor-
nado across a western plain. Nine
vears ago, the now 47-year-old Uston
(pronounced “Houston"), was senior
vice-president at the Pacific Stock Ex-
change in San Francisco. He was a
go-get-'em, three-piece-suit man, a Yale
Phi Beta Kappa, M.B.A. from Har-
vard, and a mathematical and financial
whiz kid who had previously leaped
past his elders to Director of Opera-
tions Research at the Southern New
England Telephone Company. Uston
then went on to various executive posi-
tions on the West Coast, before finally
landing at the Exchange. Not yet 4u,
he seemed 1o be living every man's
dream. In addition 1o earning $42,500
a vear, he was married 1o an attractive
airline stewardess he had met while at
Harvard and was the father of three
children.

In March, 1974, as recounted in his
first book The Big Player, Uston re-
ceived a call from a professional gamb-
ler who used the pseudonym “Big Al
Francesco.” By then Uston had di-
vorced his wife, and now he would be
taking the first step toward a divorce
from his secure, corporate life. He
joined Big Al’s team of blackjack card
counters—players who can gain an
edge over the casino by keeping track
of the cards from one hand to the next.
Casinos appreciate card counters
about as much as bars appreciate loud-
mouth drunks. Hence, counters, like
drunks, are often thrown out on their
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SCORE! The hardest
working man in the
video game business
is on a roll. Uston
turns out tip books
faster than you can
say Inky, Pinky, Blinky
and Clyde.
[ o o R R R e

ears and threatened with arrest. How-
ever, before Big Al's crew was un-
covered by an alert shift manager at
the Sands in Las Vegas two years later,
it had won approximately a half-mil-
lion dollars playing blackjack. Uston
had become the team’s premiere player.

It was only the beginning. In the
next five years, Uston made blackjack
his career. Using ever more sophisti-
cated methods 10 avoid detection, he
organized new blackjack teams that
are estimated to have netted abour $4
million in some 300 casinos from Las
Vegas to Macao. At the same time,
Uston sued a number of American
casinos that barred him from play.
Earlier this year he won a major battle
before the New Jersey Supreme Court,
which ruled unanimously that casinos
may not exclude anyone from playing
blackjack simply on the basis of his
skill. (However, the Supreme Court
allowed 90 days for the New Jersey
Gaming Commission to come up with
appropriate measures (o counter the
card counters.)

Between jaunts around the world,
Uston wrote several books on black-

Jack, including the monumental Mil-
lion Dollar Blackjack. He directed the
Uston Blackjack Institute at the Jockey
Club in Las Vegas, published a black-
Jjack newsletter, and, eschewing attire
any more formal than a sweater and
Jeans, lobbied from Reno to Atlantic
City for what he considers the civil
rights of blackjack players.

Then, inlate 1981, a completely new
career sprang up for Ken Uston, and it
came as suddenly, surprisingly and
lucratively as a wildcat oil sirike. In a
mere four days, he wrote a little opus
called Mastering Pac-Man. Within
three weeks of its publication, the
book soared to the top of the New
York Times bestseller list, and imme-
diately led to two more big-selling
books—Score! Beating the Top 16
Video Games and the 674-page Guide
to Buying and Beating the Home Video
Games. By the end of this year, Uston
expecls to have two maore books on the
market—an update of the home video
game book and one on home compu-
rers. Remarkably, the ultimate black-
jack player has become the ultimate
authority on video games.

Though he has a condo in Las
Vegas, an apartment in San Francisco
and a house in Newport Beach south
of Los Angeles (not to mention an
office building he bought recently),
Uston spent the summer relaxing and
“partying non-stop,” as he puis it, at
the Playboy Hotel and Casino in At-
lantic City, while at the same time
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monitoring the blackjack rules changes
under consideration by the New Jersey
Gaming Commission. VIDEO
GAMES Contributing Editor Roger
Dionne, an old friend of Uston, some-
time biographer, drinking partner and
Pac-Man opponeni, caught up with
the video game maven at his Playboy
suite in July. Interrupted by phone
calls, the arrival of an artractive bru-
nette named Toni, and even a false fire
alarm, Uston nevertheless talked at
length about the twists and turns of his
jer-setter life, and his metamorphosis
[from business wiz to blackjack expert
to his current status as bestselling
author and video games guru.

