



















































































































































































































































































































































































































































































































































































































































































































































































































































































































































































STAMPEDE Department: Entertainment

Company: Activision Sugg. Retail: $22.95
Language: Assembly Availability: 5
Hardware Requirements: VCS Disk or Tape: Cartridge
OVERALL RATING C+ CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT B- SKILL INVOLVED C+ DOCUMENTATION B-
CREATIVITY C+ CHALLENGE c HOLDS INTEREST? c+
GAME DEPTH c- GRAPHICS B VALUE FORMONEY  C+

Stampede brings a little bit of the Old West into the video game field. It is a one player game that lasts forever, so
long as you don’t allow three animals to stray behind you. Your point total is displayed on the screen.

You play the part of cowboy at round up time. Equipped with horse and lariat, you overtake various breeds of
cattle and lasso them in order to score. Highest value ranges from 100 points for a black Angus, to a low of 3 points
for a dark red Hereford. Jerseys at 25 and Guernseys at 15 are the remaining point values.

Variation in the difficulty switch lengthens or shortens your rope, depending on how hard you want to make it.
The eight game levels show increased speed in the animals, and vary the number of beasts in the field.

Two obstacles to be wary of are the dried up old skull and the black Angus. These don’t move, and can trip you
up. If you fall, animals are sure to stray behind you and hasten the conclusion of the game. Overall, it is quite
entertaining, and you can add to your playing time: with every score of 1,000, the stray animal limit is increased by
one.

COSMIC ARK Department: Entertainment
Company: Imagic Sugg. Retail: $31.95
Language: Assembly Availability: 6
Hardware Requirements: VCS Disk or Tape: Cartridge
OVERALL RATING B+ CONTROLABILITY B+ ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED B+ DOCUMENTATION B
CREATIVITY B CHALLENGE B HOLDS INTEREST? B+
GAME DEPTH B- GRAPHICS A- VALUE FOR MONEY B

Cosmic Ark is a real treat for those gamers seeking a hand and eye coordination challenger. The graphics are ex-
cellent and the controllability is superb, especially in the advanced versions of the game.

Cosmic Ark is a two part game in which your large spaceship (ARK) must fend off meteor showers in order to gain
fuel and points. Should you survive the meteor shower, you may continue with your main mission, which is to pick
up animals (in pairs) from the various planets throughout the universe. In order to do this, you must launch a
shuttleship and capture these beasties in your tractor beam, but be sure to hold them in the beam long enough or
they will wriggle out of your grasp. If you linger too long, the planetary defense systems will zero in on you and
destroy your shuttle. And, if the alarm gong goes off, you had best get your shuttle back to the ARK to defend it
against the next meteor shower.

There is a one and two players basic game, a one and two player meteor shower only variant, and a one or two
player advanced version of both variants. The advanced game is a real challenge, and the game speeds up as you
gain expertise. This reviewer had a rough time surviving even the first shower. You can make this level even harder
by setting the left difficulty switch to A, so that the ARK becomes wider, and hence more difficult to defend.

This game is a must for every dyed in the wool, shoot-’em-up freak.
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COMBAT Department: Entertainment

Company: Atari Sugg. Retail: $22.95
Language: Assembly Language Availability: 9
Hardware Requirements:' VCS Disk or Tape: Cartridge
OVERALL RATING c- CONTROLLABILITY c+ ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED c- DOCUMENTATION c
CREATIVITY c- CHALLENGE c- HOLDS INTEREST? C-
GAME DEPTH c GRAPHICS D+ VALUE FOR MONEY D+

As all Atari game owners know, Combat is the supplied game cartridge that accompanies the VCS when
purchased. However, Sears VCS owners may consider purchasing the cartridge. It’s strictly a two player game, and
initiates you into the basics of joystick-controlled entertainment packages.

