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Like, this issue is TOTALLY about the 80s. Get it? Totally!

Yeah, I know what youõre thinking. Weõre ALWAYS talking 
about the 80s. Some of us still pretty much think it IS the 80s. 
But see, we play EVERYTHING. So while it is true that we do 
love our 80s games and fashions and music, we do still dig 
stuff from all over the time/space continuum.

So for this issue, we decided to really focus on everything 80s and the way it 
intertwined with our favorite pasttime, playing video games. Since so many 
fantastic games were created during the 80s, you could argue that games 
are a major part of what the 80s is all about.

And youõd be right.

But we also had the Rubikõs Cube, DEVO, Chuck E. Cheese Pizza Time 
Theaters, upturned collars, parachute pants, Alfonso Riberioõs Breakinõ Boogie 
Body Board, and big, hideous sunglasses. Not to mention Transformers (robots 
in disguise!), those annoying Smurfs, and an almost ònormaló moonwalking, 
one-gloved Michael Jackson. Well, at least by his current standards.

So throw on an old VHS copy of òThe Greatest American Hero,ó or òSquare 
Pegs,ó turn on that Flock of Seagulls CD that you hide from your co-workers 
and put those neon colored fat shoelaces back in your shockingly white Nike 
hi-tops. Itõs totally time to kick back and relax with the ALL-80s issue of DP.

Subscription Info
Digital Press is published bi-monthly, six 
issues per year. Subscription rates: US: $10, 
Canada: $15, Outside of North America: 
$18. Single issue rate: $2

Back Issues
A limited supply of back issues is available 
upon request if youõre very nice, have loads 
of games to trade, or have lots of cash.

Entire contents É2003 Joe Santulli. All 
rights reserved. Reproduction in whole or 
in part without prior written permission is 
prohibited! All game images are É their 
respective owners. Digital Press and the 
DP staff are not responsible for unsolicited 
materials. Printed in the USA.

Totally.
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ON THE COVER
Are We Not Games? We Are 80s!

by Dave G

Q: What happens when youõve been 
listening to even more DEVO than 
usual while planning, playing and 
preparing an all-80s issue of DP?

A: This cover.

òHA HA HA HA HA...

PEEK-A-BOO!ó
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Dead End
Has anyone here been able to get 

the so called ògoodó ending in [Sega 
Saturn] House of the Dead? I have this 
game and Iõve played it with cheats 
for unlimited ammo and invincibility 
and I blow away everything and get 
to the end and no matter how many 
innocents I avoid shooting I still get the 
same òbadó ending. Whatõs the deal? 
- Zaxxon

According to our pals at Tips & Tricks, 
you need to score 62,000 points or 
more in order to see the good ending. 
To display your score on the screen, 
start up a game, pause it, then hold 
down the L and R buttons and press the 
X button three times. Good luck!

Cube Quandry
Dear Digital Press,

Ok - thereõs enough crap out there 
about what version of what game is 
supposedly limited or hard to þ nd. So, 
hereõs my question: Of the two versions 

NCAA Basketball 2K3, and NCAA 
March Madness 2003, which (if either) 
is the harder version to þ nd? And then, 
for which platform - PS2, XBOX, GC? 
I have seen both of them all over the 
place here, so I wanted to know if any 
were worth picking up. Thanks, Steve 
Orrimarrko

Actually Steve, NONE of those titles 
are rare, but weõve noticed that 
the GameCube version of NCAA 
Basketball 2K3 shows up much less 
often than either the PS2 or XBox 
version. Sega is rumored to have 
stopped production of this title for the 
Cube and has ceased producing new 
sports games for the Cube, so that 
might explain why itõs in short supply.

Stalking Sega CD
Dear Digital Press,

The online list for the Sega CD 
doesnõt include a value for the unit 
itself. Can you tell me what a Sega 
CD in good working condition is worth 
(preferably Model 2)? Iõm thinking 
of picking one up because I need 
another reason to get behind on my 
bills. - Bargora

According to The Boss (Joe): Loose 
Model 2: $20-$25. A good working 
model 1 higher, $30-$40. Naturally you 
want to go for the CD-X or the XõEye, or 
better still, a Laseractive with the Sega 
module, but theyõre a bit pricier.

Kakuto Cacophony
I heard that Kakuto Chojin (XBox) 

was being recalled and was even 
removed from the XBOX.com website. 
Whatõs the scoop? - Adam

Hi, Adam! In Joeõs words: Iõd 
recommend jumping on these, but 
donõt go nuts - The $39.99 price tag 
is pretty steep, hunt around if you 
can. Even used is good at this point. 
The recall is òofþ cialó. Whether or not 
certain stores choose to abide by this 
is irrelevant - the game will not be 
produced any more, and itõs legend 
will surpass itõs numbers in any regard. 
Bottom line: if you can get it for less 
than $30, get it. See, the game isnõt 
new enough to be one of those ultra-
rare titles, and itõs apparent that plenty 
were produced just judging from the 

sheer number of people who have 
seen it at multiple locations around 
the country. That said, the game will 

likely reduce 
drastically in an 
òopenedó state. 
I was able to 
get a used one 
on Half.com 
for $14.90 
moments after 
I heard about 
the recall, and 
hereõs the good 
news - youõre 

not missing anything by not opening 
it! I didnõt think itõs as terrible as some 
people have said but itõs not exactly a 
òkeeperó, either.

Dreamy Graphics
Dear Digital Press,

I have a question for you. Since I am 
relatively new to being a Dreamcast 
owner, what game in your opinion best 
utilizes the DCõs power?? Iõm talking 
quality of game, and graphics etc. 
etc.?! I am just curious, because I want 
to get and play 
the best of the 
best for the DC, 
to see what it 
can do. I have 
heard before 
that Soul Caliber 
(sic) is the best 
graphics-wise, do 
you all agree?  - Evil E.

We tossed this one around the ofþ ce 
and generally agreed that Soul Calibur 
is still the best looking game on the DC, 
closely followed by Jet Grind Radio 
and Ikaruga. The great thing about the 
Dreamcast, Evil E., is that there are SO 
MANY top quality DC titles, itõs almost 
tough to þ nd games that arenõt pretty. 
You also canõt go wrong with a number 
of the 2D þ ghters, shoot ôem, ups, and 
of course, the jiggly Dead or Alive 2.

Got a gripe? Thinking of thanking 
us? Cooking up a question? Send 
all your screaminõ e-mails to us 
at digitalpress@email.com. If we 
respond to your letter in a fantastic 
future issue, youõll be able to brag to 
all your friends and family!
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For most of us serious 
classic gamers, 
collecting is in our 
blood. Not only might 
we have inherited this 
from our folks, society 
stuffed it down our 

throats when we were innocent kids. 
Who doesnõt have a collection or 
two on the side of nostalgia from the 
Seventies and Eighties? Silver-Age 
comics, lunchboxes, cartoon stuff, 
and of course movie memorabilia. 
And after George 
Lucas put massive 
widespread movie 
merchandising on 
the map, many 
movies just had to 
follow and cash in on 
this new goldmine, 
no matter how odd 
the ÿ ick was. One 
such oddity is TRON and itõs big line of 
merchandise and memorabilia, that 
was available in the early Eighties and 
new goodies that are being released 
right now. Hereõs a line-up of whatõs 
hot and whatõs not when it comes to 
collecting TRON. The competition in 
your search can be 
vicious ð there are 
quite a lot of TRON 
die-hards out there.

