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IN THE NEWS 1 There have been a number of
items about Astrocade in the press. The first

INPUTS NEEDED MWe are always in need of program

waos the Dan Dorfman column of October 14, which material - of all types. We can pUb{iSh '°”59"
cast socme gloom on Astrocade fortunes. A few programs for . the usa of subscribers wfth
days later, Nitron had a release saying thay axtended memories now, so lets see something
were thinking of buying Astrocade, and then on compi icated! .

October 19, there was a second relaease saying USER GROUP CORMNER It 1s'uerg aduantageogs
that they had made the arrangements to buy for the new Arcade owner to join g User Group in
controliing interest. Our contact with Nitron his ares should one exlgt. »The opp?rtunxtg to
recentiy indicates that they are studying their ask quastions and obtain information can be
position and ara not ready to make any invaiuaoble. A smal | number hove been created
stotements as to plans. Of course, they have to ovar the years, and we would like to further the
sel! all their products to recoup the moneys causg of such mutgal benefit socxefles .bg
expended and borrowed, so the Arcade and providing an area in the ARCADIAN to identify
Uideocade production has to be maintainad. Tha existing and proposed groups. A list of persons
question we hard-core diehards have has to do interas?ed in formxhg a User Group in their
with the added memory long promised by Arcade respective locales is appended. If you want

information about starting your own Group, send

management . The system can be described
currently as at a "T - 3 months and holding® a $2 donation to Peggy Gladden, 53488 Nine Mile
situation. Copies of the news items mentioned Rd., South Lyon, ML 48178 and receive some
above will be found on page 3. material the Mlchl an, Rctrobugs put together.
The Bugs will have a -..ting on Nov 14 - call
IN THE NEWS II At the consumer level, the press 437-3984 for datails.
for the Arcade has been axceptionally good The Los fingeies group will have another meeting
racently. Reviews of Uideocades in VIDEOGAMING on Nou. 13 in EI Mgnte - call Mork at 443-4189
and ELECTRONIC GAMES magazines of Wizard and Z";""';_mg:""" Timber Route Box 188, Vernonia,
Firate’s Chase -~ an excellent appraisal in
CONSUMER REPORTS publication - and evan our 2;;;gra vann 4129 Lynn Burke Rd., fMonrcvia, MO
lecal ~ paper had some good words. (It was an Jim Fauei 12088 Sapphire S.W Albuquergue, NM
interview with Arnie Kotz of Electronic Gamas, 87105 e ’
where he was talking about three l!levals of Jerry Mullins 5888 Dogwood Godfrey, IL 62835
memory/sophistication. His commant follows. Rod Anderson Rte 1, Box 7A Blomkest, MN
A second system, Astrocade, dramatically il- S62186
lustrates the fervor of video game players. Bob MWood 1186 MWarden Ave., Searborough.
According to Katz, Bally Midway, the arcade Ontaria, MIR 2PE Can
mm”?gwﬁy'““ﬁgnﬂ‘mhﬁ: Jim Butts, 322 Roxbury Rd., New Britain, CT
’w‘ td
the face of stiff competition. But the faithfuis GSBSBV . -
who owned and loved the home systems R. Millar 9651 Tennyson MWestminster CO
wouldn’t stand for that. They actually de- 80030
signed new games for Astrocade in order to Larry Fuglaar, 2336 Alex Korman Blud.,
keep it alive! And finally, a new company Harvey, LA 70858
(A“-"wlge' h&l emerged, bu&:mf: Pat Wilson 441 Parkside Dr., Troy, IL 652294
:?h? n: sl;lxt) l.lml(l:u “C:: ml ’t TROUBLE SHOOTER MWe have occasional need for o
you - n?” program troublae-shooter. This would be a person
“m‘:'b"":‘ﬂmdmll Mpmmmﬁm A pew who wouid receive some subscriber’s tape of a
n’ mo'[‘::l‘l‘il ¥ publ ished program - one that doesn’t wark for
Note that the ’faithfuls’ mentioned are our the subscriber - and resolve the problem.
b ib and aduertisers And one of our Perhaps soma explanation of the solution that
supscripers f - A
advertisers, Alternative Engineering, has had a ‘:oTld t:e anter?: bxn the HRSHDI??,‘trat wou;d
mentinon in the current CREATIVE COMPUTING Naw I:tpmo k"‘" couid be generated. interested,
. . e know.
Products section (p.352) SCHEDULE FOR ARCADIAN PRODUCTION for the next
FUNNY LETTERS IN LISTINGS  Bacause of some  Y90r has been set. The last doy for the receipt

of any moteriais is the Tuesday that falls

liariti of the signals oin from m
B es s g 9 Y betwean the 17 and 24 of the month. The issue

