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over 1200 exhibitors showing off their
wares, one of the most frequently over-
heard comments at CES was “Did you
see what Atari is showing?”

Well, we can’t take you all with us to
the show (hmm...a trip to CES would
make a great contest prize. Have to
look into that one). However, we can
show you all the amazing new products
Atari was displaying.

If you've enjoyed your Atari system so
far, just wait till you get your hands on

I
Just
flewin
from Chicago
...and boy, are my
arms tired! (Sorry; |
couldn’t resist.)
But seriously, folks, | did
just get back from the Summer
Consumer Electronics Show in Chicago,
and | was amazed at the things | saw
there. The phrase “consumer electronics”
covers a wide range — everything from
computers and robots to televisions,
stereos, and pocket calculators, with
electric typewriters, cordless telephones,
and wristwatches thrown in for good
measure. And the major manufacturers
of all these products have booths at CES,
where they display their latest creations to
buyers from retail stores and to the press.
CES is one of the best parts of being
editor— | get to see what everybody'’s
doing, listen to the latest digital audio
equipment, ogle the projection screen
television systems I'd like to have taking
up half my living room, and of course,
play lots of video games. And even with




some of the games coming in the next
few months. Pole Position will certainly
have you hanging on to your joystick for
dear life as you come screeching around
each curve. And if you think you've seen
the Atari VVCS do all that it's capable

of, wait till you see what they've done
with Joust. There was plenty of action in
the Atari home computer displays too, with
four brand new models being introduced,
plus a light pen and some tremendous
new software. ..

..but why listen to me babble on when you

can see it all for yourself in our special in-
depth CES report, starting on page 10.

Enjoy the issue —and don’t forget to
enter the “Send Us Your Face Contest”
(page 28). I'm looking forward to see-
ing what you all look like!




New Cartridge Report

For Atari
2600




A WORLD LIGHT-YEARS BEYOND
YOUR IMAGINATION...

. nes
\d of ancient P> Vme)\(nﬂs
Enter @ wor i jdeous .
inhum ofevit dventu
and inhu ful PrinC Wit nding movie 2
d a beaut rois the astou

n 4 descriptio s RULL P

beyOﬂ rer t t msplre -

THE GAME
THAT TAKES
YOU THERE!

ATARI KRULL
ARRIVES
IN SEPTEMBER —

ORDER NOW FOR
FASTEST DELIVERY!

Club member price: just $26.95

’ - SrLress

: e {eachEd the ;r;?\r!gaﬂ
o ;

w hurl YOU' = nenit's

el e CALL
e o TOLL FREE
1-800-538-8543

(CA residents call 1-800-672-1404) or use the enclosed Order Form




MEMBER |

SwordQuest EarthWorld Prize Claimed by Atari Club Member Steven Bell

On May 2, seven SwordQuest
EarthWorld finalists met at Atari
headquarters in Sunnyvale, California.
They were seated before seven VCS
units, each containing a specially pro-
grammed championship version of
EarthWorld. Their challenge —be
the first to reach the twelfth and final
level of the game. The winner's prize
—a solid gold Talisman valued at
$25,000, studded with emeralds, diamonds, and other pre-
cious stones.

The contestants were given 90 minutes to complete the
competition— when time elapsed, the player who had pro-
gressed furthest through their video adventure
would be declared the winner. Many of the
spectators thought no one could possibly
make it through all the levels in the time
allowed. But amazing everyone, just 46
minutes into the contest, Atari Club member
Steven Bell of St. Clair, Michigan leaned back
in his chair and smiled. He had finished the
game — the Talisman was hisl

Steven faced some formidable opponents in
his quest for the gold. The other finalists included two fresh-
men from the University of New Orleans, a California house-
wife, a U.S. Coast Guard lieutenant, and the youngest finalist
a 16-year-old high school student from South Carolina. As the
competition got underway, though, his primary opponent
seemed to be Matthew Balasa, a 21-year-old chemistry
major from North Central Michigan University.

The finals started with a racing-style call,
“Gentlemen, start your joysticks,”

and Matthew pulled ahead of the pack with an early lead.
But the first player to reach the fifth level was Steven Bell.

His lead did not go unchallenged. Steven Dousse, one of
the New Orleans freshmen, caught up while most of the
players were stalled at level 4. For the next ten minutes the
lead changed hands between Bell and Dousse, but by the
ninth level, Bell had established what seemed like a comfort-
able lead. Dousse made another valiant come-from-behind
rush, but it was Bell who solved the riddle of level 10 and
moved within one level of victory. Nine and one-half painstaking
minutes later, a contest judge declared Bell the winner as he
conquered the final level.

“I really thought it would be easier,” Bell said. The 20-year-
old champion said his winning strategy was to “take it easy,
because you can make big mistakes if you try to go too
fast.” He first read about the competition in Atari Age
magazine and decided to enter because he loves to
play adventure games.

Now he awaits the finals in 1984, where he
will meet the winners of SwordQuest Fire-

World, WaterWorld and AirWorld

in head-to-head competition AM
for the Grand Prize, a _

jewel-encrusted
sword valued
at $50,000. o




ATARI VIDEO ADVENTURE
NOW AT _
MARRIOTT'S GREAT AMERICA

Visitors to Marriott's Great America theme park in Santa
Clara, California now have a memorable computer experi-
ence awaiting them, thanks to Atari.

Atari launched its three-phase attraction at the park in
1982, featuring an arcade with all the latest coin video
releases and a store with every Atari game and accessory.
Now the final phase of the Atari center at Great America
has opened, and it is a real treat —a computer-interactive
stimulation for the eyes, the ears, and the mind.

As visitors enter the Atari Video Adventure, they experi-
ence a “video kaleidoscope” —a carefully orchestrated mon-
tage of sound and images demonstrating the role of the.
computer in human life. The announcer’'s voice fills the
room —"Today, we play atthe speed of thought —discover
magical kingdoms —test our powers over time and space.
Our play becomes our work, and
our work becomes play.”

From here we progress to Com-
puter Painting, where visitors get
hands-on experience creating mind-
boggling computer artwork with very
simple controls.

Intriguing sounds beckon us on
from around the corner and we fol-
low them to enter a Tone Tunnel.

Rows of pillars line the tunnel. Each

one you touch creates a different

musical sound. With dozens of

people walking through this envi-

ronment, touching pillars and cre-

ating different tones, you might expect the result would be
nothing but noise. But amazingly enough, this ingeniously
designed tunnel produces captivating music out of whatever
combination the many hands at the controls produce.

