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he world as we knew it

changed dramatically
once Pac-Man gobbled his
first power pill. The “cute”
video image that stormed
American arcades in late 1980
has quickly blossomed into a
full-blown, screaming, yellow
obsession. You'd be hard
pressed to find a living man,
woman, or child in this country
who doesnt immediately
recognize the familiar yellow
fellow. It's even been reported
that deep in a dark, mossy
cave—nestled in the highest
regions of the Rockies—there
lives a primitive tribe of hermits
who daily worship a Pac-Man
T-shirt, left there by a
bewildered mountain climber.
That's just one example of
Pac-Man’s pervasive influencel!
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PAC-MANIA offers you the
unprecedented opportunity to
enter the magical realms of
the Pac-Man phenomenon.
But prepare yourselfl Like rich
chocolate or endless
vacations, there can be too
much of a good thing. We've
been able to observe and
savor each delicious Pac-Man
morsel over a period of
months, bit by bit. You hold all
of that wonderful material in
one complete package. Take
your time. Enjoy yourself.

What continues to amaze
us—day in and day out—is
Pac-Man'’s powerful appeal on
a multitude of levels. You don't
have to psych yourself up for
Pac-Man: there's some
appropriate tidbit for any
mood or personality. And
PAC-MANIA addresses each
and every one of those
surprisingly diverse moods.

We'’ve been able to
observe and savor
each delicious Pac-Man
morsel over a period of
months, bit by bit.

When you're in a playful,
leisurely mood, turn to the
colorful coverage of Pac-Man
Day—or amuse yourself with a
Pac-Man cartoon. When
you're downright serious, do
some in-depth reading on the
legal controversies or the
media’s Pac-Man blitz. When
you're shopping for a gift or
planning your summer
wardrobe, flip through the
spellbinding selection of
Pac-Man products. And when
you just have a minute or two,
turn to our section on
Pac-Man trivia or read the
inspired lyrics to Pac-Man
Fever.

When you've really got

yourself some time, and when
you're redlly clear-headed,
then—and only then—should
you take up study on our new
and improved Pac-Man
patterns and strategies. With
our detailed, full-color

illustrations and expert advice,

you'll discover new ways to
develop your Pac-Man
scores—whether you play at
home or in the arcades.

Introduction

There is a phenomenal
amount of dazzling
information on the video
game Pac-Man. We've been
spending alot of time
separating the good from the
bad, the exceptional from the
trite. And it is with great pride
that we offer you this final
compendium of our intensive
studies. Welcome—one and
all—to PAC-MANIA.



he original Pac-Man

concept was (and is) one
of the most powerful ideas in
the history of video gamedom.
And like most great ideas, it
has generated a multitude of
similar ideas: variations on a
wonderful theme. The big
video-game question today is
no longer: Do you like
Pac-Man? But instead: Which
Pac-Man game do you like
the most?

There are, roughly, three
types of Pac-Man games:
arcade games, home-
computer games, and
hand-held games. The arcade
games—Pac-Man and Ms.
Pac-Man—are the most
sophisticated. The home
computer games—Atfari’s
Pac-Man and Odyssey’s K.C.
Munchkin (which, although in
some ways similar, is not a
Pac-Man game)—can’t match
the intricacies of the arcade
games; they compensate by
allowing the player more
control over the game’s
difficulty and, at times, design.
The hand-held games—
Coleco’s Pac-Man, Entex’s
Pac-Man2, and Tomytronic’s
Pac-Man—are by far the least
sophisticated. Their charm s, of
course, in their compact size.

All of the Pac-Man video
games share the same

6

common elements: a
gamester controls one joystick,
moving a hungry jaw through
a maze. All of the games have
enemy monsters that become
edible once Pac-Man eats
one of four energizers. The
major variations among the
games usually concern the
maze design.

Some of our most
entertaining games
have been no-pattern
games. We have
actually set up rules
that don’t allow pattern

play.

