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SCORING ^ 
At the first level of difficulty, you begin 

with a bonus of 5,000 points. It's 6,000 
points at the second level, 7,000 at the 
third, and 8,000 at every level after that. 

As you play a board, your bonus 
points keep dwindling. You have to get 
Mario to the top of the board before your 
point total reaches zero. Otherwise, he's 
as dead as if a barrel had fallen on his 

DONKEY KONG is one of the all-time 
favorite video arcade attractions. It's a 
cartoon game with a carpenter named 
Mario trying to rescue a woman from 
a gorilla on a unfinished skyscraper. 

Your mission in DONKEY KONG is to 
lead Mario up to where the woman is. 
The gorilla tries to stop you by firing bar¬ 
rels and other objects from above. 

Your main control is a joystick. It's on 
the left side of the control panel, and 
you use it to move Mario up, down, to 
the left or right. The other control is a 
jump button. Press it and Mario will jump 
over the barrels or other objects that 
threaten him. 

The key to success in this game is 
timing. Knowing when to move and when 
to jump (and when not to move or jump) 
is what separates the good players from 
the not-so-good. 

There are four different boards in 
DONKEY KONG. As you proceed from 
one board to the other, the degree 
of difficulty increases. Here's a rundown 
of what you can expect: 

DIFFICULTY 
LEVEL 2 

} 
} 

DIFFICULTY 1 
LEVEL 3 / 

DIFFICULTY 
LEVEL 4 } 

No. Subject 
1 Girders 

7 Conveyor Belts 

1 Conveyor Belts 

head. 
You earn points for jumping over a 

barrel (100), hammering a barrel or fire¬ 
ball (300 to 800), and picking up the 
woman’s hat, handbag, or umbrella 
(300 to 500 points). You start the game 
with three Marios, and you get a bonus 
Mario when you reach a certain point 
total. Some games are set to give a 
bonus at 7,000 points, others at 15,000. 

THE GIRDERS BOARD 
Your screen shows seven red girders, 

or beams, connected by a series of lad¬ 
ders. (Some people call this the "ladders 
board.”) Mario enters at the lower part 
of the screen. Kong has already started 
rolling barrels down in his direction. Con¬ 
centrate on getting Mario to the top as 
soon as possible. Whenever possible, 
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It was, we were told, a revolution in the 
art of movie-making. It ranked right up 
there with the introduction of sound, or 
color, or even 3-D. It was the first movie 
animated by a computer. 

Tron got enough free publicity before 
its release to make most of us drool in 
anticipation. And the publicity worked— 
for a few days. Millions of people went to 
see the movie the week it opened. 

But after the first few days, ticket sales 
began to drop—and drop, and drop. By 
late summer, Tron had pulled in only 
about $30 million. That meant the Disney 
Corporation stood to lose millions on a 
movie that was supposed to revolution¬ 
ize the industry. 

What happened? Well, publicity can 
often fill theaters for a few days after a 
movie opens. After that, though, word- 

least one happy note to it. The movie¬ 
makers at Disney may have fallen down 
on the job. But the publicity people came 
through in a way that may have long- 
lasting effects. Not on movies, however, 

One of the gimmicks they came up with 
to publicize the movie was an arcade 
game of the same name. And even if the 
game TRON isn’t exactly revolutionary, 
it does move screen games a notch or 
two ahead of where they were before it 

THE GAME 
As was true in the movie, TRON in¬ 

volves you in the ultimate video game 
fantasy. You are Tron, and your mission 
is to defeat the MCP—the Master Con- M* MOVIE BOMB, 

.ARCADE SUPERHIT 
of-mouth begins to get around. If the 
word-of-mouth isn't good, the movie is 
going to die. 

And the word-of-mouth about Tron was 
anything but good. 

"Beautiful to look at," people said. 
"Visually exciting. Incredible graphics.” 

But when you asked what the movie 
was about, you could see the enthusi¬ 
asm begin to fade. Tron may have been 
a revolutionary movie, but it wasn't about 

It had plastic characters and a shoot- 
em-up story that we've seen hundreds of 
times—in Westerns, in spy stories, and 
in space adventures. The Disney people 
did a slam-bang job on the graphics, but 
they forgot something very important: 
most of us expect a movie to tell a story 
about people we care about. 

