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To Our Readers.
Wwelcome 10 the first issue of ColecoVision EXPERIENCE, the
magazine for everyone interested in stale-oi-!he-an video
games and home computers.
We're publishing EXPERIENCE pecause we think that @
video game system as advanced. versatile, expandab'e and
just plain fun as ColecoVision deserves i1s own magazine—2a
magazineé that's devoled 0 helping you gettne most out of your
\ision every day.
EXPERIENCE will give you the most up-to-date strategies for
jmproving yout game scores, and excluswe reviews of
jatest—and upcoming—ColecoVislon Expansion Modules and

game cartridges.

EKPERlENCE will make sure that you're always onlopofthe
bes! selling arcade an home video games. Wwe'll answer your
questions and give you expert rechnical Uips on how o keep
your ColecoVision in top playing form. Plus we'll keep you
up-to-date on what we're i
quaners-—and around the world—to
Vision is the most innovative videogame/home computer sys-
tem around.

For example,in our nextissue we'll profile our revolutionary
Computer Expansion Module, which taps the advanced fech-
noloay already inside your ColecoVision and turns it into 8

ter.

NG from arcadeaualily

oN we're proud of our innovative Coteco=
ision video game system.\We wantlo share {hatprige with you

n EXPERIENCE. Most of all, we want to make EXP NCE

your personal “window onthe fyture,” where your vision is our

vision... ColecoVision!

Alfred Kahn
vice President, Marketing
Coleco \ndustries, InC.
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ColecoVision” To
Form Video Club

As part of its continung commament 10
inswre that owners get the most value
(and fun) out of thewr ColecoVision sys-
tem, Coleco plans 10 form the Coleco-
Vissan Video Club

Club members will recene special
ollers on ColecoVision products, in-
cluding games, accessones and post-
ers. Club members wil also be among
e liesd 10 know Bboul tha latest Coleco-
Vision developments in the figid of video
gameas and homg computers

EXPERIENCE will be the officisl
magazing of the ColecoVision Video
Club and will be dstributed free 1o all

e ColecoVison
Video Ciub now
Send thaattachs
gd registralion
card, plus mem
bershp lee TO-
DAY, 10 Coleco
and be among
the lirst 10 |

ColecoVision Introduces Expansion
Module # 3 to Play Super Game Wafers

Following the unveiling of two new
game controllers at the Consumer
Electronics Show in January (see
page 11), Coleco Industries has an-
nounced the introduction of the third
in its series of Expansion Modules for
the ColecoVision video game system,

Expansion Module &3, also
calledihe Super Game Module, brings
home the arcade experience wilh
computer age precision and finer
than-gver game cetails. Like Expan-
sion Modules =1 and =2 Module
= 3 plugs Into the expansion port on
the ColecoVision console. Once
hooked up, the Module is ready to
receive the latest in home video game
programming technology—Super
Game Waless, Thase wafers, shaped
Lo miniature records, recreate every
detad of the arcade games-including
sublle nuances ke “intermissions™
and special extras like the ability 1o
post the initials of high scarers on the
screen, Super Game Walers even pro-
vide players with challenging new

video game variations not found in
arcades.

Each Expansion Module =3
comes with a bonus Waler, SUPER

OONKEY XONG'™ Dy Nintendo™ Many
other vividly detalled Super Game
Walers are scheduled for release by
CalecoVision in the next few months,
ngluding such popular tithes as: SUPER
DONKELY KONG JUNIOR® SUPER ZAXXON*
SUPER BUCK ROBERS™—PLANET OF
ZOOM™ SUPER TURBO* SUPER SMURF™
AESCUEIN GARGAMEL'S™ CASTLE, SUPER

SUBROC™ and SUPER TIME PROT!V

ColecoVision Opens to Rave Reviews!

The Raviews are in! From the pinstriped business reporters of the New York Times (o the avid gama butls of the video
magazines, evaryona'’s raving about ColecoVision. Here's a sampling of what the critics have been saying

HOME VIDEO, January, 1983

VIDEO GAMES magazine

ELECTRONIC GAMES magazine

NEW YORK DAILY NEWS, Myron Berger

“Industry analysts ond toy store owners say ColecoVision's graphics—especially color
quality—are generally superior to those of its competitors.”

THE NEW YORK TIMES, November 11, 1982

LEISURE TIME ELECTRONICS REPORTS
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A round-up of the hottest new
ColecoVision game titles—Plus two new controllers r

Popular Arcade Games: ColecoVision home versions of arcade hits

VICTORY Ly Enc*,-\'Vo.;'re incommand of the most maneuverable shipin
the universe—a Battlestar—in this superb rendering of the arcade
winner. Attack alien ships and paratroopers 10 prevent them from
establishing deadly bunkers on the planet surface. Your shields and
Doomsday Device can help protect you if the going gets rough, but in
the end only catlike reflexes and cool thinking can save your planet
Can you meet the challenge, and fight on to VICTORY?

SPACE FURY “by SEGA” A haughly cne-eyed alien commander has
challenged you in space combat. He has an entire star fleet at his
disposal. The battle begins as his scout ships attack, firing fiercaly. Link
your ship with friendly space craft 10 acquire multi-directional firepow-
er. Combat the alien destroyers, cruisers, and finally the entire akien
fieel in a cosmic super battle of quick thinking and fast reflexes.