There are 27 two-player games included in this cartridge, divided into two groups: tank or aircraft battles. In the
tank version you fire rounds at each other and score one point for every tank you blow up in the alloted time.
Variations include range of bullets, visible or invisible tanks, richochet of bullet (the most fun) and a choice between
a wide open or “maze” battlefield.

The aircraft are either slow moving biplanes or fast jets. Your ammunition is either guided missile or machine gun
fire; and the screen is either open or with clouds.

Control is entirely with the joystick. Tanks are steered left and right by pushing the stick side to side. Forward
drives the tank. Control of the aircraft is similar, except pushing forward increases the air speed.

The game’s graphics are Lo-Res, more block-shaped than smooth, and not very good. Most of the 27 variations are
simple shoot-’em-up games that grow wearisome after repeated use. However, the tank “pong” games are extremely
fun to play. Bullets ricochet off the walls for angled shots, and knowing how to calculate the angles makes these
challenging games.

HUMAN CANNONBALL Department: Entertainment
Company: Atari, Inc. Sugg. Retail: $12.95
Language: Assembly Language Availability: S
Hardware Requirements: VCS Disk or Tape: Cartridge
OVERALL RATING c- CONTROLLABILITY D ERROR HANDLING c-
GAME CONGEPT c SKILL INVOLVED D DOCUMENTATION c-
CREATIVITY c- CHALLENGE c- HOLDS INTEREST? c-
GAME DEPTH D GRAPHICS D- VALUE FOR MONEY C+

To safely fire your man from a cannon to an awaiting water tower is the goal in Human Cannonball. Arms and
legs flailing, your man lands in the tower amidst cheers, or falls to earth while the computer taunts, “Ah, Oh!” In the
one-player version score is kept by the ratio of successes to failures, while two players count only their successful
ventures. The first to reach seven point in either game ends the contest.

There are eight variations to the same game with five variables. The theme remains the same, which is quite
simple and easily mastered. The three settings in each shot (cannon position, speed of travel, and cannon angle) are
either set by the joystick or computer, depending on the game selection. In some of the games the water tower can
also be moved after your man is airborne. The fifth game variable is the addition of a moving window that must be
shot through.

The sound track is fair at best, with the exception of the effects of bouncing your man off of the tower, or straight
to earth, which are amusing. The lo-res graphics are unfortunately weak, and overall, I'd have to say the game is just
below par.
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WARLORDS Department: Entertainment

Company: Atari Sugg. Retail: $31.95
Language: Machine Language Availability: 8
Hardware Requirements: VCS, paddles. Disk or Tape: Cartridge
OVERALL RATING A- CONTROLLABILITY B ERROR HANDLING N/A
GAME CONCEPT A- SKILL INVOLVED B+ DOCUMENTATION B
CREATIVITY A- CHALLENGE B+ HOLDS INTEREST? B
GAME DEPTH B GRAPHICS B+ VALUE FORMONEY B

Up to four players can join or oppose forces in an effort to protect their king and castle in Warlords. In each corner
of the playing board a brick wall is erected, with a warlord sitting behind it. Your paddle control blocks your own
brick wall from destruction by the single fire ball bouncing about the board.

Selecting the number of players involves one (you against three computer rivals), two (each controlling two
paddles), three (one computer rival), four (all single entries), or doubles (each team has one side of board). The
shield protects from the fireball eating a path to each lord. The fireball eliminates one brick each contact until it
touches and subsequently destroys your crown.

In 23 different game variations, the shield takes on different qualities, and the speed of the fireball changes. The
shield, can either deflect fireballs, or catch and redirect them to a selected corner. The speed also has but two stages,
fast or slow.

The sound effects are good; and with the possibility of as many as four participants, this game ranks high for
entertainment and hectic action.

