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Attak Trak comes wnth crawlertreads that
flip-flop as the machine is pushed forwatd!
] Includes armor-plated hull, six laser cannons
these hobby kits snap togetherwnthout glue. and pivoting canopy t that opens. .
~ TalonFi " istolgrip ~ Join He-Man™ and help defend the universe -
that makes wings flap when you squeeze the with these incredible fantasy vehicles! Each
- trigger! It's equipped with rotating gun turret, kitis sold separately.
twin laser cannons and claw-like'landing gear.

‘-' _ L ©1983 Monogram Models, lnc.
; ONOGR All Rights Reserved. v
s Monogram Models, inc.,
- _ Morton Grove, illinois 60053

© Mattel, Inc. 1983. All Rights Reserved. Masters of the Universe, He-Man, Talon Fighter ano ‘
Attak Trak are trademarks owned by and used under license from Mattel, Inc.
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YOU SHOULD
HAVE PAID OUR FEE,
GENERAL K.

TURNING
AGANS 7 US THIS WAY
IS GOING TO COST YOU A
PREMILM PENALTY.

TOM ZIUKO/COLORIST
ANDY : :
HELFER * EDITOR
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BE NV/CE,
BLACKJAK, / ALL WE WANT
1S THE MONEY

SETTLE FOR A
CHUNK OF HIS




~~YOU HIRED US
FOR A REASON'.

[CONTINUED ON 3 &8 PAGE FOLLOWING. ]




UNSCRAMBLE THE FUN

AND DISCOVER WHY
EVERYONE’S SCRAMBLING FOR
NEW BUBBLE YUM.

Here’s a game that’s as much
fun to play as Bubble Yum is to
chew! Just unscramble these six
mixed-up words. One letter to
each square. (Answers below.)

FOST
SOTHOM
ARsN
IYUJC
EsDEw
MYMYU
PO
NIPK
EREN
LUBBESB

U IR

Now unscramble the circled
letters to discover the surprise
word in this Bubble Yum cartoon.

£86) 2u] ‘spueIg 03IGEN ©
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BUILD THIS STAR WARS SQUADRON.
AND LET YOUR IMAGINATION FLY.
With these new MPC model kits The Rebel forces respond with the
you can-now puttogether the newest new AWING FIGHTER " and the B-WING
space vehicles from Star Wars RETURN FIGHTER'"
OF THE JEDI. . The whole line 'of MPC RETURN: OF
The Empire’sformidable force in- THE JEDI model kits and action scenes
 cludes the imperial SHUTTLE TYDIRIUM” features faithful design accuracy and
the TIE INTERCEPTOR." and the SPEEDER pinpoint detail. With MPC, when your
BIKE” imagination flies, it flies with the best.

Tk BEST MODELS COME FROM THE BEST KITS, @iy 3

| BETMEYE rac T VISR jghts daserved Fuslimainslans: o division of CPG Preducts Corp, Authorized User
R Tl R At ¢ whgl




|LOVER, TIME FOR
A CHANGE OF

SCENE. :
SHOCK COPS }-
ON THE
WAY.

Ki'6 TROOPS ARE
FINISHED. WHAT WE
SHOULD DO MoWw, WE SHOULD

EASE OFF, RELAX AND




TtooNTeuess| B | [/ano someTimes
BLACKJAK—- : T DON’T” KNOW.
'.g.,) NO

~
«

lceeaT-- AND w V/ }v& "!’!"“ Ci
i/ T [
A SHOCKERS | ) my ] ,f 0 ol
: AT i ’ i N
: : \ & Y TAKE
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IF I LOST You,
BLACKJAK, WHO'D
MY MORNING
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S
IN CONFUSIO!
MIES ME

NO SIGHT
OF DART AND
BLACKJAK !

( UNDERESTIMATED
THEM, I DID.

R
E | |@EAIND YOU, GENERAL K. o
STARTLED / YoUR WERE TO BRING

e HhBEE D ME A GIFT; Ki-Z

]

]

e s T
ce \-A‘.'Jaos-,;‘,,_:,‘

(o

SHE 7

T/ ’E
‘}Y& //»

V4

Kl, Kl...
GREEDY
KNOW £ VEW

O/
) THE RIVER,
< NOT--NOT--

VOU/ MADE THEM
SUSPICIoUuS RYTRVING

TO CHEAT THEM
OF THEIR FEE.