LOOPING by ventura Line Try this exciting new cartridge from Coleco—
and find out how good a pilot you really are. You're in the cockpit of a
fighter biplane and your mission is to penetrate enemy air defenses
Take off from your airstrip and dodge enemy obsarvation balloons (if
one hits you you're done for), then strafe your opponent's air terminal,
and fly omward into even greater danger. A fantastic maze in the air will
test your maneuvering skills

GORF by Mieway This fast and furious arcade hit comes home on your
ColecoVision with all five levels of its intergalactic thrills intact, Fire your
laser cannon through holes in energy shields as wave after wave of
akien ships attack, But watch out, they're firing missiles, lasers and
bombs at you. Each different attack level brings a new and more deadly
form of assaull. Can you penetrate far enough to meet the Gorf flagship
in final battle?

SUITHER by Centuwry £ You'll find virtually every detail of the popular
arcade game on this ColecoVision cartridge. Use the new Roller
Controller to defend your turf against snakes and other desert crea-
tures, You can shoot forward and backward, but you better shoot
straight because a miss-hit turns every snake into two. Watch day turn
1o night as you battle on and on against the desert predators in dawn to
dusk video game action,

TF




MR.DO! “by Universal He's the cutest little burrower you've ever seen,

collecting apples as he tunneis through the garden. But his natural

enemies pursue him relentiessly through his own tunnels. Only a il GEaed
shower of big apples or a cleverly thrown ball can keep MR. DO! alive! U5
Fascinating maze action with marvelously detailed graphics make Mr. 228843
Do a video game must

DONKEY KONG JUNIOR “by Nintendo Kong is back!Only this time he is
the one held prisoner by his old foe Mario, Can Kong Jr., the big Ape's
infant spn, save his father? To reach his powerless Daddy, he'll have to
SWing on vines over snapping creatures to reach a special key, cimb
hanging chains, leap periiousty through space, and then evade falling
raindrops and electric sparks. As graphically detailed and marvelously
challenging as DONKEY KONG, DONKEY KONG JUNIOR carries the Kong
Saga to new levels of fun

SPACE PANIC by Unhersal Panic is the name of this game as your
spaceman moves along the different floors of a glgantic girder struc-
ture, chimbing up and down ladders, and fleeing from horriblé space
monsters. If you're clever enough, you can trap the monsters by
digging holes in the flocrs, but be quick—you have a limited oxygen
supply. Eight different screens make SPACE PANIC an ever-changing
challenge,

PEPPER Il by Exidy The Craziest maze game you've ever seen—and the
most fun! Guide Pepper through a zipperlike maze, closing off rooms
and caplturing treasuras. Your fogs “Roaming Eyes™ and the "Zipper
Ripper” pursue you relentlessly. Butif you can enclose a room with a
pitchfork or magic box in it, you can turn Pepper into an eye hunting
devil for a few moments. A staggering variety of differen! zipper mazes
make PEPPER N a game that offers endless fasten-ation!

Gaming: ColecoVision™'s fascinating world
of games of chance and skill.

KEN USTON BLACKJACK / POKER by Coleco Game master Ken
Uston teaches you the basics of Casino-style blackjack and poker. An
on-the-screen dealer actually shuffles the cards and deals out your
hand. Learn when to “stand pat,” when to say “hit me" and when you
can bluff. The screen image gives you all the details with full clarity—
from the values of each hand to the dealer's sly smile




ColecoVision Sports Games: Many of ColecoVision’s sports
games feature sensational action that allows you to control your
play, using the ColecoVision Super Action Controller.

BASEBALL by Coweco. It may be the most realistic sports action game
you've ever played. Hit, bunt, steal bases, and catch fly balls with
the Super Action Controfler. Waltch the onscreen scoreboard while
you plan your game strategy. True-to-life two-player action pits you
agains! your friends for even greater game excitement.

FOOTBALL by Coleco. Match your gridiron skills against your friends
with ColacoVision'™ FOOTBALL, @ two-player game that has all the thrills
and strategic challenge of real football. You and your opponent pass,
kick, run, block and make tackles, Use the Contraller’s speed controlto
speed up Or slow down the action. Choose your runners and receivers
with multiple quick-action selector buttons. Then head for daylight as
you run, fade back 10 pass, or defend your goal line!

ROCKY “BATTLES THE CHAMP iy Coeco You're In the ring, ducking,
jabbing, and throwing haymaker punches in this thrlling sports
game for two players. Weave back and forth in the ring &s you
look for an opening. then throw your best hook at your opponent’s
jaw=going for the knock-out punch. Can you slug it gut against the
Champ? Or will you end up “on the ropes™ and staggering as the
Champ’s one-two punch leaves you stunned?