WARLORDS

SUPER BREAKOUT Department: Entertainment
Company: Atari, Inc. Sugg. Retail: $31.95
Language: Assembly Language Availability: 7
Hardware Requirements: VCS, paddles. Disk or Tape: Cartridge
OVERALL RATING c CONTROLLABILITY D ERROR HANDLING N/A
GAME CONCEPT c+ SKILL INVOLVED c- DOCUMENTATION B
CREATIVITY c- CHALLENGE C+ HOLDS INTEREST? c
GAME DEPTH c+ GRAPHICS c VALUE FORMONEY €

The goal of Super Breakout is to control a moving “ball” with your paddle and knock down a row of bricks. Sound
like a simple game? It is. Several variations of the game are included on this cartridge which help to add to its
entertainment value. The game has been around for a while, but is still popular. See the review of the disk version of
the game.
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STAR MASTER

STARMASTER
Company: Activision

ASTROBLAST

Department: Entertainment
Sugg. Retail: $338.95

Language: Assembly Language Availability: 6
Hardware Requirements: VCS Disk or Tape: Cartridge

OVERALL RATING C CONTROLLABILITY B- ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED C+ DOCUMENTATION B
CREATIVITY B- CHALLENGE B- HOLDS INTEREST? C+
GAME DEPTH c GRAPHICS Cc VALUE FOR MONEY B-

If I hadn’t played Star Raiders on the Atari 800 first, I probably would have liked this game better. The object is to
locate the enemy starship and shoot him down. The graphics, sound, and controllability aren’t bad, but they lack
the many additional features of Star Raiders. Yet there is enough in this VCS version, such as WARP TRAVEL,
docking with a starbase for replenishment of fuel, and keeping track of your lasers, shields and radar situations, to
make a pretty enjoyable game.

SPACE CAVERN
Company: Apollo

Language: Machine
Hardware Requirements: VCS

Department: Entertainment
Sugg. Retail: $31.95
Availability: 4

Disk or Tape: Cartridge

OVERALL RATING B+ CONTROLLABILITY C+ ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED C+ DOCUMENTATION c
CREATIVITY B CHALLENGE B- HOLDS INTEREST? B+
GAME DEPTH C+ GRAPHICS B VALUE FOR MONEY B+

Possibly the sound effects make Space Cavern such an enjoyable game. You can almost feel your skeleton
disintegrate when you are struck by Electrosaurian fire power in this one or two player game. You are given a crew
of four astronauts, and your assignment is to fight off flying aliens known as Electrosauri and the cave dwelling
Marsupod which occasionally emerge to devour one of your astronauts. At ground level you have two types of
weaponry: laser fire, released by the joystick button, to combat the flying aliens; and also disruptor-beam fire,
activated by moving your stick up or down. Both destroy the ground attacks of the cave creatures.

There are three levels of difficulty. Each progressive level speeds the play. The two selections direct alien fire: one
is straight down, and the other randomly angles down.

The graphics are well-defined and animation is smooth. Play is at a frantic pace, holding your interest and so
making for good entertainment.
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ASTROBLAST Department: Entertainment

Company: Mattel, Inc. Sugg. Retail: $30.00
Language: Assembly Availability: 6
Hardware Requirements: VCS Disk or Tape: Cartridge
OVERALL RATING C+ CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT c SKILL INVOLVED B DOCUMENTATION B+
CREATIVITY C+ CHALLENGE A- HOLDS INTEREST? C-
GAME DEPTH B GRAPHICS c+ VALUE FOR MONEY  C+

Astroblast is an adaptation for the Atari of Mattel’s Astroblast designed for Intellivision, and it has suffered
somewhat in the translation. It is of the “asteroids”-genre of space shoot-’em-ups. In this game, you are the “Chicken
Little” of the Laser set: a plethora of space debris and gadgets rain down on your head. Your mission is to shoot them
out of the sky before they land, and you are rewarded with survival and an accumulation of points. The debris
consists of rocks, both large and small (the small ones are worth more than the large), and with the value of each
increasing as your score increases. You may say this is nice; but their speed increases also, and their angle of descent
changes, making it more difficult the longer the game lasts.