Arcade to my printer, some symbols do not appaar

at the printhead. fis a result, you will see will be in the mail 18 doys later, a Friday.
some lower-case l|letters now and then. MWe are This schedule allows a COUP'? of éOuS to
attempting to hand-correct these in this Volume, accommodate the P°5f°‘ SGPU?CQ s requirements
but I'm sure there will be some slip-ups, or a for bundling of mail by various zip codes and
program from an outside contributor may have tha tha weird calculations needed to determine the
same 'problem’ . At any rate, here are the postaga.
codes:

a = —’

b = x

c = -

A e (© R.Fabris 198z
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Video game death could put supplier on ice

THE EXPLODING video games industry could get
its first major fatality: privately held Astrocade [for-
merly Astrovision} of Columbus, Ohio.

That could mean a potential bloodbath for investors
in a hot over-the-counter number, Nitron Inc. of
Cupertino, Calif.

It could also prove to be a major embarrassment to
Quaker Qats Co.

Astrocade in August of '80 acquired the rights to the
home video game business of Bally Mfg. Co. for $2.3
million; its most vital corporate tie is to Nitron, which
has a $108 million contract to supply video game
products to Astrocade in '82 and '83; $76 million of that
amount is for next year.

A robust market performer brought public by de-
funct John Muir & Co. at $5 a share in ’80, Nitron is a
semiconductor manufacturing spinoff from McDonnell
Douglas, which in turn owns 22 percent of Nitron. The
lion’s share of Nitron’s growth, plus a significant
degree of its financial stability, strongly hinges on its
ties to Astrocade.

Nitron's stock, after a run to $17.75, was trading at
press time at around $13.50 in the over-the-counter
market.

THAT'S QUITE a fancy price tag, considering that
the company has lost more than $1 million a year
three years running [including a fiscal 81 loss of $3.4
million on sales of $7.8 million] and has managed to
eke out earnings of just 6 cents a share in the first nine
months of fiscal ’82. In addition, the semiconductor
industry is in the throes of a semi-depression.

Obviously, then, Wall Street is expecting big bucks
from Nitron from the video game craze. -

Quaker Oats got into the act last May when it
coughed up $3 million for a 13 percent interest in
Astrocade [possibly with an eye toward acquiring it
later]. The food company had an option to change its
mind, which it subsequently did, and now it’s waiting
for the return of the $3 million. '

Alas, that's easier said than done. Astrocade used
the money to retire part of its debt. More importantly,
sources very close to the management of Astrocade,

The reply from Nitron

When contacted by the Mercury News late
Wednesday, Nitron chairman Samuel Nissim re-
jected criticisms leveled by columnist Dan Dorf-

<ARCATIAN

CHICAGO TRIBUNE = OCTOBER 14,1982

Dan
Dorfman

which is in hock for about $11 million, tell me that the

nearly 2%-year-old company could be forced into

bankruptcy in the next 45 days if it fails to get a fresh

gnd‘ sizable injection of new capital to finance the
usiness.

In response, Astrocade chief Roger Greenman tells
me he just returned from London where he negotiated
and hopes to conclude-an agreement by mid-November
for a $6 million investment in the company.

QUESTIONS ARE raised about the viability of the
company even if he does get the money. Already, there
are widespread fears of industry saturation. Competi-
tion is stiff, and inroads into vi game hardware by
personal computers are likely. Then, too, there's the
need for advertising dollars to retain market share.

The current Astrocade crisis is a far cry from the
bullish talk the company was spouting about a year
ago. At the time, its cocky management talked of '81
sales of upward of $15 million; they were actually
around $9 million. Further, '82 sales were projected to
be at least $100 million, with net profit running around
$10 million. Again, the estimates are high. One source
figures Astrocade sales will be about $22 million this

year, and he says profits, maybe, could reach $250,000. -

The immediate question, thoufh, is not the vigor of
Astrocade’s business, but its ability to survive. As one
source intimately involved in the company’s affairs
put it: “There’s now a major question of whether
Astrocade will be able to refinance...and if it
doesn’t, it's almost certainly goodbye.”