SKIING by Coleco. Take a ski vacation right in your lkving room!
ColecoVision's SKANG lets you get to the slopes without waiting in lift
lines, and gives you two kinds of skiing action: skitrails or slalom. Watch
out for trees, moguls, and out-of-control skiers as you race downhill
against time. You'll need ceordination and balance to stay on your feet,
just like in the real sport. The tips of your skis remain onscreen to help
guide your path down the mountainside

o= Cowcoiaon »
c o Supw Acton Controler
ot Rstes (avr oo
200 Makurw My 0 fage 13




Arcade Hits

Here are the hottest Arcade Games In
the Nation. as established in a survey
by ELECTRONIC GAMES magazine
Games avatable from Coleco or sched-
uled for release by Coleco i the next Six
months, are marked with an asterisk ()

1. DONKEY KONG*

by Nintendo

2. TRON

by Mdway

3. MS. PAC MAN
by Midway
4. GALAGA

by Midway

5. ROBOTRON

by Willams

6. ZAXXON*
by Segn

7. DIG-DUG

by Atari

8. JUNGLE KING
by Tato

FAVORITE GAMES

1
Up and Coming

1883 s going 1o be a graat year for video
game cartricges. Look for these exciting
new ColecoVision game titles in the
monihs ahead:

DONKEY KONG
JUNIOR™

LOOPING™

™

ColecoVision™ Hits

Listed below arg the most popular
ColecoVmon game. titles. Letters ind)-
cale ahch game systems are avalable
from Coleco for each htie. €« Coleco-
Vison ™ A = Atarn” | = IntelwiSion™

1. DONKEY KONG™

{included with all ColecoVison
video game systems, CAl)

| 2. ZAXXON™

(CAN

' 3. VENTURE™

(C.AN

4. LADYBUG™

(C.0

5. (gosmc AVENGER"
6. MOUSETRAP™

(CA)

7. CARNIVAL®
(CAN

8. SMURF™RESCUE
IN GARGAMELS™
CASTLE

(CAD

OF ZOoM™
~ VICTORY™

TON
. JACK/
POKER

ROCKY ™ BATTLES
THE CHAMP

BASEBALL
FOOTBALL
SKIING

|
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TURBO:

ROAD-RACING ACTION
ON YﬂJR TV SCREE

VRNSION MODOTLY



" t's ife an the fast lane. You side
behwd the racing-styfe wheel
reach fov the gearshift knod,
foe the acceleraror pedal. and
you're ol . Ihe Wwbocharged engine
roaring. The road course twists and
turns kke an angry serpent whie your
opponents jockey for posiion around
you. Ol sicks, a narrow seawal, then a
fong straghtaway where you hif lop
speed. Suddenly on a tght curve, the
racer on youwr laft spins out, giving you
the opportunity you need 1o sQueaze by
as you entey a sweaping bend. Floors the
pedal and you're i the lead' Sound
axciting? That's the TURBO™ experi-
ance'”

The realistic road-racing action
above i1sn’t lrom a movie or a sports
show I1's SEGA'S TURBO, a fasl-paced
three-dimensional arcade racing
game 1hat puts you in control of a car
careening along city streets. through
tunnels, down ighways and by sea-
walls.

Videogamers are lining up in a=
cades for the chance to drive TURHO,
Now all the thrills and excitement of
the TURBO arcade expernience can be
brought home, thanks tothe ColecoVs
SOV Expansion Module =2 thein-
NOVATVE driving system That breaks
New Ground in you-aré-thare raalism

Expansion Module £2

Expansion Module = 2 s ancthet exam-
ple of the innovative adg-on capability
that makes ColecoVisian the mast so-
phisticated, forward lkooking vided game
system around The Module plugs sasily
nlo the expansion port of ColecoVision,
mstantly transiorming it imo the cockpit
of a high performance racing car all
revved up for supercharged motor

ooking

whee! assembly It also features a foot
pedal that combines the functionof both
accelerator and brake (pressing down
speeds up the car, releasing the pedal
slows the vehicle rapidly). A standard
ColecoVisicn controlier nesties into a
comparimant in the dash, and its joystick
oxtends upward 10 the right of the wheel
10 become the gear shift. High frniction
rubber feet hold both the dashboard and
accelerator/brake pedal steady during
spinted play.

All the elaments of Expansion Mod-
ue =2 combing to recreate, with ex-
traordinary accuracy, the feeling of
being behind the wheel of a real race car.
What's more, each Module inciudes a
free TURBO video game cartridge=the
perfect choice to enable a ColecoVision
owner 10 experience the thrills and chal-

lenge of driving a race car-at home!

Other ColecoVision driving games
that can be played with Exparsion Moc-
ule =2 are "just down the road " Already
announced is DESTAUCTION DERBY. @
bust-em-up cemoktion derby that lets a
player plow into other cars without doing
any real damage.

The Turbo Experience

Artyona who has ever played the arcade
game knows thal Sega’s TURBO takes
the concept of video game realism into
a new dmension of sight and sound.
Thanks to the innovative technology of
Expansion Module =2, ColecoVision's

TURSO cartridge faithiully reproduces
the arcade driving expenance. In fact,
two Key features—ihe deladed race car
cockpd and the authentic reproduction
of drwving sounds—distinguish Coleco-
Vision's TuRBo from all other home drie
Ing video games.
Just like the arcade game, the ob-
ject of TURBO is 10 control & race car's
speed and drection whie hurting along
A course. passing other cars and avoid-
NG a variety of dangerous obstacles.
The score at the game's end is deter
mined by the number of cars passed and
the distance covered

Also like the arcade game, the
home version of TURBO has a race
course characterized by more than forty
wwidly cetailed roadway scenes—plus
the UNSWPassed graphic resolution and
cetall typical of all ColecoVision games.

But there's more 10 TURBO than
maals the eye The cartndge comes
compiete wilh realistic sound eMects,
Inciuding the growt of the race car atiche
and the shriek of maximum revs on
the straightaways. In fact the TURBO Car
1ricge even goes so1ar as 10 fecreate the
chilling scund of an ofl slick under the
wheels and tires Brushing against

the edge of the road.

A Real Racecourse—
Recreated on ColecoVision!

