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While the House of Representatives was debat-
ing the fate of the Cruise Missile in Congress, the
House of Sega® was installing 20,000 Zaxxon®
missile bases in arcades across the land.

Zaxxon. Sega’s amazing multi-dimensional
video game that took off like a rocket in 1982. And
captured the hearts of millions of video game
players overnight.

Because Sega isn't just another company enter-
ing the video race today. Sega is a video pioneer.

A quiet giant, that's been providing manufactur-
ing leadership and technological innovation in the
field of coin-operated amusements, for decades.
Now even stronger since its affiliation with Para-
mount Pictures.

An affiliation that's brought results that are
every bit as incredible as the popularity of video
games. i

LAST YEAR OUR GAMES TOOK IN MORE

THAN *500,000,000. A QUARTER AT A TIME.
During the past 18 months Sega introduced

Turbo} one of the most graphically outstanding

car race games ever created.

Frogger,“the cartoon frog game that accounted
for close to 1 billion quarters during the year.

And Zaxxon, the #1 arcade game in America dur-
ing the previous summer. Now entering Stage 2
with Super Zaxxon in 1983.

Three games that achieved an extraordinary
level of technological achievement. And financial
success.

But for Sega these successes are just the begin-
ning. During the next year we plan to capitalize
on our new 3-D graphics, our Voice Simulator, and
our experimental Inter-Active Laser Disc (recently
demonstrated by Sega in Chicago and Japan) by
introducing one new block-
buster after another.

And by introducing new
technology that will help
keep the world of video
games in its dominant posi-
tion as America's biggest
grossing form of paid
entertainment.

Sega. o
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HOW TO OUTRUN THE MARATH(
AND ACCOMPLISH THE IMPOSS




N MAN, DEFEND THE ENTERPRISE
IBLE WITHOUT LEAVING HOME.

PARAMOUNT MOVIES THAT HAVE BECOME
HOUSEHOLD NAMES SOON WILL BECOME
HOUSEHOLD GAMES.

As a company that's affiliated with Paramount
Pictures, you'd expect Sega to enter the home
video games market with some video games based
on movies.

What you wouldn't expect, is for Sega to start
out with 9.

But today, there’s nothing hotter than home
video games based on arcade games and movies.
And in movies, there’s nothing hotter than Para-
mount Pictures.

Paramount Pictures that give us video games
based on box office favorites like Marathon Man
Airplane; Friday the 13th* and Mission Impossible®

Video games based on classic space films like
Star Trek; War of the Worlds and Buck Rogers.

As well as video games based on new and recent
movies like 48 Hours*and Dragonslayer™

Video games with a built-in following of movie
lovers all over the country. Most of them 8 to 21.
But that's just the beginning.

YOU DON'T GET TO BE THE LEADER IN VIDEO
GAMES BY SITTING ON YOUR SOFTWARE.

At Sega we won't be resting on our laurels.

WeTe committed to a research and development
program that's second to none. A program that
will ensure the continuance of Sega technological
breakthroughs like our 3-D Graphics Voice Simu-
lator and Color Beam”

We're committed to a program of market devel-
opment and research that will enable Sega’s home
video games to continue to anticipate the market.

And were committed to a program of intro-
ducing one new blockbuster after another. So that
the biggest Sega games in arcades, the biggest
Paramount movies in the theatres, and some of
the biggest name properties and personalities, will
constantly become Sega video game hits at home.

Because we know that as great as our new
Marathon Man is, we can't expect him to keep
running forever.




SOON TO BE PLAYING ON A
HOME VIDEO SCREEN NEAR YOU.

The first 15 home video games from the arcade experts at Sega.

TACSCAN

STARTRGK.IL

IN SEARCH
OF SPOCK

MISSION:
HPOSSIBLE

AT BOOTH 425

©1983 Sega Enterprises, Inc. All rights reserved. Printed in U.S.A.
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jg‘Asm It all began thirty years ago, MG small Amer-
ican company named Sega decided to import