The game is a real challenger when speed increases, and if you change the difficulty switch to A, you’re in for a
trying time indeed. The gadgets that fall include pulsars, which try to home in on your base. There is no penalty if
they land; but if you hit them, they are worth the points equivalent of 8 large rocks. Secondly, there are spinners,
which cost you a laser base if they land; they have the value of 20 big rocks (or the value of two small rocks) when
shot. Finally, there are UFOs to contend with when your score exceeds 20,000 points. They drop bombs on you. You
score no points for shooting bombs, but you do score the value of 10 large rocks for hitting the saucer.

The sound effects are good. But although the game can be challenging, the concept and execution of it is
unoriginal, and it soon becomes boring. Astroblast is not destined for the video game Hall of Fame by any means.

SPACEWAR Department: Entertainment
Company: Atari Sugg. Retail: $12.95
Language: Assembly Availability: 8
Hardware Requirements: VCS Disk or Tape: Cartridge
OVERALL RATING D CONTROLLABILITY F ERROR HANDLING N/A
GAME CONCEPT C- SKILL INVOLVED D DOCUMENTATION C
CREATIVITY D CHALLENGE Cc HOLDS INTEREST? D-
GAME DEPTH D GRAPHICS D- VALUE FOR MONEY D

The best thing that can be stated about Space War is that it provides good practice for your Asteroids game. There
are two games in this cartridge, “Space War” and “Space Shuttle.” In each, your spacecraft is exactly like the one in
Asteroids, and is controlled in basically the same way. But here, unhappily, it is controlled with a great deal more
difficulty.

There are 17 game variations in which “Space War” is strictly a two man game, while “Shuttle” lets you choose
between a one or two player mode. “Space War” is a battle in which you attempt to destroy each other with laser
fire, accumulating 10 kills before exhausting your limited fuel supply. In both games, four factors determine
difficulty of play: galaxy boundry, warp drive, space sun, and hyperspace. They influence your ability to move off
the screen as well as the speed of your craft.

“Space Shuttle” deals with guiding your ship in order to make contact with a module in constant motion. The
same four factors, including the space sun factor (gravity simulator), are evident here. A couple of the game choices
allow you to refuel, which is helpful and keeps the rendezvous effort from becoming completely frustrating.

This is quite a simplistic game, with simple block graphics to match. Not only is its concept yawningly simple, the
game is uncontrollable. Joystick movement is sluggish and clumsy, and likely to drive an experienced player to
irritation.
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BRIDGE Department: Entertainment

Company: Activision Sugg. Retail: $31.95
Language: Assembly Availability: 8
Hardware Requirements: VCS Disk or Tape: Cartridge
OVERALL RATING A- CONTROLABILITY A ERROR HANDLING N/A
GAME CONCEPT A- SKILL INVOLVED A DOCUMENTATION A
CREATIVITY A- CHALLENGE A HOLDS INTEREST? A
GAME DEPTH A- GRAPHICS B VALUE FOR MONEY A

Bridge by Activision is a marvelous implementation of the game on a machine of so little addressable memory.
Hats are off to Larry Kaplan, its designer, for the great job he has done.

The graphics display is very good and the controllability is complete with the use of joysticks. There are seven
game choices available. Games 1 through 3 allow you to bid and play, and Games 4 through 7 let you set the
contract and play without bidding. The difficulty switches enable you to use other options to review play
possibilities.

This reviewer thoroughly enjoyed playing the game, and I highly recommend it to anyone who has more than a
passing fancy for Bridge.

DRAGSTER Department: Entertainment
Company: Activison Sugg. Retail: $22.95
Language: Assembly Availability: 8
Hardware Requirements: VCS Disk or Tape: Cartridge
OVERALL RATING A- CONTROLABILITY A ERROR HANDLING N/A
GAME CONCEPT B+ SKILL INVOLVED A DOCUMENTATION B
CREATIVITY A- CHALLENGE A HOLDS INTEREST? B+
GAME DEPTH B GRAPHICS B+ VALUE FOR MONEY  A-

You can almost smell the nitro methane fuel on this one, which proves to be an excellent adaptation of a drag race
scenario. Dragster has it all — from throaty engine roars to the quiet of a blown engine.