What's the best way to play
the Pac-Man games? That
depends. What exactly do you
want from the game? High
scores? Entertainment?
Competition?

Patterns have been touted
as the most successful means
toward achieving high
Pac-Man scores. And they
probably are. Some people
discover, however, that pattern
play becomes, well, boring.
You're no longer beating the
machine. Youre becoming a

The Game

machine yourself. We enjoy
beginning with patterns.
They're a good place to
start—maybe to get you
through the first couple of slow
(low scoring) screens—but we
don't totally rely on them.
We've been receiving loads
of patterns in the mail. Many
of them are quite good—and

you'll find a few in this chapter.

What these patterns tell us,
however, is what we thought
all along: it's more fun to
develop your own patterns
than it is to follow other's
patterns.

Some of our most
entertaining games have
been no-pattern games. We
have actually set up rules that
don't allow pattern play. The
scores are never as high, but
the entertainment value—
according to many—is
doubled. And if you want to
succeed at some of the new
arcade games—Ilike Ms,
Pac-Man—you'll have to
forego patterns completely.

Another problem with
patterns is the prevalence of
pattern-busting “bootleg”
machines. We're amazed at
how many bizarre machines
have appeared under the
logo "Pac-Man.” Although at
times housed in Midway
cabinets, these machines are
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in no way Midway products.
Some of these new machines
actually give the monsters
different names (Smokey the
Bandito is one of our favorites)
and at times display totally
different mazes. They appear
in the arcades because you
became too good at the
original machines. The arcade
owners are trying to lower your
scores.

Midway—contrary to

Pac-Man, by Midway
Manufacturing Co,,
Inc, is the arcade
game that started it

all. it was the first video
game to successfully part from
the space format and enter a
new dimension of video play.
It has been accredited with
getting women heavily
involved in arcade play. It has
also been hailed as the game
that brought video out of the
arcades and into the
mainstream of public life.
Whatever the proclamation,
the game Pac-Man is one
amazing game to play.

The original Pac-Man game
could be preset to play either
a slow or a fast game, giving
rise to the theory that there
were two different machines.
Actually, there was only one
machine, and it could be set
by technicians to play at
either speed. Here's how to tell
the difference, either before or
after you've slipped in a
quarter;

Berore the quarter goes in:
it's a slow game if Pac-Man
gets eaten by a light blue
monster in the sample game;
a fast game if the orange

popular belief—is not
manufacturing new computer
chips for their Pac-Man
machine. Instead, they're
putting their energies into the
development of new games,
such as Ms. Pac-Man. These
games take the basic
Pac-Man theme and then
alter the rules. The result is
dynamic entertainment.

What you have, then—in this

chapter—are some of our tips

Arcade Games

monster eats Pac-Man. Affer
the quarter goes in: If's a slow
game if only two monsters
emerge from their base
immediately; a fast game if
three emerge.

Midway's Pac-Man comes in
two main versions—an upright
and a cocktail table model.
These machines can be set to
give the player one, two,
three, or five Pac-Men, with a
bonus Pac-Man at 10,000;
15,000; or 20,000 points,
depending on the generosity
of the arcade owner.

We offer you some new
patterns that can be learned
and put to work in a matter of
days. These patterns will
undoubtedly give you high
scores. But you may eventually
discover variations in the
patterns that work better for
you. Learn to personalize your
pattern, give it your mark.

A more creative
method—for you hot-shots
racking up astronomical
scores—is this: Develop new
games to play on the
machines. A few of our
variations are listed below. If
you use your imagination,
you'll no doubt come up with
some more.

Arcade Games

and game techniques. We're
giving you fresh and fun
patterns for the classic
Pac-Man game and some
initial approaches to the
newer home and arcade
games. These are to get your
minds working. There are other
ways to play these games.
And the best way is the way
you develop on your own—
the method that boasts your
individual personality.

e How many minutes can you
keep a single Pac-Man alive
on the same board?

e Can you clear a board of
240 dofts without using a
single energy capsule?

e What is your fastest time for
clearing a board?

e How many points can you
rack up with your first
Pac-Man?