U.S. amusement games into Japan. The Japanese reaction, “domo arigato.”
Then in the late ‘60’s when U.S. manufacturers couldn’t satisfy the voracious
Japanese appetite for new games, Sega decided to do it themselves. Utilizing
the latest electro-optical and electro-mechanical technology, Sega
introduced games like “Periscope” “and “Grand Prix. '“ The world’s reaction
""domo arigato.’
And Sega responded by designing games with the latest solid state video
electronics. The latest microprocessing technology. Games that helped make
the amusement game business a major force in the entertainment industry.
And as the amusement game industry grew, so did Sega’s position as an
industry leader. A pioneer in technical research and development, creative
design, manufacturing and marketing of computer-based amusement
games. In 1970, they became part of the Gulf & Western Industries, and their
affiliation with Paramount Pictures afforded them an even greater entry
into the world of entertainment
Arcade games like “Frogger, ' “Turbo '“ and “Zaxxon '“became classics. Soon
the home versions were appearing on the “top ten” lists all over the country.
It was time for Sega to come home
In 1982, Sega entered the home video software arena and began to design,
manufacture and distribute video games compatible to the Atari2600"
Following in their tradition as leaders in the industry, Sega now announces
its “ALL SYSTEMS GO.” Sega home games will be available for every major
video game and computer system in the marketplace today. Enabling even
more customers to share their expertise in game development and under-
stand why Sega will always be...the Arcade Experts.
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I.AND THE ENTERPRISE IN EVERY HOME IN AMERICA.”

ega is about to embark on one

of the greatest missions in the his-
tory of science fiction adventure.
The launching of the Star Trek™" Strategic
Operation Simulator home video game.

A game that will give players control of the
awesome powers of the Starship Enterprise.
Warp Drive, Impulse Power, Photon Torpe-
does and Phasers. Weapons they’ll need to
combat the Federation’s deadliest enemies,
the dreaded Klingons.

An entire generation of people have wished
they could command the legen-
dary Starship Enterprise, and Byl
now they’ll have their chance.
But we're warning you right
_now, if the Klingons have their
“way you’re in for a lot more
than just fun and games. You’re
in it for your very existence.

AND EXPERIENCE THE VIDEO GAME
OF THE 25TH CENTURY.

nlike the fictitious Buck Rogers™’, the people at
{ Sega have no intention of waking up at some
point in the future only to discover they’re behind
the times.
On the contrary, The Arcade Experts at Sega are
out there right now, pioneering the new frontiers in video
games. And this time it’s with Buck Rogers Planet of Zoom.
In Planet of Zoom, the player is Buck Rogers. And the video

n screen, the player’s cockpit window to excite-
ment. Through enemy infested surface channels
and Smasher tunnels. Around life threatening
city spires. Against an endless array of bizarre
& alien ships. The player is pilot. And the pilot is
M the only one who can terminate the evil enemy
Source Ship. Buck Rogers Planet of Zoom. Sega has seen the
future in video games. And they’re bringing it to you today.

-

**TM designates trademark of Paramount Pictures Corporation.
“TM designates trademark of The Dille Family Trust.



INTRODUCING THE

TOP BANANA

IN VIDEO GAME MONKEY BUSINESS

here they go again. Those ominous jungle drums warning
of the dungers that lie ahead. Treacherous cliffs to climb.
Deadly scorpions. Poisonous reptiles. Herds of chqrgmg

Rhinos. How many times you’ve wanted to turn back. But you‘ve §
come too far to turn back now. You’re in this game to capture the
mischievous jungle gorilla, CONGO BONGO ™1 L)
Video game cartoon adventures. They outperform all -
other video games because they deliver more of what

adventure of them all, CONGO BONGO.
A new home video game guaranteed to
drive you bananas with fun.

EARTH SHAKING

EXCITEMENT IS TUNNELING ITS WAY INTO
YOUR HOME

ep beneath the surface of the Planet
Vector, a core capsule is on a desperate

” mission to tunnel its way to the cratered
surface and destroy the enemy nuclear bases.

Sega’s new Thunderground™? explodes on the screen
with action as deadly enemy tanks relentlessly
pursue player’s core capsules through a maze of
underground tunnels.

For players, making the right moves and makmg
them fast is a must if they’'re to
succeed in destroying all the enemy
bases. For Sega, making the right
moves seems to be a habit as they
introduce another action-packed
adventure game for home video
systems.

Copyright ©1983 SEGA ENTERPRISES, INC.
/ 1TM designates a trademark of Sega Enterprises, Inc.




INTERPLANETARY WAR

RAGES ON! CATCH ALL THE ACTION ON YOUR
TELEVISION SCREEN TONIGHT.

> % treaking across the galaxy at Mach 24, the five star fighters of
j the U.S. Bravo Squadron have been confronted by a deadly
superfleet from the ghastly planet of Ahm.

~ The glare of laser cannons illuminate the darkness of space as
wé wave after wave of the laser-firing Ahmins charge the brave
young fighters. The action is fast and furious. And only lightning reflexes
and 300 round per minute firing capacity of the squadron’s cannons are
keeping the Ahmins from taking over the universe.
The game is TAC-SCAN™! One of the major success

s zm stories in video arcades, destined to
be an even bigger success in home
video. TAC-SCAN is the first home
video game to allow you to deploy
ships from a reserve fleet, choose
your squadron size and command
multiple ships. It's available now,
from the Arcade Experts at Sega.

