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WELCOME BRCK Br WELCOME ABCGRRD! --- Herzin we start the sixth year of
publication, supporting a wvideo games computer system that is stiil
technical ly quite advanced for the day. In the lgst year, Pstrocada went into
a Chapter 1l backruptcy and came back out of it. During the whole year, sales
of the unit dropped, prices dropped, distributors and dealeaers dropped,
supplies dropped. Into that breach, a group of independent producers
appeared to provide wus with cartridge games. We have Treasure Cove;
BlastDroids; Sneaky Snake; Ms Candyman; plus Muncher, the P-C M-N derivative.
Now that Astrocade is back, they will also be working on more games to support
the system. SOCCER may be guailable by the time you read this. It is a
4-player game with similar characteristics %o Football. The Astrocade peopl=
are looking for programmers - people with ideas for games, plus people who can
translate these ideas into computereze. Contact the Astrocade coffice in
Columbus if you have any talents in this direction.

For those of you interested in publishing your ouwn material, or in selling it
to the other game manufacturers, a book now on the market may halp. Published
by Writer’s Digest, it is called "1354 PROGRAMMERS MARKET". The first 3B pages
offers guidelines into preparation of material for future sale. Lots of hints
and tips. The remaining 178 pages lists the pertinant data of virtually every

company (588+) that buys software along with tha subject areas of their
interest, payment arrangemants, which computers they cover, how software is to
be submittad, if they accept contract work (rather than individual

submissigns), and such materigl. $16.95 softback

ADDRESS CHANGES that should be noted - Home Arcade Electronics is ncw CFY
ELECTRONICS, located at 2972 S. Bth Straat, Klamath Falls, OR, 37593 (5633
884-3225 /- and Mike White Software is at 4858 County Line 2, Bex 373, RD #l,
Wakeman, OH, 44889

TU?ORIAL materials and writers are needed to keep that se.ment of tne 43CASIAN
§01n55. Authors, 2aid at the rate of 325/pa:-.;e, are requesEed to con*a’c;“?g; a

Cladden, 55400 Nine Mile Rd.,South Lyon, MI:Q8178. Alsc, if there {s a ;ubject
——x you want ailscussed in detail that we
nave not yet troached - or yocu neec

such as AVALANCHE you will see some "blinking*. This does

rot harm tholplay value at all. The movement is 50 lightrirg added information, contact Jon or my-
fast you won‘t even care. There are lots of machine routine self, and we'll see abtout suppcrt.

calls throughout this BASIC program and 1 would recommend
ﬂ:r begxr:;o:: and intermediate programmers to look inside
at some e strarge tricks that Mike 4 ( j ; i ]

in 16k}, This is Mike's first effort at a mrua:sppr:::gy SMaLL LETTERS in programs-tne coaes
ard I think you will agree that we can expect a lot from a = = o= c= 2
him in the future. If you like fast, furious action I'm - =

sure you wori’t be disappointed in QUADRA for $15.95. I -

fnl it 1s definitely worth the price. Mike’s new address

is: Michael D, White 4585 County Lire 2 Box 373,

R.D.#1 Wakemar, Ohio 44889

, tIdam gton;-g to try to get a column to print every month
ut due to the limited availability of extended memor

thgro may be some moriths that it wor’t appear. Ther‘: ip:OdUCts P . S . SP ECIALTI Es

quite a‘bit aut there and more being produced all the time

$0 25 time QOes On we May get better established. got 544 E. Overlook + Eastlake, Ohio 44094

a call from Rusty at R&L Enterprises a few days ago. It

seems that they are eager to get ore of their 64k boards HARDWARE/SOFTWARE DESIGNS & SUPPLIES

to me for review. I understand they have some exciting - YOUR EPROM SPECIALISTS -

plans for our system. 111 let you kriow wher the board
arrives, and when I gain some familiarity with it you will Production Runs ot 5 to 5000

be hearing all about it.

Remember, a s.a.s.e. will 1nsure that you receive an
answer to your comments and questions. JOE POELKING h‘MKE SKALA
CAVE CARSON P.0.EOX 39 KIPTON, OHIO 44049 676-0603 (216.  951-2564 j

218)774-4645
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EXTENDED MEMORY
PRODUCTS REVIEW
by Dave Carson

QUADRA by Mike White Software is the featured program
for review this month, Mike is just now getting ads set
up for the ARCADIAN and the SOURCEBOOX so many of you haven’t
yet heard of him or QUADRA. In Vol. S page 125 there was
an article on File Search. This was written by Mike and
contained the first mention of his product. There has been
an address change since the article and a correction will
appear near the end of this column. In making preparations
for this review I have been struggling with a question of
ethics. Whether or not to even do it, since Mike is a personal
ériend and I have seen QUADRA progress from the idea stage.
The answer was to tell the readers that, even though I will
try not 1o let it irfluence the review, a certain amount
of bias may be present.

QUADRA is a game that could fall into a catagory with
games such as GORF or TRON since it 15 a group of several
games tied together to form one. It first came to life
in Astro-BASIC in a unique format. An approximately 10k
progr-am being executed in an 1800 byte memory. This was
accomplished in the same way that disk based systems run
very large programs. Reloading or replacing the contents
of the memory and leaving the necessary variables and such
intact. Since this required quite a bit of tape shuffling,
the logical thing was to set it up in extended memory.