Remember, the object of the

game is to have fun. Don't let
high scores dictate how much
enjoyment you get out of the

game,
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Our first pattern was
conceived by the twelve-year-
old Pac-Man wizard, Mike
Weiner. Although Mike's
pattern works well into the
keys, he himself doesn’t enjoy
playing Pac-Man past the
bells, where monster killing is
near impossible. As he puts it,
"I let my friend play after the
bells. The fast screens kind of
bore me.”

Mike brings a two-pattern
approach to his play. Pattern
A is utilized during the first four
screens. Paftern B is used from
the fifth screen on. If you're on
a fast machine (see page 7),
Pattern A will be used on the
first three screens, and Pattern
B from screen four on.

Pattern A should be
followed faithfully, without
hesitation. Monsters will be
grouped for your attack
around each energizer. Mike
usually tries to get at least
three of them, and then
resumes his pattern.

“I let my friend play
after the bells. The fast
screens kind of bore
me.”

Pattern B should also be
followed faithfully without
hesitation. The one important
point is fo lure the monsters
through the tunnel at this point
in the pattern. That means
jiggling the joystick left and
right until they come after you.
Once they're after you, slip
through the tunnel and
continue the pattern.

Weiner: Pattern A

| ) § - -
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Weiner: Pattern B
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Isham: Pattern A

Isham: Pattern B

Arcade Games

Our second standard pattern
was developed by Ted Isham,
a 32-year-old production
manager for an lllinois
lithographer. Ted claims, "
don't even know their [the
monsters’] names.” But his
patterns prove that he knows
his Pac-Man. What we
especially like about his
pattern is that most of the dots
are cleared before any
energizers are eaten. This gives
you a lot of fun time at the
end of each screen to grab
energizers and kill monsters.

“I don’t even know their
[the monsters’] names.”
But his patterns prove
that he knows his
Pac-Man.

Ted's approach, like Mike's, is
a two-pattern method. Ted's
first pattern works on the first
two screens only. And if you're
on a fast machine (see page
7). it works only on the first
screen. The only real finesse
move on this pattern involves
a hesitation here, while the
monsters go by on your left.
Otherwise, follow the pattern
without hesitation. Ted usually
grabs only two—or maybe
three—monsters at each
energizer.

The second pattern works
from the third screen on (or
second screen on a fast
machine). This pattern should
be followed faithfully without
hesitation.
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Super Pattern A

Here are two patterns that
have been used in super
high-scoring games. Our
experience with such super
patterns is dubious. Alithough
we've witnessed high scores
with these patterns, they aren't
necessarily repeatable under
scientific testing conditions.
That's because there are so
many subtle points of
hesitation and daring-do—all
of them very individual and
different from screen to
screen. Here, however, are our
two super patterns. Procede at
your own risk.

We watched pattern A go
for 392,260 points. The trick to
this pattern is speed and
courage. As our expert put it:
"If monsters are heading for
you, don't be afraid, ‘cause
theyll turn away from you. Just
do the pattern. Don't hesitate.”

Pattern A is also remarkable
in its universality. The pattern
can be used on every screen.,
You must know how to
maneuver in tight situations,
however. And don't get
greedy!

Our second super pattern
(B) was a gem discovered in
our mail box. A high score of
260,000 points was reported
with this pattern. Although our
testing didn't result in that type
of score, we got enough
points to convince us that it is
an amazing pattern.

We did have some trouble
with this pattern. Especially at
this point. The problem was
that the red monster
consistently killed us. Once we
managed to slip by him, we
continued the pattern
successfully. What we like most
about this pattern is that all
dofts are cleared before the
energizers are tackled. Your
task after completing the
pattern is to 'scoop up the
energizers and kill monsters.