One easy 
path for adults 
to start with is 
the paperware. 
Many magazines 
devoted pages 
full of pictures and 
info, and many 
cinemas donned 
lobbycards and 
posters. For those of you that would 
like to own some of the one-sheets 
and lobbycards, foreign ones from 
Germany or Spain are affordable, as 

well as the Japanese 
cinema program. 
Also easy to get is 
a complete set of 
66 Trading Cards by 
Donruss. Or pick up 
the discoparty favorite 
Read-a-long Story of 
TRON, the TRON the 
Storybook, Pop-up 
book (great cover), 
or the Rolling Stone 
issue #376, with Jeff 

Bridges interview, 
Starlog #59, 62 & 
64 and Starlogõs Photo Guide 
book of  Special Effects Vol. 4 
or American Cinematographer 
August 1982 (Vol. 62 #8). Harder 
to get are the following items: 
The Art of TRON (Little Simon div. 
of Simon & Schuster), the Cinefex 
Issue #8 , April 1982, TRON & 

Silent Running (Don Shay / Cinefex) 
and a complete set US Lobbycards (8 
sheets, 11x14ó).

If you wish to wear TRON, there 
are quite a few newly printed 20th 
Anniversary, glow-in-the-dark shirts 
available with great artwork. If you 

want original wear, go for a TRON 
cap, or try and get one of those 
ultra rare crew-shirts. Too bad 
we donõt þ t those 
wacky Halloween 
costumes 
anymore. If you 
want to be more 
modest, many 
pins, old and new, 
from Disneyworld 
US or Japan, are 
available. For bedtime thereõs a 
great spread and pillowsheet.

As for gaming, we all know there 
are quite a few games available, 
mainly for the Intellivision and the Atari 
VCS. If you ever hit CGExpo and are 

lucky, you can get yours 
signed by Dave Rolfe. If 
you like to take your eyes 
off a TV-set, there are 
coin-ops for those serious 
collectors, of which the 
cocktail and cabaret 
models are tougher to 
get. And if you have the 
space and cash, the Discs 
of TRON environmental 
cabinet is the best one to 
own. Parts and manuals 
for all of these are readibly 
available. If space is less of 

an option, Tomyõs little tabletop with 
VFD screen is great to have. If you 
want a challange, get the Japanese 
one by Youngtronic ð boxed. Ideal 
released an òAssault on the MPCó 
board game, and the Disney Channel 
magazine from december 1985 had a 
silly boardgame as a centerfold.

Then there are those typical 
merchandising nonsense products, 
that make great pieces of 
conversation, and might just tie your 
room together. Puzzles and jig-saws 
from Whitman, Air Freshener from 
Woodlets, Spanish Chiqui TRON velcro 
darts by Midena, Duncanõs glow-in-
the-dark Yo-Yo with Video Action, the 
Frisbee, Zoomdisc and holographic 

disc, the party napkins, 
cups and plates, the 
bendy doll from the UK, 
you name it, it was there, 
and some of it is still ready 
to be picked up. As for 
toys, thereõs another 
article in this issue devoted 
to the many action þ gures 

and light cycles that were released.
For those that like to see TRON: yes, 

there is a View-Master set with 3 reels. 
The clamshell VHS isnõt that much 
of a collectable, nor are the plain 
LaserDisc and DVD (1998) version. If 

Collecting

Cinefex, #8, April 1982.

The TRON View-Master gift set.

by
Roloff

de Jeu

TomyTRONic TRON game.

TRON òComputer Age 
Activity Book.ó AKA, TRON 
coloring book.
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DP #50 ERRATA

Last issue we ran the second 
part of Al Backielõs interview 
with Alan Miller. The tail 
end of Mr. Millerõs bio was 
inadvertently cut off (p. 26) 
and should have read:

òIn 2001, Miller joined Skyworks, Inc., 
which was co-founded by David 
Crane and Garry Kitchen, and 
serves as Vice President of Business 
Development.  Skyworks is the leading 
provider of advertising supported 
online games.  Over 20 million Skyworks 
games are downloaded every month 
from client websites, which include 
Ford, Pepsi, Kraft, Nabisco, Microsoft, 
General Electric, and many other 
major companies.ó

you do have a laserdisc 
player, the Archive 
Edition is still worthy to 
pick up, although the 
new 2-disc DVD holds 
the same items. If you 
are more serious about 
þ lm, of course there 
are still prints, but rarely 
available, on 16mm 
(CinemaScope even), 
35mm (Scope, mono on 
LP Fujistock and stereo 
on LPP) and for those 
few that have a 70mm 
screening room set up 
(yes, I know a few), 
thereõs 70mm prints. And 
of course the 3 minute 
trailer and the shorter 
teaser.

If you have no space 
at all, just search the web 
and drool over the many 
pictures, scans and 
photos available.

Out Now/Coming 
Soon: Cindy Morgan at 
PhillyClassic4 (March 
29th), April issue of 
Computer Game has 
a cover article of TRON 
2.0. April/May issue of 
Cinefantastique (CFQ) is 
devoted to TRON. There 
may be a TRON-Con 
in On August 26 Disney 
Interactive will release 
TRON 2.0, the Game. 
For more news, check 
www.tron-sector.com

TRON Magic Zoom Disc. Original Tomy TRON Light 
Cycle. You can  þ nd the 
recent reissued version at 
a store near you.

Discs of TRON arcade 
game ÿ yer.

Original Motion Picture Soundtrack, music 
by Wendy Carlos with additional songs 
by, yup, you guessed it. Journey.

TRON yo-yo. With òvideo-
action.ó Seriously.

TRON read along adventure 
on book and 80s cassette.

Archive Collection laserdisc version of 
TRON. The perfect accessory for your 
Pioneer LaserActive unit.

TRON. The Bally Midway 
arcade game. (Gnarly 
blacklight included).
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Yes friends, the 
80õs were about 
much more than 
videogames.  

Shocking, I know.  Now that youõve 
fully recovered from the jolt, letõs 
spend a little time sharing some fond 
memories about the nostalgia of 
leg warmers, big hair, zipper jackets, 
parachute pantsé  like, oh my god, 
a ÿ ashback!!  The 80õs were full of 
some great fads, videogames being 
just one among many (fortunately for 
the readers of this rag, videogames 
survived and conquered the Decade 
of Decadence).  Classic games 
spawned a whole series of collectibles 
and memorabilia, a lot of which are 
cool in their own right.  There was also 
some stuff borne of the decade that 
no sentient game collector would be 

found without.  
In the following 
paragraphs 
Iõd like to 
talk about a 
couple cool 
videogame 
and non-
videogame 
icons from the 
80õs that make 
great shelf-bait.