The final attraction is a truly eye-opening extravaganza of
color and movement. Visitors stand before a wall-size screen
and discover themselves on the wall —not as they ordinarily
are, but as the computer recreates them. TV cameras take
in a roomful of people at a glance, and feed the image to a
computer which adds color, extends movement, distorts
reality, and by doing so, creates a series of stunning com-
puter graphic effects —and you are part of this creation!

This dramatic demonstration of the computer's potential
to create extraordinary sights and sounds will long be
remembered by anyone lucky enough to visit the Atari
Video Adventure at Great America.
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ES Report

S

CES —the Consumer Electronics
Show. As little as five years ago, the
spotlight at this twice-a-year exhibition
was on the latest in stereos and color
televisions. Today, these items still have
their place, but the focus has shifted
dramatically to the computer world.
The talk of the show is hardware and
software, bytes and disk drives, video
games and home computer applications.
And leading the industry at Summer
CES in June was Atari, with two people-
packed exhibits and literally dozens of
astounding announcements. On these
two pages, we've tried to capture a
taste of the Atari excitement unveiled
at CES.



COMING
ATTRACTI

Atari introduced an incredible 28 new games for the 2600 and 5200 systems
at Summer CES, including adaptations of several hot arcade hits. Some of these
are already available in this issue of Atari Age, including Pole Position and
Battlezone. Here’s a glimpse at some of the other arcade titles on their
way to your home in the months ahead.

Atari 2600
screen shown

s MOON
PATROL

Atari 2600
screen shown

Also coming for
the Atari 5200:

XEVIOUS  TEMPEST
ROBOTRON: 2084 "

Atari 5200
screen shown



Atari took a bold step forward in its
home computer line by introducing four
new home computers at the Consumer
Electronics Show. They range from the
600XL, with price and features which

make it very attractive for beginning
computer users, to the very sophisticated
1450XL, which comes complete with 64K
memory and a built-in disk drive, direct
connect modem, and speech synthesizer!
An extremely important consideration
in developing these new computers
was full system compatibility. This means
that the full range of programs and
peripherals will work with all four new
models, and with the 400, 800, and
1200XL models already in distribution.
Not only does this ensure a tremendous
variety of software availability, it also
allows users to trade up in the futureto
a more advanced basic computer, with-
out sacrificing the investment they've
made in Atari hardware and software.

Here are the new models in a nutshell:
600XL:
® 16K RAM (expandable to 64K)
e Full-stroke keyboard
 Built-in ATARI BASIC programming
language
® 256 colors, 5 text modes, 11
graphic modes, and 4 sound voices
® HELP key and self-test diagnostics
800XL includes all features of 600XEplus:
® 64K RAM
¢ TV and monitor outputs
1400XL includes all features of the
800XL plus:
® 4 programmable function keys
® Built-in modem
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LIGHT PEN AND
DRAWING
TABLET MAKE
COMPUTER
ART FAST

AND FUN

Atariis making it easier for
all of us to explore the eye-
popping world of computer
graphics. At CES, the com-
pany introduced reasonably
priced versions of two de-
vices which have tradition-
ally been available only as
expensive tools used mostly
by professional graphic art-
ists —the Light Pen and the
Touch Tablet controller.

The Light Pen, designed
and developed for Atari by
Steve Gibson, allows the
user to interact with the
computer by simply pointing
the pen at the TV screen.
This capability can be used
in programs to allow users
to make selections directly
from the screen, without
ever touching a computer

&

key. But probably the most
exciting use of the Light
Pen is in creating computer
graphics.

As demonstrated to ad-
miring crowds at CES, the
Light Pen can

be used to

“draw” directly on the TV
screen. Lines and colors ap-
pear instantly on the screen,
and the pictures created can
be changed over and over
again, then saved with cas-
sette recorder or

disk drive

for future enjoyment or in-
corporation in a program.

The Touch Tablet also has
dual use as a program input
device or a graphics tool. The
operator merely puts the sty-
lus (supplied with the tablet)
or a finger on the tablet’s
flat4Y2 by 6 inch active area,
and draws designs and im-
ages which are displayed
on the TV screen. There are
three pushbutton switches,
two on the tablet and one
on the stylus which can be
used as fire buttons or for
menu selection input, start/
stop line drawing, or other
programmable functions.

Cartridge-based graphics
software will be packed with
the Touch Tablet. Among
the features of this software
will be over 150 colors and
patterns, selectable brush
widths, and an easy-to-use
menu system for making
program choices.
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ATARI PRO-LINE CONTROLLERS SEND SCORES SOARING!

ATARI 2600
SPACE AGE
JOYSTICK

» Unique pistol grip contour

» Quick, reliable self- -
centering stick action

e Fast-action trigger-style
fire button

e Perfect for left- or right-
handed players

SPACE AGE JOYSTICK
(single) Item Code A73
Club Member Price:
$14.95 ea

BUY A PAIR

AND SAVE!

SPACE AGE JOYSTICK
(pair) Iitem Code A74
Club Member Price:

$26.95

2600 PRO-LINE
JOYSTICK

» “Human-engineered”
design fits the shape of
your hands

e Incredibly responsive joy-
stick control

o Slim shape virtually elimi-
nates tired hands

 Two fire-buttons for easy
play by left- or right-
handers

PRO-LINE JOYSTICK
(single) item Code A75
Club Member Price:
$19.95 ea

BUY A PAIR

AND SAVE!

PRO-LINE JOYSTICK
(pair) item Code A76
Club Member Price:

$35.95




There’s nothing like sitting in the sun on a warm
summer afternoon, a glass of lemonade in one
hand and a joystick for a paperweight, reading
through boxes and boxes of mail from our
legion of loyal Cub Reporters. Here's the
latest, literally red-hot contributions. If you'd
like to add your own distinctive dash of

ASIX-PAC
OF PAC-MAN JOKES

What is Pac-Man'’s favorite TV show?
The Pacs of Life

What is Pac-Man'’s favorite movie?
The Hunchpac of Notre Dame
from Barry J. Finck
Harrisburg, PA
What is the Ghosts' least favorite
music?
The blues
What's Pac-Man'’s favorite

restaurant?
Pac-Donalds

What's Pac-Man's favorite candy?
Tic-Pacs

Where do the Ghosts go on vacation?
To the Pokey-nose

from John Janda
Bridgeport, CT

from David Dawson
Tulsa, OK

creativity, the address is Atari Age, Your

Turn Dept., 1700 Walnut Street, Phil-

adelphia, PA 19103. A free game

cartridge goes to the contributor
of each item we print.

from Robert E. Steiner

NOT MY DAY Alta Loma, CA

| played my Atari but it wasn't my day,
The ghosts in my Pac-Man all got
away.