The sad tale of Tron, however, has at 

trol Program. The intention of the MCP is 
to control all computer programs and 
bend them to its will. 

Some programs have resisted, in the 
hope of continuing to serve humanity. 
They have all fallen before the MCP's 
onslaught, and now only Tron remains. 
The MCP is determined to defeat you, 
and will challenge you with four deadly 
contests. 

If you win, the MCP is defeated, and its 
plan for world domination is ended. If you 
lose, there will be no stopping the MCP, 
for the last champion of freedom will have 
been destroyed. 

The challenge begins as a four-color 
maze, in the middle of which Tron ap¬ 
pears as a small dot. By moving the dot 
to the top, bottom, left, or right, you select 
one of the four areas of combat. Once 
you enter an arena, Tron appears either 
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as a finely detailed human figure or as 
the vehicle in which he will wage combat. 

THE MCPCONEis a spinning cyl¬ 
inder of multi-colored light that moves 
relentlessly down toward Tron. If the cyl¬ 
inder touches him, he is disintegrated. 

His defense is to continually fire his 
power disc at the underside of the cone, 
destroying pieces of the cone at point of 

impact. When a large enough opening 
exists, Tron can move up into the cone, 
thus defeating the MCP in the first battle. 

THE INPUT/OUTPUT TOWER 
is the connection between the outside 
world and the world of the Users—human 
creators of this computer universe. The 
MCP guards this tower with an army of 
deadly grid-spiders. Their mission is to 
prevent Tron from entering the tower and 
contacting his leaders. Tron has only five 
seconds to destroy the spiders and enter 
the tower. 

LIGHT CYCLES make up the third 
challenge from the MCP. Tron pilots his 
cycle along predetermined lines of a 
screen-size grid. He has to avoid the 
MCP's cycle, which is traveling along the 
same grid. 

The light trails left in the wake of the 
cycles become solid walls, as threatening 
as the walls of the grid. If Tron can keep 
riding, within the grid, long enough to 
force the MCP cycle to crash into a wall 
or a light trail, the MCP is defeated once 
again. 

THE TANK MAZE puts Tron into 
another vehicle, a tank facing a similar 
machine piloted by the MCP. The MCP 
has a clear advantage in this challenge. 
Tron needs three direct hits to destroy 
the MCP tank. But only one blast from 
the MCP will disintegrate Tron. 

And there you have it—four very dis¬ 
tinct, and very exciting, challenges mak¬ 
ing up one game. In addition to that, 
TRON is graphically one of the most 
appealing games you'll ever see. 

TRON represents a real breakthrough, 
a giant step ahead in realizing the possi¬ 
bilities of arcade games. Just seeing the 
game can make you forgive the Disney 
people for bombing with the movie. 

Actually playing it, however, could 
make you forget that there ever was a 
movie at all. TRON is one spinoff that 
completely dwarfs its inspiration. * 
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DESIGN WIZARD 
Rob Fulop is 24 years old. He 

got his college degree in 1979. He 
was a computer sciences major, and 
he recalls being "an average stu¬ 
dent.” 

Last year, Rob earned close to 
$100,000. Newsweek magazine 
referred to him as a “young wizard." 
In some circles, he's considered a 
celebrity. 

What did the one-time average 
student do to deserve all this? He 
created DEMON ATTACK, one of the 
most popular home video games of 
1981. The game is priced at $29.95, 
and the last time we looked, Imagic 
had sold well over a million car- 

There's one thing we knew for sure 
before we even talked to Rob. We 
knew he didn't grow up with a burn¬ 
ing desire to design video games. 
Video games didn't even exist when 
he was growing up. So BLIP asked 
him how he got into the field. 

He said it happened almost by 
accident. He was just about to grad- 
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uate, and he wasn't sure what he 
should do after college. One day, he 
saw a notice on the bulletin board at 
the university career center. It was 
for a job at Atari. 

"Most of my friends wanted to work 
for IBM or companies like that,” Rob 
told us. "Few of them had ever even 
heard of Atari.” 