Rubikõs Cube ð A simple toy conceived ð A simple toy conceived 
by a simple man named Erno Rubik.  
This Eastern European inventor 
concocted this þ endishly simple toy in 
the late seventies, and it was brought 
to the US mass market by our friends at 
the Ideal Toy Company in 1981.  With 
this introduction, cube-mania gripped 
the nation for the next 3 years.  There 
were competitions, clothes, TV shows 
(who doesnõt remember the episode 
of òThatõs Incredible!ó featuring the 

worldõs fastest cubists?  Or were you 
too busy drooling over Cathy Lee 
Crosby?), and a slew of follow-ons 
and knockoffs.  Some of the more 
memorable items include:

Rubikõs Revenge / Rubikõs WahnRubikõs Revenge / Rubikõs Wahn:  These 
puzzles got increasingly more difþ cult 
by adding a fourth, and yes, even 

a þ fth row of 
twisty-turny 
madness to 
the action.  On 
those who truly 
had too much 
time on theirs 
hands and a 
penchant for 
pain dared 
attempt these 
bad boys of 

boggledom.  For the simple minded 
among us, Ideal thoughtfully created 
the 2x2 Pocket Cube.

Whip-It:  Whip-It:  Oddly enough, commercials 
for this toy did NOT feature that icon 
of 80õs music Devo.  A pretty simple 
cylindrical puzzle 
that most people 
could pick up 
and solve within 
a couple hours.  
Based on the 
unexpected 
success of Whip-
It, Ideal came 
out with a similar 
sliding puzzle 
called The Missing 
Link; four sides, 
four colored 
chains that you need to put in the right 
order by twisting and sliding sections 
around.  For the completists among 
you collectors, Ideal also released a 

You mean thereõs other stuff?
Deluxe edition with the ever-popular 
Shiny Silver SidesÊ.

Pyraminx/MegaminxPyraminx/Megaminx:  Originally 
created by puzzle maven Meffert, 
Tomy brought 
these puzzles 
into kids hands 
during the 
height of Cube-
mania.  The 
Pyraminx was a 
snap to solve, 
and had the 
distinction of 
not þ tting into 
your bag, coat 
or purse very easily.  If you wanted 
a real challenge, you could try your 
hand at the 10-sided Megaminx.  This 
author has one sealed on his display 
shelf, and has no intention of subjecting 
himself to the mind-numbing torture of 
scrambling and solving it!

Branded cubes:  Anytime something 
becomes popular, everyone wants 
to put their name one it.  Marketeers 
cranked out cubes from the likes of 
The Police, Chex Cereal, Chuck E. 
Cheese, Apple Computer, and even 
McDonalds.  You Deserve A Break 
Today, right?

Video Games:  Rubikõs Cube and Atari 
Video Cube for the 2600, available 
special order along side Crazy Climber
in the pages of Atari Age.  We all 
know that everyone ran right out and 
bought this, given the prices this game 
fetches when up for sale.  Thankfully no 
one else tried to duplicate the thrill of 
twisting plastic on the small screen.

Tron ð The deþ nitive movie about 
videogames and the world inside 

P|yyrp¢voyr¡
by Larry Anderson

Erno Rubikõs þ endishly 
addictive puzzle, Rubikõs 
Cube sold a billion units.

Rubikõs Revenge. And 
you thought the original 
Cube was tough.

The maniacal Megaminx. 
Because the Pyraminx is 
just too easy.

E=¡E=¡E=

Rubik is still cranking 
out cube offshoots 
today. Dig this crazy 
Homer Cube. Dõoh!
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Q*BertQ*Bert:  Often forgotten about 
amongst the cadre of videogame 
super-stars, our mono-snouted, foul-
mouthed fuzzy friend had a tabletop 
handheld, a cuddly stuffed doll and 
a line of childrenõs book to his credit.  
Also, like many of the stars mentioned 

above, he 
even had his 
own Saturday 
Morning 
CartoonÊ, 
which is the 
certain sign that 
your mass-
market appeal is 
about to come 
to a screeching 
halt.

And so our little 
cruise through 
80õs cool stuff 

comes to a close for nowé Iõve barely 
scratched the surface on 80õs and 
gaming collectibles; like our virtual 
friend at Network 23 said, òSt-St-Stay 
Tuned!!ó.  Why didnõt anyone ever do 
a Max Headroom videogame?  S-s-s-
seems like perfect material!

the computer had a wide range of 
promotional goods and branded 
material.  While one of my colleagues 
will be covering 
the movie in 
depth elsewhere 
in this issue, I 
wanted to cover 
a couple items 
the savvy classic 
gamer might 
think are cool:

Tomy HandheldTomy Handheld:  This neat little 
Vacuum Fluorescent Display (VFD) 
handheld was surprisingly fun to play.  
You had light cycles, disk battles, and 
a war with the MCP all wrapped into 
one.  Interesting 
trivia bit:  If you look 
inside the back of 
the case, youõll see a 
paper printed circuit 
board through the 
translucent plastic; 
the number printed 
on there was the 
model of the game 
designerõs favorite 
motorcycle.

Tomy Action FiguresTomy Action Figures:  
For those of you who had to òplay 
Tronó, Tomy had ,for your backyard 
amusement, a set of 4 poorly-
articulated transparent action þ gures, 
each with their own complimentary 
glow-in-the-dark weapon (the 
Warrior with his staff just looked plain 
menacing).  Also available were two 
ripcord-enhanced 
LightCycle toys that 
could screech across 
Mom & Dadõs new 
wooden ÿ oor at 35 
MPH, crashing into the 
wall and making a 
very satisfying thump.  
These þ gures and 
vehicles were recently 
re-released by 
NECA in conjunction 
with Disneyõs 20th

Anniversary DVD re-
release of the þ lm.

Trading CardsTrading Cards:  Our 
pals at Donruss came 
out with a 66 card, 8 
sticker set depicting 

various scenes from the þ lm.  On the 
back of the stickers were tips about 
how to master the arcade game 

produced by Bally/
Midway.

M-Network Special M-Network Special 
Pack:  For you Atari 
2600 fans, our friends at 
Mattel had the exclusive 
license to produce home 
games based on the 
movie.  Through the M-

Network brand, Tron: Deadly Discs
and Adventures Of Tron were brought 
to the system.  These games were 
available as a pack-in along with a 
super-cool translucent blue M-Network 

Tron Joystick. Stay tuned to Tron; 
the wonderful folks at NECA are 
preparing the release of Tron 2.0
action þ gures to coincide with the 
release of the PC game of the 
same title.  Mmmmmé. Mercuryé.

More Game Stuff ð Yes, even the ð Yes, even the 
venerable fads have venerable 
fads to go with them.  Videogames 
were not immune to the march 
of tidbits to yank on your parentsõ 
pants leg about; thereõs plenty of 
swag to go around:

Pac-Man:  Bumper stickers, belt 
buckles, lunchboxes, mugs, glasses, 
lamps, trashcans, nightlightsé  Heck, 
even soap on a rope was molded in 
the shape of our favorite dot-gobbler 
and his pals.  If youõre really interested, 
thereõs a book dedicated to Pac-Man 

collectibles; do a quick 
search on eBay, youõre 
bound to þ nd a few 
copies on sale from time 
to time.

Donkey KongDonkey Kong:  Coleco 
did action þ gures, 
Topps did trading 
cards, Nintendo didnõt 
do anything.  It was 
not until 1986 with the 
introduction of the NES 
and Super Mario Bros. 
that Nintendo began 
to capitalize on our little 
plumber friend Mario to 
become mascot.