My soccer players kept losing the ball,
And in Breakout | just couldn’t break
through the wall.

The Space Invaders landed their force,
The Asteroids blew up my ships of
course.

| couldn’t break a code no matter how
hard | tried,

My Combat team just up and died.

Well I've finally had it, | lost my last fight,
So I'm putting my Atari away for the
night,

Tomorrow will bring a brand new day,

I just know that I'll win every game

that | play.

from Sean Dover
San Pedro, CA




DEFENDER

One of the most popular games
ever released for the Atari 2600 sys-
tem is the award-winning Defender.
Dozens of members have sent us ter-
rific tips and tactics for high-scoring
play, and we’ve chosen the best of
them for this Master Strategy Guide.
We’re even revealing, for the first time
anywhere, the key to unlocking the
“secret message” of Defender.

You'll find a Master Strategy Guide
for a different Atari game cartridge in
each future issue of Atari Age, so
send us your best gameplaying
pointers —the address is The Atari
Club, Master Strategy Guide Depart-
ment, 1700 Walnut Street, Philadel-
phia, PA 19103. As always, there’s a
free Atari game cartridge for each
contribution we publish.

“Playing Possum”
Baffles Baiters

If a baiter is above you and
your spaceship is station-
ary, the baiter will land on
top of your ship without de-
stroying you. This trick can
help if the baiter is “on your
tail.”

Thomas Greenberg

Rockville Centre, NY

Fire Control
Your laser can be “guided”
afterit s fired by moving the
joystick up and down. | use
this method to destroy
baiters.
David Lui
Middlebury, CT

What Happened to
Hyperspace!

For some reason, you
cannot enter hyper-
space while carryinga
humanoid. | lost many
ships finding this out.
Jeff R. Wood

lone, CA

When the Chips are

-

EDITOR'S:NOTE: B
sure to eliminate an
landers before you tr
this—otherwise the
will snatch all your re
maining humanoid
while you're away.
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Mutation Information

On fast waves, if a land-
erkidnaps a humanoid
atthevery edges ofthe
scanner, let him mu-
tate. He'd probably be
mutated already by the
time you got there
anyway.
Romeo Casiple
Houston, TX

Pod Position

Players should shoot
pods from the right
part of the screen
(shooting toward the
left), because most of
the time the swarmers
will not appear as close
to the player as when
the pod is shot from
the left side (shooting
toward the right).
Stanford Linn
Greensboro, NC

More Right Advice

When you're in the
hard waves, keep your
ship on the right side
of the screen. When
you're on the right,
swarmers, mutants,
and baiters can’t sneak
up behind you. When
you're on the left, they
can.
Alex Northington
Hampton, VA

The More the Merrier

If at all possible try not
to take on a baiter or a
swarmer withoutaland-
er nearby. If you don’t
have a lander nearby
(within sight on the
screen), then the bait-
ers and swarmers both
move very fast—faster
than if they were with
a lander.

Thomas Campbell
Walton, KY

The Secret Revealed!

I found “BP” in Defend-
erand know how to get
it regularly. What you
doisin wave 25, catch
ahumanoid and hover
at about the height
where a ship appears
when you either finish
a wave or get destroy-
ed. Move the ship up
and down to find the
correct spot. When
you find the spot, all
the aliens will turn to
B
Todd Connor
No. Oxford, MA

EDITOR'S NOTE:The
height you need to hit
is actually the 25th line
of vertical resolution
from the bottom —an-
other example of the
programmer using his
lucky number 25. Don't
worry too much about
hitting the proper
height exactly, though
—you can fly up and
down until you find it.







The #1 arcade hit in America is ready to roar into
your living room —POLE POSITION!

You'll feel like you're behind the wheel of a
powerful Formula One race car in Grand Prix compe-
tition. Engine droning louder as you shift gears on
the straightaway .. .tires screeching as you hug the
corner on a hairpin turn...your speed hitting the
200 mph mark as you push that car foraH it's vvorth to
complete the lap and win '
extended play.

Nothing can touch the
hard-driving excitement of
POLE POSITION—the
MOost popular racing game
In history —only from Ataril

EXCLUSIVE OFFER FOR ATARI CLUB MEMBERS!

Order Atari 2600 or 5200 Pole
Position from The Club and
receive this tremendous 24 x 36 oL
inch Pole Position poster POSITION

absolutely free!! o 5o 8

T .

Free poster offer expires
September 30,1983 —
order today!

TO ORDER:
CALL TOLL-FREE
1-800-538-8543
[CA residents call1-800-672-1404)
with credit card orders,
Or use the
convenient Mail Order Form
included in this magazine.




The Making of
a High-Tech Ad

To sell this year’s model, you cant
use last year’s commercial.
by Michael Rozek

Abel's Clark Anderson
(standing) and
John Hughes.g

t begins like any television com-

mercial: a simple film of real life. A

designer of video games, played by

actor Rod Davidson, sits in his office.
He is swiveling in his chair, musing.

“I'll have a fly,” he says suddenly, “a
mutant fly.” And with that, a huge, fly-
ing object that resembles a video-game
creature looms in the air before him—
buzzing and pulsating in a graphic
fever.

“Hello, Yar,” Davidson says calmly,
naming the fly. “You'll need some wea-
pons.” With this, the weapons —blades
of flickering light —appear. “Because
you'll have a formidable enemy—the
Qotile.”

Directly in back of Davidson, the
Qotile sneaks into view. And suddenly
a battle erupts: Yar versus the Qotile,
both streaking, shooting, bursting with
color and motion above, below, and
behird.

20

Reprinted with permission, Technology Hlustrated magazine. Copy-
right ©1983 Technology lustrated Publishing Company. 38 Com-
mercial Wharf. Boston, MA 02110

It's all part of a new, two-minute
commercial that Atari has produced for
movie theaters. If the spot is as success-
ful as the company hopes, it will move
you to buy three new Atari products
(including the game Yars’ Revenge).

The company that produced the ad
for Atari is the Los Angeles-based studio
Robert Abel and Associates. When you
visit Abel’s shop, you see all the signs of
abreakneck pace: 30 phone calls to the
switchboard in 10 minutes, couriers to
Tokyo cooling their heels as rush deliv-
eries are hurriedly packaged. The de-
mand for this work is high, even at an
average cost of $100,000 for a 30-second
spot. As Bob Abel himself explains,
“Firms have new technology to sell, and
they realize they can't use an old-look-
ing commercial to sell it.”