THE RIVERS OF ROC'S WORLD ARE 7,

UNIQUE ... A VOLATILE MIXTURE OF NEFL 8B 70 ARSI Ly
Sevicicbeliiialg e s
ERODE STAINLESS STEEL. ' DE OF STEEL. PECDNRE,

;&

[CONTINUED ON 2% _PAGE FOLLOWING. |




..:Fm THE VERY CENTER OF THE
GREAT SPIRAL GALAXY...ON A
QUEST WITH BUT ONE

INTENTION...

... TO A PLANET
FORBIPPEN PRWEN
BY A FO

o, SIDPPABLF...

LT

. TAR
PLA
WAY ‘l"O PE”

T Knomncamyt-aur PKO&RAMEP T0 PURCHASE...

From TSR Hobbies, Inc. Producers of the
DUNGEONS & DRAGONS® game phenom-
enon.

For your FREE poster/catalog complete this
coupon and send it to:

TSR Hobbies,Inc.

TSR Hobbies, inc. TSR Hobbles, (UK) Ltd.
POB 756, C187DC4 The Mill, Rathmore Road

Lake Geneva, Cambridge, ENGLAND
Wi 53147 CB1 4AD

Name
Address

City State Zip

STAR FRONTIERS is a trademark owned by TSR Hobbies,
Inc. ©1983 TSR Hobbles, inc. All Rights Reserved.




Y Look, KARGG...
“{ ONE OF ROCS WORLD'S
LITTLE TREASURES...

e

...A GEM-BUBBLE.

A
) pre @ /gj 2
--50 FRAGILE. (

P —

WHATEVER THE COST,
SHE AND HER FAMILY MUST
BE PESTROVED.

T ’/”’,// .

R\

WE'RE ALSO / WHY. DID YOU
RUNNING OUT 7/ ROUTE US TO THIS
SPIRIT-FORSAKEN
WORLD? COMPUTER
SAYS IT HAS NO

—

COMPUTER'S X
WERONG, MATE . JE8




..MAYBE ¥ TER,
Sl YOU'LL LEARN $AO'2HEPIIJJ5

Y SOMETHING. DOWN.

WHAT IT DOES GOT )
1S PEOPLE.




l EGG'S PEOPLE, THEY/RE!

‘ &/G, AIN'T IT?
WATCH 7#/(S. "JUST A "ALTTLE |\ A WE/RD LOT. ONLY |
; 8A8Y, {u OVERSIZED |\ MOBLE TILL THEY [z
MATE. 1S ALL." REACH RUBERTY. \
s BY THAT TIME
\ @ THEY'RE BIG AS
T AMOUNTAING... AND
(5

TART TO
SHARDEN UP.

p—

NOT
NOT ZEAL PEOPLE,
LIKE US.

* TH
STILL




0
Tigiogs, NoT
%‘-";!ELINGS..

e

YOU S8HOULD FIND
T INTERESTING.

CONTINUED ON B 8@ FAGE FOLLOWING. |.
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THE SHIRY TALES

© 1983 Hanna-Barbera Productions, Inc.
Characters © MCMLXXX Hallmark Cards, Inc.

and Sepp lnurnuﬂmal. S.A. Smurfs ®

ALVIN AND THE CHIPMUNKS
©1983ﬂuby-5p-nialhrpﬂ.l c.
‘? chd_alglgs:lgd:l?l mm?"‘ di Inc.

1)
© 1983 Ruby-Spsars Enterprises, Inc.

AMAZING SPIDERMAN
AND THE INCRE?MBLE HULK

1983 Marvel Productions. Ltd. All Rights Reserved

THUNDARR TEE BARBABIAN

© 1981 Ruby-Specrs Enterprises,




Faz N [How wWiLL THIS CHALLENGE ¥
¢ X A THE PSYCHO-KINETIC o

" T APP%A;E& Jeo ugfl_y
8 MAZE,

I".’-‘.‘}}_Hl.;l‘. THE TE .!7|

TIBH57
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UWAIT,.. THIS IS PUZZL
E'S CO

ME TO A DEAD

HELR HIt, PROFESBOR - -
! 'SOMETHING HAS GONE
\ WRONG WITH %
‘;,‘\,\“'y YOUR TEST...
e o g

" ND OF MY

NG
THE HUNTER--A
Nt FHRO L O

, HE IS YHE VANISHED IN

LIGH--!




“LooK.. THe HUNTER'S \i %zn' “BY NOW. > =
STILL ON HIS TAIL. : EXsTo mo’&:"ﬁg V
S S - < i %
o

RIG
« PROFESSOR?,

- HIDING THE
7 S




T e
WANTED TO SHOW. Vaq_-mozp

[vou're REALLY/ T COULDN'T BE
/]

MEET MORPHEA, TEMPEST --
A CANOPIAN. SHE'S JUST

PSYCHE-RESE, RELATED TO MARTIN WION HE WHO
STAFF. ARCH. MORPHEA, mss g THE RENOWNED ATAR/ FORCE P
1S TEMPEST--

e OTHEZWISE YOU KNOW Mogz CI?ULD WE NOT TALK

JOINED THE [NsTlTUTE’s ';3 CHIRISTOPKER CHAMMPYION... WOULD YOU BE )

<

HONOR AND
PROSPERITY.