Video Games: When we first met in
1978, you had an Atari VCS (Video
Computer System). One of your black-
jack teams was in town, and they were
down a few thousand dollars. Yet we
still managed to play Breakout. My
recollection is you beat me pretty
soundly.

Uston: My God, that was a long time
ago. When you talk about video games,
1978 is prehistoric. But yes, | was
hooked on Breakout at the time. I used
to play it about two or three hours a
day. Before that it was Pong. I always
used to beat my buddies at Pong, and |
seemed to do pretty well at Breakout
too. I think it has to do with the fact
that I type and like to play piano, two
skills which not onlyrequire hand-to-
eye coordination, but some kind of
finger dexterity.

VG: How did you react when Space
Invaders came along?

Uston: Space Invaders came outin the
fall of 1979, just before our blackjack
team operation got started again. It
wasn’t long before I was hooked on it
too. Then we had a huge, beautiful win
here in Atlantic City—8$350,000 in ten
daysin December,’79. It was the nicest
win we ever had, and we celebrated by
going back to California, renting a
house in Newport Beach, and buyinga
Space Invader machine. That machine
was going six or seven hours a day
every day.

Thenin 1980, Asteroids came out. A
lot of my friends got hooked, but 1
never really liked the game. Asteroids
was basically thrust, fire, left, right,
sort of a Defender/Stargate kind of
hand-to-eye reflex game. I think it was
a little too demanding for me. 1 like
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“In blackjack, the dealer always does the same thing.
In Pac-man, the monsters always move in a predetermined
way given how you move. In Ms. Pac-Man, the monsters

tend to move randomly, although the more | play the

more I’'m finding there are definite, predictable
patterns. They’re just more complicated.”

games that are more cerebral. Space
Invaders was cerebral because you had
to count the number of shots, and then
you had to know when to get 300
points for the space ships. I was good
at that.

VG: Can you explain what vou like
about video games? What the appeal
is?

Uston: People like challenges. When
they see a high score, they want to beat
it. Another very important factor is
that when you're playing a video game,
yvou forget about your ex-wife, your
mortgage, vour bills, your job. You
forget about everything. As youknow,

when you're playing Pac-Man, all you
think about is that machine.

VG: As long as you mentioned it, how
do you explain Pac-Man’s extraordi-
nary success”’

Uston: Every coin-op manufacturer 1s
asking that same question, and none
has come up with the answer yet. Pac-
Man is a cute game, plus the controls
are so damned simple; You can hold a
drink in one hand and play the game
with the other hand. Try to do that
with Stargate and its seven controls.
And even though it's difficult to mas-
ter Pac-Man, it’s not too hard to get
moderately good at it in contrast to a



game like Stargate.

VG: Intense video game players like
yourself have become very discrimi-
nating—liking some more than others.
What do you think accounts for that
attitude?

Uston: | think video games appeal to
two different kinds of people—those
who like cerebral, mental kinds of
challenges, and those who like fast,
hand-to-eye-coordination challenges.
For example, 1 think the people who
like to play Pac-Man or Make Trax
are quite different from the people
who like to play Defender or Stargate.
It's like the difference between playing
blackjack and craps: One is a mental
game, the other is a fast-action game.
VG: You seem to be particularly at-
tracted to games requiring strategy as
opposed to games where you're simply
reacting to a variety of surprises.
Uston: As a matter of fact, when I
played blackjack, people always used
to ask me, “Well, how come you don’t
play backgammon? How come you
don’t play poker?” Then when | started
getting into Pac-Man, people asked,
“Why Pac-Man and not some of the
others?” And since I enjoy piano play-
ing and working with computers, |
finally figured out what the common
denominator is. In all of these things
I'm using my brain to vie against an
opponent with a predictable response.
Maybe not an easy response, but a
predictable response.