Dragster appeals to kids of all ages. It’s a realistic confrontation between two fuel eating, fire breathing, AA
dragsters, as they line up at the starting line for final eliminations. You play against the clock (or your buddy) in a
test of speed and reflexes. The graphics are excellent (which is almost assumed on all of Activision’s games), and the
controllability is unsurpassed. Using a joystick, you clutch, accelerate, shift, and rev your way to victory. The
documentation is excellent, and for further challenge, you can select game #2, which throws in steering as a game
variation.

This one’s a real winner.

BRIDGE INFILTRATE



ASTEROIDS Department: Entertainment

Company: Atari Sugg. Ret:ail:- i $34.95
Language: Assembly _ Availability: : 10
Hardware Requirements: VCS Disk or Tape: Cartridge
OVERALL RATING B+ CONTROLLABILITY B+ ERROR HANDLING N/A
GAME CONCGEPT A SKILL INVOLVED B+ DOCUMENTATION B+
CREATIVITY B+ CHALLENGE A- HOLDS INTEREST? B+
GAME DEPTH B+ GRAPHICS B+ VALUE FORMONEY B+

This is the home adaptation of the famous arcade game Asteroids. The mission remains the same as the coin-op
version, to blast apart drifting asteriods blocking your path. They break up in three stages (larger to smaller), and
can eventually be eliminated as an obstacle. Points are scored in each stage, with the higher total coming from the
smaller target. The added advantages include color for the rocks, as well as added features and capabilities for your
space craft.

p]oystick control allows you to rotate, thrust, and fire your space craft in each game; but further selections allow
three new features, including hyperspace (invisibility and relocation), shield (indestructible field), and flip (180
degree about face). To deploy these abilities, simply relocate your joystick.

Also, by adjusting the speed of attack of the two adversary UFO’s and satellites, the difficulty factor changes..66
variations are possible. Initially, four ships are provided. These are destroyed either by contact with the drifting
asteroids or by enemy fire. Added ships are awarded at different point levels, depending on the game selection.

All in all, this is a good home version, one that has saved this reviewer a lot of quarters previously lost to the no-
armed bandits at the arcade galleries.

INFILTRATE Department: Entertainment
Company: Apallo, Inc. Sugg. Retail: $31.95
Language: Assembly Availability: 4
Hardware Requirements: VCS Disk or Tape: Cartridge
OVERALL RATING A- CONTROLABILITY B+ ERROR HANDLING N/A
GAME CONCEPT A- SKILL INVOLVED B+ DOCUMENTATION B
CREATIVITY B CHALLENGE A- HOLDS INTEREST? A-
GAME DEPTH B+ GRAPHICS B VALUE FOR MONEY  A-

“Your mission, Mr. Phelps, should you choose to accept it, is to infiltrate the enemy headquarters building,
capture as many secret documents as possible, and get out alive. Three agents will help you accomplish this task.”

Infiltrate, by Apollo, is an an enjoyable spy-chase game. The graphics are very good, and the game concept and
challenge are excellent. By using your joystick controls, you attempt to reach the documents stored on the top floor
of the headquarters building, shooting enemy assassins en route as you hop from one elevator to the next. Many
perils creep up along the way, such as being shot by enemy agents. Remember, though, that you have an unlimited
supply of ammunition, and you may earn additonal agents in the progress of the game.

You must move from the bottom level of the building to the 6th floor in order to score 3,000 points. You score an
additional 3,000 points for reversing that route. Shooting assassins will earn you 250 points each, with an additional
75 bonus points earned if the assassin happens to be riding an elevator. For each 10,000 points scored, you acquire an
additional agent — up to a maximum of six.