Two of the Abel staffers behind the
Atari commercial were designer-director
Clark Anderson and codirector and
technical expert John Hughes. “The
Atari storyboard as we first received it
was conceived in very flat terms,” says
Anderson. “But we knew we had a big
theater screen to work with—twice as
wide as it was high. And we have the
E&S [Evans and Sutherland] machine,
which we use to choreograph com-
puter graphics to give anillusion of three
dimensions.” So Anderson redrew the
storyboard to show what the team at
Abel could do. “I knew that the game
elements the character was creating
would be more interesting if they were
flying at him, or around him, rather than
just happening in front of him.”

Next the Abel team constructed an
animatic: a full-perspective mock-up of
the commercial displayed on the
system’s high-resolution, black-and-

white video screen. Explains Anderson:
“In a commercial as complex as this, our
pacing, timing of pictures to words,
and camera angles all must be set in
advance. That’s what the animatic
shows us.”

To create the animatic, the Abel staff-
ers must enter line drawings represent-




ing the elements in the commercial (in-
cluding a simple outline of the actor
and his chair] into the E&S computer. A
drawing of a particular object can be
placed atop a data tablet—an elec-

tronic drawing table—linked to the
computer and outlined by hand with a
special stylus. Some shapes are easier

Robert Abel and Associates’
rendition of a home video-
game experience.

than others. “To express a square, for
example,” says Anderson, “I'll mark its
four corners with the stylus. For drawing
in three dimensions, | mark points for
three views—side, top, and front.” Some
shapes, as Hughes notes, are created
by typing commands on the computer’s
keyboard: “With our software, if an ob-

Ject has curved surfaces, it's easier to
Create it mathematically.”

Once an image appears on the video
screen, Anderson and Hughes can move
it around with a joystick or a series of
knobs. “Motion-control cameras can
only physically pitch and yaw a given
distance,” says Anderson, “but once you
take choreography completely into the
computer, you can fly objects on-screen
all over the place and not worry about
tangling up wires and equipment.”

With the animatic as a guide, the
elements for the final, on-film shoot are
assembled. First, Abel’s older, motion-
control cameras are used to photo-
graph the logo and titles. The camera
slides toward or away from the titles on
atrack up to 50 feetin length. The titles
themselves are positioned on a light
box, which can move in the same roll-
pitch-yaw configuration as the crea-
tures on the video screen (“It's run by
the same software,” explains Hughes).

Then, in another room, the resulting
footage may be streaked—the indus-
try’s word for the time-exposure tech-
nigue that can make a network logo
look like it has a vapor trail. “It’s simple,”
Anderson explains. “You open the lens
of your camera partway while it's mov-
ing, smearing the image.”

What about filling in all the objects
outlined by the computer? Abel's vector-
graphics system produces only white
lines, not solid areas, so the computer is
instructed to display a thicket of tightly
packed parallel lines that, at a distance,
resembles a solid shape. Then there is the
task of adding color and shading to all
these lines. “For most of the Atari job,”
says Hughes, “we simply placed color
filters between the video screen and our
thirty-five-millimeter movie cameras.”

Finally, it's time to film the live-action
part of the commercial. For the Atari
spot, the live action was filmed in front
of what appeared to be a blue, 40-by-60-
foot light box turned on its side so the
background could later be dropped out.

“In the finished spot, the animated
effects would be zooming around the
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Right: A frame from the
finished ad for Atari’'s home
video game Yars’ Revenge,
containing a mixture of live
action and computer graph-
ics. Above left: The animatic
for the ad came first, using
the white, line-art style of the
Evans and Sutherland
machine.

Above right: Rod Davidson
goes through his paces for
the commercial’s live-action
shoot. Just to his left here, a
video monitor showing the
animatic serves as a cue. The
colored lights are synchro-
nized to match the move-
ments of the computerized
video creatures.

actor,” notes Anderson, “'so as we shot
him live, we also had to throw light on
him from different directions. To pull
this off in the commercial, we used a
system of computerized lighting cues,
like the systems used at large rock con-
certs. It coordinated eighty lighting
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events in two minutes.” For cues, the
actor watched the animatic on a hidden
video monitor. “It took three days to
coordinate all of it and program the
lighting,” says Anderson, “but we did
the actual shooting in one day.” After
the matting process blended the syn-

thetic and live-action footage, all that
remained was to add the sound effects,
make prints, and then produce copies.

“But the technology is not in charge
here,” says John Hughes emphatically.
“All of the power is where it should be,
with the designers.”
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Attention, Centipede smashers! \X/e have
the results of the bug-blasting Atari Club
Centipede Contest which appeared in the
March/April issue. There were dozens of
entries tied at the top score of 683 points. Out
of these, we drew our first prize winner—Jloe

H. Lucius of Inola, OK. His winning sequence:
G,L.M,C,.DE,A H,N,F. His prize: an Atari 1200
Home Computer. Nice shooting, Joel Second
prize of 10 game cartridges goes to Chris Raess
of Mt. Prospect, IL. The rest of the winners
will be notified individually by mail.




The Clubhouse Store
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Fix It Yourself!

Now you can repair broken joysticks inexpensively at
home. Kit includes plastic insert, black outer cover
for handle, printed circuit board, spring, and easy-to-
follow directions.

JOYSTICK REPAIR KIT  Item Code A70 $4.50

Go Fly a Kite!

Ny, R 8 Axkite you inflate?

That's right! Just blow up this patented, aerodynamically-
designed kite and watch it soar — no helium required
Complete with 300 feet of string — ready to fly!
INFLATABLE KITE Item Code A21 $6.75

Available only from The Atari Club!

Mugnificent Mug for Club Members!

Perfect for soup or soda sippers, the official Atari
Club thermal mug keeps 10 ounces of your
favorite beverage at just the right temper-

ature for quick gulps between games.

ATARI CLUB MUG

Item Code A38 (Single Mug) $3.95

Item Code A39 (Set of 4

Mugs) $11.95

Keep Game Manuals At Your Fingertips.

Holds up to 22 books of all sizes without
punching holes in them — prevents

loss and wear.

GAME BOOK BINDER

Item Code A51 $8.95

Available only from The Atari Club!

Hit the

Beach!

Show them

all you're an
Atari Ace

with this big,
beautiful 30"

x 60" sheared
velour beach
towel.

BEACH TOWEL
Item Code A22
$17.50
Available only
from The Atari
Club!