Remember Max Headroom? How we got a 
games based on òALFó and òThe Noidó but not 
olõ Max is anyoneõs guess.

Got Sark? The original 
Tomy þ gures barely 
moved. Totally tubular.

Kenner made some 
wicked-neato Q*Bert 
pvc þ gures, including 
òCross Country Q*Bert.ó

If you had this Pac-Man lunchbox, you were the 
coolest kid in school.

M-Network offered Atari 2600 
gamers this radical TRON òSpecial 
Packó containing two TRON Games 
and awesome TRON joystick!

MAD got in on the 80s videogame action 
with these two covers from 1982.
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Features:

- Classic 80s games
- Unreleased prototypes
- 80s TV commercials
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Do you wanna know what really 
makes a classic gamer like myself 
get excited? Strippers. Thatõs right, 
strippers. But when I canõt get out to 
a strip club to receive a lap dance 
from my favorite asian honey, I whip 
out a different piece of hardware ð my 
favorite video game 
system. And being the 
classic gamer that I 
am, a disc full of classic 
goodness almost makes 
me forget about those 
long silky legs, those 
perky breasts, and the 
way she keeps dollar 
bills pinned beneath her 
thong. Almost, I said.

Though Activision 
may not approve of 
what I stand for, I truly 
respect what they stand 
for. As the þ rst third-party 
developer in the history of gaming, 
itõs good to see Activision take a step 
back and examine their roots. There 
were a few missteps on the original 
PlayStation system in the forms of 
Activision Classics, featuring very 
poor reproductions of Atari 2600 and 
Intellivision games, but it seems theyõve 
unlocked the puzzle for creating truly 
quality retro-compilations. Activision 
Anthology for PS2 is IT.

Over 40 Atari 2600 games are 
crammed into the þ rst 100k of this 
offering, and the best news of all is 
THEY GOT THE EMULATION RIGHT. This 
has been a sticking point on home 
emulation for quite some time, but no 
worries here! All of the button-mashing, 
swerving, edge-of-your-seat thrills are 
reproduced perfectly here. Of note 

is that several of these Atari 2600 titles 
(Beamrider, Bridge, Commando, 
Decathlon, Pitfall 2, Robot Tank, Space 
Shuttle) have never been available 
on a home system SINCE the Atari 
2600. There are also two prototype 
games, Kabobber and Kabobber and Kabobber Thwocker, 

which have been available 
on the internet for awhile 
but are released ofþ cially 
for the very þ rst time here. 
An excellent collection of 
games from virtually every 
genre. Quality.

Itõs the 21st century 
now, however, so whatõs 
a developer gonna do 
to make their early 80õs 
hits seem a little more 
contemporary? Not what 
youõd think! Activision 
cleverly sets the 
entire game in 

a room with a TV, a rack of 
cartridges, a wall plaque, 
and a boom box. It LOOKS 
like the 80õs! The boom box 
has an eclectic selection 
of 80õs tunes (though at 
12 tracks theyõll get a 
little repetitive before you 
know it) and you select 
a cartridge from the rack where you 
can glimpse the manual or box before 
plugging it into the console to play.

Another update to the games 
involve the unlocking of various 
surprises, awarded through good 
gameplay. In the 80õs Activision offered 
patches through the mail to their high-
scoring players, and that tradition lives 
on here. Do well enough and you 
unlock that gameõs patch. You can 

also unlock various original television 
commercials and some very bizarre 
òeffectsó that youõre free to use on any 
game. An example of this is the cloud 
layer effect, which makes the game 
appear as if itõs under a ÿ uffy layer of 
clouds. Oh-kayé

There are three areas that could 
have used improvement. The þ rst is 
the music selection, which is þ ne as 
is but DOUBLE this many tracks might 
have been a little easier to take 
when playing over an hour on this 
game. The second is in the effects ð I 
wish Activision had taken a cue from 
Nintendoõs Game & Watch Gallery 
series and provided simple enhanced 
versions of their titles. The game 
engines donõt need any tweaking 
at all, just a facelift to the graphics 
and sound would have been simply 

marvelous. Finally, the 
òmissingó games. There 
has been speculation 
that the empty slots in 
the onscreen cartridge 
rack are there to 
hold downloadable 
titles. Unfortunately, 
internet connectivity 
was scrapped with this 
release so weõll never 

see the few missing Activision titles and 
are just short of having the full 2600 
library as a result.

All in all, this is a fabulous title that 
everyone who ever played an Atari 
2600 needs to add to their collection. 
Youõll see why the game industry is still 
doing so well when you see this piece 
of the foundation it was built on.

The 80s are totally back on 
store shelves.

Joe Santulli 
actively analyzes 
Activisionõs 
anthology and 
assesses it 
adequately

Note the 80s òwoodyó television 
and 2600 console.

Complete list of the unlockables follows 
on the next page!
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Atlantis  (Imagic - Koble)
Disco Mode = Score 30,000. 

Barnstorming  (Cartwright)
Barnstorming Commercial = 
Complete Field 1 in 33 seconds 
or less. 
Patch = Complete Field 3 in 54 
seconds or less. 

Beamrider (Rolfe)
Patch = Reach Sector 14 and 
score 2500. 

Boxing (Whitehead)
Corporate Commercial = Beat 
the computer opponent. 

Chopper Command 
(Whitehead)
Motion-Blur Mode = Score 4,000. 
Chopper Command 
Commercial = Score 6,000. 
Patch = Score 8,000. 

Commando (Reidel)
No unlocks. 

Cosmic Commuter (Van Ryzin)
Has one unlock, we donõt know 
what it is. 

Crackpots (D. Kitchen)
Bungee Mode = Score 25,000. 
Patch = Score 17,500. 

Decathlon (Crane)
Bronze Patch = In single-player, 
score 8,000. 
Silver Patch = In single-player, 
score 8,500. 
Gold Patch = In single-player, 
score 9,000. 

Demon Attack (Imagic - Fulop)
No unlocks. 

Dolphin (Hubbard)
Warped Mode = Score 10,000. 

Patch = Score 15,000. 
Secret Society Patch = Score 
25,000. 

Dragster (Crane)
Patch = Race 20 times. 

Enduro (L. Miller)
Patch = Drive over 2500 miles! 

Fishing Derby (Crane)
Distortion Mode = Beat the 
computer opponent. 

Freeway (Crane)
Freeway Commercial = Score 
30 points on Game 1. 
Patch = Score 10 points on 
Games 3 or 7. 

Frostbite (Cartwright)
V-Hold Mode = Score 4,000. 
Patch = Score 12,000. 

Grand Prix (Crane)
Grand Prix Commercial = Track 
1 in under 45 seconds. 
Patch = Track 1 in 0:35, or Track 
2 in 1:00, or Track 3 in 1:30, or 
Track 4 in 2:30. 

H.E.R.O.  (Van Ryzin)
Patch = Score 75,000. 
Has another unlock, we donõt 
know what it is. 

Ice Hockey (A. Miller)
Ice Hockey Commercial = 
Score 4 points in under a 2 
minutes against the computer. 
Patch = Beat the computer. 