> SURE, CHRIS—- %
BESIDES, wm
WAITING FOR @




["HE'S UPTO

BATTALION STRENGTH
WITH NEW
SOLDIERS!

€ !osc worldof Zhe COARLDRD |
. i

EXCITING 5% FIGURES...NEW rrou @Eied

TM indicates Trademark of DC Comics Inc.® 1982 - 1982 Remco Toys,Inc.New York, NY 10010




F wHv oioN'T You )
54Y 507 -

DR.MORPHEA.
B

SEE YOU
LATER, PROFESSOR..

YOU CANGAANS ARE RAISED IN CRECHES -
YOU NEVER AAMOM/ YOUR "PARENTS"--80 I
AFRAID YOU WOULDN'T UNDERSTANG
COMAICATES HUMAN EMOTIONS CAN

1 wouc.omuwsmrms?

TEMPEST'S FAVER
AARTIN CHAMPION -

FOR WHAT \

HE'S DONE TO 4

THAT BOY, I COULD
AILL HIM. :

NOTHING. LITERALLY
EIGHTEEN VEARS .

§ NOTHI/NG FOR THE PAST

AS FAR AS
MARTIN CHAMP(ON
18 CONCERNED, HIS

SOMN DOESN'T

>
TEMPEST'S MOTHER,

/ THE OR/GINAL ATARI FORCE.
] DIED IN CHILDBIRTH -~ A

UNSHIELDED EXPOSURE TO
THE MULTIVERSE DURING |
HER EXPEEIENCE&}E/ITH

LYO/IA PEREZ, ONE OF

THE A7A4R/ FO,

BUT MARTIN BLAMES
CHRISTOPHER FOR
LYDIA'S DEATH.

IHAGINE

WHAT THAT'S CONE )

TO THAT BOY'S
EGQ.

ONLY SO M
I CAN DO...

Vi

¥ 8UT You'Re
0P/

T
THIS, CAN YOU ?

I AM ALSO AN
EMPATH, PROFESSOR,
h AND I UNDERSTAND
MORE THAN YOU
THINK.




va

‘ R .

YOU HAVEN'T SAID 70
SINCE WE LEFT THE INSTI
s SATELLITE.

=4 WHAT DID T o207

OV AEW EARTH. ..

,If’.\

z \\\;\"))\) X

YOURE IN A MOOD TODAY, CHRISTOPHER.
71 ;5’@?05

TUTE

MELISSA

, YOU'RE ON

P~ ARE YOU THINKING
ABOUT M
{ HE 2y UT THE A7AR!
A\ BT e WHEN HE'S

M) SPEAKING IN THE
,} WORLD SENAT

4 184

8

-7
Y ( TM SURE HE DOESN'T
: MEAN -~

Y FATHER--ALL \
NORRIGLE THINGS |

SOME THINGS TO
WORK OUT...T'LL
BE ALL. RIGHT.

I JUST HAVE

9

GOD, I WISH PAR7 WERE HERE. }
SHE’S ALWAYS BEEN LIKE A
8/G S/ISTER TO ME... £,

SHE COULD K

KNOC
ME OUT OF THESE /,
WITH 7

e

4 WHEN ARE YOU

COMING HOME 7




&

%
?A%?““
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+ services going, you pick up enemy spies
lurking within your midst on your video
close-up monitor. Can you effectively deal
- with them.. . even as more enemy missiles
are approaching?

Your time is running out.

1t's WAR ROOM. The new high-tech-
nology Probe 2000 strategy game for the

Feel the goose bumps on your neck
begin to rise as you take your seat in front
of the video monitor: The situation pictured
before your eyes is critical. Actual enemy
nuclear attack on your most important cities
and natural resources has begun.

Only pou can determine the best
strategic defense of the nation. Only pou

can effectively repel the enemy attack. ColecoVision™ game system. The game
But the situation worsens. As you're aﬂempungto that’s so realistic, generals might even play it.
rebuild your cities and keep production of goods and Isn't it time you tested your skills?

o1 X R ELECTRONICS CORP.