1TM designates a trademark of Sega Enterprises, Inc.

IN SEGA’S WORLD OF HOME VIDEO, IT’'S

“ALL SYSTEMS GO!”

Becoming a leader in computer-based video games wasn’t a matter of luck
with Sega. It was a matter of giving people what they wanted. And in the
arena of home video games we plan to continue this policy. And if people
want Sega games that will fit their systems, then that’s what we’ll give
them. Segu home video games for virtually every home video computer
system in use. That includes the Atari 2600" and 5200" video game systems,
the Intellivision®’systems, the Atari’400; 800" and 1200" home computers, the
VIC-20"computer and the Texas ‘ e
Instruments 99/4A computer. ATARI 2600
And, to help people select the
correct game cartridge for their
system, Sega is introducing the ATARI 400/800/1200
Sega Color Coding Key. A pack - ‘

aging concept that will make vic 20

choosing the correct cartridge

FGRI.I&W’ WD{ETEM INSTRI UM NTS T1-99/4) mmwn ER

‘ ATARI 5200

A : TEXAS
fast and simple. Another first INSTRUMENTS
from the Arcade Experts 99/4A

at Sega.

INTELLIVISION

ATARI and 2600 are trademarks of Atari, Inc. ATARI and 5200 are trademarks of Atari, Inc. ATARI and 400, 800, and 1200XL are trademarks of Atari, Inc.
VIC-20 is a trademark of Commodore Electronics, Ltd. Intellivision is a trademark of Mattel, Inc.




SPACE WARS

THE VIDEO BONANZA
STAR TREK

eprinted with permission
and courtesy of
VIDIOT MAGAZINE.
Copyright © 1983 - ‘ ‘
CREEM MAGAZINE INC. ‘ . c,

DICK CLARK’S ROCK TV ~ BE AN MTV VJ! \\\Qé‘




Little in life could ever be so predictable as the inevitable
arrival of the Star Trek videogame. It was only a matter of time
that the two forms met formally, shook hands, and put us all in
Captain James T. Kirk's driver's seaf.

After all these years, it's both an honor and a challenge to be

asked fo fill those boots. , ;
The big surprise is that none of the famous tfelevision charac-

ters appear on the screen of Sega’'s difficult and sophisticated

_game. No Kirk (We're supposed to be Kirk). No Scotty. No
Uhuta o Sulu, or D Meloy o pointyeared Me
Spock. No dapper costumes. No ‘beam me up.. Not even a
Khan or a Tribble.

Star Trek is remarkably free of cute or multi-layered graphic
composition: concentrated effort has been put into the design of
game action ifself, not in giving the player a visual show.

The U.S.S. Enterprise looks like a dime-sized dogtag floating
__in screen space, encountering Klingons of various colors and
power. Once every sector, the screen s cleared to admit the
deadly distributor of space mines, the Nomad. Mission: Destroy
Nomad while avoiding Klingons and purple Anti-Matter
Saucers. '~ , '

Attempts fo involve the player as the character stretch beyond
the lack of any face on screen. The game is clearly designated as
a Strategic Operations Simulator, not a fantasy story enactment.
The idea is that the player, as a would-be Kirk or Kirkian suc-
__cessor, must train himself in fthe fighting operation of the U.S.S.

Enterprise. ’ ,

Nothing so trivial as 'points’ are accumulated; the trainee
earns -Strategy Training Units (STU's) for his victorious
endeavors. _ . . '

Welcome aboard, Captain, Mt
simulated voice welcomes us into every fraining session. At the
drop of the quarter, the theme song also blares forth triumph-
antly, . .

_The video screen is divided info three separate parts. lhe
smallest rectangle, upper left, keeps inventory of the available
shields, photons, warp time, and STU's accumulated {for one or
two players). When all these weapons are deplefed, the
simulation is complete—the game ends.

Spde’s electronically

Unlike most mere games, Star Trek captain trainees have only
one ship to operate. When you lose the Enterprise, you hang up

| the controls. The series is canceled, so fo speak.

Because shields automatically protect the Enterprise unfil they
are depleted, some misunderstand the game and believe that
two-person play is impossible. Not so. Play (excuse me, train-
ing) proceeds by sectors. When the Klingons or Nomad in one
sector have been eliminated, training resumes for the second in
command. .

