


A LOOK AT "BART'S HOUSE OF WEIRDNESS"
by Dr. Marvin Monroe

When I was asked if I would be interested in writing an
introduction to the manual for this game, my first
question was, "How much money?" Once satisfied
with the answer, I began to struggle with the complex
issues raised by the advent of the video game. I
believe video games are a popular outlet for the
species of homo sapiens in this the latter part of the
20th century, and I welcome the forum presented to
me. It's high time we took a scholarly approach to
these matters.
In general, the use of software for amusement reflects
back through time. It is, if you will, on par with the use
of Pogo Sticks in the middle of this century or, even
further back, the game of "Pull the tail of the jackal"
that was popular among young male children during
the reign of Ramses III in ancient Egypt. In fact,
studies show that there is a release of tension related
to playing video games and their ilk that coincides
with the pre-Jungian studies of subliminal dream
states as interpreted through non-mandatory living
activities. What this means in layman's terms, is that
people do it for fun.
My own pet theory is that the use of a joystick for
entertainment purposes is a regression to the pre-
civilized state of humankind when hunter/gatherers
relied on clubbed weapons in order to meet the daily
challenge of procuring food and of keeping that
food away from others. Over the millennia, as the
acquisition of such needs decreased in difficulty, the
necessity for venting negative impulses through
strenuous activity was relieved only at the risk of
offending the predominant social mores of the times.
To put it simply, it was no longer acceptable to bonk
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your neighbor over the head with a club if you felt
irritated. Man was forced to rely upon increasingly
abstract ways of bonking others over the head: the
catapult, the poisoned arrow, nuclear weaponry,
etc. Now, as we approach a new century, civilized
man is once again able to grab a clubbed instrument
(e.g. the joystick) and - thanks to the miracle of
software such as this - "bonk" the head of those he
finds irritating.

And I might add, there is plenty in this game with
which to be irritated. There are space aliens
(representing man's alienation from the group as
stressed in the individuality-focused society of today),
hideous mutant bugs (representing a separation from
the natural environment of our ancestors), toxic waste
(representing man's fear of the consequences of his
own creation, nuclear power), toxic waste (see
previous) and brutal security guards (representing
brutal security guards).
Then there is young Master Simpson.

I have worked with Bart on a few occasions and I
must tell you... actually, I can't tell you. It would be
unethical to reveal what is discussed in our sessions.
But I can tell you what I've learned from this game.
The focus here is on Bart, as well it should be. Bart
needs to feel at the center of events in order to
bolster his own emotional sense of self-worth. At the
same time, his relationship to his father is one of
cautious respect. While openly, Bart may appear to
harbor feelings of disdain and shame with regard to
Homer, there is no question in my mind that the boy
knows a meal-ticket when he sees one.

Therefore, it follows that in Bart's desperate search to
compensate for the shortcomings of, and at the
same time to break free of his ultimate dependency
on, his father, what we find is a boy who wants to be

regarded as a pillar of the community. He wants to
be looked up to as a hero and role model. He
wants glory, fame, and status. Yet he doesn't want
to work for it.
"Bart's House of Weirdness." is a subconscious
interpretation of reality as Bart would like it to be. It
presents him with the opportunity to project the hero/
conqueror role on his own persona, thereby regaling
himself to the status of World Savior.
In closing. I would like to point out that the elements
found in this game are, in most cases, a social
commentary of the state of our culture as seen
through the eyes of a child of the Nuclear Age. You
may wish to ask yourself, "What do the glowing rats in
the basement symbolize in my relationship to the
environment?" Or you may ask, "Is there a lesson to
be learned from Bart's rooftop battles with evil squirrels
and angry hornets?" I have no answer to these
questions. But if you enjoyed this small dissertation,
you may wish to read my other best-selling writings:
* OEDIPUS SCHMEDIPUS!

A collection of humorous limericks from fhe psychiatric
world

* ANALY-SIZE!
Twelve steps to a harder body through the Freudian
workout

* WALK A MILE IN MY WEE JUNS
An autobiography on an eminent psychiatrist

* DYSFUNCTION IS AN ELEVEN-LETTER WORD

Thank you.
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PART 1 - INSTALLING AND LOADING
Note: Make back-up copies of all disks. Use these if
playing from disk. For help, consult your DOS manual.

Floppy Disk Users (1.2M & 1.44M Versions Only)

1. Place Disk 1 into the appropriate floppy drive
(a: or b:) of your computer.

2. Move to the DOS prompt for the
corresponding drive. You do this by typing a:
(or b:) and pressing the Enter key.

3. From the DOS prompt, type setup.
4. The Setup Menu has options which allow you

to configure the game for your system. Use
the arrow keys to move the highlighted
option until your Video Mode is highlighted.
Press the Spacebar to select that option.

5. Repeat for Sound Mode.

Hard Disk Users
1. Follow the same directions for steps 1 - 5

above.
2. After selecting the sound and video modes,

select "Install to hard drive" from the Setup
Menu.

3. Follow the on-screen instructions. Press Enter
to finish Setup. (NOTE: Exit the Setup screen
with the disk still in the drive.)

You must run Set-up for sound and video BEFORE
installing, or the proper files will not be saved on your

hard drive.