/ANORTH AMERICAN PHILIPS COMPANY
®COLECOVISION IS A TRADEMARK, QF COLECO INDUSTRIES, INC.
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AT LEAST
I WON
EMOT YAV

COLLECTION. T'LL
TRkE,AT you




THE SHOCAERS MUST'VE \/ AFTER LETTING ME ) ~OW
CLEARED EVERYONE OUT. ) ~uzeo\\ #OL2 YOU FOR ./ YOU ASK?
: : THO HOURS—~ TP :

NEXT TIME YOU'RE | LET’S HAVE
GOING TO PUNCH , A ORINK TO
WARN ME CELEBRATE.

..WE'RE ALOWE ON A PLANET HALF
LIGHT YEARS FROM NEW EART
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1ette Kahn, P and Publish
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Tom Condon, Managing Editor
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Bob Rozakis, Production Manager

Joe Orlando, Vice Pres.-Editorial Director
Paul Levitz, Vice Pres.-Operations

Bruce Bristow, Marketing Director

Arthur Gutowitz, Treasurer

| think we have a bit of explaining to
do...

The book you hold in your hands is the
first issue of the ATARI FORCE. It
features a really neat cast of characters
in typically bizarre situations, as provid-
ed by creators Gerry Conway and Jose
Luis Garcia Lopez. Gerry you already
know. Jose you will definitely GET to
know. His artwork is possibly the most
sensitive and imaginative available in
comics today. He's been here at DC for
quite awhile, but this is his first monthly
comic creation. It's our sincere hope
that Jose's artwork will thrill you as
much as it does us. (Pause for plug:
STAR RAIDERS, DC's first GRAPHIC
NOVEL, is Jose's baby too—check it out,
if you can still find it. End plug).

We'll talk more about the artists and '

writers involved in the creation of the
ATARI FORCE next issue. But for now,
we think there’'s something you should
know....

THIS Atari Force ISN'T the FIRST Atari
Force. That's right. If you're a video-
game fan, you probably remember the
current group’s noble predecessors. If
you are, skip down a few graphs. If
you're not, hang on, ‘cause like we
said—we have a bit of explaining to do.

The ORIGINAL Atari Force appeared
in a group of half-sized comics packed
into five different ATARI 2800 video
game boxes. Unlike most comics, these
don’t go off sale after a month, so if
you're curious, you can still pick up the
games and get the comics free. (The
games aren't bad either). What follows
is a quick listing of the comics in the
order they originally appeared. Con-
tinuity freaks take notel
ATARI FORCE #1: DEFENDER
ATARI FORCE #2: BERZERK
ATARI FORCE #3: STAR RAIDERS
ATARI FORCE #4: PHOENIX
ATARI FORCE #5: GALAXIAN

Now remember, videogame fans,
we're still talking to the uninitiated, so
don’t let us bore you. What we are about
to emnbark on is a short course in ATARI
FORCE history, which should, with a bit
of luck, bring us up tothe present group.
Ahem—

The year is 2005 AD. The world isina
state of turmoil. Man has reduced much
of his homeworld to an uninhabitable
desert. Aithough war has reduced the
population significantly, there is simply
not enough farmable iand left to provide
food far them.

Into this world comes the ATARI
TECHNOLOGY AND RESEARCH IN-
STITUTE, a group organized to provide a

solution to mankind's most pressing
problem. Intensive research leads to the
construction of SCANNER ONE, and the
beginning of PROJECT: MULTIVERSE.

To quote the director of the ATARI

INSTITUTE: “Project: Multiverse is an
attempt to alleviate potential famine—
by locating inhabitable worlds among
the infinity of alternate realities exist-
ing in other dimensions parallel to our
ownl Such worlds may be primitive
jungles—futuristic paradises—or
underwater wonderlands. Each will be
unique, with its own culture, its own
history. Somewhere among these many
possible worlds you will find a planet
much like our own EARTH ... When you
find this world, we will begin coloni-~
zation.”
. This is the mission, and to fulfill it,
ATARI| selects five individuals, each
with his or her own unique set of quali-
fications. Security Officer Li San
O’Rourke is a combat expert, trained in
the martial arts as well as in the use of
futuristic weaponry; Flight Engineer
Mohandas Singh is an electronics
wizard; Ship’s Doctor Lucas Orion is a
dedicated pacifist and Atari's Director of
Medical Research; and Executive Of-
ficer Lydia Perez is one of the future's
greatest space pilots.

To lead this group of adventurers,
ATARI selects Martin Champion to
serve as Commander. Champion, you've
probably noticed by now, is the firmest
link between the old and new ATARI
FORCES,sowedon’t want to give away
any well-kept-secrets about him except
to tell you to check out next issue’s FACT
FILE page to get a bit of background on
the man.