This is the official NITRON press release that
is referred to in the article, lower left.

man. }
Nissim confirmed that Astrocade owes Nitron $2

million, but he said Nitron will be repaid “in full
within 30 days.”

CUPERTINO, CALIFORNIA, OCTOBER 19, 1982 . . . NITRON, INC. (NASDAQ:NITR),

-share. Considering that two giants in the video game

Nov 5, 1 982\

. THE WORD I GET is that Astrocade, basically.
insolvent with a negative net worth of about $1 million,
is unable to meet its payments to Nitron. As of Sept. -
30, it owed Nitron about $2 million. On top of this,
Nitron, which is now estimated to do roughly half of its-
business with Astrocade, could be billing the ailin
company for another $15 million for the products it wi
have produced for the balance of this year.

All of this raises an obviously critical question: Does
Nitron, which has a negative net worth after factoring
in the possible redemgtion of its preferred shares,
have the necessary cash flow to carry Astrocade on ¢
sustained basis?

Sources close to Astrocade say no. '

What does Nitron have to say about its financial
health?

Nothing! Nitron chairman Sam Nissim, viewéd by
several Wall Streeters as a promoter and stock tout
and usually eager to talk up his company, refused to
respond to several calls.

HOWEVER, A CLUE to Nitron's financial stability
may be found in an unsettlix(l:% statement issued by its
auditor, Arthur Young & Co. After examining the
fiscal '81 and '82 balance sheets, the accounting firm
cautioned that Nitron's ability to continue as a going
concern was dependent on a number of future develop-
ments, including its ability to obtain sufficient working
capital to finance continued operations.

Despite the ominous clouds, Nitron’s stock boasts a
super 40-plus price-earnings multiple, based on Street
fiscal '82 earnings estimates of around 30 cents a

field, Warner Communications and Mattel, sport re-
spective multiples of only about 8 and 5, one has to
marvel at tiny Nitron’s investment magic. If accorded
the 8 multiple of a super earnil grower like War-
ner's, Nitron’s stock would be selling at $2.40 a share.

It may well be, as one knowledgeable source on
Nitron put it, that ‘‘sanity has never been a qualifica-
tion of Wall Street investing, but where insanity is
involved, it never lasts forever.”

Nissim said the money was not paid on time be-
cause a badly needed cash infusion into Astrocade
was delayed. “I expect the infusion will occur short-
ly,” Nissim said. o,

In reacting to Dorfman’s reference to Nitron's
high price-earnings ratio, Nissim said, “Some semi-
conductor companies in their formative stages
have enjoyed high P-E ratios. We are in the semi-
conductor business, not the video games business.

Nitron acquires control
of ailing video games firm

Semiconductor maker Nitron Inc. of Cupertino said
Tuesday it has acquired a controlling interest in Astro-
cade, an ailing video games firm. )

Financial terms were not disclosed, but Nitron said
the deal involves an exchange of Nitron stock for stock
of privately held Astrocade of Columbus, Ohio.

itron is Astrocade’s largest supplier, providing
game consoles and game cartridges to the firm. It was
disclosed last week that Astrocade was having diffi-
culty repaying $2 million it owed Nitron. The deal
must be approved by certain creditors of Astrocade.

The deal will involve a cash infusion into Astrocade
from unidentified sources, Nitron said.

In addition, Nitron said it has reached agreement to
obtain additional short-term working capital depen-

dent upon “certain banking accommodations " to per-

mit the firm to continue shipping video products to As-
trocade through the current fiscal quarter.

announced today that following additional discussions held 1in Chicago,
IMinots, on Friday, October 15, 1982 an Agreement has been entered into
whereby Nitron will acquire a controlling position in Astrocade in exchange

for Nitron shares.

software development and marketing of home video consoles and video game

cartridges.

supplier of consoles and game cartridges for Astrocade.
Nitron's largest customer and a licensee of Bally Manufacturing Company.
The terms agreed b}' the 1interested parties are subject to completion and

finalization of the necessary documentation,

fncluding employment {ncentives and approvals by certain creditors of

Astrocade.