Atari hired him in the fall of 1979. 
Not long after, Rob created NIGHT 
DRIVER, a scary, realistic game in 
which the player has to guide a car 
along a dark, fence-lined road. 
NIGHT DRIVER quickly became one 
of Atari's most successful games. 

In 1980, Rob scored a second big 
success. At the time, MISSILE COM¬ 
MAND existed only as an arcade 
game. Rob adapted it for the Atari 
home system, and it's still one of their 
big sellers. 

SIMPLE— 
BUT COMPLEX 

Rob left Atari in 1981 to join Imagic, 



which began by producing cartridges 
for the Atari home system. He's now 
one of their top game designers. We 
asked him to tell us some of his 
secrets. What is it that makes certain 
games take off almost immediately 
for the top of the best-seller list? 

"First of all," Rob told BLIP, "a 
video game should be simple. You 
shouldn't need an instruction book to 
learn how to play a game. You should 
be able to pick it up quickly on your 

"At the same time, a game has to 
be complex. It should gradually re¬ 
veal itself to you only over a period 
of weeks. Otherwise, you'll quickly 
get tired of it." 

Not surprisingly, that’s a perfect 
description of DEMON ATTACK. The 
idea of the game is to destroy waves 
of birdlike invaders as they sweep 
down toward your cannon. As in 
SPACE INVADERS, you use a slide- 
and-shoot technique to bring down 
the aliens. 

Since slide-and-shoot is a cinch to 
learn, that's the simple part. But 
DEMON ATTACK is tough to mas¬ 
ter. It consists of 84 screens, all of 
them different. "You can play the 
game for a couple of months," Rob 
says, "and still not see every level.” 

It took Rob between five and six 
months to design the program for 
NIGHT DRIVER. He said he usually 
does about half of his work at home. 

“That's where I write the game 
code," he explained. "I do most of 
the creative work at home.” 

At their offices in Los Gatos, Cali¬ 
fornia, Imagic has about $200,000 
worth of equipment. The material that 
Rob has written at home is fed into a 
computer in Los Gatos. That's when 
he gets to see if what he designed 
on paper actually works on the 
screen. 

Rob calls NIGHT DRIVER "my 
best work." He said it required some 

2,000 pieces of coded information. 
We asked for a few lines of this pro¬ 
gram, so we could publish it along 
with this article. 

Not a chance, Rob told us. Video 
game programs are classified infor¬ 
mation. Very highly classified. 

CREATIVE 
TECHNICIANS 

While talking with Rob, we won¬ 
dered, "What are game designers 
really like?" Are they "computer 
nerds"? Were they the kind of kids 
who owned computers at age seven 
and asked for slide-rules as birthday 
presents? Did they talk in a strange 
jargon peppered with terms like 
hashing and bandwidth? 

Not at all, according to Rob. "They 
fit no particular pattern," he said. 
“Sure, some of them majored in com¬ 
puter sciences in college, as I did. 
But I know at least one designer who 
barely managed to finish high school. 
And I know another who was a car¬ 
penter before he began designing 

Rob added, however, that there is 
one thing all these people of differ¬ 
ent backgrounds seem to have in 
common. They have both technical 
skill and creative talent. 

"You don’t often meet a creative 
person who is technical-minded,” he 
said. “And the great majority of tech¬ 
nical people aren't creative. When the 
two are combined, you have a rare 
person.” 

Rob mentioned something else 
that we found fascinating. He said 
that many people in game designing 
share a common interest—in music. 
They're either musicians or avid 
listeners. 

Rob himself plays piano for relax¬ 
ation. He also enjoys chess, bridge, 



and backgammon, describing him¬ 
self as a tournament backgammon 
player. 

BREAKING IN 
What are the chances of getting 

into Rob's field? He said it's much 
more difficult today than it was in the 
late 1970s. There are thousands of 
young people capable of designing 
computer programs today. 

But to those who are interested, 
Rob has this advice: "Be sure you 
can express yourself in computer 
language. Be sure you’re familiar 
with the latest games. Then write a 
game program on your own comput¬ 
er. Bring it to a games company, and 
tell them it's an example of your 
work." If it's a good program, they 
may hire you. They are constantly 
on the lookout for what has come to 
be called "entertainment software." 