There's a secrel about TuRuo that
s0me expengnced wdeogamers have
figured out, The TUREO road course is

based on the real road course used in

the famous Grand Prix of Monaco (in
fact, Sega had an edrlier arcada game
caded Monaco GP).

AS 8t 1he real Monaco, the home
version of the race begins in a setting
of urban hagh nses. Thelirst portion of
the course takes you through city
siteets complete with buidings repro-
duced in great detall . Then it's out
info the countryside and along a
straightaway where you can really
pour iton: Butwatchout, up ahead are
a series of hills that are particularly
challenging because they obscure the
cars in front of you ant i takes fast
refiexes to avoid a crash

Next comes a broad tree-lined bou-
levard. . and your difficulties are just
beginning, Because you're headed
toward a darkened lunnel that simu-
lates a lamous tunnel an the real Mon-
aco Race Course called, appropriate-
ly. “The Tunnel of Death.™ After that
there's a curving seawall secton that
requires the uImost driving skoll 10 ne-
gotiate. followad by another seasxle
segmaent that resembles the treacher
ous harborside course near Monaco's
actual Hotel de Paris

There is a true slory about the Hotel

BaPERENCE




de Paris thal road racing bufls are | rasing night driving seg (70 & o)

fond of telling. During oneé Monaco | ment, where the edgesof | > -

Grand Prix in the 1950's a driver car | the road and other race o

ecned off the highway and crashed | cars glow faintly i the | _ I o) -

right through the front door of the | gloomand sharp eyesight | = = = %

hotel, plowed through the lobby and | is essential 1o avoid dis- it

finally came to rest in the bar. The fest aster. (By the way, the real 1 ¥4

thing the driver sawwhen the dusthad | Monaco GrandPrixisheld | L "

Cleared was an unflappable waiter of- dunng daylight hours in £ 2 J

fering him a glasso! champagneanda | summer, 50 TURBO devel- =

clean towel. along with a dignified | oper Sega has taken a

“Welcome 10 the Hotel de Paris, Mon- few liberties here Buteveryone agrees Excys DESTALC

soour” & that the snow and darknessonlyada | 10N AFREYntshown
Other portions of the TURBO course more excilement 1o the course.) 5 cashred on the

nclude a snow-coverad road that ac- For the thrill of a genuine road race %‘gmwm

tually feels skppery when you drive | in your own home, Iry t(RE TURBO €XDe- |  mess faparmen *

aver it and will pitch you into a skig |if rience. Ladies and gentlemen, start Mochsy = 2 Drowons A

you're not careful. There's also a has= | your engines! -~ — g

Learning to Drive a

<
LT el 7T TT Ty

“scures™ vohicles) . you,
may find M braking to avold a car’
hat suddecw appers can save you
uomamtﬂ. ;‘ i
4, |[,youemn retarn the car 10 low |

Expenenced TLRO drivers say lhuo .
L IS a group of special hchmquos in-
“wolved.in improving your “cars-

passed” scorés and avokding colli-

s0Ons Here are a few tips from ho

o A I gnrw"nvotohecenoeratho
1. Badore you bagin the game, ullw road—wherg youl have the hest h
Griving modulie in front of your televi- | ~ chanceof hit lrom behind. a.

00 set, within four 1o six feet of It You
should sit in a chair with the pedal
beneath your right foot and the whee!  JEERE
console fiemly Fasiened by is rubber

feet and suction cups 1o atabig in front
of you, Don't iry 4o drive with the wheel

. few. seconds, accelerate, shit back
hwhghpearandoom:mmharaoe

S. Two sections of N‘eouu are so
lr.‘nchovoﬁ‘("ﬁnf’?ou should slow
dawn for them: the Soow-covorod

2P oo iy e e
— i
to0 much 0 ywekd good scores. wlled(Welhemcmomo

“the right) " In both casss slow to a
speed near that of the other cars ar
ound you. and concentrate on avoii-
ing collisons rather than passing. Be
particularly careful on tha Snow-cow
ered Road; your steering motions
shoukd be gentle and gradual or you
may lose control of the car

6. When you hear a siren and see a
flag an ambulance is approaching from

2. Shitinto ugh gear as early as pos-

sible—~preforably within three or four
seconds of the start. Stay toward the
center of the road dunng the city por-
ton of the cowrse. and watch the hori-
zon for approaching vehicles and ol
slicks. Remember, it's not normally de-
sradle 10 use the shift except when
starting the race or restarting after a

crash

a Behind, You cannot outrun the ambu-
3. Usa the accelerator pedal fo vary . - ~ ! lance, no matior what your speed—the
your speed when approaching difficult o> ) best tactic is to slow gown slightly, pull

situations. Bear in mind that releasing |
the pedal completely activates the
brakas and slows you down quickly. As
you move into the hill portson of the
race (where a hump in the road ob-

10 one side of the road andwaitfor itto
pass. Once A has passed, you can
agan accedarals to full speed without
fear of hitting the ambulance from be-
SNOW-COVIERED ROAD hind

10 DoteinCt




The Arcade Experience and Beyond!

dvanced arcade-type control-
lers for the home are the latest
craze in video games. On the
leading edge of ts trend are
two new controllers from ColecoVision
which incorporate hghly sophssbcated
arcade game playing capabdity Both new
controliers take advaniage ol the micro-
processor interface fechnoiogy that lies
at the heart of every ColecoVison sys-
tem—3a technoiogy that makes Colaco-
Vison more computer thain video game