Nitron has also reached agreement for obtaining additiona?
working capital dependent on certain banking accommodations to allow for
substantial shipment of video game cartridges and consoles through the

current fiscal quarter.

Astrocade is a privately held company involved in the

Nitron 1s and has been since early this year the principal

The final agreement, as stated previously, will involve infusion
of equity capital into Astrocade from other sources.

(© R.Fabris 1982 )
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ROEFS" OF. SINCE 1 WAS RODICTED TO THAT GHAE. el GOGHT GAME SHOULD HAYE TRCREASTNG LEVELS

AN ENDED  UP BUYING  THE  ASTROCADE . CTHEM e GIEF[culTy. 10 apJusT ITSELS To THE &
. X PR . N - - it . Al ' SN . () HfL 1 SELF LA
Fite Ly 1 AFTER  FLAYING THE GAMES Frif B WHILE S e r-'f: ph ‘_:‘r g ALJUST ITSELF T ThHE SKILL

S GEVTIMG A BIT  BORED WITH THEM. I TOOK QTR TO AT GARE AAYE ONE T FOUE PLAY-
T TRE EASIC CARTRIDSE AND STRFTED FLAYING i [AFREILITIES. S0 THAT THE FLAVER FRE THE
FEGUND WITH IT MOW ' YOU LA RCTUALLY CHANGE  Sglic  TRERE WAE A LOT UE SINGLE FEGFLE 0T
WE CoLors wite SNy TeEING vECener mwe GUEIES o NETEORE 0 RET R BIRRE SR Ny
S5 MOST OF vOU KNOW. DT BECAPE ACCICT=  aue auTegk  FLAWER  ARGuAD  FLL | TRE TINE
I owAl fi LG FLYIRG FCE" GAME IW THE = e & TInE
mewT. | AMD - DECIDED  To WRITE H FRULEHAM GHE THING WE CRGRENTIGN T3 THAT #IKE HAS

WOLLT  FLAY THE GAME. THAT MAS MY FIFST

JUST  FIRISHED  pmOLIFYING  S0ME OF HIS OLDER

FROCEAM  TREN, 1 WROTE “MAX-ROEUT" AND "HORSE  cluec 50" LRnaTE  THEN AND DTRFFOVE THEM . THE
CECIDED T0 TRY OFFERING THEM FOF  pqugs  FuaT  FRE UPDATED ARE . "HORSE  FACE"
ED FRED CORMETT AND BOE FRERIS  op wqug @ "SUOT  RACHINE". "THE  NOUSE TN
CLLTHG ENGUGH T0 JUSTIFY DOIIG  yye ga7e, wpacs kAT TI". AND "CASTUE OF
THET I3 HGel "HAYEME RS WHE TR 15 WOU HAYE  RINY OF THESE I
10MS. HE WILL UPDRTE THEF

EWD Him THE GLD TRFE
BAE [0 OMLY WERE[OME 0 THE
TE Yo oLy H S THE G BALLY
Wi wlilL MOT BT AELE T RUH THE HEW
CRETRO EASIC 15 THE CAk TRIOGE MITH
S0 AAD [HSGUT O JACK DM ET
S T0 o IEE FOF HELFTHG 500 MOCH T
BT THE  RITROCADE 0N TORTIC KEEF LF THE
GRERT FROGRANN G 1
s ¢ # © & 0 ® &8 & 8 & 8 & & ¢ 8 & & P O s & ¢ B T L S L P S L S T G L B L s s G O S 0 e O 0 s s e s s 8 s 0 s s 0 0 s s .

GLiE TR

NOW the number 1 coin-op game DONKLY KiNE is
simulated in Astro-BASIC and it’s calied:

MONEEY JUMP G,

For 1t0 4 Players

¢
Y S,

umn i

\

*001. Max {Robot from Space)/Horse Race CHRISTMAS SALE PACKAGES

*002. Clue/Flying Ace

003. Maze Race/Obstacle Course/Space Chase ALL WAVEMAKERS TAPES WILL BE ON SALE
*004. Slot Machine/Perversion UNTIL DEC. 15TH.