Atari, for example, takes ads in 
magazines like Byte and Compute, 
offering cash and equipment prizes 
for entertainment programs. Last 
January, Atari announced its first 
annual prize of $25,000. It was 
awarded to Fernando Herrera of New 
York for his education program MY 
FIRST ALPHABET. 

Rob Fulop predicts that video 
games will keep getting better and 
better. “Memory is getting cheaper,” 
he said. "The more memory a chip 
will hold, the more you can put into a 
game. You can make a game more 
realistic and give it more options." 

Things are getting better for game 
designers too. They're getting more 
money—and more recognition. 

Some people predict that video 
games in the years ahead will be 
"signed" by their designers, just like 

jeans or luggage. 
Or, for that matter, just like books 

or magazine articles. 
—George Sullivan 

the game. But it might improve 
your score a good deal. 

BLIP CONFIDENTIAL is de¬ 
voted to revealing the secrets 
that we uncover. Here are 
some of the ones we've dug up 

CENTIPEDE: Try clearing all 
the mushrooms from the top 
half of the screen, while creat¬ 
ing a solid block of mushrooms 

the centipede down, giving you 
more time to zap it. It also pre¬ 
vents the flea from attacking 
you. (The flea drops down only 
when the lower half is free of 
mushrooms.) 

FRENZY: The maze walls have 
different characteristics. White 
walls are very hazardous. Any 
shot that hits a white wall re¬ 
bounds right back. Never take 
more shots than you have to at 

_ 
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CONFIDENTIAL 
a robot standing in front of a 
white wall. One shot might wipe 

might bounce back and nail 

MS PAC-MAN: The blue board 
is the toughest to complete. 
That's because two of its four 
tunnels are in the top row, and 
passage to them can be ob¬ 
structed. Play defensively 
when you're in the upper part 
of the board. Always try to keep 
a path clear to one of the ener¬ 
gizers or tunnel entrances. 

FROGGER: The toughest dock 
to fill is the one at the far left 
of the screen. Since objects 
keep moving faster, the longer 
a screen continues, the harder 
that dock is to fill. Solution: 
Always maneuver yourfirst frog 
into that slot. 

OIX: There are several ways 
to trap the Qix. One of the 
easiest is to start at the bottom 

shaped design. Then bottle up 
the Qix in one of the two inside 
corners of the T. 

ROBOTRON: The most dan¬ 
gerous enemies are the flame¬ 
haired brain robots. They ap¬ 
pear in round five and in every 
fifth round after that. They not 
only seek out and destroy your 
homing missiles, they also 
have the power to turn your 
clones into deadly enemies. 
Try to save as many human¬ 
oids as possible. That's the 
only way to keep the brains 
from turning them against you. 

TURBO: Keep to the middle of 
the road. This gives you the 
best chance of avoiding ob¬ 
structions on the right and left 
sides of the roadway. It's true 
that high speed and ability to 

don't be afraid to ease up on 
the gas pedal at times. You'll 
find yourself having fewer col- 

ZAXXON: You face a show¬ 
down with the Zaxxon robot on 
every even-numbered wave. 
To survive, you must shoot the 
robot in the left armpit exactly 
six times. So start firing the 
moment the robot appears. 

MOUSETRAP: Be sure to keep 
an open passage to the box 
marked IN, which is at the cen¬ 
ter of the board. The IN box is 
your only defense against the 
hawk. Once you get into the 

four corners of the board. This 
confuses the hawk and gives 
you time to map your escape. 

TEMPEST: At level 11, the 
dreaded fuseballs appear for 
the first time. Move away from 
the fuseball, clearing an es¬ 
cape route as you go. Fuse- 
balls are slow-moving crea¬ 
tures and you can easily warp 
to the next level before the 
fuseball makes contact with 

J 
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HALL OF/" 

If you read our first issue last 
month, you know about Walt Day. 
He's the director of the Twin Galax¬ 
ies International Scoreboard in Ot- 
tuma, Iowa. You can call Walt if you 
want to know the national record 
score for any arcade game. 