A 4k format was next to appear and then the "super deluxe”
16k version. All three versions are currently available.
They all share the same price and they all play the same.
The ditferences heing less taoe maneuvering for 4k, and
none for 16k, and some extra frills and fancies for the

E.B. formats. By the way, Mike offers a free update for
current owners, to any larger format st for sending in
your origiral tape. This review will be based on the 16k
program but will point out the major differerces for the
other variations.

In 16k only, the load is quite lengthy but you are treated
1o a nicely animated title page. You also will be told
periodically that the load is progressirg properly. Sirce
all formats have the same scenario, the instruction sheets
apoly to all. Individual notes containing the differences
are included. The documentation is clear, easy to understand
and complete.

The game accommodates from one to four players on individual
control handles. Following the input of # of players, player
#1 will see the screen divided into 4 sections containing
"27* and be prompted to choose a game. An arrow in the
center rotates to pick a quadrant, The four games are arranged
randomly and may change. When a game is completed by one
of your three "lives”, it is marked as complete on the selector
screen. 1f incomplete, the name remains visible so you
may return to it or choose another quadrart. After a life

SHSH UP
is lost or a game completed, you will return to the salector.
14 all four games become completed, it automatically progresses
to the more difficult level, #2 or #3 on up as high as you
can get.
The four quadrants contain games that are variations
of old coin-ops and some that are brand new concepts. SMASH

\—
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UP is similar to HEAD ON. It seems every computer arnd game
system uses this interesting game idea in one or more variations.
Your car moves counter clockwise through a rectargular maze,
erasing dots while avoiding the computer car (traveling
clockwise). UFO ATTACK has some similarities to SPACE INVADERS
among others. Your movable, land based cannon must elimrate
four waves of descending, shooting invaders and then destroy

the "Mother Ship". LASER AND SLIDE actually is made up

of three seperate challenges. The laser segment is a shoot-

out between your laser gun on the left and the computer

on the right. The slide game is played like the coin—op
AVALANCHE. You have to catch 30 falling rocks 1n an ever
shrinking basket. As an intermission betweer the two, you

play a simplified break-out type of game called BRICKBUSTER.
With your paddle you bounce the brick upwards against a

wall, knocking out sections. Bounce a brick through a hole

to finish. Make this ore last as lorg as possible to gain

extra points.

SAFE CRACKER is a totally new and unique game. You
begin, standing atop a maze with a room in the center containirg
a trap door. In the room is also ar electrified robot.
{shocking!') He guards the maze against intruders. In
the first level he isn’'t too fast or intelligent, but look
out in later levels. In each corner of the maze is a small
cubicle. In one of these you will see a key. Go get the
key and go out the trap door. You will automatically be
pulled through a “turinel” which proceeds tc the top of a
second maze room. This one is just like the first except
there are two keys. The third and fourth rooms have like
nunbers of keys. While all this is being done, a “bomb
timer* is constaritly couriting down the seconds to zero hour!
After having picked up 4 keys and passing through the trap

SKHFE CRACEER

door you will be deposited in the room with the safe. By
using the knob to dial on-screen numbers, you must fird
the three number combiriation. Then use the joystick to
open the safe in the 4k and 16k versions. In 4k the game
is now complete. 1f you have the {6k game you must row
defuse the bomb which is still counting dowr. The bomb
is i the safe along with the bomb instructior manual ard
a pair of snippers. You turn the pages of the manual to
fird out what sequerce the wires must be snipped. The wrorg
sequence and BOOM! There are two problems. The bomb timer
is still counting down and a robot shorted out the lLights.
You are in the dark with only the small spot of a flashlight
to see to read the book and srup the wires.

Playing QUADRA requires skill and quick reflexes in
each segment. It is a game that cannot be plaved in st
a few minutes. Since the selector screen chooses from four
titles, practice on individual games 1s impossible. To
correct this, Mike includes a menu driven file search practice
program on the reverse side of the tape. The main QUADRA
side, he calls the Marathon. On the practice side you may
play multi player versions of the four games and also 2
version of ping-pong. You may practice for the "Marathon”
or simply play your favorites.

QUADRA has lots of color and it has sound effects for
literally everything. It is very uraque and well done.
This is a good game for an all night session. The graphics
are hardled nicely although in some of the simpler segmerits

conT, OM . P}
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1 (CRYPT-0-1
2 .
3 .BY KEN SPRINGSTEEN V.4 ARCADIAN, P.42
4 .MOD. BY R. DE HAYE FOR EASIER USE.
5 .HAS PRIVACY CURTAIN Robert DeHaye
e e ° 772 Cadillac Drive
g CLEAR 18(1m9=168 Huntsuille, AL 353502
9 BC=135;FC=4B
18 BOX B,8,94,18,1;CY=0;CX=-42;PRINT *(CRYPT-0-GRAMS>",
15 FOR G=1TO S58:NEXT 0
45 NT=1
60 CLEAR ;Z=0;U=@;A=8;:B=0; D=0; E=8; i=0
96 CY=15;PRINT * PRINT 5 TO 24 CHARACTERS";PRINT ;PRINT ' PRESS "GO" TO SCESH
BLE