There are 6 game variations for the single player, as well as 6 game variations for the 2 player version. The
difficulty switch allows you to add challenge to the game by giving the assassins more gun range. This game, in sum,
is fun and addicting.
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BERZERK Department: Entertainment

Company: Atari, Inc. Sugg. Retail: $31.95
Language: Assembly Availability: 10
Hardware Requirements: \CS Disk or Tape: Cartridge
OVERALL RATING B- CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED C+ DOCUMENTATION B
CREATIVITY C+ CHALLENGE B- HOLDS INTEREST? B
GAME DEPTH C+ GRAPHICS C+ VALUE FORMONEY B

Berzerk is Atari’s VCS version of the famous arcade game of the same name. The only thing that is sorely missed is
the onerous drone of “Quarter detected in pocket, play Berzerk.”

You begin with three men, and you must fight your way out of a series of mazes inhabited by roving robots. You
must shoot these robots while avoiding contact with either the robots or the walls, or face electrocution. Lose all
three men and the game is over. You score 50 points per robot and a bonus of 10 per robot per maze if they are all
killed. The robots do not mind running into walls or shooting each other occasionally, upping your score in the pro-
cess. Watch out for “Evil Otto” (a happy face gone bad) when he appears in some of the game options to kill off
everything in his path.

There are 12 game options. For example, you can have robots who do not shoot, robots who do shoot, an in-
vincible “Evil Otto,” an “Evil Otto” who can be shot, bonus lives for scoring multiples of 1,000 points, bonus lives at
2,000 points, or no bonus lives at all.

The control is very good, but not quite up to what I would like to see in this game. The fault must rest with the
joysticks themselves. It is quite difficult to reach the corners of the screen. For instance, when your man appears on
the screen and one of the robots is sitting off of his shoulder, he requires a shot between the upper right corner. This
is very difficult with the game’s present joystick control.

This is, however, a nice, playable game, and could add many hours of enjoyment to your video library.

FREEWAY Department: Entertainment
Company: Activision Sugg. Retail: $22.95
Language: Machine Availability: 8
Hardware Requirements: VCS, joystick Disk or Tape: Cartridge
OVERALL RATING B CONTROLLABILITY B+ ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED B DOCUMENTATION A
CREATIVITY c+ CHALLENGE B HOLDS INTEREST? c
GAME DEPTH c- GRAPHICS B+ VALUE FORMONEY  C+

Why does the chicken cross the road? To score points! Freeway is a graphic representation of the old joke, and a
cute one at that. The object of Freeway is to move your chicken across the eight lane highway without getting
squashed, dodging in and out of traffic (four lanes move in opposite directions) and trying to beat the clock.

There are eight different levels of difficulty, chosen from various freeways around the country at particular times
of day. Peak traffic hours, fast cars, and very busy freeways provide the greatest challenge. Game one starts you
crossing Chicago’s Lake Shore Drive at 3 am, and your daredevil chicken can advance to trying to survive Dallas’s
LBJ Freeway at 5 pm. Each game lasts two minutes and sixteen seconds, and you must try to cross as many times as
you can without becoming a road casualty; one point is awarded for each successful trip. Your score flashes at the
top of the screen when only eight seconds are left, warning you to hurry the last one. According to the level of dif-
ficulty you have chosen, your chicken may only bounce back one lane when hit or be thrown all the way back to the
start.

The game is simplicity itself, and seems especially suitable for youngsters. The graphics are well done, but
Freeway’s sound effects are truly outstanding, the roar of traffic complete with honking horns and squealing brakes.
It is a game all ages can enjoy, but I would recommend it for younger or beginning users.
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BERZERK LOCK N CHASE
LOCK AND CHASE Department: Entertainment
Company: Mattel M-Network Sugg. Reta_il: ) $39.00
Language: Assembly AVBI'ablllty:' 3
Hardware Requirements: VCS Disk or Tape: Cartridge
OVERALL RATING B- CONTROLLABILITY C+ ERROR HANDLING N/A
GAME CONCEPT B SKILL INVOLVED C+ DOCUMENTATION B
CREATIVITY C+ CHALLENGE C+ HOLDS INTEREST? B-
GAME DEPTH C GRAPHICS C+ VALUE FOR MONEY C+

Lock and Chase is a “gobble-the-dots” game that is very reminiscent of the arcade favorite that we all know (and
some of us love). The player assumes the role of a thief, and must collect all the gold bars on the maze without gettng
caught by any of the four policemen chasing him. Random treasures appear near the center of the screen that offer
different bonus points. Once the screen is cleared of gold bars, the thief must escape through the disappearing red
door at the top of the maze.