In blackjack. the dealer always does
the same thing. In backgammon and
poker this isn’t true. The human ele-
ment is involved. In Pac-Man, the
monsters will always move in a prede-
termined way given how you move. In
Ms. Pac-Man, the monsters tend to
move in a random way, although the
more | play Ms. Pac-Man, the more
I'm finding there are, in fact, definite,
predictable patterns. They're just more
complicated.

Piano-playing isn’t random either;
you play certain chords and arrange-
ments, and as for a computer, if it’s
programmed correctly and doesn’t have
any bugs, it always does the same
thing. So 1 think it’s this absence of
randomness, of the unpredictable,
that’s the source of my interest in all
these things.

VG: How did your involvement with
Pac-Man develop to the point where
you could write a book (Mastering

Pac-Man) about it?

Uston: The Playboy Casino opened in
'81 and the bunnies there used to hang
around a 24-hour club called the Easy
Street Pub. The girls were so gorgeous,
I used to hang around Easy Street al/
the time. After a while I started playing
their Pac-Man machine with a pitboss
and two craps dealers from the casino.
We all got hooked on the game and
started having contests. At one point, |
had the high score of 50,000 when the
pitboss called me up at four in the
morning. “Ken,” he said, “I just got
58,000. I beat your record.” I leaped

out of bed, went down there imme-
diately, and played for about three
hours until I reached 70,000.

When it became obvious to me that
there were patterns in the game, | dia-
grammed the board, the dots, the
channelsand everything else. I xeroxed
about 100 copies and started experi-
menting with these patterns. That’s
when 1 developed what I call P1, P2
and P3 in Mastering Pac-Man. At the
time | wasn't really thinking of a book,
I just wanted to master the game and
get an edge over everyone. But I
couldn’t get past the ninth key on the

“I don’t defend video games. | really don’t give a
damn whether they’re good or bad. The fact is they’re
here. I just think it’s fun to write about the subject
you happen to know a lot about. What the hell, I'm
helping these 12-year-old kids save a little money.
Arcade operators don’t like it, but that’s life.”
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This new generation of entertainment is changing the look of

television forever.

Round-the-clock video games for
cable TV subscribers

One small monthly subscription fee gives you
unlimited plays!

Available on both two-way and one-way cable sys-
tems. The Games Network has full 48K capability
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tasy, role-playing, educational and adventure
games. Our games are not just those from toy-
makers but games written and developed by dedi-
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games, and other programming.

For all ages

The Games Network is recommended for adults
and kids of all ages. The programming offers
something for every member of the family. It's
therapeutic for shut-ins too. With 24 hours a day

operation, you get the game you want, when you
want it.

Network installation to selected cable systems
is scheduled to commence in 1983! The Games
Network™ brings an exciting new dimension to
your TV. Not “someday” but now.

Welcome to the future.

Attention:
Software Companies

Your video game’s cable TV rights could be worth
a fortune! Contact:

Jim Summers

Director of Program Acquisitions

The Games Network

Post Office Box 36E19, Los Angeles, California 90036 « Telephone 213/932-1950

A DIVISION OF INTERNATIONAL CABLECASTING COMPANIES, INC. (© 1982 BY ICCI. ALL RIGHTS RESERVED.