The Super Action Controller

ColecoVision's new Super Action Con-
woler (Which plugs casily IMo the basic
ColecoVision video game Sysiem) qoes
beyond any home contrellér in full action
play. In fact, the Super Action Controller
has been described by Coleco eng-
neers a8 “the controler thal every home
game player would have desgned i they
had the opportunty 10 do 5o/

The Super Action Controller lakes a
gant step forward i game play and
control by offering evenmore play action
options. In agditan, the Controller puts a
premium on hand/eye coordnation and
provides a real challenge %o aven the
best vdeo game players

The mast obvious feature that sets
the Super Acton Conlroller apart fom
Other home wdeo game controlers iIs its
advanced, spaca-age desgn. Hundrods
of howrs ol testing. combined with a
detaded analysis of the human anatomy,
went ino finalizing this design. The end
rosult is a shape which combines
comfort with highly developed play
capabdity

Ouring the research phase of the
Super Action Controller development
project, Coleco engineers found that
game scores can be improved i muscle
fatgue is reduced. As a result of ths
research, the Controller has a carefully
cesgned molded polymer gnp which
comfortably fits all size hands, provides
a fwm hold for sperited joystick use and
recduces the tendency of the hand mus-
cles %0 become tense and tred Curng
play

If the space-age shape of the Super
Action Controller is sophsticated. then

A5 funcions are positively fuluristic. A
numbar of highly innovative elements
combing 10 make the Super Action Con-
troller the home controller of the fu-
twe . today!

There are four Color COGRU tngger
switches contoured %0 the shape of the
fhingers and bult Int0 & pistol-grp handie
Thesa trigger switthas have been sp
cifically designed for Increased play
area conirod and have been carefully
pOSHioned 10 1ake advantage of the naty-
ral quickness of a player’s indéx linger

e Super Acton Condoler
araes
* & pstol grp rgoers for
Dby M0 COnvol
® H drechon Oysich Lr
A Akt Mowivmiany
& Speed Roler for precise
CAACINT 8PS0 Contro/

The Controllar also incorporates
a super-responsive 8 direction joystick
which provides the player with full hield
movement A knuried speed rolier vanes
the pace of play and a 12 button key pad
with a vanety of game playing functions
has also been incorporated into the
Controlier design, Of coursa, the Super
Action Controlier i complately compal-
ble with all ColecoVision Games

The combined faatures of the Super
Action Controller result in what every
home video game player wanis and
needs, ighining fast response 10 the
achon; more control over the operating
butions and nggers, and a minimurm of
myscie fatigue

Controller Strategy:
Offense or Defense

The Super Action Can-
woller wil beavaillable
75 a package of two

controllers phus
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8 1ree BASEBALL Carntndge. The two con-
iroliers are provided so that players can
compele in 1he excang new Colaco-
Vision sports games where they can
actually plan strategies as # thay were
theé Coach, then execule those strategies
right on the field

Although the Controller has been
designed for 1astér reactons, Quicker
tmng and improved sceres with any
ColecoVision game cartridge. it really
comes inlo its own with such new
ColecoVision sports games 38 BASEBALL

For example, when playing Coleco-
Vision's 8ASERALL with the Super Acton
Controller, the piicher/defensive player
can use the four gger swiches 10
salact the speed of his pitch, Plus he can
use the joystick 10 control each pelch,
Ihowing a siraight or curve ball to the
plate. He can also use the control trig
gers fogether with the joystick 1o posi
ton fpddars, caich line drives and throw
nners out

The 0pposing batted/ollensive
player can yse the Super Action
Controller to Nt away or bunt. He can
&S0 _maneuver the COontrol triggers 1o
advance the batleér and base runners
aNC even 10 steal bases

The Roller Controller

ColecoVision's Roller Contraller (which
ke the Super Acton Controller plugs
drectly into the ColecoVision system)
dupiicales ihe SMootn, spmng-bail leel
found in the best arcacde gamas As s
result, the Roler Controlier, more than
any other home controller. puls the play-
ér dueclly into the heart of the on-screen
achon

The Roller Controligr sianted cone
sole features a freeroling Haf that pro-
vides playess with full 380 degree fheld
movement of game chataciers. The
Controlier also gives players the ability
10 move game characters as st as

cesred, Rt is these fullfpla/full-speed
capabdites which <2t the Roller Con-
trofler apart from other home controliers
and alow it 10 accurately recreate the
playng experence found in sophistical.
ed ball-type conlirol arcace games

ColecoVson engneers spent more
than a year investigating arcage game
technoiogy in preparabon for the Roller
Controler's mtroduchon. As a result of
these studes the engneers chose %0
mncorporale another important arcade-
style clement nlo the Controlier con-
sole~dual, rapid motion finng buttons
These butions gve players at home the
Same abxlily Lo fre 1apicly in DOth drec-
1Hons that arcade players enoy

The two standard ColecoVision

GOIyarcow SUITMER

12 tortpent

controllers 111 Inlo compartments on
each side of the Roler Controlier con-
sole. The control sticks and 12 bution
xeypads are then used for gameplay
oplions in the aclion packed new
ColecoVision cartridges designed spe-
cially for the Roller Controller

what's Coleco planning o do for
an encore now that they've gone the
arcade games one belter? Nobody's
Sayng just yel, bt #'s & sure bet that
whatever approach the company ex-
plores. irwillbreak naw ground. As the
Advanced Research and Develop-
ment Department’s slogan reads: “If
can think of &. we'reé probably

you

alveady working fo make it happen

M/
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FEEDBACK

How Many Games
on ColecoVision?