Kabobber (Bradford)
Activision Commercial = Score 
10,000. 

Kaboom! (Kaplan, Crane)
Kaboom Commercial = Score 
150. 

Patch = Score 200. 

Keystone Kapers (G. Kitchen)
Patch = Score 10,000. 

Laserblast (Crane)
Laserblast Commercial = Simply 
play the hardest level, no score 
requirement. 
Patch = Score 10,000. 
1,000,000 Patch = Score 100,000. 

Megamania  (Cartwright)
Starþ eld Visualization = Score 
5,000. 
Megamania Commercial = 
Score 15,000. 
Patch = Score 45,000. 

Moonsweeper (Imagic - Smith)
Hyperspace Mode = Score 
1,000. 

Oink (Lorenzen)
Patch = Score 5,000 in Game 1. 

Pitfall! (Crane)
Pitfall Commercial = Score 
12,000. 
Patch = Score 20,000. 

Pitfall II (Crane)
Cube Mode = Score 45,000. 
Patch = Score 99,000. 

Plaque Attack (Cartwright)
Whirl Mode = Score 7,500. 
Patch = Score 10,000. 

Pressure Cooker (G. Kitchen)
Patch = Score 15,000. 

Private Eye (Whitehead)
Patch = Play Case #3: òDealing 
in Diamondsó. No scoring 
requirement.

River Raid (Shaw)
Cloud-Cover Mode = Score 
4,000. 
River Raid Commercial = Score 
8,000. 
Patch = Score 12,000. 

River Raid II (Lubar)
Ricochet Mode = Score 16,000. 

Robot Tank (A. Miller)
Breathing Mode = Eliminate 37 
enemy tanks. 
Patch = Eliminate 48 enemy 
tanks. 

Seaquest  (Cartwright)
Patch = Score 35,000. 

Skiing (Whitehead)
Skiing Commercial = Beat slope 
1 in less than 35 seconds. 
Patch = Beat slope 3 in less than 
32 seconds. 

Sky Jinks (Whitehead)
Patch = Complete þ eld 1 in 37 
seconds. 

Space Shuttle (S. Kitchen)
Patch = Dock 1 times and land. 
Commander Patch = Dock 3 
times and land. 
Actually if you just play Game 1 
(you donõt even have to land) 
for a short time youõll get both 
patches.

Spider Fighter (L. Miller)
Tilt-O-Vision Mode: Timer == 180 
seconds 
Patch: Timer == 300 seconds 

Stampede (Whitehead)
Multi-Screen Mode = Score 
1400. 
Stampede Commercial = Score 
1,000. 
Patch = Score 1500. 

StarMaster (A. Miller)
StarMaster Commercial: 120 
second timer (game 1) 
Ensign Patch: 300 second timer 
(game 1) 
Leader Patch: 300 second timer 
(game 2) 
Wing Commander Patch: 180 
second timer (game 3) 
Supreme StarMaster Patch: 220 
second timer (game 4) 

Tennis (A. Miller)
Tennis Commercial = Beat the 
computer opponent. 
Patch = Beat the computer 
opponent.
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òIõve got Pac-Man Feveré  Itõs driving 
me cray-zayéó

So sang Buckner and Garcia over 
twenty years ago.  And gang, believe 
me, no truer words have ever been 
said.

Iõm a huge fan of Namco games.  
Iõm a huge fan of Pac-Man games.  
And Iõm a huge fan of crossovers in 
videogames.  So youõd think Iõd be a 
huge fan of Pac-Man Fever.

Wrong.
This game is just about the biggest 

train wreck in Namco history.  No, 
scratch that.  Itõs 
deþ nitely the biggest 
train wreck in Namco 
history.  Namco fans, 
donõt sweat it too much 
ð Namco only published 
this abomination, they 
didnõt design it.  An outþ t 
called Mass Media is 
responsible for this pile 
of Pac-nonsense.  Direct 
your complaints toward 
them, but keep in mind 
that Namco could have vetoed this 
project at any time before it hit store 
shelves.  Why they didnõt is a mystery.

Pac-Man Fever is one of those 
òparty gamesó comprised of several 
òmini gamesó and plays like a òboard 
game.ó  Think Mario Party or Mario Party or Mario Party Sonic 
Shufÿ e but with Namco superstars 
Pac-Man, Ms. Pac-Man, Reiko, Tiger, 
Heihachi, and Astaroth.

A mini game starts things off, 
players move ahead on the board 
based upon their performance in the 
mini game, and the goal is to be the 
þ rst player to reach the þ nal space 
on the game board.  The back of 

the problem is that the speed of your 
button pressing doesnõt really matter.  
The computer doesnõt register the 

button presses fast 
enough.  You score one 
point for each button 
press, but despite 
pressing the button 500 
times, you might only 
rack up 200 points.

PMF is almost 
one of the worst games 
out there.  Itõs not bad 
enough to warrant a 
place on one of our 

òworst ofó lists because it does have 
some redeeming features.  The game 
opens up with a cute little animated 
sequence featuring the òback lotó 
at Namco Studios.  The graphics are 
pretty good too, although not as good 
as they could be ð a quick comparison 
with Pac-Man World 2 should give you 
an idea of how good PMF could look.  
Pac-Man Feverõs music is also quite 
good.

As much as it pains me to say it, I 
canõt recommend picking up Pac-Man 
Fever ð unless youõre really into other 
terrible video-board-games like Sonic 
Shufÿ e.  Itõs just a horribly realized game 
with a lot of problems, not the least of 
which, is abysmal gameplay.  Seriously, 
look at it this way: if you hated South 
Park: Chefõs Love Shack, then youõll 
super-triple-whammy-deluxe hate Pac-
Man Fever.  Chefõs Love Shack is Grand 
Theft Auto: Vice City by comparison.Theft Auto: Vice City by comparison.Theft Auto: Vice City

Pass on this game and pick up 
the Buckner and Garcia album of the 
same name instead.  And if you donõt 
like the album, pick it up anyway.  
Youõll still like it more than this game.

the box reads, òCompete in fun and 
challenging Mini-Games.ó  And thereõs 
the problem.

The mini games 
are neither fun nor 
challenging.  They just 
plain suck. Any of these 
mini game compilations 
are only as strong as their 
weakest mini game, and 
in Pac-Man Fever, every 
mini game is worse than 
the next.  Theyõre all too 
short, and the on-screen 

instructions often 
leave important things out.  For 
example, one of the games is 
òtagó and the object is to NOT 
be òitó for the longest amount of 
time possible.  The only problem is 
that the instructions donõt mention 
how to tell who is òitó when the 
game begins, and the only 
indicator of the òitó character is a 
white glow around their feet.  So 
if youõre playing for the þ rst time, 
you can run around doing nothing 

oblivious to the fact that YOU were it 
the whole time.  Then you lose.  Fun!

The game is also guilty of cheating.  
Computer controlled characters 
always seem to hit the good spots on 
the board and human players always 
seem to hit bad spots.  But never mind 
all that ð almost everything in the game 
happens at random.  You might as well 
be playing the slots in Vegas for all the 
skill required by Pac-Man Fever.