PSS G G SR G S S P S T Y R R R R B R N\ N \ I\
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Ms. Pac-man is a
better game than we
expected it to be.

That's because sequels to
anything—be they video
games or movies—are usually
disappointing. But just as
Francis Ford Coppola made
Godfather Il as good or better
a movie than Godfather |,
Midway came through with
Ms. Pac-Man: an exciting
sequel to Pac-Man.

How exactly does Ms.
Pac-Man differ from the
original Pac-Man? Stan
Jarocki—Marketing director at
Midway Mfg. Co.—explains it
this way: "Pac-Man, of course,
was a very simple game, an
easy game to play for a
novice or an experienced
player. It was challenging for
both types of players—very
easy to play, simple controls.
Ms. Pac-Man is basically the
same. We changed the
character, of course. We
glamorized her with ruby red
lips and put a little ribbon in
her hair, gave her fluttering
eyelashes, and a Marilyn
Monroe beauty mark. And she
faints rather than deflates
when the monsters catch her.”

What Jarocki failed to
mention were two major
changes from the original
game. The first change was
the infroduction of several
different mazes. There are
actually four totally different
mazes to master in Ms.
Pac-Man. The second change
was the programming of the
monsters’ reactions. Midway
simply got smart. They did all
they could to combat any
possible development of
repeatable patterns. That
means that the phenomenal
Pac-Man scores (unofficially
reported to be over 3,000,000)
will probably never be
equalled by Ms. Pac-Man

players. It also means that
you'll have to rely more on
your own skills and abilities
than on pre-conceived Ms.
Pac-Man strategies. We think
both changes—the new
mazes and the random
monster movements—make
for a better game.

As to the specifics of the
mazes. The first two boards are
identical pink mazes that have
four escape tunnels,
conveniently placed. A player
must complete both pink

Midway simply got
smart. They did all they
could to combat any
possible development
of repeatable patterns.

screens (in which the monsters
have different patterns of
behavior) before reaching the
blue screen. This maze must
be completed three times
before reaching the orange
screen, which must be
completed four times before
reaching the fourth and final
board. The blue boards have

four escape tunnels, but two of -

them are at the very top and
difficult to use. The orange
board has just two escape
tunnels, lofs of winding
S-channels, and no long
stretches of dofs!

Finally, top Ms. Pac-Man
players are rewarded with
spanking new intermissions.
And, of course, they're as
entertaining as ever. The first
sequence portrays Pac-Man
and Ms. Pac-Man being
chased by one Monster each.
The Monsters collide, and the
Pac-Duo exit as a friendly

Arcade Games

couple. The second sequence,
later in the game, has the
flifatious Ms. Pac-Man chasing
Pac-Man back and forth
across the screen. One
wonders about her motives.
The third and final sequence
includes Pac-Man, Ms.
Pac-Man, a stork, and, you
guessed it, a baby Pac-Man
(or a baby Ms. Pac-Man, its
gender is difficult to ascertain).
Ms. Pac-Man is a game that
will successfully stand on its
own. There's no sign that it's a
flash in the pan. It appears to
be a game that will develop a
strong, loyal following. We
certainly consider the game
top notch. Some basic
strategies are given here to
help you approach the game.

11
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The elements of Ms. Pac-Man
are basically the same as the
original Pac-Man elements.
You must gobble up all of the
dots and energizers to clear
the screen. You're able to kill
monsters for points only after
energizers are eaten.
Otherwise, they/ll kill you.

The screen illustrated here is
the second of four possible
screens. The differences
among the screens concern
the amount of tunnels and the
layout of the maze.