Q. Exactly how many games can |
® play on my ColecoVision?

o Hundreds! In addition to the

® ColecoVision carndges cur-
ey available, dozens more are dug
oul by the end of 1983—many of which
are weoll-known arcade hits. But with
ColecoVision's Expansion Module =1,
You can play any carnndge compatibie
with theAtari* 2600 VC S or the Sears
Video Atcade™ system. Thal means
any of Ihe (wo hundved of 50 Cartrioges
made for the Alar 2600VC. S. can be
played on ColecoVision: It also means
your old cartridge library won't become
obsolete when you upgrade to Coleco-
Vision—just plug in the Expansion
Module and keep enjoying your old
favontes as wel ag your new Coleco-
Vision cartridges.

ColecoVision’s
Computer

Qo | keep hearing about a Coleco-
® Vision computer in Coleco's
ads and brochures. What will it do?
And when will it be out?

AOGM you asked! In one sense,
® the ColecoVision computer is
“out” right now The brainpower and
memory of the ColecoVision video-
game system in your homae ave already
the heart of a full-pawer, high-technol-
ogy computer. The compuler you're
referring to s what Coleco calis the
Computer Expansion Module, which

when connecled 1o the Expansion
Port of any ColecoVision will tap that
branpower, creating a state-of-the-art
compuler sysfem.

The Expansion Module will provice
all the special elecironics necessary 10
make ColecoVision an easy 10 use and
full tunchon home computer. in fact the
ColecoVision home computer will be so-
phisticated, fun and 50 easy to use that it
will be enjoyable and usefyl for the be-
ginner and the compuler pro,

The complete ColecoVision video
game/computer system will provide
more value per dollar than curreént home
computers. Of cowrse, the ColecoVison
system will conlinue 1o provide the same
superb graphics and video game varneaty
hat you expect.

The ColecoVision Home Computer
Expansion Module will be avallable iater
this year and wa will cover its introdug.
tion and technology in full detad in the
next issue of EXPERIENGE We cantwait!

I.Hospcmm.

Qo Is i possible to wear out a
® videogame cartrigge by play-
ing It 100 much? How long should a
game lastif played an hour a day? And
IS it possible 10 break a game by scoe
ing to0 high?

A. Lel's handle your queslions in
@ order. First, since there are no
moving parts, you can't really “wear
out” a Coleco game cartridge unless
it's abused, Contrary to what some
people think, there 1S nd lape INSICE a
game cartndge, just stationary sold
state elecironic “chips.™ The only
1hing resembling aging in a game car-
iridge is a very slight wear on the
connecting boards which occurs
each time you insert or withdraw the
cartridge. But don't worry, Coleco en-
gineers design ColecoVision game
cartridges to withstand up to 10,000
such insertions. That's equivalent to
pulting a cariridge in your CalecoVi-
sion three times a day. each day, for
aimost ten years. So, for practical pur
poses, your ColecoVision has an
almost unlimited lifespan

As for “breaking the bank™ by
scoring 100 high, ColecoVision car
tridge scores are designed to “roll
over —relurn 10 2610~ a whiz game-
player's score exceeds the capacity of

the screen’s digits to show 1. The only
thing that might be shightly damaged is
your pride, since that super-high score
could vanish before you have a
chance o show it off!

Why ColecoVision?

Go How ooes ColecoVision com-
® pare wilh Intelivision™ and the
Azari 2600 VCS? How does it compare 10
the new Atari* 52007

Aomowy the most obvious dif-
®rerence between ColecoVision
and other video game systems, like
Intellivision and the Atari 2600, Is
graphic quality ColocoVision's graphics
are outstanding Because the basic pic-
twe. glement (known as_the pixel) s
césigned 1o deliver a sharper arcade-
type image 10 the screen, What's more,
ColecoVision organizes its graphics so
that you get far more aclion on every
screen,

in adoMion 10 SUPendr Qrapines,
hundreds of cartridges can be played on
the ColecoVision system: there are gus-
mwsm fow games avadable for the
Atan

ColecoVision quality and gameplay
features are made possibie by a highly
sophishcated microprocessor which lies
at the heast of the system. This micro-
processor provides ColecoVision with

S
o)

built-in, plug-in expandability. For exam-
ple. with Expansion Module & 1 you can
play Atan cartridges on Colecovision,
white Expansion Module = 2 brings you
a new level of realsm 10 home drving
games bke TURBO™ Later this year
Coleco will be introducing a new
Expansion Module capable of lrans-
forming ColecoVision into an easy to
use, full function home compuler.

The key thing 1o remember about
ColecoVision is that # is more than a

great video game Systeme—it's a home
computer, 100

toeaence 1




STRATEGY

TIPS

In each issue, Strategy Tips presents
peoven techniques for impeoving your
scores (and staying alive!) on ColecoVi
sion™ game cartridges These concepts
have been thought outl and tested by
Coleco's prolessional gameplay eval-
ualors, and in some cases by the design-
ers of the games themselvaes, This
month's dual focus is onthe three-ce-
mensional space-baltle ame—2AxxoN '™
and the enormously popular DONKEY
KONG VBriel"Quick Tips™are also inchud-
od on two other ttles VENTURE by Loy
and COSNIC AVENGER TV

How to Beat:

Warrior Robot Guardian of @
Deadly Floating City in Space
ZAXXON is a fantastic threedmensional
space battle game that puls you in ¢on-
trol of a futuristic spaceship! Your ship
200mS over alian asteroios, dives down
to bomb enemy fightér planes and al-
tacks enemy instailations. Your ship
must avoid hazardous walls, forca Nalds
and enamy fire, 100! ZAXXON has been
callec the most graphically sophisticat-
od videogame ever, The game se! a
new standard for realksm when first
Introduced in arcades. ColecoVision's
ZAXXON brings thal same exciternent indo
your home.