slow machine or the fourth key on the
fast machine, I'd get up to 130,000 or
so, but I couldn’t go beyond that.
When I went back to San Francisco,
I discovered a little Chinese kid named
Tommy at the Machine Shop arcade
on Broadway getting up to 380,000. 1
thought, “Wow! What’s going on
here?” A couple of people had sug-
gested | write a book on Pac-Man, but
I felt 1 didn’t really know enough
about the game yet. So I started work-
ing with Tommy and another Chinese
kid named Raymond. Every time I
went down to the Machine Shop |
learned something new from them,
which wasn’t easy because they didn’t
speak English too well. But finally, |
mastered that ninth key (or fourth
key), and 1 could get up pretty high.
That’s when I decided to go ahead and
write the book. It took me four days.
It’s sold about 1.3 million,
VG: 1 understand the Midway people,
who have the copyright on Pac-Man,
were not too happy about the book.
Uston: My publisher, New American
Library (NAL), wanted permission
from Midway to go ahead with the
book. Midway's Marketing Vice-Presi-
dent (Stan Jarocki) loved the idea. 1
had my agent send him a copy and
when the President of Midway (Dave
Marofske) saw it he said, “This book is
too good.” When | heard that, 1 saw
red. That's what they tell a blackjack
player when they throw him out of a
casino. It was so ironic, especially
coming from a subsidiary of Bally,
which has its own casino in Atlantic
City. | was so furious, the first thing |
did was call the President of Midway. |
talked to his secretary and said, “J/am
printing that book. | would rather
work with you than against you. But
the book will be published.” Right
after that | went to the expense of hav-
ing 500 copies printed. As it turned
out, | ended up blowing a grand be-
cause NAL decided to go ahead with
the book anyway.
VG: And Midway took no action

when the book came out? ;
Uston: Absolutely none. About six

weeks later, Loeb and Loeb, their law-
yers in Los Angeles, initiated letters to
Warner, Simon & Schuster and NAL
(all of whom have books on Pac-
Man), claiming Midway had some
kind of a vested interest in these books
by virtue of their copyright on Pac-

Man. I've let Simon & Schuster fight
the legal battle, and recently a judge
refused to grant an injunction against
the printing of their book (How ro Win
at Pac-Man). That may well mean the
lawsuit is dead.

VG: Meanwhile, you came out with
two more books on video games. How
were you able to research and write
them so fast?

Uston: When my editor suggested |
write a book on the top 15 coin-op
games, | thought to myself, “Well, |
know Pac-Man, but 1 dont know
these other games.” So | made a deal
with my little friend Raymond to join
me in New York and help me put this
book together. 1 went to two really
grubby arcades near my hotel in New
York that had all the games and some
really dynamite players. | wrote up one
game a day and got the book written in
16 days. (Hence the title, Score! Beat-
ing the Top 16 Video Games) Within

“The fact that
there’s only one
Pac-Man murder—
maybe that’s pretty
good.”

three weeks NAL had shipped about
400,000 copies.

VG: Obviously it didn’t take you 181
days to write about all the cartridges
that are reviewed in your Guide to
Buying and Beating the Home Video
Games. How did you pull that one off?
Uston: For that book 1 had a brilliant,
fast-talking blackjack groupie 1 call
“Harvard” as my research assistant.
We came down here to Playboy, rented
a suite, and did nothing for three or
four weeks but play the games and
write an analysis of each cartridge. We
had two typewriters, three televisions
and cartridges everywhere. My origi-
nal goal was to do 80 cartridges, but we
kept finding out there were more out
there. First, we expanded to 130 car-
tridges and then eventually to 181. It
wasa project I never thought I'd finish.
VG: There are some people who argue
that the how-to books remove the fun
of mastering a game through trial and
error. How do you respond to these
critics?

Uston: I'm no big crusader or propo-

nent of these how-to books. I just
think it's fun to write about the sub-
jects you happen to know a lot about.
How are video games books different
from books on bridge, blackjack, golf,
how to fix your television set, how to
build a patio? I get letters, usually from
kids under fifteen, saying, “Thank you.
Thank you. You're my hero. You've
helped me go from a score of 20,000 to
a score of 28,000. Can I have your
autograph? Could you please write
something about Dig Dug. I really like
that game and I want to get better at
it.” The fan mail 1 get indicates that
people really like to read about ways of
improving at these games. Of course, a
lot of the kick is getting better by your-
self. I'd say the criticism is more appli-
cable to the home games, where you
don't have to put in a quarter. But as
far as the arcade games, 1 figure,
“What the hell. I'm helping these 12-
year-old kids save a little money."”
Arcade operators don't like it, but:
that's life.

VG: You bring up an interesting point.
As you know, there are citizens’ groups
around the country, trying to enact
laws against video arcades. One pro-
posal is to prohibit minors from play-
ing games during school hours. What
do you say to that?