Your Personal Hall of Fame. Who's the top player
at your house? What's your own high score? This
official Atari Scoreboard displays your best scores
for up to 9 games — just post them with the marker
provided, then wipe them off and change them as
you improve. A Velcro® tab holds the marker on the
board. 10%" x 14"

SCOREBOARD Item Code A50 $6.95
Available only from The Atari Club!
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ALSO AVAILABLE

AC Adapter AO1 $ 6.95
Driving Controllers (Pair) A02 21.95
Joystick Controller (Single) A03 9.95
Keyboard Controller (Pair) A04 21.95

Paddle Controller (Pair) AO5 14.95
TV Switch Box A06 6.95
Modular Cartridge Library AO7 14.95
Game Cartridge Case A08 9.95
Atari Game Center A09 29.95
Dust Cover A10 7.95

Atari Video Cube™C80

Crazy Climber* C68

CARTRIDGE CHECKLIST

CLUB
MEMBER
SKILL GALLERY PRICE
[J Centipede™ C73 $31.95
[ Demons to Diamonds™ C48 19.95
O Jungle Hunt** C82 31.95
[] Kangaroo*** C81 31.95
[ Krull" C83 26.95
(] Ms. Pac-Man't C71 26.95
[0 Pac-Man't C44 26.95
[J Super Breakout™C42 26.95
[J Video Pinball C40 19.95
ADVENTURE TERRITORY
J Adventure CO1 $26.95

O E.T.#* C61 19.95
[J SwordQuest™ EarthWorld™ C51 19.95
[J SwordQuest™ FireWorld™C52 31.95

SPORTS ARENA

[J RealSports™ Baseball C56 $19.95
] RealSports™ Football C58 26.95

O RealSports™ Soccer C75 26.95
[0 RealSports™ Tennis C74 26.95
LEARNING CENTER

[J Math Gran Prix™ C47 $19.95
COMBAT ZONE

[J Battlezone™ C84 $26.95
RACETRACK

[ Night Driver® C25 $19.95

O Pole Positiont* C85 31.95

SPACE STATION
[J Asteroids™C03
[J Berzerk' C49

[J Defender ' C46

[J Galaxian'' C72 26.95
[J Missile Command™ C24 19.95
J Phoenix* C70 26.95
[J Space Invaders C31 19.95
[J Star Raiders™C50 19.95
[ Vanguard® C69 26.95
O Yars' Revenge™ C45 19.95

“Trademark of Nihon Bussan Co. Ltd. used by Atari,
Inc. under license.

“*Indicates trademark and © of Taito America
Corporation, 1982.

“**Produced under license from Sun Electronics
Corporation

1€1983 Columbia Pictures Industries, Inc.
ttPac-Man, Ms. Pac-Man and characters are trade-
marks of Bally Midway Mfg. Co. sublicensed to
Atari, Inc. by Namco-America, Inc.

tttPole Position is engineered and designed by
Namco Ltd. manufactured under license by Atari,
Inc. Trademark and € Namco 1982.

|Berzerk is a trademark of Stern Electronics. Inc.
IITrademark and © of Williams Electronics, Inc.. 1980
lITrademark of Bally Midway M1g. Co. licensed by
Namco-America, Inc.

#Trademark of Centuri, Inc.

##E.T. and the E.T. character are trademarks of and 25
licensed by Universal City Studios, Inc. © 1982 Uni-
versal City Studios, Inc. All rights reserved.



Critics’ Choice
SR — B AOS— . ¥ BW&re introducing an exciting new feature in this issue of Atari Age
—"“Critics’ Choice.” We will choose one of the best cartridges from
the Atari game library, reprint the comments made by independent
magazine reviewers, and offer Club Members the selected cartridge
at a very special price for a limited time only.
Our first Critics’ Choice cartridge is Berzerk. Originally released in Fall 82, Berzerk is
a wonderful recreation of an all-time arcade classic.
The game is a space-age shoot-out on the distant planet Mazeon. You are a prisoner,
trapped in a maze where the walls are deadly to touch. Grim robots hunt you relentless-
ly. You must pulverize them with your laser gun before they eliminate you with theirs.

And there’s even more danger in the form of Evil Otto, who looks like a bouncing smil-
ing face, but attacks without mercy, and kills on contact!

BERZERK

e
ul translation of apopular arcade gam

«This is by farthe most faithf
for the VCS.”

ook

“An e:ézlcl)e‘;}q?—STAR “GREAT" R v

arcade adaptation of 4 gaeai NG
game...awinpg,n - Classic

Offer expires
September 30, 1983
— Order Today!

B  SPECIAL LIMITED TIME OFFER FOR CLUB MEMBERS ONLY!
SPECIAL CRITICS’ CHOICE PRICE: ONLY $14.95! .2%¢ieolist

A Il = ) g
Q) vﬁf.
&~ CallToll-free 1-800-538-8543
N (CA residents call 1-800-672-1404) or use the convenient Mail Order Form
| FlgHlig™le’ i
2 » e i S k.




ORDER FORM

ORDER BY PHONE: with MasterCar

TOLL-FREE 1-800-

(CA RESIDENTS CALL 1-80(
/ [hrough Friday, 7:00 AM-
&

ORDER BY MAIL:

er form in full. Place peel-off labe
t right, or neatly p nformatic

* Mail order form in attached envelope, or send to 1
Walnut Street, Philadelphia, PA 19103

ITEM
CODE

FAM FREE POLE POSITION POSTER OF
85 Pole Position* for Atari 2600

Pole Position for Atari 5200 (Septemb

ATARI SAFARI OFFER (see page 33—
Jungle Hunt*** for Atari 2600

Jungle Hunt for Atari 5200 (Septembe
Kangaroot for Atari 2600

Kangaroo for Atari 5200 [August relea
O I have ordered either Jungle Hunt o1

O I have ordered both Jungle Hunt anv
OR
O two T-Shirts

T-SHIRT SIZE SELECTION
Youth: I]ZF Small (6-8) EI Mediurr

Adult 9 Small E] Mediurr

NEW CARTRIDGESI
FOR ATARI 2600
Battlezone™ [August release)

Krull** (September release)

FOR ATARI 5200
Space Dungeon*** (September release

Ms. Pac-Mantt (September release)

OTHER CARTRIDGES & ACCESSOF

ng charge if you order any itef]
onus items

| CHOOSE TO PAY AS FOLLOW/S:
0 Check or money order made payab
“The Atari Club” enclosed for total 4

O Charge my credit card as follows:
0O MasterCard 0 VISA

(Full a

Cardholder Signature
Telephone Number (

(if we need to contact y4

GET YOUR
FREE

POSTER!

Order Atari 2600
or Atari 5200
POLE POSITION
from the Atari Club—
get this big 24" by 36"
poster absolutely free!