S5 PRINT ;PRINT * *** TO HIDE, "“1" TO SEE’ ;FOR A=1TC 1282;NEXT A;CLEAR
188 CY=35;CX=-42;PRINT °“<(LRYPT-0-GRAMS>";CX=-78

185 CY=8;FOR A=1T0 24;TVU=45;NEXT A

135 CY=0;CX=-79

126 FOR A=1T0 25

137 @(A)I=KP;IF @(AX=98&(10)=40;G0T0C 137

138 IF @(A)I=94&(18)=183;G0T0O 137

133 IF @(A)I=13K=A-1;G0TO 137+28b(K>4)

148 IF @(AI=31IF A>1A=A-1;CX=CX~-B6;TU=45;CX=CX-6;G0TC 137

141 IF @(A)IX=3LGOTO 137

142 IF (®(A)X>I5)+(@®(AI=42)G0TO 137 CRYPTOGRAMS was originaliy
143 IF %(233=16MU="Q" submitted by Ken Springstean. In
144 IF A=25G0T0O 137 this version, (Astrobasic only?l,
145 TU=@1A);NEXT A the down aryow allows you te enter
157 BOX B,0,168,38,2;&(189)=180 the letters without their capearing
188 CX=-78;G0SUB 375 on the screen.

278 CY=-32;CX=-36;PRINT #8,K," CHRRACTERS

275 CX=-78;FOR A=1T0 K

285 NT=5;B=KP; IF &(23)=18MU="Q"

288 IF (B=13)+(B>9393)+(B=42)+(B=31)G0T0O 285

285 CY¥=-16;TU=B; IF B#®(A)IGOTC 330

388 D=CX;C¥=8;CX=-78;FOR M=1T0 K;IF #%(M)=B#(M)=34;G0TO 210

385 NEXT ™

318 CX=CX+Bb(M-1);TU=42;CX=CX-6;FOR W=1TO 188;NEXT W; TU=32;CX=D

315 NEXT A;60TO 245

338 NT=8;D=CA;E=CY;CY=18;CX=-15;PRINT "WRONG!*;NT=1@; %(28)=108;MU="7";MU=":":F0
R W=1TO 78@;NEXT W

331 CY¥=18;CX=-15;NT=0; %(28)=3; PRINT " T CX=0-6;CY=E;PRINT ~ ",

332 CX=D-65;CY¥=E;VU=U+1;NT=3;G0T0O 285

345 NT=2;CX=-88;CY=28;PRINT “YOU GUESSED IT WITH";CX=-52;CY=11;PRINT #8,U," EXT
RA GUESSES!

343 FOR A=25B8TO 125STEP -3;&(16)=180;&(17)=A-2; &(18)=A+2; &( 13)=258; &(22)=255; MNE
XT A

355 CY=-31;MT=5;&(18)=142;PRINT "20506072685S05873005028858260" ;FOR W=1T0 5@8;MNEX
T Wi NT=3

365 RUN

375 FOR A=1TO K;*(A)Y=@;NEXT A

388 FOR A=1T0 K

3280 M=RND (K);GO0TO 38B+18b(%(M)=G)

488 #(MIi=@(AI;NEXT A

419 FOR A=1TO K;TU=#(AR):;NEXT A;RETURN
N =

3
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ABL Koboycradt is vour one-stop source for the BEST in
indegendent cartridge software for ASTROCADE' Here are four great
stocking stuffers for your favorite ASTROCADE Undergrounder at
Christmas, anc they're all just & phone call away' Use your VISA or
Masterlard (or pay COL or by check/soney order) and order f-om our 24 -
HOUR DROER LINE at (B12) 477-961' Or write ABC Hobbycraft, 21SS E. HRAVE [N
Morgan Avenue, Evansviiie [N, 47711, Enclose & stasped, self-addressed
envelope for cur newest price list and your FREE copy of cur ASTROCADE Gstﬁgf_fﬁfgs
UNZERBRIUND newsietter. When ordering, send $1.5¢ ($2.50 in Canada) I”P — 1_?.” - S T
for shipping and hancling for each coapiete order. [S=R B SR *
WE ARE THE ASTROCADE EXPERTS, with more experienze than ANY other
ratazier! Call us and see why peapie think of REC HGdB"Rﬂ?T tirst,

AAAAAA

whes they think of ASTROCADE!

: L = . a a -?
% ziﬁ . g{ ? % 3‘181{ - It's slipperier than a centipede, and faster thar anything you've
L= v R s T Ty * BTN ever seen before -- it’s SNEAKY SNAKE, on cartridge for Astrocace froa
New Image Software! This HOT version of an all-time arcade classic

sends the Snake slithering among the aushrcoms toward YOU! Shaot
quick, and watch out for the Spider! Only $32,95!