Uston: 1 know some of the arcades are
really funky. One of the arcades | was
going to in New York was a sleazy
place with some real seedy looking
characters hanging around. But there
are other arcades that are phenomenal.
When | went on my promotional tour
in April, 1 saw some clean, cleverly-
designed, fun arcades, where they had
competitions like the one that gave
kids extra game tokens for a good
report card from school. Most arcades,
I found, absolutely forbid alcohol and
swearing on the premises, and prevent
kids from playing during school hours.
Naturally, they’re doing it out of self-
interest, but I think the pressure from
parents helps keep the arcades re-
spectable.

V G: Other critics say the games are a
bad influence on people. They point to
incidents like the one in Long Island in
June when a fellow got into a fist fight
over a Pac-Man game, stormed out of
the bar, got a rifle, and ended up kil-
ling a college student who just hap-

{Continued on page 71)



There’s games in them thar brains. Now take that
brilliant idea, write it up on a computer and send it in to a
software firm or APX. What’s APX? Better read on.

nce upon a time,
young Greg Christen-
sen built electronic
gizmos like amplifiers
and sound generators
from scratch. Ready
to take on another
challenge, he bought an Atari 800
computer with his savings. After Greg
taught himself the basics of program-
ming, he decided to have a go at
designing a computer game.

Six weeks later, the high school
senior had developed Caverns of Mars—
a game in which the player flies a
spaceship down through the twists and
turns of a cavern while battling enemy
craft and blowing up fuel dumps. Why
not, he thought, send the program to
the Atari Program Exchange (APX)in
Sunnyvale, Calif. and see what hap-
pens?

Two months later, Greg received a
call from an Atari executive who raved
about Caverns of Mars. Not only did
APX accept it, the company wanted
permission to market the game as one
of its upcoming products. In the fall of
1981, Caverns won an APX contest.
The prize: $3,000.

Now an 18-year-old college fresh-
man, Greg received his first quarterly
royalty check this summer—for
$18,000! Atari has told him he might
eventually earnas much as $100,000 in
royalties from Caverns of Mars.

Greg Christensen is not alone. The
video game boom has spawned its own
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By Dale Archibald

breed of Horatio Algers. Though sel-
ling a game is a long shot, the combi-
nation of an inspired idea, the right
technical know-how and a few helpful
contacts is sometimes all it takes to
strike it rich in computerland. And,
contrary to popular belief, you don’t
need a degree in computer science or
decades of experience in the field in
order to make your break. In fact, says
David Lubar, a 27-year-old game de-
signer who writes Atari VCS-com-
patible programs for Sirius Software,
“There are very few programmers 1|
can go out to drink with.” Most of his
associates happen to be under 21.

Okay, so you have an idea for a
game. How do you get started on your
road to fame and fortune?

The consensus among industry vete-
rans is that cooperation—unlike Chris-
tensen’s solo effort—is the key. Just as
there are thousands of “idea people”
who haven’t the faintest knowledge
about programming, many a program-
mer wouldn't recognize an imaginative
game if it struck him like an asteroid.
Explains Lubar: “It's just like you have
people who can write great lyrics, but
can't write a melody. I think partner-
ships and teams are going to become
more common in the future.”

Lubar is talking strictly from expe-
rience when he says, “The day of the
game designer in a vacuum is over.”
Sittingina lab crowded with computer
equipment at Sirius’ Sacramento
(Calif.) headquarters, the 27-year-old

philosophy major and former freelance
writer lays out his thoughts on ideas.

“An idea by itself, as opposed to a
program, is not a good way to go.
Although a good idea can be valuable,
ideas are cheap—really. Anideainthe
form of a program—even if it needs
work—is more valuable to us than just
a raw idea.”

Since most companies won't even
look at a game idea unless it is pres-
ented in a computer language, Lubar
suggests that “idea people™ join forces
with technical experts. One of the best
places to do such “networking” is at
computer clubs, he says.