ZAXON's challenge is tierce, No
one would call it an easy game fo
masier, particularly at the higher skl
levels, but by StUGYIngG the programmead
moves of the many lorces involved, it's
possdie to greatly improve your SCores,
and conssstently have a chance at de-
Stroying the mighty ZAXXON robot itself!
Here's how,

® Balcre you pick up the controller 10
start the game, i's important 10 have a
good ea of the powers ol each of
ZAXXON'S delencing elements. On both
asteroid surfaces there are domed fur
rots, which fire lowflying missdes, mis-
Sile 5008 in the ground that fire vertically
moving missdes, and homing missies
that track your space fighter if you linger
100 long at high ahitudes. (Thesa last
missiles must be hat several times to be
destroyed; they are an extremely dan-
gerous foe) Cylindrical fuel fanks supply
adatonal power for your ship when hit

(the energy is transferred automatically
when one explodes). Since your ship's
fuel runs low quickly, #'s important to
hat the fuel tanks consistently during the
earty portion of the game 1o replenish
your supply

Between the first astercid and
the second there are enemy sSpace
fighters, which also fire messiles. And on
the second asleroid are ponderous
saucershaped modots, which move 10+
ward you individually or in groups of
three

The final opponent is the mighty
ZAXXON, & two-tiered robot fortress with
mobots on its shoulders and a homing
missile cradied in its side. Each of these
opponens can be destroyed if you un-
derstandg the orders the master Zaxxon
computer has given them—and act
Quickly 10 outwi ds inslruchions

® As each round opens, your ship ap-
proaches the first asteroid, which is
topped by a high wall. To avoid crashing
into the wall, use your laser cannon 1o
confirm your fight path. Since the laser
cannon lires straighl ahead, the position
whece your shots dalonale indicales the
path of your ship: If your cpening shots
sine the wall, move untd they pass
through the center area of the wal's
opening. This wil ensure that you enter
the asteroid safely.

® As you fly along the surface of the
asteroid, stay lowenough (about the firsy
mark on the altimeter scale atleft) 1o hat
the twrets and tanks on the asierod
surface. Keep to the left as much as
POSSDI, Cestroying enemmy turrets first,
and fuel tanks afteér you'vé elminated
1he turrels that defend them, The turrets
Tire both forward and sideways, and their
missies move rapidiy so you'll almost
certainly be hit If you get close 10 a furret
without destroying 4. Fire at the turets
frem a distance, then weave back to the
night to hit fuel tanks Remamber 10 keep
an eye out for the vertically rising mis-
siles that coma out of the ground silos—
and gon't forget tha equally deadly mis-
sdes launched froen Ihe turrets. Don't
chmb unless necessary 10 avoid a mis-
sde or 3 wall—even two saconds at high
altitude Wi bring 3 1ast, hard-to-avoid
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roMng missile down on you. aming:
Do not attack the most heavily congest:
o ground fortifications of the frst aster-
okt where missies fly so thick and fast
that even pro ZAXXON' pdots choose to
concentrate on Staying alive Dy Con-
stantly changing alttude and position
Real fighter pilots call ths rapd-motion
tachc “jinking”. and use £ in actual ar
battles 10 conlfuse enemy compulers

Combat with Mobo

_,-‘.———’.\
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Asteroid Fortifications

ruee

©® As you leave the les! astergic taenter
deep space, move Joward the center of
the screen 10 givé yoursell maximum
maneuverabiity Then wan for tha brst of
the cnemy fighters, You'll fing that
theyre very nard 10 Ht UM they ap-
proach and prepare 10 launch ther mis-
sdes The best technique for Survival i
deep space s 1. Wait unbil crosshars
appear i front of your ship. 2 Fre n-
stantly 3 Dive or climb immediately
Dan 1 fire and remain still—even il you hit
the enemy fighter s missile will stll
dastroy you. Practice this wal-fre-move
sequence until you can coahidently oe-
stroy the enemy fighters. By the way. 4
can’t hurt 1o start liring at enemy
fightars as soon as they appear on the
e0ge of the screen Unlortunately, iong
distance hits are hard 1o come by

® The action will abruptly siow as you
approach the mighty ZAxxon Move your
ship 10 the right 10 draw ZAXXON Over
1oward that side of the asteroid S0 you
canfre at & Then rise 1o an akdude of
about 21 marks on the screen allimeales
and begn finng as rapdly as possidie

When ZAXxON launches a homing mis-
sile. try 10 it it several benes 10 neulrasize
it (you'll see it change color), then con-
WUR 10 fre at ZAXXON itsall Remember
only multipie hits at the right hesght can
CEsSlOy ZAXXON=aNG 3N YOu POINs "
yOu Cant score thesa s and desiroy
the homing msste, your fre will at keast
grive ZAxxON back and you can begin
another round of atlack, Good luck and
good hunsng'