See details on page 19.
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Thie incradibla Cosmic Contas-
tamatic Binhopper lay waiting,
overflowing with more entries
than the Galaxy had ever before
witnessed. Editor, powerful mus-
cles rippling from forefinger to
elbow, plunged his hand into the
teaming mail-strom. Deftly
plucking out an envelope, hetore it
open and pulled out a photogragh,
That face—human, yet somehow
more than human By the glowing

ods of Gornishi, it was an Atari

lub mambear! Suraly, this was a
face that must be shared with the
world!

What! Oh, the sweepstakes?
sarry, | got carried away ... Quess
v been spanding too much time
with our friends at DC Comics.
But | was explaining this issues
swaepstakas. You see, we are
going to make three Atari Club
members famous by including
them in a real DG comed Boak! All
you have to do to enter is send us
& clear photograph of yoursalf, It
can be any size. in color or black
and white. Sorry, none of your
photos can be returned

On October 15, 1983, your own
true editor will grab three enve-
lopes from all those received by
September 30, rp those entries
open and, as long as the pholos
contained therein are clear
enough to work from, personally
deliver them to the merry crew
at DC Comics. The DC gang will
draw our winners into a future
issue of the Atari Force comic
book—=they'll be famous! And to

“SEND US
YOUR FACE"

hedp them answer all the fan mail
theyll get, well toss in the Atar
Writing System—that includes a
brand new Atari BOOXL compute
the Atari 1027 Letter Quality
Frinter, and the AtariWnter word
processing system. Mot only that,
but wall frame the panels of arigi-

mal artwork depicting our winners
and give each of tham one to keep!

Well pick out another 10 enve-
lopes at random as second prze
winners, and 200 more for third
prize. Sarry, no fame for second
and third prize winners—just Atan

goodies,

Thrae FIRET PRLIES!

Appaarancs in an Alarl Force comic book|

ATimodpalwom e comil |
compu

word processing sysbem|

Tar tha Alarl 2800 or 5300 Syslem
Twa hundred THIRD PRIZES! Alar! ¥idoo
Cubs gams cariridges

OFFICIAL RULES

Ten SECOND PRIZES| Trak-Ball Controller

1L No purchase necessary (o antern
Simply print or type the infarmation
raquestad an the official Atari Club
Sweapstakes Entry Form (seereverse
side of this page) or on a 3* x 5* card

and mai it al with a clear photo-
raph af yoursell to SEND LS YOUR
ACE SWEEPSTAKES, PO Box 5068,

Clitton, M 07015

2. Send &3 many entries as you like:
ona antry par anvalape. Entrias must

ba raceived by Seplember 30, 1983

3 Winmars will ba salected in random
drawings conducted by the Editor of
Atarf Age whose decisions are final. All
prizes will ba awanded. Only one prize
per tamihy There are no prize substitu-
tions parmitted, nor are the prizes
transiarabie. Thxes on prizes are the
sole reaponsibllity of winnars. Odds of
winning depend on the number of an-
trigs recelved, Prize winners will be
requirad to sign an affidavit of aligibil-
ty and releasa which must be re-
turned within five [5) deys after being
notified aof winning. Winners, by sub-
mitiimg their phatos, hersby grant per-
mission to Atar, Inc. and Afar Age and
DC Comics fo use theair nama, city
and state and/or photograph for
pubdication in connection with this
sweapstakas and similar promotions
without additkonal compansation. Ad-

ditionally Atarl, Inc. and DE. Comics
Im:. reesaerwlm Ehe rght o reproduce in
whatewer manner they see fit the like-
ness of any antrant in this sweep-
siakes without restnction. Al phots-
raps bedoma the property of Afarn
and nome will b returmied,
4. Swaepstakes open only to LS. resi-
dents except amployesas (and thair
famibes) of Warner Communications,
Ine. its advertising agencies, subsidi.
ares, or affilites. This Sweepstakes
is subject 1o all Federal, State, and
lseal regulations. Void where prohib-
ited ar restricted by law
5. For alist of winniers, send a stamped
sel-addressad envelope to Winners
List, The Atarl Club, 1700 Walnut
Streat, Philadeighia, P& 18103, Also,
the rasulls will ba published in the
fnuarﬂFﬂbruar:.r 1984 issue of Alar
e,

Ft)
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The incredible Cosmic Contes-
tamatic Binhopper lay waiting,
overflowing with more entries
than the Galaxy had ever before
witnessed. Editor, powerful mus-
cles rippling from forefinger to
elbow, plunged his hand into the
teeming mail-strom. Deftly
plucking out an envelope, he tore it
open and pulled out a photograph.
That face—human, yet somehow
more than human. By the glowing

ods of Gornisht, it was an Atari

lub member! Surely, this was a
face that must be shared with the
world!

What! Oh, the sweepstakes?
Sorry, | got carried away ... guess
I've been spending too much time
with our friends at DC Comics.
But | was explaining this issue's
sweepstakes. You see, we are
going to make three Atari Club
members famous by including
them in a real DC comic book! All
you have to do to enter is send us
a clear photograph of yourself. It
can be any size, in color or black
and white. Sorry, none of your
photos can be returned.

On October 15, 1983, your own
true editor will grab three enve-
lopes from all those received by
September 30, rip those entries
open and, as long as the photos
contained therein are clear
enough to work from, personally
deliver them to the merry crew
at DC Comics. The DC gang will
draw our winners into a future
issue of the Atari Force comic
book—they’ll be famous! And to

EEPSTIAIR

“SEND US
YOUR FACE”

help them answer all the fan mail
they'll get, well toss in the Atari
Writing System—that includes a
brand new Atari 600XL computer,
the Atari 1027 Letter Quality
Printer, and the AtariWriter word
processing system. Not only that,
but well frame the panels of origi-

nal artwork depicting our winners
and give each of them one to keep!

Well pick out another 10 enve-
lopes at random as second prize
winners, and 200 more for third
prize. Sorry, no fame for second
and third prize winners—just Atari
goodies.

Three FIRST PRIZES!

Appearance in an Atari Force comic book!
A framed panel from the comic!

An Atari 600XL computer complete with
word processing system!

for the Atari 2600 or 5200 System
Two hundred THIRD PRIZES! Atari Video

Cube game cartridges!
OFFICIAL RULES

Simply print or type

Ten SECOND PRIZES! Trak-Ball Controller

1. No purchase necessary to enter.
the information

requested on the official Atari Club
Sweepstakes Entry Form (seereverse
side of this page) or on a 3" x 5" card
and mail it along with a clear photo-
E;\%ph of yourself to SEND US YOUR
E PSTAKES, PO. Box 5068,
Clifton, NJ 07015.
2. Send as many entries as you like:
one entry per envelope. Entries must

be received by September 30, 1983.