¥ :ﬂ fi-.ﬁ*"? A #he 15 that charaing young lady quarding the candy store? [¢'s

%a PN Lal i F NS, CANDY MAN, and in her new cartridge game from LLM Scétware, you
can help her gather the scattered lifesavers fros the gase grid while

dvoiding the nasty jokers and other sonsters' This gase has sore

%’ ™y ? graphics sound and anisation than you can handle' Use the color racar

| 1$ to watch for vanishing sonsters, and take advartage cf hiue-screen
bonuses! Look out! When Ms, Candy Man gets knocked ofi the gase qric,
dn anisated ambulance carries her away! A sweet treat for only $29,9%5

ot aull s .

} & Raid Davy Jones’ Locker for valuable treasures, but heware the

i A

A : 5 deadly denizens of the deep' With Escterica’s TREASURE COVE cartri ize,

- . you beccee & brave scuba diver {beautifully aniested in +ull color)
1‘3 gge recovering treasure while avoiding the fatal touch of over 20 types of

i sarine life’ New aniaated creatures appear with each screen, ang the
continucus music track adds excitesent! A sure winner for anly $32.°%

e

q 4 - " ?T"-: Tﬁis: aay bg the deadl}esﬁ qase ever for the Astrocade' The
i 't-lﬁ;—_ ;r& t ;’ﬁ BLAST DRZIDS whir} aqd spin in Esoterica’s cartridge jase. You sust
y * A shaot thes guick, while maneuvering your spacesh:p arguni deadly wails

of force. One contact 1s fatal -- you get no secane chances, Can you
survive the chailenge? You'll have tc be fast, accurate, ang clever’
Any space priot can shoot asteroids -- but oniy the sest can hope to
dest'oy these deadly, drifting horrors. Super-chailenging slay ‘or
only $32 32,531
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HAVE [N gstrocqde
Chrigstmas?

Make this an Astrocade Underground Christmas for someone on
your shopping list! I¥ you are one of the thousands of underground
Astrocade fans who has discovered the world’s BEST video game
computer, why mot share your discovery with your friends and family
this Christmas —— at a budget-pleasing price!

List price on the Astrocade system is $299.93. ABC Hobbycraft
has been offering the system at the special low price of $149.93. But
now, for this limited Christmas offer, ABC Hobbycratt has a number of
brand-new, fully-warrantied Astrocade systems for only $99.995°

And we won't stop there! I+ you buy an Astrocade system NOW
at this low, low price, ABC Hobbycraft will send ycou a Videocade
cartridge absolutely FREE! Choose one from the following list ot hits:

Astrocade BASIC / Galactic Invasion / Baseball / Dogpatch / Biorhythm

Choose any one of these five cartridges FREE as your Christmas gift
from ABC Hobbycoratt! Feep it or use it as an additional Christmas
present for your favorite Astrocade Undergrounder!

Flus, no matter what cartridge you choose, we will throw in a
FREE DEMQ cartridge as well! he DEMO is a true collector’s item,
designed to automatically demonstrate the Astrocade’™s built-in
features for Astrocade dealers. Thigs limited edition cartridge was
never offered for general sale, but you can have one, absolutely FREE
with this offer!

ook at the savinges!

ORIGINAL
LIST PRICE
ASTROCADE system $ 299.95
FREE cartridge up to 52.95 ATT 143 Ty
FREE DEMD cartridge 29.95 ZLL thig onlyp
TOTAL VALUE $ 389.85 TCOS. 9517
YOUR COST (special) 99.95
YOU SAVE $ 289.90!'!!

This offer is limited, and may be withdrawn without notice at any
time! This 1s NDT a closeout (we carry Astrocade exclusively,
year—-rgund) ., naor are these used or refurbished svystems! We are
pffering absoclutely new, in—-the-box Astrocade systems at an
unheard of price because we want to expand the Astrocade
Underground and bring more people to Astrocade!

Make this an Astrocade Underground Christmas, and let your
friends and family in orn the +un of Astrocade!

(Add $1.50 for shipping/handling -- $2.50 in Canada)
Lall 24 hour order line (B1Z2) 477-9641 to order,
or write ABC HOBBYCRAFT, 2135 E. Morgan Avenue
Evansville, IN 47711
VISA and MasterCard accepted,
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IHE GAME PLAYER

by Michael Prosise

1) Ms. CANDYMAN

L&M Software
2) Tape A-T
Astrogames

Ms, CANDYMAN

Hoping to capitalize on the huge success
of their cassette tape CANDYMAN, (Arcadian
Vol. 5 no.3) L&M has released its very first
cartridge, "Ms. CANDYMAN." From all indica-
tions, it appears that this debut cartridge
is going to be quite popular, for the graphics,
sound effects, and game play are of exception-
al quality.

The cartridge, once inserted into the
computer and RESET pushed, will begin immediate-
ly. A complete 25 second rendition of the tune
"Good Ship Lollipop" plays while the title scre-
en unfolds, featuring some very attractive
artwork that illustrates the game's title,
two giant red and white candycanes tied together
with a decorative bow, and the game's authors.

At this point, the candycanes will dis-
appear, and on the screen will come the request
to select one or two players via your joystick.
The player(s) may then choose from three skill
levels: Normal, Abnormal, or Insane. TYou will
receive three "lives", with a bonus 1life awarded
every two screens.