If this doesn’t work out, however,
you might want to draw up a series of
sketches that show how the game will
unfold. This process—known as story-
boarding—is a standard practice in
film and video and is becoming more
popular among game designers. “First
of all, this shows a little more profes-
sionalism.,” Lubar advises, “and sec-
ond, gives a better visual representa-
tion. The visual aspect is really the
name of the game.”

But wait a minute—how did David
Lubar figure all of this out? Wasn't he
a writer/ philosopher in another life-
time three short years ago? The Cali-
fornia programmer leans back in his
chair and flashes a broad smile. " After
graduating from Rutgers (in New Jer-
sey) 1 began writing fiction,” he re-
counts. “One of the first stories I sold
was to Creative Computing. At the
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time I had never even read the maga-
zine. Well, | went and bought a copy
and soon enough 1 was hooked on
computers.

“Mostly because I was into games, |
became totally enthralled with the con-
cept of owning an Apple. When I
bought one, I really wasn’t thinking
about programming. But then I discov-
ered it was a lat of fun.”

Lubar became a fanatic. By study-
ing books and magazines and conduct-
ing his own experiments, he learned
how to write graphics programs and
work on small graphics utilities. Then,
in 1980, he was hired by Creative
Computing, where he wrote prolifi-
cally until Sirius contacted him last
February.

“Asitturned out, I wanted to devote
full-time to programming and write
more as a hobby,” explains Lubar,
whose first game Worm War I, dis-
tributed by Fox Video Games, should
hit the stores early in the fall. “The
opportunity to work at Sirius on the
VCS was exactly what 1 was looking

for.”
*® * *

We're looking for a few good de-
signers. We're always on the lookout
for high-quality games from inde-
pendent designers. If you have game
programs that you'd like SS1 to pub-
lish on aroyalty basis, giveusacall . ..

—Strategic Simulations’
advertisement

S1 President Joel Bil-
lings says his com-
pany gets “all kinds
of things™ as a result
of this type of ad.
“We're mostly look-
ing for programs. We
can’t do a whole lot with ideas because
we only have two in-house program-
mers. About 80 percent of our games
come from outside.”

First, though, the designer must
make contact with SSI. “What we will
do if they have a product they want to
submit is send them a non-disclosure
agreement (a guarantee that the com-
pany will protect the submission with
the same degree of confidentiality as
its own proprietary products). They
have to sign it and send it back along
with a copy of the game and a rough
draft of the rules. At that point we play
the game.”
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LET'S GET SIRIUS: Apple fanatic David Lubar re
programming. At 27, he's already an old-timer in the brave new world of computers.

cently gave up writing fiction for

SSI then tests the program on either
an Apple, Atari 800 or TRS-80 com-
puter and tries to get back to the
author withina week. Generally, when-
ever the designer is given a go-ahead,
he is asked to make numerous altera-
tions. “We'll suggest changes on all
kinds of things—graphics, gameplay,
whatever,” says Billings. SSI also sup-
plies the designer with a few computer
subroutines which helps to speed up
his programming chores.

As in book publishing, pay is based
on a royalty scale—from 10 to 20 per-
cent of the net revenue. But unlike the
book-publishing process, SSI's design-
ers usually don’t see cash up front. The
game must first be published, at which
point the designer receives the min-
imum percentage. Once sales reach a
certain level, the percentage increases.

There are other ways, Billings ad-
mits, to get your foot inside SSI's
door. Occasionally he’ll match up an
“idea person™ with one of the firm's
royalty authors. (In such cases, the
royalty agreement is hashed out by
both parties.) Billings also hires pro-
grammers specifically to convert exist-
ing games for other machines into
Atari Software. “It’s really like taking
the rulebook and writing another pro-

gram from scratch,” he notes. Inciden-
tally, converters earn 50 to 75 percent
of the total royalty.

Strategic Simulations, however, isn’t
the only software house reaching out
for help. “Wanted: Software Authors!”
screams Broderbund’s ad. “If you have
a product for the micro market, let us
show you the advantages of working
with our team of design, production
and distribution specialists.”