If you want to try breaking a record, 
Walt says there are four games in 
which scores seem to be easily beat¬ 
able. Because they’re easy, a lot of 
experienced players stay away from 
them. Here are the four games and 
their current records: 

BOSCONIAN. 442,400 
WILD WESTERN. 405,400 
GALAGA.7,857,090 
RED BARON. 99,990 

Setting an arcade record is no 
cinch. The competition is fierce. In 
the time it rakes you to read this 
sentence, a couple of hundred peo¬ 
ple have probably pumped quarters 
or tokens into GALAGA or RED 
BARON. 

Walt thinks the PAC-MAN record 
is bound to be surpassed soon. 
When we went to press, the high 
score for PAC-MAN was 5,971,440 
points. That record was set by Ken 
French at the Space Station 7 Arcade 
in Highland, California. 

“But today's players," Walt says, 
"are capable of scoring 11 or 12 mil¬ 
lion points in PAC-MAN. It won't be 
long before someone does.” 

Players who achieve record scores, 
or even come close, report that the 
machines act a bit freaky when the 
numbers start getting very big. PAC- 
MAN itself has been known to do 
this. 

If you're a skilled PAC-MAN player, 
able to rack up scores of 70,000 to 
80,000, you've probably gone as far 
as the 12th or 13th screen. If so, you 
know that the symbol for the 12th 
board is a bell, and for the 13th a 
key. As you go on, the number of 
keys increases. 

If you’ve ever gone as far as the 
first key, you can appreciate what 
17-year-old Steve Sanders of Clinton, 
Missouri, did recently. Steve reached 
the 243rd key! 

At that point, Steve's machine be¬ 
gan acting crazy. A vertical line split 
the screen down the middle. The 
image stayed on the left side of the 
line,but on the right side it was re¬ 
placed by a test pattern. It was as if 



the manufacturer was telling Steve, 
"You’ve gone far enough, buddy.” 

Steve managed to get through the 
243rd screen. On the 244th, the sym¬ 
bol was a broken key. He got wiped 
out on that screen. 

Steve also found out that MS PAC- 
MAN acts in the same strange man¬ 
ner as her mate. The screen divides 
in two on the 137th board. If you 
make your way through that board, 
the screen goes blank. 

All this, of course, is the game 
manufacturer's way of putting a stop 
to marathon performances. Long- 
range accomplishments don’t put any 
money in an arcade owner’s pocket. 

In case you’re wondering, these 
crazy antics don't happen every time. 
When Ken French blazed to his rec¬ 
ord score in PAC-MAN, the split 
screen n 

TEMPEST games, for example, 
when you hit 630,000 points, you’re 
handed forty free games. You can 
bet the manufacturer is trying to track 
down any TEMPEST machines with 
this shortcoming. 

Mike Arruda and his colleagues at 
the Starcastle Arcade in Smithfield, 
Rhode Island, have learned that 
GALAGA machines can register 
higher scores when the user takes 
the "Player Two" position. In fact, 
Mike has seen scores of up to 
9,999,990 recorded for the second 
player. 

As time goes on, more and more 
players become more and more 
skilled. That’s likely to lead manufac¬ 
turers to program more of their ma¬ 
chines to act erratically. 

For instance, marathoners are now 
reporting that some GALAGA ma¬ 
chines simply quit at the 256th 
screen. The words STAGE ZERO 
appear on the screen, and then 
everything fades to black. 

If you run into any of this weird 
behavior, Walt Day would like to hear 
about it. You can write to him at P.O. 
Box 691, Ottuma, Iowa 53501, or call 
him at (515) 584-6421. 
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BECOME A JEDI 
WITHOUT EVER LEAVING HOME. 

In the STAR WARS®JEDI ARENA™ per¬ 
fecting the skills needed to become a 
JEDI MASTER takes concentration 
and practice. 

Use your UGHTSABER to direct 
the attack of the whirling SEEKER. 
But stay alert, your adversary i 
can attack at any time. So follow 

your instincts. In no time at all you'll b< 
JEDI MASTER, ready to go saber to 
saber against any opponent v ' 
dares to do battle with you. 

Play the STAR WARS JEDI 
ARENA home video game. 

*5?.. Alone or head-to-head. The 
challenge awaits you. 

[^R4RKER BROTHERS 