Secior 1.1 has three Klingons and one Starbase, each
introduced in large scale before shrunk down tfo pinhead size for

fighting. The batllefield in space takes place in the upper right

third square of the screen, an overview of the Enterprise and
everything around if. Most frainees observe this part of the

_screen during battle simulation, unlike Stargate and other multi-

control games in which the specific partial view gets the most
affenfion.

The lower half of the screen provides a subjective viewpoint,
looking out the Captain's window on the war. Distant stars pass
by with every thrust of the ship. Klingons and Saucers come info
distant view and loom large as they are approached. The Star-
base, for docking, refueling, and repairs, welcomes the player
aboard. ~ ~

Although the graphics on the lower window screen are the
best in the game, few can fight successfully by paying close
attention to it. For one thing, vou can't see what kinds of Kling-
ons are readying to attack from the rear.

But learning fo use the bottom screen for accurate aim, and fo

_quickly dodge Klingon phaser fire, is a must. Double vision or

acute peripheral ability comes in handy.

Sectors 1.2, 1.3 1.4 15 and 1.6 increase the numbers and
kinds of Klingons attacking the Enterprise and tne Starbase
docking stations. Sector 2.1 is the trainee’s first encounter with
the Nomad, a white speck which moves in a jagged fashion

across space, leaving blue explosive flyspeck mines behind him.
Shooting the Nomad without setting off a chain reaction of

mines, which would in furn destroy the Enterprise if it fires from
within close range, earns the trainee 30,000 STU's, and Sector

2.2 begins. Every new Secior is an encounfer with a Nomad.

The player has four shields to begin. As Klingon fire scores
against the Enterprise, the shields automatically engage until
they are depleted. When all shields go, any hit incurs damage
and getting fo a Starbase is imperative. After shields go, then
the powerful exploding photon bombs are depleted, and finally
évcrp power is used up. When supplies are gone, the Enterprise

ies. ~
Starbases increase in number with the Sectors, and docking
adds to all supplies as well as allowing the Enterprise wounds to
be patched. 'Damage repaired, sir,” Sulu's voice informs us.

_(Note: a representative from Sega swears the voice is Scofty, but

it sounds like the wrong accent to me. | think it's Sulu talking.)

- T . . . ~ . e




Dockmg may be a priority when supplies are smkmg buf it
might be advantageous to kill the Klingons and get through
some Secfors without using the priviledge. For every Starbase
still standing unused at the completion of a Sector decimal, 1000
STU's times the number of the round are added to the score.
Only 250 STU's times the number are added for used Starbases
and no bonus is awarded when Red Klingons have totally
destroyed it by repeated fire. In other words, every Starbase
standing unused in Sector 1.3 (or round three) adds 3000 points
to the score, versus 750 for three used Starbases. Secior ) D
countsas round B

Depending upon how your Simulator is rigged, bonus shields,

photons, and warp time are added every 10,000 to 40,000

STU's. Average machines offer them at 30,000
Although the s’roroge inventory part of the screen only shows

up fo 4 shields, a total of 255 can be won. If anyone out ‘rhere

manages to do this, however, he's probably a Venusian.
_ So, you may be asking, what's the dvfﬁcuhye You shoof the
Klingons and bomb the Nomads, righte

Wrong. The playing board for Star Trek involves at least two

hands, four fingers, and the aforementioned dual vision to oper-

ate successfully. For the left hand, a smooth spinning knob con-

trols the direction of the Enterprise. It takes several turns (or
whizzed spins) of the knob to make the ship maneuver in a 360

degree motion. On the right, an index finger button controls
thrust, a middle or third finger button operates phaser fire. A

little lower near the thumb, a photon bomb button waits for
orders, and in the middle up for grabs is the warp mechanism
button, which jets the Enterprise at a speed only deadly White
Klingons can begm to approach.

It takes more than one training session to get the feel of the ,
_insfruments af your disposal A practiced pkzyer runs his hands

‘over the instrument panel [:ke Liberace playing "'Humoresque.”
It's a sight to see. '
The first Sectors are slow enough to allow you some time at

bat. Red Klingons tend to ignore the Enterprise and attack

Starbases. They are easier fo kill from the rear. Purple Klingons
come affer the ship, sometimes from the rear. The Enterprise can

only fire in a forward direction, whether shooting phaser fire or

aiming longer distance photon bombs out to massacre any
particluar cluster of Klingons. ’