The playing field will instantly appear.
Unlike the CANDYMAN tape, which was restricted
to a two color screen due to the computer's
limitations ,the variety of colors in the Ms.
CANDYMAN cartridge is one of the finest we have
seen in any cartridge. There are many, and they
are brillant. It appears that the designers,
L&M and Bit Fiddlers, have successfully utilized
screen resolution to its fullest. For example,
the character Ms. Candyman is yellow, with a
lavender ribbon in her hair, red lips, and two
blue eyes. (Colors may vary from t.v. to t.v.).
The ghosts and goblins are also multi-colored,
as is the playing field.

Perhaps most impressive of all, how-
ever, i3 the fact that there can be up to seven
multi-colored, moving characters on the screen
at one time! They wave their arms, smile, jump
up and down, kick their feet, and turn their
heads, too! The animation and detail are so
well done, that they almost look like real car-
tune characters on your television.

As to the game itself, you the player
will have your Ms. Candyman positioned at the
top-center of the screen. The play field is
essentially the same as the one in CANDYMAN,
but it looks so much better. Your ‘
goal is to eat all the lifesavers
on the screen, worth 99 "calorie”
points each, while trying to a-
void the ghosts and goblins, who
want to eat you. During the
first half of the screen, they
will be after you. But during

€ G683 R.EARRUS
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the second half, they will be guarding the la<t
lifesavers closely. All lifesavers must be
voured before a mew screen appears.  If a ghow
or goblin nabs Ms. C, she will plummet head
first to the bottom of the screen, where an
orange tow truck will drive up and take her away.
Sometimes she will get hurt, in which case

a Red Cross ambulance, complete with siren,

will pull up and transport her off the screen.

In screens one.and two, it's you against
two ghosts. In three and four, a goblin is ad-
ded. This continues until a total of six of
these creatures are on the screen with you.
Believe me, it gets crowded, as we found out by
the time we made it to the 11th screen, losing
at this point with a score of 111,177,

The number of ghosts and goblins in skill
level 2 and 3 are the same, except that they are
added to the game sooner. The level of dif-
ficulty increases slightly with each new screen,
as does the speed of play action. After every
two screens will come the "blue" screen, during
which the player has a brief allotment of time
to eat ghosts, earning 990 points for each
ghost devoured. An additional life is also
awarded at this point. We were able to devour
13 ghosts during one particular blue screen.

At the base of the t.v. screen’is dis-
played number of lives, score, and a cage, in
which one can see the goblin who is next to ap-
pear on the playfield. He just sort of waits
there, jumping up and down anxiously and waving
his arms wildly. This cage also doubles as a
"radar" screen, for the higher levels of play
some ghosts may disappear briefly. You can
spot their relative position on the "radar"
screen,

Overall, Ms. CANDYMAN is an exceptional
game, both in uniqueness and game play. We
are enjoying it very much. One other nice
fact concerning this cartridge is that it is
priced at a reasonable $29.95, even though it is
better than several of the other new cartridges
that cost more,

ASTROGAMES

Good news! A new software manufacturer
her sprung up, this one calling itself ASTRO-
GAMES. Their first product for the Astrocade
system is a five-program tape containing four
games and one musical selection. The programs
are all in Astro Basic (AB), and look pretty
good.

Let's take a look at these games from
ASTROGAMES Tape A1, the titles of which are
WAH'S REVENGE, SUPER PAC, DEFENSE PROFESSIONAL,
and METRO ATTACK. The musical selection is
PETER PIPER.

Upon
you a menu,

loading the tape, you will see before
Just like a cartridge game., The
five titles are numbered, and the computer

asks you to select a game by turning the knob

to the desired number and then squeezing the
trigger. (Standard procedures) The computer
will then search out the game you have selectew
and automatically load it for you ! In addition,
after making your selection, the computer will
inform you of the amount of time it will take

to search and load that particular game.

]
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WAH'S REVENGE opens with a full screen
graphic display, as good as any other of the
graphic illustrations we have seen from other
companies. It is a one-player game, (as are
all the games on this tape) with the player
able to select a skill level from 1 to 7 and
the number of ships from 1 to 7.

In seven seconds a light blue landscape
is completed, with four "Wahs" hovering in the
sky. "Wahs" are mean looking little creatures
with beedy eyes that drop bombs on your ground-
laser weapon. One at a time, they will drift
across the screen sporadically, and will period-
ically fire down at you. The player controls
his laser base, moving it left or right across
the ground so as to position it under a Wah
and fire up at it.

At higher skill levels the game action
is accelerated. For those of you who enjoy
sound effects, there are plenty of them in WAH'S
Revenge. All of us at Game Player think this is
a very well done game. :

SUPER PAC 1s another attempt by yet an-
other company to bring PAC MAN to the Astro-
cade system. Fortunately for us, but unfortun-
ately for these companies, we already have a
fantastic PAC MAN cartridge called MUNCHER*,

So, nothing on tape is quite going to add-up to
* quality, speed and color of a cartridge
~8ion. However, ASTROGAMES has made a notable

attempt to do so. Their version opens with the

Pac Man theme tune, then draws an enormous, ran-

dom maze. There are the usual four power pills

and one ghost that tries to chase you. Unlike

PAC MAN, in SUPER PAC you have the ability to

eat through maze walls, Speed of movement is

fair. The problem with the game though is that
the ghost will stop chasing you if he runs into

a wall that's between you and him, until you

move above, below, right or left of whatever is

blocking him. This tends to take the challange
out of the game. Our players gave SUPER PAC

a so-so rating.