005. Music Composer/Yahtzee
*006. Mouse in the Hat/ Speed Math To take advantage of this sale just

007. Guitar Course/Tuning/Progressions order 5 different tapes (up to $70.73
008. Backgammon/Obstacle Course Tournament value) and pay the low price of
*009, Pack-Rat/ Pack Rat II $39.95 + $2.50 Postage

010. Lookout for the Bull I & II
011. Whiz Quiz (Trivia) YOU MUST ORDER 5 DIFFERENT TAPES

012. Castle of Horror/Four Famous Freebees (NO DOUBLES)

013. Monkey Jump
014. Collision Course SEND $42.45 CHECK OR MONEY ORDER TO:

015. Character Analysis WAVEMAKERS SALE, Box 94801,
016. Dungeons of Dracula SCHAUMBURG, IL. 60193
*A11 underlined games have been improved with either machine graphics or speedier-routines. j

5 (©) R.Fabris 1982



CJIFER SYSTEMS
ALTERHATIVE EMGINEERING CORPORATIOHN
F.0. BOX 128 GARDIMER, MATHE D434

LIST PRICE SCHEDULE
EFFECTIVE 1 OCT, 82

Vol 5 No1

WIPEF IIJTE” lﬂMF”HEHT”'

i

ek, WIPER ZYWSTEM 5 CHITH WIPERSOFT BRSIC O
2K WIPER EYWSTEM 5 CMITH VIPERSOFT BRAZIC O
Tak, WIPER ZWITEM 1 CWITH WIFERSOFT BAZIC

VIFER ZWETEM EEVEBOARD . . . . .
VIFER OPTIOHAL EQUIPMEMT:
I'x"IF"E:F': ‘I. 6": Fﬂr1 PﬂrD " " ® "

R R I
(LR RS

= 3
s 3 e

PR
=

[}

- Py B 0D

= E ] = a
z = s =
= - t 3 a
iy 3 2t 3

.
~

CREDUCED >

= = ® =
z = 8 =

SWITEM 1 TO S UPGRADE PHIPHBE s M-
VIFER 4 CHAMEL REZ-22Z INTERFACE . . . e
YIPER FEVBOARD EATEMSION CRBLE. . . . .
HOEERYTET PRCEAGES
i EM 1 BARE BOARD KIT o o o v v & 4w o & w s &
CCETEM 1 CABLE KIT. o 0 o 0 v v v v 6w a0 s w s
© FEYBOARD BRFE BOARD KIT o . . . A .
EYETEM CABIHET. o o v v ¢ v« a w a5 5w »
2 FEYBOARD CABIMET. « « o v v« v o 0 0w w s

HEADIWARE ROM CARTRIDGES:
“IFLPCUFT Eﬂ Ir HFEPHTIHu ﬁ?-TFN. P s w w s xw

PLEASE ACD 5,00 SHIPPING & HAHGLING PER ORDER
I AP A AR A I A A I A I A A O A O

ORCERIHG IHFORMATION

“RE PRE-FAID BY MOMEY ORDEF OF CERTIFIED CHECE
FERSOHAL CHECES MAY DELAY PROCESZIMG BY WUF TO

s OMAY BE RACCEPTED AT THIS TIME.

4 TO & WEEKE FOR DELIVERY.

FLEASE ALLOW

# # # # ¥ 4 # # #

et D

]
=
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e I e
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1 IR Tt I 08 XY
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o YOI 1R18s sevem sepay saets IHINA cebhy s OSBO Giees neet HHASH pioep pOLEE SHO rma aaky SVI 140y AbOS UL Terds obeas POUTL oot hest WeoSE T e p—

ECHITFPMERMT RESEARCH
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22 M=€(R)+100@; P=RM+10; T=RMx10; 0=@( R+1 )+ 18000
38 T=T+Q;Z=RM+1080; A=RM; B=€( R+2)+1800; C=RM-1@; F= RMx 10