Control in the mini games ranges 
from fair to horrible.  Thereõs a whack-
a-mole type game that has horrid 
control, and a Track and Field type 
game that has fair control, but here 

Donõt judge this game 
by itõs nifty cover.

Dave G plays mini 
games, opens mini-
Tylenol package, 
feverishly writes this 
review

Features:

- Pac-Man, Reiko, Heihachi
- Totally terrible mini games
- Nice music and intro

Dave
6
7
2
3

Pac-Man
5
5
2
2

Heihachi
5
5
2
2

Namco
PlayStation 2, 
Gamecube
2002

You donõt even get to actually 
spin or stop the wheel. And then 
youõll land on something bad.
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òLa la la la la la, la la la la laaaa...ó

It would be impossible to do an all-
80s issue of DP without mentioning the 
òGreat Smurf Plagueó of 1982.

Smurfs were - literally - everywhere.  
Television, records, lunchboxes, t-shirts, 
playground balls, 
notebooks, bumper 
stickersé you 
name it, there was 
totally a Smurf on it.  
Little blue gnomes 
who speak in an 
odd derivative of 
English that involves 
randomly inserting 
the word òSmurfó 
into any sentence 
at any time, for any reason.  Examples 
include òI Smurf those silly little Smurfs,ó 
or òI hate those silly Smurþ nõ Smurfs,ó 
or even, òI hate those Smurfy little 
shitheaps.ó

Even if you hated the Smurfs, 
thereõs still a very good chance 
that you played Smurf Rescue in 
Gargamelõs Castle, the Colecovision 
videogame starring those annoying 
yet harmless creatures.  With Smurf 
popularity at fever pitch, pretty much 
every Smurþ nõ 
household that had 
a ColecoVision had 
this game.

The goal is to 
rescue Smurfette 
from the clutches of 
the evil Gargamel.  
Incidentally, neither 
Gargamel nor 
his un-Smurfy cat 
Azrael is actually 

in the game.  Gargamel seems to be 
content with having þ nally caught one 
of the Smurfs, perhaps leaving his castle 
to take a celebratory vacation.

The player assumes the role of 
one of the numerous male Smurfs, 
maybe Vanity, or Handy, or Grumpyé 

they all look the 
same in the game.  
Their distinguishing 
characteristics must be 
facing away from the 
camera.

Like the cartoon, not 
much happens in the 
Smurf game.  You walk 
from the left side of 
the screen to the right 
side and jump over an 

obstacle or two before moving 
on to the next screen where 
you proceed to do exactly the 
same thing.  Obstacles include 
a picket fence, holes, hills, grass, 
stalagmites, spiders, hawks and 
bats.

The game is aimed at 
Smurfy children - even the 
higher difþ culty settings are 
more annoying than difþ cult 
ð you have to repeat the same 

screen several times 
before continuing on to a 
new backdrop.  Whee!

Smurf suffers a bit from 
a poorly implemented 
control scheme.  Instead 
of using the two buttons 
to jump, you have to 
press up on the joystick.  
Further complicating 
matters is that there are 
two jumps to choose 

from.  The standard jump is performed 
by walking toward an obstacle and 
immediately pressing up on the 
stick.  The òsuper-jumpó requires the 
player to tap the joystick up twice in 
succession.

Itõs unclear whether or not Coleco 
chose this method of control in order 
to simplify the game for itõs target 
audience, but regardless, one button 
could have been used to jump and 
the other for the super jump.  Maybe 
Coleco thought kids wouldnõt be 
able to reach both buttons on the 
Smurþ nõ controller.

Smurfõs audio-visual content is the 
highlight of the game.  The graphics 
are cartoony and bright, very much 
in the spirit of the cartoon.  The music 

is well orchestrated 
and cheerful, and 
thankfully, does not 
include the theme 
song from the TV 
show.

All in all, Smurf 
isnõt a terrible game, 
just a little dull.  Itõs 
ÿ uff, a Smurfy little 
diversion for the 
younger crowd.  Just 

like the cartoon.  And in the end, 
thereõs really nothing wrong with that 
ð itõs not like adults were buying the 
game expecting something along 
the lines of Gyruss or Space Dungeon.  
And if they wereé Smurf ôem.

Dave G hops, 
skips and jumps 
before sitting 
down and writing 
this review

Features:

- Those lovable 80s Smurfs
- Smurþ ng Smurfocity
- Stripping Smurfette

Dave
6
4
5
5

Not even a *gasp* SKULL can keep 
Smurfy Smurf from Smurfette. Hooray.

For advanced players only: duck 
underneath a bird, then jump over a 
white picket fence.

Tune in your favorite 80s 
station on this Smurf radio.

Ian
8
6
6
6

Coleco
ColecoVision

1982

Joe
8
4
7
7
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Last yearõs Grand Theft Auto III
set new standards for playability and 
was indisputably one of the þ nest titles 
ever to grace a home 
console.  Depicting the 
story of an enterprising 
law-breaker working his 
way up the underworldõs 
corporate ladder, GTA 
III immersed players in 
an enormous virtual 
city in which to carry 
out missions for different 
criminal organizations. 
That morbidly fascinating 
yet highly entertaining 
title gave players 
unprecedented 
freedom to complete 
an enormously diverse variety of 
objectives.  One could only expect 
Rockstarõs follow up to carry on the 
same tradition of excellence.  

As a prequel taking place in a 
mid-1980õs Miami-type metropolis, 
our Italian maþ oso anti-hero þ nds 
himself S.O.L. when a botched drug 
deal leaves him broke and without 
any precious collateral.  Using street 
smarts and with only a few desperate 
contacts who need someone to 
do their dirty work, itõs up to you 
to get back the bossõ dough and 
merchandise while maintaining 
enough respect and reputation to 
make a name for yourself.  

Game play mechanics in GTA: 
VC are practically identical to that 
of its predecessor.  Player actions 
like stealing a vehicle, evading and 
engaging enemies, weapons handling, 
and vehicle controls are the same and 
easily executable. To those unfamiliar, 

the rudimentary actions are so well 
structured that one can immerse oneõs 
self in all the decadent glory of Vice 

City in no time.  With a 
larger selection of vehicles 
(including motorcycles, 
planes, and speedboats), 
more weapons, and 
characters, itõs everything 
the originals were and 
more.

In addition to already 
stellar game play, the 
subtleties and attention 
to detail is simply mind-
blowing.  The tagline 
òWelcome to Vice Cityó 
appears to be underlined 
with white powder.  

Mayan/Aztec-looking artifacts serve 
as hidden packages for weapons just 
like in the original, but look closely at 
one in your hotel room and you will þ nd 
a broken artifact also þ lled with some 
sort of ÿ oury or salty substance.  Sexual 
innuendo is, like, literally EVERYWHERE!  
Just a few obvious examples include 
the Cherry Poppers Ice Cream Factory, 
Pole Position club (a dual video game/
titty bar pun!  Excellent!), and Hyman 
Memorial Stadium.  The lights on the 
buildings are often illuminated in the 
shape of a cock and balls (just like Joe 
Camelõs face).  One of the large trucks 
is called a òPackeró.  The þ ctional hair 
band co-starring here are called òLove 
Fist.ó  You get the idea.