DEFENSE PROFESSIONAL. is somewhat similar
to the coin-op DEFENDER., The skill level is
pre-set and number of ships is set at three.

The screen shows a green playfield, upon which

will be one of the player's ships and three

alien vehicles. The player's ship is located

on the left, pointing right. In can be maneuver-

ed up and down only. The three aliens slowly

cross toward the player from the right. They
are destroyed by the player's laser beam, which
has limited range. If you allow too much time
to elapse between each destroyed alien, you

will lose a ship. The alien ships do not

fire back.

This game is best described as rather
easy-going and laid back. Game action is a
%t on the slow side. Young game players should

1d this game okay, but the older players may
vecome bored early.
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METRO ATTACK 1988, the fourth game on
the tape, is a surprisingly good translation of
the popular coin-op MISSLE COMMAND. It looks
much the same as the coin-op and basically
plays the same.

You can select up to nine "lives", and
will be firing up from one of five stationary
bases. From the sky will come three slowly
desending killer beams, that inch their way in
a zig-zag fashion toward the surface. Using
your joystick, you must position a "+" symbol
in front of the beam, and then pull the trigger
in order to destroy it. There is a limited
amount of fuel for firing each base. Rotation
of the knob determines which base will fire.
Bonus fuel is available.

METRO ATTACK is very challenging and
fun to play. If you like MISSLE COMMAND, you
ghould be happy with this version for the Astro-
cade system. All of us at Game Player head-
quarters enjoyed the game.

PETER PIPER is a nice bonus to this four-
game package. It is a lively, spirited tune
in three voices. You, too, will probably like
it as much as we do.

Overall, this ASTROGAMES t pe is pretty
good. Hopefully this new company in Canada will
be releasing more games in the near future.
Currently their tape A1 is available only
directly from them. It's cost is surprisingly
low, a bargain at only $9.00, and you can pur-
chase it by writing to ASTROGAMES at this
address: 3020 Cook Street, Victoria, B.C.,
Canada V8T-359.

¥ THE one and only. real PAC MAN cartridge, which
sounds and plays ‘just like the coin-op. Write
to me for more info at Game Player headquarters,

~e== S COREBOARD ----

High scores thus far are:

Dungeons of Dracula 3,440 Allen Showalter

Bally Pin II 234,850 Allen Showalter

Incredible Wizard(2 player)247,350 Allen Showalter
& Chris Embres

Exitor's Revenge 31,575 Fred Olivas

Ms. Candyman 111,177 Michael Prosise

Pirates Chase (2 player) 1,942,443 Kelly and
Michael Prosise

SEND your scores and questions to: GAME PLAYER,
48-G Ridge Road, Greenbelt, Maryland 20770.
Please include a stamp if you would like a reply.



e <ARCADIAN

bow 25 943 \

1 ,148 541 £4)1 £4100B0LY

5 GQOSUE 8;G6G0TO 186

E CX=-3%:RETURN

7 A=RMD (99);B=RND (33);RETURN

o N=-274572;NT=5;FOR Z=NTO N+21;:MU=%(2Z2);NEXT Z3NT=2; RETURN

g A=RND (12);B=RND (13)-1;RETURN

18 IF P=1CY=30;CX=-78;Y=-3;BOX -45,32,73,16,2 Joseph Peoples

11 IF P=2CY=30;CX=10;Y=-14;B0% 40,32,75, 16,2 318 Eailfish Lane

12 IF P=3CY=1i5;CX=-73;Y=-25:30X -45,12,73, 15,2 Mew Philadelphia, CH 446863
153 IF P=4CY¥Y=18;CX=10;Y=-36;30X 48,12,75, 15,2

14 RETURN
28 IF U=I1GOSUB 7;®(P+8)=A+B:GCSUE 12:PRIMNT #2,A, "+",#3.B."=",
21 IF U=2GGSUR 7;:GJOSUB 2@;GCSUB 18;PRINT #8,8,7-",.%3,B,"=",;8(FP+Zi=R-B

Z2 IF U=3G{SUB 3;G0SUE 10;PRINT #2,A."b",.#8,8, "=", ;8 P+3:=AhB

23 IF U=4G5SUB 3;C=RbB;GUOSUB L3:PRINT #G,C, "c",#02,8, "=",;®0(P+3)=B

24 (P I=CA;®(FP+43=CY;RETURNM

2n IF &>BRETURN HORSERACE upgraded from the
31 GOSUB 7:G070 38 original by Howard Brecheizan. This
59 CX=73;RETURN version adds a math program wherin
58 CY¥=-3;RETURN the correct answers propel the
51 CY=-i4;RETURN horses to the finish line. This is
BZ CY=-25;RETURN in AstroBasic onﬂg, won’' t work with
63 CY=-36;RETURN the old cartridge.