One prime strategy in Ms.
Pac-Man is good use of the
tfunnel or tunnels. The
intricacies of the maze make
quick funnel escapes essential.
Moving fruits should always be
gobbled if you want top
scores. And like the original
Pac-Man, fruit values increase
with every new screen,

As in the original Pac-Man,
you're going to have to
manipulate the monsters
toward your end. The
computer program is such
that the monsters always frack
you. Use this to your

12
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you when you're at the
energizers or scooting through
the tunnel. And, as always,
don't get too greedy. Greed is
a constant and dangerous
enemy.

Other notes and obser-
vations concern the fruits.
These are dancing fruits—Iike
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infermissions at drive-in
theaters. You must grab them
on the run. Another challenge
to Pac-Man players is the
split-second reactions of the
monsters once you eat an
energizer. On the original
game, the monsters delayed
for a second once you
gobbled a power pill. They
now run immediately once
you've initiated your attack.

b
7 . Q
a5\
s
N S
s/
0 »-_i

€
(=
e
e
e
e
L 2
e.
e
—
e
c
~3
&
2
&
2
&
e
&
(~
(-~
<
(-
e
e
-
(-
[
[
[~
C
¢
o



A 0 P PRS00 ddIdEENEISEY

Arcade Games

lllustrated on this page are
the ever-dangerous twilight
zones in all four of Ms.
Pac-Man's screens. And as in
the classic TV show by the
same name, you're never sure
just what will happen when
entering a twilight zone.

Just remember; These zones
are extremely dangerous!
Clear the dots in the zones
only when you're absolutely
safe. The safest time is, of
course, when the monsters are
royal blue, Other safe times
are dictated by the deadly
monsters’ positions on the
boards (e.g. far away from
you).

Why are the twilight zones
so dangerous? Because in
most cases there are no
alternate escapes once you
enter them. In other words, the
monsters can divide and
attack from both ends of the
zone. And they/ll do just that if
given the chance.

As all expert Ms. Pac-
Maniacs know, twilight zones
play the most active role in
strategy. Do not rely on
patterns. They'll only interfere
with what's really important.
Play the game as it was . 2 ;
meant to be played: scoop up Maze 3 Maze 4
the safe dots, hit the
energizers, and then kill
monsters and eat twilight zone
dofts at the same time. Once
the locations of the twilight
zones are memorized, top Ms.
Pac-Man scores will come.

Maze 1 Maze 2




Arcade Games

Mr. & Mrs. Pac-Man
successfully blends
Pac-Mania with

Pinball Wizardry. not

only does it wed your favorite
video character with a very
good pinball machine, but it
also manages to cement the
bonds between two otherwise
unwed personalities.

These two little newlyweds
have come up with one heck
of a pinball game—the
special features are among
the most elaborate we've
seen. The most spectacular
feature of this game is the
Pac-Maze in the center of the
playfield (Bally has trade-
marked it “Vid-Grid”). This is
actually a compact video
game that you can play after
achieving enough points with
the pins. Your goal is to light
up the Vid-Grid as quickly and
as many times as possible.

14

The visuals of this part of the
game are redlly very nice. The
rest of the playfield darkens so
that you can concentrate on
the Vid-Grid. And a digital
display below it indicates,
“time to beat,” "mazes
completed,” and “Pac-Man
moves.”

Your movement on the
“maze” is controlled by the
flipper buttons—the right
button controls movement,
and the left controls direction.

Strategy for this game is
more complicated than it first
appears. You should

concentrate on five major
sources of points—three sets
of stand-up targets, and two
“saucers” or cups. You have
three very responsive flippers
to work with.

Strategy for this
Pac-Maze is limited, as
far as we're concerned.
We suggest one

thing—speed.

Concentrate first on the
saucer skill shot off the
plunger. It's the fastest way to
activate the Vid-Grid. With just
a little practice, you can learn
to apply the right amount of
plunger pressure on your first
ball. If done correctly, the ball
will drop into the saucer and
you'll get a quick 10 Pac-Man
moves. This only applies when
the saucer light is flashing, so
work on your timing. There is
another saucer in the upper
left corner of the playfield.
Flipper skills are essential
here—you must pass under
the gate at the opening of

the narrow tunnel leading to it.