Graphics and sounds are about as 
good as it gets for this system.  Vehicles, 
characters, buildings, and weapons 
are beautifully illustrated and lavishly 
detailed.  The entire game looks 
outstanding.  The designers obviously 

have a true affection for everything 
80õs, as evidenced not only through 
clothing, cars, and slang, but also in 
the gameõs soundtrack, which supplies 
some of the cheesiest yet grooviest top 
40 hits from the era.  Whatever they 
paid in royalties to get these songs was 
worth it.  Effective sound effects and 
surprisingly good voice acting perfectly 
supplement the sordid onscreen 
action.

Grand Theft Auto: Vice City is Grand Theft Auto: Vice City is Grand Theft Auto: Vice City
a must-have title, and is certainly 
amongst the þ nest console games
yet produced.

Tony Bueno 
belongs to the 
City...

Features:

- Incredible 80õs soundtrack!
- TOTAL carnage!
- C64 load screen!

Tony
9
10
10
10

Ian
8
10
9
9

GTA+1980s = go buy this 
game now. Simple as that.

RockStar
PlayStation 2
2002

Joe
9
10
10
10

Put on your white hi-tops and your Weird-Al shirt 
and go kick some ass.

Put on your Don Johnson suit, donõt shave off 
that three day stubble, and go ogle some ass.
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Weõve talked a bit about the music 
scene in the 80s, and youõve already 
heard lots of chatter about Devo, Men 
at Work, and Tommy Tutone. But itõs 
impossible to ignore another hugely 
popular band of the era that sold 
millions of albums and even starred in a 
PAIR of videogames.

Bandmates Neil 
Schon, Steve Smith, Ross 
Valory, Jonathan Cain 
and Steve Perry, better 
known to the world as 
Journey, practically 
BECAME the 80s.  They 
even contributed a 
song to the Tron movie 
soundtrack, òOnly 
Solutions.ó

Speaking of Tron, Bally/Midway 
opted to borrow from the success of 
the Tron game and go the òmultiple 
games in oneó route with the Journey
coin-op as well. While the Atari 2600 
Journey:Escape game is a repetitive 
scroll fest that gets awfully boring after 
a few plays, the completely different 
coin-op is a wonderful game and a 
neat little all-in-one package of 80s 
pop culture.

The game sums up the play 
perfectly: òWild alien groupoids have 
seized Journeyõs electro supercharged 
instruments.  Your mission is to help 
Journey retrieve their instruments from 
the dangers of the þ ve galaxies.  Trek 
through hazardous obstacles in quest 
of each instrument and then battle 
your way back to the SCARAB vehicle.  
When all þ ve missions are completed 
Journey begins a spectacular concert 
at the galactic stadium.  Journey plays 
their hit song [Separate Ways] while 

Herbie guards the stage from frenzied 
groupoids who are trying to take the 
instruments.ó

Players choose one of the þ ve 
ògalaxiesó and help guide the 
corresponding band member to 
reclaim their instrument and then 

use it to exit the 
level.  Steve Perry, 
for example, 
must avoid the 
deadly touch 
of gates on the 
way to retrieve 
his microphone.  
Once he picks it 
up, he can use it 
to blast through 
the gates and 

back to the lifeline that leads to the 
waiting SCARAB vehicle.

The Journey game is notable for 
a few reasons, beyond the òþ rst rock 
group coin-opó monicker. Originally, 
the game had nothing to do with the 
band and would 
have featured a 
camera (invented 
by the one and 
only Ralph Baer) 
that took a digital 
picture of the player 
for in-game use.  
Of course, human 
nature produced 
some rather 
òintriguingó photos 
and the idea was 
quickly scrapped.

With the digital photo technology 
at the ready, mugshots of the band 
Journey were taken and incorporated 
into the game. Sure, theyõre black and 

white photos atop colored stick þ gure 
bodies, but who doesnõt get a kick 
out of watching a digitized Steve Perry 
fall down and cry? Isnõt that worth the 
price of admission all by itself?

The game also uses actual Journey 
music.  When the player completes all 
þ ve screens, they are whisked away 
to a concert where the òSeparate 
Waysó tape loop plays.  During the 
concert, the player assumes the guise 
of security guard Herbie, (named after 
band manager Herbie Herbert). Herbie 
must prevent the crazed groupoids 
from rushing the stage and stealing 
the bandõs instruments.  The catch 
here is that the groupoids will ALWAYS 
eventually make it to the stage, and 
the whole game begins again with 
increased difþ culty.

The brightly colored cabinet is 
based on the artwork from the bandõs 
1982 LP, Frontiers.  Playing this game 
always brings back memories of 
Starcade, black lights, roller skating 

and of course, the 
Separate Ways music 
video on MTV. Without 
simultaneously playing 
Pac-Man during 
a Q*Bert cartoon Q*Bert cartoon Q*Bert
marathon at a 
Buckner and Garcia 
concert, I donõt think 
you could get much 
more of the 1980s 
packed into one 
game. You KNOW you 

still love the 80s, even if you did touch 
and go your separate ways.

Features:

- Steve Perry!
- SCARAB vehicle!
- Rockinõ 80s tunes!

Dave
6
7
6
7

Joe
4
5
7
7

Scott
-
-
-
7

Bally Midway
Arcade
1983

Dave G takes 
to the stage 
only to have 
his instruments 
stolen

If you donõt get Steve Perry safely back to 
the SCARAB, heõll cry.

Groupoids boogie to òSeparate Ways.ó 
And then they rush the stage and steal 
Journeyõs instruments.
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Selling a game based on the A-

Team television show should have 
been a slam dunk. Mr. T. was at the 
height of his popularity during the 
80s, riding high on the success of his 
appearance as Clubber Lang in Rocky 
III.  He had his own Saturday morning 
cartoon show, a brief stint in the WWF, 
his own giant-sized action þ gure (òHe 
has an arm that moves 
and a þ st full of rings 
/ you can pretend 
that Mr. T. is real tough 
and mean! Mr. T.!ó) 
and even his own 
breakfast cereal.  Yup, 
Mr. T. had it all.  Except 
for a starring role (his 
òClubber Langó was a 
supporting role in CV Rocky) in a video 
game.  So, like what happened?

Acclaimed 2600 game designer 
Howard Scott 
Warshawõs last 2600 
project was an 
unreleased three 
screen shoot ôem up 
called Saboteur.  In 
1997, Howard told DPõs 
own Scott Stilphen, 
òI had pretty much 
þ nished a game called 
Saboteur... I left before completing it. 
Someone else took my Saboteur game 
and made a version based on the A-
Team show.ó 

Both games are identical except 
for the graphics. The opening screen 
of both games shows a rocket blasting 
off.  In the Saboteur game, the rocket 
says òSaboteur,ó while in the A-Team 
version it predictably says òA-Team.ó  
The player controlled character was 

converted from an alien type þ gure 
into the head of B.A. Baracus.

There are several different 
prototype versions of the A-Team 
game.  The most common version  has 
the fewest changes from the original 
game.  Other incarnations of the WIP 
feature additional A-Team graphics 
and text, but the basic gameplay 

remains the same.
As B.A.õs head, you 

must stop imminent 
disaster involving some 
sort of gigantic nuclear 
rocket weapon.  A 
disco-dancing Bad Guy 
in a green suit with a 
matching green derby 
(looks an awful lot like 

the Riddler as played by Frank Gorshin 
in the campy 60s Batman TV show) 
þ res a gun at Mr. T. and at characters 

that may or may not be 
Hannibal or Murdock. 
Perhaps a þ nished 
game would have also 
included Face.