9 One of the most important ticks to
learn 5 acceigrating Mario's climbing
spead By rapidly pressing the joystick
UPWard. not once but twice when Mario
bagins 10 chmb & ladcer, you can make
e chmb much faster than his normal
rate—enabling him 1o move upward ot
downward fast éncugh 1D avoid oncom-
ing barrels and fireballs

® Jumping barrels or lireballs becomes
gaser I you ump them while Maro's
running. rather than when he's station-
ary. This increases the se of the jump
and gives you 8 much better chance of
cleaning the obstacle. Avold jumping a
barrel backwards while runang away-a
almost atways fads, selvng Mano down
squase on top of the
obstacle

® On the Rivets
scroen, A5 im.
portant to keep
movng a al
umes The llames
have a tendency
1o “home in” on
Mario i he stops
even {0 B mo-
ment AlSo, avod
Irying 10 jump a flama that's neas a lad.

ger—often the tame wi speead 10 the
lacder as you jump it and burn Mario
as ho tnes 10 leap over |

o Generaly speakng il's
not advisable 10 grab a
hammer unkess youre
surrounded by barrels
or treballs The few points you
pick up usingihe hammaer arent
worth nearly as much as the
bonus paints you'll SCore Dy Con.
tnuing 10 climb up the screen

Seca Cavern

In the opening stages of coswc
AVENGER, Stay near the plane! surface,
using bombs and cannon fire 10 desiray
missde Bunchars, Keep your speead far-
Ty low for maximum point score—paricu-
larly 88 you near the sea cavern—and
slay loward the Center of the screen in
the kast few seconds before reaching the
sea cavern. Otherwise. you coulkd hit the
cavern walls instead of entening salely

Serpent Room oylney™ |
When enlenng. the Serpent Aoom cn ‘
VENTURE'S first level remember that the
serpents cluster near the right doge So
going in there s amos! certain death
But entering at Taff Wil give you time to
get off a couple of quick arrows—one
high and one low & the proferred tech-
nque-~that wil kill two of the beasts and
gwve you soma lighting reom. Don't daw-
die n fing your arows. but make a
beeling for the treasure. I you wait too
long a Halimonster may get you before
you Can lpave the room salely

What's Your Strategy’
a winning strategy & |

00 Seavision game i

Weop & 10 yoursell Send 39

s good we'l reprnt 1 9005 W JCoy
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your ~Strategy Tips.” PLsd
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ColecoVision 7
Rhyming
Crossword Puzzle

Each of the clugs bDelow describes 3
ColecoVision videogame or game chas
acter. Mast of them were dscussed m
this issue of EXPERIENCE . Match the
clues with the answer $paces. and com-
plete the crossword. Then, using the
Bonus Clue, unscramble the five circled
letters and decipher the title of an
exciting new ColecoVision sports
game scheduled for release later thes
year!

ACROSS

1. You're pursued up and down by fé.
ings S0 Cunning then you change o
a dog—waltch those cats stan run-
ning

2. She’s cute as a button and not much
bigger. but enemies wail for thes Idthe
digger

3. Round and round the screen, this
Ittle guy burrows. while naslies
pursue him through each of his fur-
rows.

4. The quest for he romance, (eQuees
palbence and slrengih. and a kean
eye to uige each leap’s height—and
IS length .

5. This wise lllle fellow gets inlo such
1rouble! bul he resgues his lady, then
heads homea on tha double . IwWDs

& Aone-gyed leader I5Sues s oars
It you dare to cross interstellar
borders.

7. The ape on the roof knows world.
wige lame . . but on the girders
below. what's the workman's nama?

DOWN

1. To rescue his Daddy he's jumping
and climbing, just like Papa’s jader
he'll need perfect bming. ..

2. This game's many twists will sure
keep you busy. part of its chalenge &
not 1o gel oazy

3. The android pdots of an alen race.
chalienge you to a death duel in
space

4. Whare a ghttering oty floats in the
void, you seek to destroy a poweriul
‘droxd

8. Just as in school, you wander the
halls, but in some rooms avoid the
deadly walls

0. Wave alter wave. the allens atlack,
your e@naigy-cucled ship, alone,
beats them back |

7. In this game, you must grab the
wheel bul il ups your score when a
“crunch” you foad

8. Take oul your caps' loosen up your
mtish this game’s so good you'lllove
each of your hits . | .

9. The planet Easth is mankng's home.
in what still vosg 0oes ZAXXON roam?

BONUS CLUE
He's big and tough. and hard 1o scare
andwhen he starts punching, plan not1o
be there! What's ColecoVision's new
sports game?

ar n(1HOVE

(M page Y0 s \or arawer )
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COLECO MART

Great New Ideas from the World of Coleco...
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OOPS!

In our rush to bring you the premiere issue of
ColecoVision EXPERIENCE, we made several errors.
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Coleco industries, Inc.
999 Quaker Lane South
West Hartford, CT 06110




YES' | want to become a

@ Charter Member of the
ColecoVision Video Club! My check or
money order for $6.00 is enclosed.

L 0 AGE

ADDR

cimy STATE ZIP

Mail to: ColecoVision Video Club
PO. Box 4025
Syosset, New York 11791

JOIN TODAY!
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B Deadly Home of
the Wal;rior Robot

in a full-color poster
that will have
laser-cannon fire
flashing around
your hedroom!