The three other targets to

‘--nnnnannonﬁﬁnnﬁ66000000000009:*



Arcade Games

concentrate on are sets of
stand-up targets. There are
two sets of four, positioned
near the center of the board.
Knocking all eight of them
down requires good “flipper
fingers,” but their elimination
will spell out PACMAN. and
earn you a total of 10 moves
on the maze. The third set of
stand-up targets is a little
tougher. There are only three
targets, but you have to use
the upper flipper to reach
them. This flipper is controlled
by the right flipper button.
We've found that really
slamming that button will often
send the ball right back to
your flipper after knocking
down each target. Successfully
knocking down this set of
targets earns three moves.
After racking up enough
moves, you'll be ready to
tackle the Vid-Grid. Strategy
for this Pac-Maze is limited, as
far as we're concerned. We
suggest one thing—speed.
Get used to the action of the
flippers. Remember: you're
being timed! Don't try to figure
out the most logical way to
deploy each of your hard
earned moves. Just go for ifl

PAC-MAN DIRECTION
PAC VMAZE

15
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Bootleg games
illegally compete
with Video game

manufacturers. the
industry is a lot like the
Hatfields and the (real)
McCoys. It's a battle of
metaphorical shotgun fire.

If there's a game
mechanism that can be
exploited successfuly (like the
concept of a character
running around a maze in a
chase-and-be-chased
situation), so be it. Thus we see
Midway’s Pac-Man game
competing with the likes of
Puck-Man, Gobbler, Mazeman,
Cruiser, Hanglyman, and
Munchy-Man. They were
produced by bootleggers,
pirates, counterfeitters, You
can choose the name you
think fits best.

The odd part of this situation
is that many players don't
even know a bootleg
machine from the real
McCoy—or don't seem to
care. One thing is certain:
bootleg Pac-Man machines
take away from the image of
the original product. The
serious Pac-Maniac does not
patronize the bootleg games
for the simple reason that
these games often give back
less for the quarter than the
true product. True
Pac-Maniacs are purists.
Recently, one of our Editors
inserted a quarter into a
machine that outwardly
appeared to be Midway's
Pac-Man game. The cabinet
was the real thing. However,
when the screen clicked on,
the truth was revealed. The
characters and the music
looked and sounded identical.
But we stared open-mouthed
when the screen flashed
“Hanglyman” as the game’s

fitle. And we cried out in anger

16

CODODOD DDA

Take a close look at the maze and tunnels in this
sophisticated—and blatant—bootleg Pac-Man game by
Nittoh (hot tin spelled backward).

when the "monsters” were
introduced. Their names were
boldly displayed as Oikake
(nicknamed Acabei),
Machibusu (nicknamed Pinky,
of all things), Kimagure
(nicknamed Aosuka), and
Otoboke (nicknamed Guzuta).
The manufacturer of this game
even went so far as to print
the company name on the

screen—"By Nittoh,” it
proclaimed.

From there, it only got worse.
The first maze was the right
color, but the wrong shape.

YN O O O O © © € © 9 PTHOD




The second screen displayed Qils! Funny, but not very original.
only dofs, and the fourth Puc-One is another

screen was an open questionable game. Although
playfield—no maze! An it uses a different maze
employee at the pattern than Pac-Man, and
establishment claimed the has four escape tunnels rather
machine was "Ms. Pac-Man in than two, it does contain the

a Pac-Man box.” Somehow, same number of dofts, the

we found that hard to swallow.  same placement of energizers,
Popeye, imported from the and there are four things that
far east, is another game that chase the player's object.