7B FCR Z2=2TC 28; TA=#%(2)cl180; TB=RM;FOR VUR=15T0 1STEP -1;UB=UAR-1iNEXT VA:IMNEXT I;
RETURNM

TS X=@(P+12):BOX X,Y,15,9,2; x=X+1¥

80 BOX X,Y,8,4,1;LINE X+5,Y+3,4;B0OX X+6,Y+4,3,2,1;BOX X+5,Y+4,1,1,2;LINE X-B,¥
-4, 1;LINE X-7,Y+1,4;LINE X-4,¥Y+1,1;LIMNE X+5,Y-4,1

81 IF X>BBGOTO 85

22 RETURN

85 BOX B,23,158,37,2:CY=28;CX=-80; PRINT "PLAYER #",#8,P," MWINGS!!

87 GOSWB 76; IF TR(O1)IRUN

28 GOSUB 9S;6G0T0 87

98 FC=RND (321b8;BC=FC-81;RETURN

186 CLEAR ;6GCSUB 399;:CY=8; INPUT * NUMBER OF PLAYERS7"U; IF (U<1I1+(U>43G0T0 1A

118 GOSUB 8;CLEAR ;PRINT ;G0SUB E;PRINT "ADD=1":PRINT ;GOSUB G;PRINT "SUBTRACT=
2";PRINT ;GOSUB 6;PRINT "MULTIPLY=3

128 PRINT ;GOSUB 6;PRINT "DIVIDE=4";PRINT ;GOSUB B:INPUT *"YOUR CHOICEZ"UIIF (UK
1)3+(VU>43G0T7T0 119

138 GO0SUB 8;CLEAR ;BOX 4,8,168,388,3;F0R Y=-Z2T0 -445TEP -11;BCX @8,Y,1E5,18,3i0ex
T Y:iBOX B85,-18,1,44,1

135 FOR P=1TC U;GOSUB 53+P:GOSUB 53;PRINT #8,P,;NEXT P

140 FOR P=1T0 U;@(P+12)=-85;@(P+28)=1;G0SUB 13;G0SUB 73;GO05UE ZEZ:NEXT P

158 FOR P=1TO U

168 IF @(P+28)IF TR(P)I=BC=(KN(P)I+128)b3c4;®(P+1813=C

165 IF TR(PI=AIF JX(P)=1@(P+16)=@(P+1B)+1;@(P+20)=0

166 IF TR(PI=BIF JX(P)=-1@(P+16)=@8(P+1E)-1;8(P+202=0

170 CX=®(P);CY=@8(P+4);PRINT #B,@(P+1B)

188 IF TR(P)IIF @(P+16)=0(P+8)®(P+201)=1;G0SUB 18:GOSUB TI:@(P+1z)=XINT=PiMU=F:NT

=@; GOSUB 29 Riso, wou have
1398 NEXT P;GOTO 158 to enter some wvariables without
line numbers.
*(B3)=3923 #( 1)=2923 #(2)=4729 #(3)1=4772 #(4)=33923 +(5)=3523
$(5)=4723 *(7)1=4729 *#(32=3522 #(3)=3522 *%(18)=33822 *{11)=3323 «(12)=4426
*(13)=0 *(14)=0 #(15)=0 *(16)=3522 #(171=3522 *(13)=3323 *(193=3323

*(20)1=44286 *(211=0 #(Z22)1=17 #(23)=0 4 #(241=3112 *$(25:=3522 *%(253=3923
#( 27 5=4426 %(28)=472% 8
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1@ CLEAR ;BC=Z18;FC=149;NT=0;FOR D=0T0 13b2+4;@®(D)=-1;NEXT D;CY=36;FOR D=1T0O E
3 CX=-9iPRINT #1,D,"S"iNEXT D;B=1;T7=0;C=87

12 CY=3E:GO3UB C:PRINT *3K";GOSUE C;FRINT "4K";G0OSUB C;PRINT "FH":GOSUB C;PRIN
T "YZ";GOSUB C:PRINT "SS5";G0OSUB C;PRINT *"LS";G0SUB C;PRINT °"CH";BOX -28,-1,2,82,

1

12 H=13bE-3;GOSUE 75;GOSUB 18;GOSUB 27;GOSUB 48;B=B+1;IF B>2B=1;T=T+1
14 IF 74136270 13
15 GOTGC 7E

16 IF U=1FOR S=88T0 88;MU=S;NEXT S;U=@;RETURN YAHTZEE the dice game originaily
17 FE=3:RETURN written by Bob Wiseman, rewcrkad
18 R=1;FOR D=BT0 4;GCSUB 32;NEXT D for better playability. CTwo
19 D=8;R=R+1;IF R=4RETURN playars onlyl} JX and JY move the
21 IF IK@h=4 indicator and locate the die to be
2z IF D>40=8 reroiled. TR makes the move. The
232 CY=-42;CV=33-Ibl7;PRINT "<*°,#},R,;A=0 ending scoreboard keeps track cof
24 IF JX(EJIF A=AU=1:MU=80;@(D)=8;B0OX -55,C¥,12,12,3;A=] everything.