3. Winners will be selected in random
drawings conducted by the Editor of
Atari Age whose decisions are final. All
prizes will be awarded. Only one prize
per family. There are no prize substitu-
tions permitted, nor are the prizes
transferable. Taxes on prizes are the
sole responsibility of winners. Odds of
winning depend on the number of en-
tries received. Prize winners will be
required to sign an affidavit of eligibil-
ity and release which must be re-
turned within five (5) days after being
notified of winning. Winners, by sub-
mitting their photos, hereby grant per-
mission to Atari, Inc. and Atari Age and
DC Comics to use their name, city
and state and/or photograph for
publication in connection with this
sweepstakes and similar promotions
without additional compensation. Ad-

January/February 1984 issue of Atari'
Age.

ditionally, Atari, Inc. and DC. Comics,
Inc. reserve the right to reproduce in
whatever manner they see fit the like-
ness of any entrant in this sweep-
stakes without restriction. All photo-
graphs become the property of Atari
Age and none will be returned.

4. Sweepstakes open only to US. resi-
dents except employees (and their
families) of Warner Communications,
Inc., its advertising agencies, subsidi-
aries, or affiliates. This Sweepstakes
is subject to all Federal, State, and
local regulations. Void where prohib-
ited or restricted by law.

5. Foralist of winners, send a stamped
self-addressed envelope to Winners
List, The Atari Club, 1700 Walnut
Street, Philadelphia, PA 19103. Also,
the results will be published in the
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" You knew it was here, somehow

—you felt the tremors in the FORCE.

. And now, from the Atari galaxy, the

most exciting coin video game of

. the year has arrived —STAR WARSI

Grasp the custom controller with

both hands and fly off into a life-

and-death battle with the forces of

the EMPIRE. ;

First you must fight DARTH VADER

-and his legiorr of TIE-FIGHTER pilots

in a laser-charged battle above the
threatening DEATH STAR. .

Survive this onslaught and you

~ swoop down to the

DEATH STAR sur-

face, darting be-

tween laser tow-

ers and bunk-

ers, trying to

knock out as

many tower tops

as possible. Then

it's into the trench,

in a thrilling reenact-

o

Arabjan

Atari has
oA b taken a

In brass jugs, SWooping roc birds
reatures called “oscars"
N every page of the sto
at the bottom of 3 shify.
dt_op of the mast while
INg his foes. Reach the

ment of EUKE SKYWALKER's climatic
race to bémb the DEATH STAR'S sin-
gle weak point. - s

The graphics in Star Wars are in-*
credible —bright color Quadrascan.
images which move in perfect. per-
spective as you soar over, under, -
around and through Tighter-to-figh- .
ter combat and the armaments of the
DEATH STAR itself. : iy

And the voices! Atan has used the = -
most advanced sound synthesis chip . ™
technology to perfectly recreate the = °
voices of the movie. You'll hear Luke -
say, “'R-2, try and increase the 5
powerl” as you careen through the .
trench. The voice of DARTH VADER .
menaces—"I'm on the leader.” Fi-
nally, as the DEATH STAR blows up in
a kaleidoscopically colored explo-
sion, OBl WAN KENOBI reminds you

" that “THE FORCE will be with

you...always.” it better.be —there are
new, even harder DEATH STARS to
conquer ‘as you make your way to-
ward JEDI mastery in Atari's extraor-
dinary STAR WARS coinvideo’game.

x castle i
to flying carpet. Bxlen
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round, that js 2 2nd you've
ain, with faster,
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angrier ; Ty It all ag
blo%k Jenies and more roc birds 4
your progress. Nd oscars to

COIN VIDEO RECORD UPDATE

No changes in the existing coin video records to report this time. However,
we do have an official high score for one of Atari’s newest games to announce.
On Food Fight, 20-year-old Perry Rodgers scored 4,474,200 points in just 40 minutes.
It happened on May 12, 1983 at Martini's Family Fun Fair, San Luis Obispo, CA.




A special treat for Atari Club
- members—a preview of the thrilling
new graphic novel coming soon from DC comics, based
on one of Atari's most popular games...

First it was a computer game. Then it became a home
video game. And now...it's a comic book! But it's much
more than an ordinary comic, as the illustrations on
these pages testify. Writer Elliot S. Maggin and artist
Jose Luis Garcia Lopez have taken the gameplay of
Star Raiders and ex-
panded it into a deluxe
62-page epic, full of ac-
tion, adventure, and
breathtaking graphics.

Allow us to introduce
the team of Tommy
Hardtack (the one with
the eyepatch) and Jed
Poole (above), a pair of
lonesome rebels in
search of recruits to battle the evil Zylon menace.
They meet Ezekial Vicker (left), an ancient survivor
who, aided by an army of loyal Hukkas, uncovers a
way to destroy the insectoid Zylons (right) —even
though Zylons can regenerate themselves when
they're destroyed!
30




Though the strength of even a single Zylon far
surpasses any mortal, Tommy and Jed finally man-
age to dispatch their foe by using Ezekial’s unique
strategy (above).

Now charged with a new sense of purpose, the two
comrades soar off in search of new recruits—only to
find the most ragtag crew imaginable (right).

With only a bedraggled handful against the mighty
Zylon empire (below), the odds are definitely not in
their favor. But our rebels have a secret weapon—in
fact, a weapon so secret even they aren’t sure what it is.

We can't tell you what happens during the
climactic conclusion of Star Raiders —you'll have to
find out for yourself in the pages of DC Comic’s
graphic novel. But we promise that once you read it,
you'll never forget it.
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“JOIN THE ATARI CLUB!"

Membership in The Atari Club
means inside information about Atari
video games—all the details on hot new
releases, and “Sneak Peeks™ at upcom-
ing games and systems months before
they're released.

It means Atari Club exclusives—
special games not found at any store,
available only to Club members!

It means terrific special offers—
everything from money-saving cartridge
prices to T-shirts, duffel bags, and other
valuable bonuses.

It means members-only contests,
with fantastic prizes.

And The Atari Club excitement is
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growing, with more members, greater

benefits, a bigger Club magazine, nation-

wide high-scoring video game competi-
tions, and lots more!

The best news of all is that every
Atari video game player is invited to join
the Club, and it only costs $1.00!

That's right, just $1.00 brings you
a year's membership in The Atari
Club, complete with a one-year sub-
scription to Atari Age, the Club’s
full-color bimonthly magazine, and all
other Atari Club benefits and privileges.