Broderbund, founded in 1980 by
Doug and Gary Carlston, is one of the
fastest-growing software outfits in the
burgeoning computer arcade game
business. A game designer of the first
order, Doug maintains there are three
essential ingredients when it comes to
programming: creativity, machine lan-
guage programming ability, and a
strong artistic bent in computer gra-
phics or animation.

“We're not only looking for a pro-
gram that is publishable,” he main-
tains, “but for programmers who will
be able to work with us. We have
strong opinions about what the market
wants and needs. When we find some-
one who’s willing to work with us, we
get very excited. We'll make an offer
on the phone and send a contract off
the same day.”

Photos by Victoria Rouse



On an average day, five programs
turn up in Broderbund’s mail pouch.
At this point, they undergo what Carl-
ston describes as a kind of triage. In
other words, some survive, most don’t.
Only two percent of the victims make
it through the company’s rigorous test-
ing procedure.

But when the right program comes
along, Broderbund gets down to busi-
ness. The designer is free to accept a
royalty plan similar to SSI's or a lump
sum in the neighborhood of $15,000
once the game is completed. Interest-
ingly, Carlston reports that no one has
ever taken the company up on the cash
offer. It seems that almost every de-
signer has been better off collecting
royalties.

And what about ideas? Carlston
couldn’t be more blunt when he says,
“We have a stockpile of ideas and not
enough good graphics programmers
to program them. We will only look at
fully implemented programs.”

* * *

We'd like the opportunity to look at
well-written software you've created
for Atari home computers. We'll send
you a quarterly payment for programs

acceptedby APX ...
—Atari Program Exchange
Software Catalog

ere’s even

more bad
news for you
“idea people.”
As noted above,
Atari welcomes
game design-
ers. But the company just won’t touch
anidea. Warns APX general manager
Fred Thorlin: “When someone sends
inanidea, as soon as we recognize that
that's what it is, we don’t even read it.
We'll send it over to legal and they may
send back an idea submission form
(this essentially frees Atari of any lia-
bility if a similar idea happens to
already be under development in-
house), and it goes through a com-
pletely different mill.

“If you're not committed enough to
the idea to implement it,” he adds,
“then we're not interested in it.”

But let's assume you are committed
enough to your idea to develop it for
the Atari 400 or 800, and you have a
program. Contact Atari and ask for
the APX Program Author’s Hand-

W hat does it take to write a success-
ful computer arcade game? Broder-
bund’s Doug Carlston should know.
His company has published its share
of arcade-type hits, including Apple
Panic and Snoggle. Here are four of
Carlston’s basic rules:

® The game should have increasing
levels of difficulty.

® There should be plateaus for the
player to reach, each with a qualita-
tive difference. In Broderbund’s po-
pular Choplifter, the first enemy is
tanks. Next comes a battle with tanks
and jet fighters. After that, you're

Four Slick Tips for Computer Arcaders

confronted by tanks, fighters, and
smart bombs and so on.

e When the player suffers a defeat,
it should be the result of something
he did or didn’tdo. Never escalate the
difficulty simply by programming in
random events that a person can't
respond to.

e The program should project a
personality. One way to accomplish
this is by identifying objects rather
than by working with abstract shapes.
This, Carlston insists, is the key to
sustaining people’s interest.

—D. A.

book and the APX Submission Mate-
rials. The handbook includes sugges-
tions on how to prepare your program,
what your program should be about,
generally how it should operate, how
to document it, and some helpful hints
on the coding procedure.

When the idea is submitted, the first
thing APX staffers do is look for the
signature on the bottom of the submis-
sion form. If that’s not there, back it
goes. Explains Thorlin: “The paper-
work has got to be square.”

After testing, rejected programs are
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returned within 60 days from the time
they came in. Accepted programs are
accorded significantly better treat-
ment. Some polish is added to the pro-
gram, and a description is written up
to be included in the next catalog.
(*This game is sensational!” is but one
of the superlatives that describes Cav-
erns of Mars.) APX pays a 10 percent
quarterly royalty. The deal 