Purple Klingons turn white dffer too much time is spent in 00

one Sector. They roll around in space, attack suicidally foward
the En‘rerprzse and are real nasty in groups. If one hits you, you

lose two s‘melds They mean trouble, and unless you are facing

them, they Il ram you mercilessly. The best defense is to warp to
a safe distance, turn and fire a Photon, and without waiﬁng for
detonation, spin out and away.
Actudlly, that tactic is useful fhroughouf The game. Worp is
one of the most useful tools in the game for positioning the ship
_to good advantage, even though it's hard to reach at first and
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means removing your finger from the fire button. Get used o
using Warp, and you ll last much {onger ‘
During Nomad rounds, steer clear of the mines, lookmg for

| wider pastures in space. Timing isn't as important; sometimes

waiting pays off. The mines tend to explode after a time because
of the pressure of no oxygen in oufer space. The chain reaction,
if conveniently at a distance, gives more maneuvering time and

lets you wait until the Nomad zigs your way for a clean shot at

it. But, it's best to obliterate it as soon as possible. That's the
mission, after all. No STU's are awarded for the destruction of

_mines.

The Anfi-Matter Saucer is a purple diamond which appears at
random, moving through space in a confusing manner. It takes a
photon fo destroy, but if it attaches to the Enterprise, it drains all

| the warp out of it. Smashing it with a well placed photon earns
15000 STU's.

Every Klingon, regordless ol color, dies to earn you SIUs,
increasing by 25 per round. Most games start giving 100 STU's
pet Klingon in round one.

Because STU's don't mean more ships, only shields, many
players prefer to concentrate on docking on the Starbases for the

 replenishment of shields. But earning as many STU's as possible

also adds to the length of the game. li's up to you to decide
when it may be better to dock or to hope a round ends wnh an
unused, more valuable Starbase.

Dodging with ease of maneuverabil lity is really the name of
the game in video Star Trek. Once you 've mastered the mm and
avoid capabilities that the bottom screen gives you, you'll find
the simulation exercise to be an invigorating experience.

Sega’'s even taken care to duplicate the sounds of the phasers,
the photons, and the warp, so that your turn as Cop’rom is as.
authentic as possible. =

Welcome aboard, Captain. As thousands attest, Star Trekisa
way of life, and Sega's wdeo game is an exfensmn of that
phenomenon. gm '




STARDATE 1983:

“OUR MISSION,
TO LAND THE
ENTERPRISE
IN EVERY HOME

IN AMERICA”

Sega is about to embark on one of the greatest
missions in the history of science fiction adventure.
The launching of the Star Trek™" Strategic Operation
Simulator home video game. A mission where the
word fail simply does not compute.

Our targets include the over 54 mllllon Star Trek
Movie viewers. The countless million
who've supported
the teleVISlon e
series for
nearly two .
decades. And
every earthling willing to
take on the challenge of one of the
most exciting video games ever designed.

Our weapons for the mission: close to a billion -
television commercial, radio
commercial and magazine -
advertising impressions
designed to reach all potential
targets; an on-going merchan-
dising campaign featuring wide-
spread media tie-ins and
giveaways; but most important,
the Sega game itself. A game
that pits the Enterprise in a
fierce battle against the Federa-
tion's deadliest enemies, the
dreaded Klingons. A game

s - where tactical use of the Enter-
prise’s Warp Drive, Impulse Power, Photon Tor-
pedoes and Phasers is the player’s only chance of
survival. And a game guaranteed to carry the Star
Trek success story into new frontiers.

Star Trek, coming home
where it belongs. And this time, Scm
Sega is going to keep it there.
THE ARCADE EXPERTS

AVAILABLE FOR THE ATARI® 2600™ AND 5200™ GAME
SYSTEMS. THE ATARI® 400™, 800™ and 1200XL™ HOME
COMPUTERS. THE COMMODORE VIC-20™ HOME COMPUTER,
THE TI-99/4A HOME COMPUTER AND THE INTELLIVISION®

OR THE INTELLIVISION® II MASTER COMPONENT.

*TM designates trademark of Paramount Pictures Corporation. Copyright © 1983 SEGA ENTERPRISES, INC.
ATARI and 2600 are trademarks of Atari, Inc. ATARI and 5200 are trademarks of Atari, Inc.

ATARI and 400, 800, and 1200XL are trademarks of Atari, Inc.

VIC-20 is a trademark of Commodore Electronics, Ltd. Intellivision is a trademark of Mattel, Inc.
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ZOOM AHEAD 400 YEARS AND EXPERIENCE

THE VIDEO GAME OF THE 25TH CENTURY.
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: l TITLE

’ TAC-SCAN™"

: l THUNDERGROUND""

ISTAR TREK™ "

l BUCK ROGERS™" .

EONGO BONGO™"

tTM designates a trademark of Sega Enterprises, Inc.
*TM designates trademark of The Dille Family Trust.
**TM designates trademark of Paramount Pictures Corporation.
Copyright © 1983 SEGA ENTERPRISES, INC.
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