The group are given the Multiverse-
spanning starship called SCANNER
ONE, and take off in search of a new
homeworld for mankind. Their firgt trip
brings them to a barren, war-torn world,
uninhabited except for the primitive
“HUKKAS", a race of cute, furry docile
creatures who aided the planet’s higher
life forms by performing menial tasks.
The last of the Hukkas immediately be-
friends Singh, and becomes his cons-
tant companion, so we’ll be seeing more
of the orange critter in the future.

But things on the planet aren't all
sweetness and light. Soon after the
Atari Force's arrival, the evil ZYLONS,
controlled by the many-tantacled (and
terribly evil) creature known only as the
DARK DESTROYER, attack.

The Atari Force discover a spaceship
called the STAR RAIDER and use it to
distract the Zylons while SCANNER
ONE destroys the Dark Destroyer. (To

find out what happens on the supposed-
ly “deserted’” planet after the ATARI
FORCE leaves, we once again ask you to
pick up the STAR RAIDER GRAPHIC
ALBUM, available at selected comic
shops everywhere.)

After countless more excursions
through the Multiverse, the ATARI
FORCE finally finds a peaceful, scien-
tifically advanced universe that they all
think is just right for human habita-
tion—only to have the DARK
DESTROYER intercede once again.

This time, DD uses his particular
brand of thought control to take over the
minds of the entire alien populace, turn-
ing them against the ATARI FORCE. But
once again, the ATARI FORCE defeats
the Destroyer—this time, they hope, for
good. We, on the other hand, know
better.

When things return to normal, the

.ATARI FORCE petition the governing

body of the universs, asking for permis-
sion to colonize. Approval is given, and
soon, the first starships begin to leave
Earth for a new future. .

That just about brings us to the end of
the ATARI FORCE's original run. Ob-
viously, the preceeding paragraphs tell
the story in a nutshell cause, hey, we
haven't got all day for this thing, y'’know?
To get the WHOLE story, you'll simply
have to buy the ATARI game car-
tridges—or CAREFULLY read the rest of
this column.

The ATARI FORCE series you now
hold picks up about 25 years later, and
believe us when we tell you—you’'ve
missed a lotl So if some of the stuff
you've just read makes little sense to
you in light of the preceeding 23 pages
of magnificent story and art—don‘t
worry—before long, all the pieces will
begin to fall into placel That, we
promisel

—ANDY HELFER

And please, don't forget your com-
ments on this firstissue. Gerry and Jose
and | are anxious to hear what you think
about this book and its—dare | say it—
UNUSUAL origin sequence. The ad-
dress is, as always, ATARI FORCE c/o
DC COMICS INC. 666 FIFTH AVE. NEW
YORK, N.Y. 10103. And while you're at
it, take a shot at suggesting a name for
this column—winner gets afull set of all
five ATARI FORCE mini-comics.

Next issue—

The members-to-be of the Force move
closer to their destiny-fulfilling forma-
tion. PLUS: Fact file pages, and the
origin of the origin of the ATARI FORCE.
Betcha didn't think we could cram all
that into one book, right?



Creamy
or Crunchy

Here’s how to get your free reprint
of the first SUPERMAN Comic.

Just mail two SUPERMAN Peanut Butter labels with the coupon below fo:
SUPERMAN Comic Offer, PO. Box 4046, Monticello, MN 55365.

Enclosed are two labels from SUPERMAN™ Peanut Butter.
Please send my reprint of the first SUPERMAN Comic

NAME

ADDRESS

City STATE zip
Offer expires May 31, 1984. Allow 6-8 weeks for delivery. Limir one book per name or address.

©Sunnylond Refining Co.. Inc 1983, TM Indicares Fademirk of DC Comies inc. ©1983.




O BECOME KING OF THE ROAD YOU
EITHER BUMP ’EM OR JUMP ’EM.
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MATTEL ELECTRONIES®  /thishomevideo

.. game nice guys finish
last. If they finish at all. For your Intellivision, ** and Atari®2600. **

Yy
—_—_—e— e — S
©NMattel Electronics, Inc. 1983, All Rights Reserved. *Bump ‘N’ Jump is a trademark of Data East USA, Inc., used under license.©1982 Data East U




NO MAN ON EARTH
HAS EVER HAD SUCH POWER.

HE’S THE POWER LORD.

Push his secret action button and he’ll move, turn, twist and change from
human to the Power Lord. With powers to save the world from Arkus, The
Ewil Dictator. And only you
can control him.
The Power Lord. New from
the Power Lords- Collection,
at a store near you.

POWER
LORDS

THE EXTRA-TERRESTRIAL WARRIORS
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