The speed of the game increases with your score. This provides a constant challenge. You earn additional men as
you accumulate points; but there is no option to “take it out on the cops,” meaning that there are no “power pills.”
There are good graphics here, and, as opposed to the other well-known version of this game, the policemen do not
fade. There is also a two-player option that allows the players to alternate turns, each ending when their thief is cap-
tured. The game is enjoyable for the beginner, and a challenge for the hardened gamester.

SPACE CHASE Department: Entertainment
Company: Apollo Sugg. Retail: $31.95
Language: Machine Availability: 4
Hardware Requirements: VCS Disk or Tape: Cartridge
OVERALL RATING D CONTROLLABILITY c ERROR HANDLING N/A
GAME CONCEPT D+ SKILL INVOLVED c DOCUMENTATION c
CREATIVITY D+ CHALLENGE D HOLDS INTEREST? D-
GAME DEPTH F GRAPHICS D VALUE FORMONEY  D-

One, or two players alternating turns, can engage in a Space Chase. You are given one fighter at a time, and
encounter a set of alien craft over the surface of the Moon.

You are equipped with a rocket blaster. After destroying each set of alien fighters a new set appears, moving
slightly faster and in greater numbers. You start out battling four, then reach a maximum of six. There are three
levels of difficulty. Each level increases the speed of overall play and capabilities of the alien craft. Two other
variables include the distance of your rocket’s range, and whether you are fighting in the daylight or the dark.

Basically a simple game without much depth, it can be mastered in a short time. Considering what else is on the
market in this same shoot-’em-up bracket, Space Chase seems both dull and overpriced.
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$19.95
U.S.A.

THE BOOK OF ATARI SOFTWARE is the one book that is |
indispensable to all owners or would-be owners of Atari Computers.

Any computer is only as good as the software programs that run on it. Atari,
long famous for superior arcade games, recently moved into the general
microcomputer market in a very big way.

But what programs are available for Atari Computers? How good are they? How
do they compare to other programs? How much do they cost? Is there anything
special you should know about a package before you invest in it?

Here is your chance to find out quickly, easily, and at little cost!

THE BOOK OF ATARI SOFTWARE is unigue.

To our knowledge, this book is one of a kind: not simply a listing of available
software, it is the only one which offers a comprehensive critical analysis of each
program. No other publication is devoted to providing detailed, impartial con-
sumer reports on software applications for Atari Computers.

THE BOOK OF ATARI SOFTWARE can save you hundreds
of dollars.

Each year the average Atari Computer owner will spend hundreds of dollars pur-
chasing software programs. This book takes the guesswork out of evaluating the
programs that best fill your needs.

THE BOOK OF ATARI SOFTWARE contains reviews by
computer professionals.

Each evaluation is written by an expert in his or her field—business, education,
communications, data base management, and entertainment. They know what
you need in a program; and they are in a position to survey the market and
compare different packages.

Does the program you need exist? What kind of support do software vendors offer
their customer? What utility programs are available? Which is the best word-
processing system? Do any programs help you with your taxes? Are there educa-
tional programs for pre-schoolers, or for learning languages? Is the program
copyable? Which programs will help you manage your business, monitor house-
hold expenses, play the stock market, make financial projections? Which is the
most powerful mailing list program on the market? Which games are exciting to
play, and which are dull?

Find out in THE BOOK OF ATARI SOFTWARE!

THE SFOOK TCOMPANY

A Division of Arrays, Inc.
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