Midway is concerned about. Scores are much higher in
They consider it an Puc-One, because you get 20
infringement on their points for a dot, 80 for an
tfrademark and copyright. In energy capsule, and the fruits
the Popeye game, there is a are worth more points,

maze, dots, and energy dots We have also seen a game
to be eaten. But instead of a called Mazeman, by a
Pac-Man character and company called UCI. It has a
monsters, Popeye is chased little yellow frog that eats

around the maze by four Olive

Arcade Games

hearts, and swallows mugs of
beer for energizers. There are
ten escape tunnels, and if you
eat the fourth monster on one
beer mug, it scores 5,000
points. Mazeman uses the
exact same maze as Puc-One,
with the exception of six
additional escape tunnels.
Dots are worth 10 points each,
as in Pac-Man, and energizers
(mugs of brew) are worth 50
points. As in Puc-One, however,
the fruits are worth more
points. Sounds like the best of
both worlds, but does this type
of activity represent copyright
infringement? That's up to the
courts to decide.



very bona fide Pac-

Maniac desires but one
thing: The opportunity to play
non-stop Pac-Man. That
opportunity is rarely granted in
the arcades, where you must
contend with both competitive
Pac-Maniacs and a limited
budget. Fortunately, many
companies have infroduced
ingenious home Pac-Man
games. These allow you to
play as much Pac-Man as
possible without constantly
pumping in quarters.

Home Pac-Man games
come in two general types:
those that are played on your
television set and those that
are hand-held, self-contained
units. The TV games are part of
home video-game systems,
such as Atari. The hand-held
games stand on their own.
None of these home Pac-Man
games simulate the exact
movements of the arcade
Pac-Man. Each is a bit
different—and in many ways
better—than their arcade
progenitor.
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The weakest aspect of all
the home games is the
graphics. None of these
games provide the brilliant
colors or smooth movements
of the arcade Pac-Man. Our
biggest gripe with all of the
games is this: it's awfully hard
to determine when the
monsters are killable and
when they aren’t. None of the
controls are as easy to
maneuver as the arcade
joystick. And, naturally, none of
these games provide any
type of intermission.

From a strict game
standpoint, however, each of
the home games is surprisingly
good. There's just as much
challenge involved in high
scores as there is in the

arcade game. And all of the
Pac-Man games lend
themselves to pattern play.
They're different patterns than
the arcade’s, but they're
patfterns nonetheless. As soon
as you can adjust to the
awkwardness of the controls,
you'll find yourself getting
better and quicker.

The present home offerings
are just the tip of the iceberg.
We have no doubt that future
home Pac-Man games will
become better graphically
and offer better control. Atari's
new Video System X to be
released around Christmas
1982, is touted as a super
system, with Pac-Man as an
offering. If you can't wait until
then, however (and who
can?), all of the Pac-Man
games on the market offer
surprisingly good play.
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Atari infroduced their
cartridge for the

Atari Video Computer
System in January of

1982. This infroduction was
probably the most sensational
moment in the history of home
video. People were seen
across the country standing 30
or 40 deep in line to buy the
cartridge. Stores simply
couldn’t stock enough of them.
Unfortunately, many
people—including us—were
disappointed with the
cartridge. Our major
complaint concerned the
graphics. All of the monsters
are the same color and don't
change much visually once
Pac-Man eats an energizer.
You must rely primarily on your
ears—not your eyes—to fime
your monster kills. Another
problem concerns the joystick.
With so many intricate moves
through the maze, it becomes
downright frustrating when the
joystick doesn't respond
accurately to your movements.
Enough of that, though. In
the end, we have a lot of fun
with this game. And the reason
for that fun concerns the
actual game play. Once you
begin to master all of the
grid’s turns and paths, you'll
find Atari's game to be both
challenging and rewarding.
The game uses a horizontal
playing field—unlike the
arcade game—because that
is how television screens are
shaped. For this reason, the
escape routes are located at
the top and bottom of the

screen, instead of on the sides.

Atari engineers have been
generous. You begin the
game with four Pac-Men, one
on the screen and three in
reserve. And you gain another
each ti