In screen one, B.A.õs 
head is stationed in a 
central horizontal bar 
and can move left or 
right but not up or down.  

Additional bars contain villains who are 
doing something to make the rocket 
launch (touching it) and B.A. has to try 
to shoot them before they reach the 
rocket.  B.A. also has to try to protect 
Hannibal (?) from getting shot. Each 
time Hannibal (?) reaches the rocket 
ship it moves back down slightly.  
Prevent the rocket from launching and 
youõll rack up bonus points.

Which brings us to screen two: 

dismantle the nuclear weapon.  This 
screen is easily the best of the three.  
B.A.õs head must shoot at the Bad Guy.  
Each time he 
hits the Bad Guy, 
a laser beam 
travels downward 
toward the 
nuclear 
weapon.  Yarsõ 
Revenge fans 
will immediately 
recognize the 
sound of the laser 
as the sound of the Yarsõ canon.  Knock 
out the entire weapon before time runs 
out and you score more bonus points 
and start over on screen one.

If B.A. doesnõt successfully 
dismantle the nuclear weapon before 
time runs out, it launches and thereõs 
one last chance to defeat it.  Now 
B.A.õs head soars majestically through 
the air trying to shoot the nuclear 
weapon while avoiding its deadly 
touch.  Shoot the weapon out of 
the sky and celebrate for a moment 
before starting over again on screen 
one.

A released version would have 
had better graphics but the existing 
gameplay is pretty darn good for an 
unþ nished, retooled game.  The only 
complaint I have is with the control 
scheme during the þ rst screen ð a dual 
joystick coupler device with the òone 
stick moves, one stick þ resó deal would 
have been totally awesome.

If only the game had been þ nished 
and produced, 2600 fans would have 
certainly purchased this A-Team cart.  
Unfortunately for 80s gamers, this is one 
plan that didnõt come together.

Dave G escapes 
from a maximum 
security 
stockade to 
the Los Angeles 
underground

Dave
5
4
6
5

Russ
7
-
6
6

Atari 
2600
1984

Joe
7
6
6
6

Features:
- B.A. Baracus!
- Shoot ôem up action
- A-Team theme song

B.A. Baracusõ head defeats the 
enemies, shoots the Riddler.

Head to head action: B.A. Baracusõ 
head defeats the nuclear warhead. 
We hope.

Mr. T says DP is AOK!
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Die Hard (NES): The 
movie is one of my 
top ten of all time, 
and Willis is my 

favorite òaction heroó of all time. The 
game itself is a little ÿ at, however. 
Itõs not without itõs merits ð thereõs a 
lot of area to þ ght through and the 
illusion of being inside of a skyscraper 
is pulled off pretty well ð but ultimately 
the game is tedious. Ah, the world 
of movie licenses turned to video 
gamesé òWelcome 
to the party, pal!ó 
Side note: the 
PlayStation release 
Die Hard Trilogyõs þ rst 
stage plays a lot like 
this game! [Gr: 7, So: 
8, Ga: 6, Ov: 6]

Galaga õ88 (TurboGrafx-16): OK Iõm 
cheating a little here. Actually the 
TurboGrafx game is called Galaga 
ô90, but letõs face it, the game was 
designed and released in Japan in 
1988. Brilliant update to the classic 
Namco arcade experience, and 

a perfect 
òcapperó 
to the 80õs 
in general. 
Smooth, 
swirling 
objects, 
psychedelic 
explosions, 
twitch action. 
Mmmm. One 
of the best 

games ever, really. And I can say that 
even when Iõm completely sober. [Gr: 
8, So: 8, Ga: 9, Ov: 9]

GTA Vice City (PS2): Hereõs a game 
thatõs a real throwback to the 80õs, 
when murder and mayhem were 

really quite socially acceptable. You! 
Old woman! Prepare to be sliced 
up by a machete! Hey copper, 
how about a molatov cocktail! 
Ambulances?! Sure, Iõll steal one of 
thoseé does it have that new wave 
radio station playing? See. Itõs all in 
good fun. The most anarchic game 
of 2000 gets a facelift in 2002 and itõs 
really a stunning game in almost every 
aspect. Who HASNõT played GTA Vice 
City? [Gr: 8, So: 10, Ga: 9, Ov: 9]

Journey Escape
(Atari 2600): 
Somewhat loosely 
based on a very 
entertaining coin-
op, the home 
game really 
throws out all of 
the cool stuff like 
the digitized band membersõ heads 
and mini-game mentality and instead 
goes with a dodge-the-obstacles 
challenge. Itõs really not terrible, but 
Steve Perry would surely cry anyway. 
[Gr: 7, So: 7, Ga: 5, Ov: 5]

Rubikõs Cube (Atari 2600): Stop 
laughing for a second, this infernal 
device was so popular at one time 
that they even turned it onto a 
character and made a Saturday 

morning 
cartoon out 
of it! So in this 
electronic 
version of the 
puzzler, you 
run a little 
man around 
the edges 

of the cube, twisting and ÿ ipping the 
thing around until you win. You may 
now resume laughing. [Gr: 3, So: 2, 
Ga: 3, Ov: 3]

TRON Deadly Discs (Intellivision): By 
far the best game among the TRON 
console titles (none of these compare 
to the most excellent coin-op), in 
this one, various electronic monkeys 
throw feces at you. Avoid the feces or 
catch them 
in your bag 
oõ feces. The 
only way to 
destroy the 
monkeys is to 
throw feces 

back at 
them! If 
you get 
really good, theyõll stop throwing 
them at you and instead attempt 
to maul you with their golden 
shafts. Itõs true, thatõs whatõs 
happening. [Gr: 7, So: 9, Ga: 8, 
Ov: 8]

Yo! Noid (NES): Itõs not bad enough 
that kooky demons walk among us, 
screwing up our pizza... now we have 
to pretend we LIKE them as we go on 
silly quests to protect New York from a 
greater peril. 
I gotta tell 
you, there 
are very few 
things in life 
I hate more 
than pizza 
stuck to the 
top of the 
box, the 
possiblity of 
a destroyed 
city isnõt one of them. Iõm not really 
very fond of platform games either, so 
even the òcuteó graphics and tunes 
donõt work for me. Cheesy. [Gr: 7, So: 
6, Ga: 5, Ov: 5]

psychOphile edition 51: The 80õs.

Galaga ô88. A fantastic 
update of the classic 1981 
Namco shooter.

Rubikõs Cube on the 2600. 
More puzzling than the 
Cube itself.

Journey Escape: on the 
endless list of things that 
make Steve Perry cry. 

Tron Deadly Discs: Keep 
punchinõ those monkeys! 
Seriously though, the game 
is outta sight.

ò Y i p e e - k i - y a y 
mutha fuh...ó

Annoying ruiner of pizzas, 
the Noid. Not that you 
could make a Dominoõs 
òpizzaó much worse.