25 IF TRCEJGOSUB 16:;D=3;G0TO 28

z8 IF JY(B»=8G0T0 24

28 CX=CX-12Z;PRINT * *,;D=D-JY¥(B):IF DK8GOTO 21

29 FCOR D=9TU 4;IF @(D)=BG0SUB 32

3B NEXT D:GOTO 1S

32 X=-55;Y=33-Dbl7;Z=RND (6);@(D)=2;BOX X,Y, 14,14, 1;MU=88-Zb2;IF Z#Z2c2bZBOX X,
¥,2,2,2

33 IF Z=BBOX X-4,Y,2.2,2;BOX X+4,vY,2,2,2

34 IF Z71BOX X-4,Y+4,2,2,2;BOX X+4,Y-4,2,2,2

35 IF Z>3BOX X-4,Y-4,2,2,2;BOX X+4,Y+4,2,2,2

35 RETURN

37 C=1

38 I=CiCX=-1B:1IF C>BCX=29;1=C-6

39 C¥=44-8BbI;PRINT "a",;CX=CX-B

40 IF I=8BGOTO 48
41 TF TR(B)IGOTO 46

42 I=JY(B);IF I=BGOTO 41

43 TU=3z;C=C-1;IF C{1C=7

44 .IF Cr13C=13

45 GOTO 38

46 1IF @(H+C)H)=-1TU=32;RETURN

47 GOTO 41

48 S=8:1IF C>B60TC 5l

49 FOR D=@T0 4;IF ®(D)=C 5=5+C

S8 NEXT D;GOTO 71

51 FOR D=@TC 4;5=@(D)+S;NEXT D;FOR D=BTO 4;FOR E=BTO 4;IF @(D)X<@(EIF=@(D);@(D)>
=@(E);@(E)=F

SZ2 MEXT E:NEXT D

Klaus Doerge

#11 MWestcreek Place
Plano, TX 75@74

[ R3]

61 IF C<S8IF I<C-4G0TO 7@

B2 IF C=3S5=25;IF I+J<5G010 78
63 IF C=185=5@;IF I<S5GOTC 79
B4 GOTO 71

85 IF G>I J=I1;1=G;G0TO &7

3 E=13F=1;G=1;I=1;J=131IF C=13GOTO 71 66 IF G>J J=G

54 FOR D=1TO 4;1IF @®(D)=@(D-12)6=G+1;G0TO 57 67 G=1;RETURN

55 GOSUE 65;1F @(DJ-1=@(D-GIE=E+1;G0OTO 57 68 IF E>F F=E

S5 GOSUB 68 69 E=1;RETURN

57 NEXT D 78 S=@

58 IF CL11G0SUB B5;G0TC B1 71 @(H+C)>=5;GOSUB 72;NT=8;RETURN

59 GOSUB BE; IF F<(C-7GOTO 7B 72 CX=7;1I=C;IF C>BI=C-5;CX=56

60 S=18bC-88;G0TC 71 73 CY=44-IbB;IF S<KOPRINT " ":RETURMN

74 PRINT #2,5, ; RETURN

75 BOX -55,8,14,84,2;FO0R C=1T ; S=@(¢ H 5 i CX=5;CYy=-33;
B BINToL R O 13;S=@(H+C);6G0SUB 72;NEXT C;CX=5;CY 33;PRINT #
76 CLEAR ;BC=98;PRINT " T@TALS BF SCBRES™ ; PRINT ;PRINT ;T=B;FOR B=1TQ 2;C=@; D=
P:E=0;H=13bB~3;FOR F=1TO 13;G=@(H+F); IF FK7C=C+G ’ ’
77 IF F>BE=E+G
78 NEXT F;IF C>B2D=35
78 K=C+D+E;PRINT ;PRINT " PL." " v+t o+ =LK
Metrar e L.",#1,B, »¥#3,C,° +7,%3,D0," +",%4,E, K3 IF T=2
80 IF T=1N=MN+K;L=K
81 T=1;NEXT B
832 IF AL 0=0+1
832 IF L>A P=P+1
84 PRINT ;;PRINT ;PRINT #B5.0, /", #8,M,#8, P, "/ %8, N; A=0; L=8
85 IF TR(RND (2Z))RUN
86 GUTO 85

B7 CX=3B;RETURN
\— 2 £y RCABR 7
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You keep track of disappearing
goblins on the radar screen

difficulty.

all of the lifesavers as qui
tact with the Ghosts & Goblins.

$29,%

Ploase add $2.00 Poatngs & Aendling Candyman 1 14

of the play fleld.

Real arcade action with joysticks, 1 or 2 players and 3 levels of

More than 20 screens, each faster than the one before.
Pull screen display in exquisits detail.
ckly as possible while avoiding con-

the Ghosts or Goblins will try to catch you. During the 2nd half
of a screen the Ghosta or Goblins will take up protective positions
to keep you away from the life savers.
fe and she will nose-dive head first off the bottom
A wrecker or ambulance will carry her off.

Ms. Candyman must pick up
During the first half of a screen

Each contact costs Ms.

We accept Mastercard, Visa and COD orders.

@QM call

812—8S53—6&895

We also accept checks or money Urders thru the mail.

SOFTWARE o599 FRAMIWOOD LR.

NEWBURGH, IN. 474632

10
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Robert Fabris, continuing
3626 Morrie Drive
San Jose, C4 95127-3990

The SOURCE
TCD 959

FIRST CLASS