To join, fillin the coupon at right
(or write your name, address, age, and
telephone number on a piece of paper)

and send it along with $1.00 to The Atari
Club, PO. Box 14064, Baltimore, MD
21203.

We make Atari fun even more

fun— The Atari Club.

YES! |wantto join The Atari Cluk
Please start my 1-year membersh
| am enclosing $1.00.

Name

Address S

City State _Zip .
Age Telephone #:



OFFER EXTENDED AND EXPANDED!

CONTINUES!

JUNGLE HUNT

A monkey-punching, fruit-ducking, high-hopping arcade
smash loaded with cartoon-style action.

KANGAROO

A jungle rescue mission sizzling with swinging ropes,
voracious crocodiles, and spear-wielding cannibals.

These two wild arcade hits are ready now for summer
joystickers to enjoy. And, since your response to The Atari
Club’s special Atari Safari offer in our last issue was so strong,
we've decided to give members more time to get in on our
exclusive bonus offers.

ORDER EITHER KANGAROO OR JUNGLE HUNT
FROM THE ATARI CLUB —

GET YOUR ATARI SAFARI T-SHIRT

ABSOLUTELY FREE!

ATARI 2600 KANGAROO AND JUNGLE HUNT
CLUB MEMBER PRICE $31.95 EACH

ORDER BOTH KANGAROO AND JUNGLE HUNT
FROM THE ATARI CLUB —

GET A T-SHIRT AND A DUFFEL BAG

OR TWO T-SHIRTS

ABSOLUTELY FREE!

NOW FOR 5200 OWNERS TOO!

The Atari 5200 versions of Kangaroo and Jungle Hunt are
due for July release, and we're letting 5200 owners get in
on the Safari fun too! The Club’s special Atari Safari offer is
now good on 5200 Kangaroo and Jungle Hunt orders also!

ORDER NOW—

SEPTEMBER 30, 1983 IS THE
ABSOLUTE, FINAL DEADLINE FOR THIS
SPECIAL OFFER!

ATARI 5200 KANGAROO AND JUNGLE HUNT
CLUB MEMBER PRICE $36.95 EACH
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SPACE DUNGEON

DUAL JOYSTICK CONTROL
FOR UNIQUE
SPACE BATTLE

Are you ready for two-fisted non-
stop action? If your answer is “Yes,”
then Space Dungeon is your game.

To recreate the high-powered ar-
cade feeling of this one-of-a-kind
game, Atari has designed a special
brace which holds two 5200 control-
lers together, and included it with
the Space Dungeon cartridge
at no additional cost.

The left joystick con-
trols your move-
ment through
a devilish 36-
chamber dungeon,
loaded with eight dif-
ferent kinds of cosmic
enemies, and five kinds of
treasure.

your way through
the dangers of Level 1,
you'll find it hard to believe that :
there are 98 more levels still S | e
awaiting —if you survive! The ' i
Joystick brace holds both control-
lers firmly in place —you’ll need

Gameplay is fast as lightning and both hands free to tackle Space
endlessly challenging. After battling Dungeon.

The right joystick positions and fires
your powerful laser cannon, blasting
away at your attackers while you pick
up treasures and try to carry them to
the Collect Bonus room.

SPACE DUNGEON Club Member Price: $36.95



I,

—

ATARI
VCS CARTRIDGE ADAPTOR

Now the tremendous variety of
cartridges for the Atari 2600
system can be played on
your Atari 5200 Supersys-
tem, thanks to this conve-
nient \VCS cartridge adaptor.
There are no wires to worry
about or additional TV connec-
tions to make — just plug the adap-
tor into the cartridge slot of your 5200
unit, plug your 2600 controllers into
the adaptor, put in a cartridge and
you're ready to play.

PLAY VCS GAMES ON 5200 SYSTEM!

NOTE: The \/CS Cartridge Adaptor
is compatible with your Atari 5200
system if your unit has two controller
ports. The 5200 models with four con-
troller ports can use the adaptor after
a minor modification which Atari Ser-
vice Centers will perform free of
charge. For the location of the Atari
Service Center nearest you, call toll-
free 800-538-8543 (in CA call 800-
672-1404).

VCS CARTRIDGE
ADAPTOR

Club Member Price:
$74.95

THE ATARI CLUB HAS EVERYTHING
YOU NEED FOR 5200 FUN!

Atari 5200 (comes with Pac-Man cartridge)
ATARI 5200 GAME CARTRIDGES

Centipede
Countermeasure
Defender
Football
Galaxian

Missile Command
Pac-Man

Qix

Soccer

Space Invaders
Star Raiders
Super Breakout
Tennis

NEW RELEASES!
JUNGLE HUNT
KANGAROO

MS. PAC MAN
POLE POSITION

Item Code GO09
Item Code GI0
Item Code GO7
Item Code GO08
Item Code GOI1
Item Code GO02
Item Code G06
Item Code G14
Item Code GO5
Item Code GO3
Item Code G04
Item Code GI5
Item Code GI12

Item Code GI18
Item Code GI19
Item Code G20
Item Code Gl6

$36.95
$28.95
$36.95
$28.95
$36.95
$28.95
$36.95
$28.95
$28.95
$28.95
$36.95
$28.95
$28.95

$36.95
$36.95
$36.95
$36.95

item Code A60 $199.00

ORDER TODAY!
CALL TOLL-FREE
1-800-538-8543

(CA residents call
1-800-672-1404)
or use the
enclosed

Order
Form
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THE ATARI CLUB

KEY NUMBER

This is what you see when you play Atari 2600
BATTLEZONE. X

Before you, a desert battleground stretches off
into the distance. You gaze out of your tank turret,
the mountains on the horizon moving as you move.

Above you, the radar screen, constantly circling,
scanning the area for enemies.

Suddenly, a blip appears. You turn to face it and
move forward for battle. It grows larger as you

approach. It's a Supertank, and he’s got you in his
sights! You fire quickly, then race to the right to
avoid his shot. Suddenly the radar screen is lit up
with dots — Tanks, Supertanks, and Flying Saucers
to challenge your skill. And what's that low buzz-
ing sound? It's a Fighter, zig-zagging towards
you at incredible speed!

Fire, turn, race away from enemy fire, position
yourself, fire again. There’s no time to slow down
now—you're in the BATTLEZONE!

: TO ORDER CALL 1-800-538-8543
(CA residents call 1-800-672-1404) Or use the convenient Mail Order Form included in this magazine.

s 7

Club Member Price: $26.95
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