42 Q=@(R+3)<10008; F=F+Q; U=RM=108; D=RM

58 SM=8;CLEAR ;PRINT "ROOM: *,R+4;PRINT *STRENGTH: *,S

68 PRINT "EXPERIENCE:",E;PRINT "ENEMY : - M

78 IF W=1PRINT #14, "TRAP:",P

88 PRINT "EXITS LEAD:", 878 IF U=1R=R-24;G0OTO 2@

3@ IF A=1PRINT "N", 971 GOTO 1998

188 IF B=1PRINT "S°, 974 IF F=1R=R-4;G0TO 28

11@ IF C=1PRINT "E", 1880 PRINT "NOT AN EXIT";GOTO 150
120 IF F=1PRINT "W",

138 IF U=1PRINT "U*,

14@ IF D=1PRINT "D,

15@ SM=2;CY=-48;PRINT ; INPUT *ACTION?"N

160 IF N=1GOTO 218

178 IF N=2L=L+1;GOTO 358

188 IF Y>S S=S+Y+5

181 IF M>BPRINT " ENEMY ATTACKS!";S=S-(Z:4);GOTO 18E
185 IF RND (9)=3G0TO 208

186 GOSUB 7@@

1S GOTO 15@ Todd Johnson
200 M=1;Z=S+E+2;GOTO S8 E 12804 23rd St.
218 IF (M>B)+(T>8)=8GOTO 158 Spokane, WA 99216
211 IF E+34S>ZGOTO 240

228 1=Z;2=2-(E+5)+5;5=5-1:6; GOSUB 780;50T0 150

248 PRINT “ENEMY KILLED!®;S=5-2+9;Z=0;M=0;F=E+1;GOSUB 700

258 CY=-48:SM=1;IF T>BPRINT °“GET TREASURE?";GOTO 2E@

255 GOTO 5@

268 Q=KP; IF Q=89GOTO 280

279 GOTO 58

280 IF P>BGOTO 306

298 Cy=-32;PRINT %5, “TREASURE: ", T

291 IF T=1 W=1

292 IF T=2 S=5+5;Y=Y+5

293 IF T=3E=E+5

254 IF T=38;SM=0; PRINT "THE CROWN OF ZEUS!!!  *;G=G+50@;c0T0 528

295 G=G+T;T=0

236 GOTO 58

380 PRINT " TRAP!!! TYPE:*,P;S=5-P;P=0;GOSUE 708

320 GOTO 298

358 PRINT *DIRECTION?",

351 @(R)I=(T+18)+Px10+Mx1000; @(R+1 )=A+Zx1P@+RMx 1000D; S=S5-7+6

360 Q=KP;GOTO 808+Qx2

580 CY=-24;PRINT "YOU’ VE BEEN KILLED!"

608 SM=8;PRINT "SCORE:",G-L;STOP

788 CY=32;CX=-11;PRINT S;IF S<BGOTO Sga

718 RETURN

936 IF D=1R=R+24;GOTO 2@

937 GOTO 1008

938 IF C=1R=R+4;GOTO 28

939 GOTO 10Ea

956 IF A=1R=R-48;GOTO 28

57 GOTO 1009

966 IF B=1R=R+48;G0TO 2@

967 GOTO 180e (©) R.Fabris 19:c
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THE C20WN OF 23U3
Created by Todd Johnson

This program takes you to a dark decaying
castle in the evil land of Scrom. You've been
asked, a8 the best warrior in the land of Bee-
kum, to retrieve the Crown of Zeus which the
Scromites have stolen. The orown, when worn,
gives the wearer the awesome ability to cause
anything he or she wishes to vanish. Apparent-
1y the Scromites have not yet discovered the
crown's powsrs. But as you hid in the forest
outside the castle, you saw & troop of orcs
from the warring land of Machor slip in through
the front gate. They surely know the power of
the crown and will have to be deslt with...

To play "The Crown of Zeus"” first enter
the entire proeram into the computer. It takes
up almost all the memory so leave out any spa-
ces that are not inside quotes. When this is
done, type (without line number) CLEAR;FOR A=O
TO 191;PRINT"2(" ,#1,A,")=",; INPUT""3{A);NEXT A
GO. Now input each,value for levels 1 and 2 as
they are asked for.M When this is done type
3=5;B=5;Y=5;3=24;L=0;6-0;¥=0 GO. HNow load all
of this onto tape using :PRIUT. When the pro-
gram has finished being loaded onto the tave,
tyre in the little program above once sgain and
input the valuea for the 3rd and 4th levels as
you 414 for the first two levels.@® Then save
this array on your tape with :P2INT 2(0),192
making sure to leave a little blank tape be-
tween the main program and this array. Now
rewind your tape and input the main program
with :IN®TT, Say U and you're on your way.
The computer will print:

ROOM:
STREKGTH:
EXFERIENCE:
NEVY:
EXITS LEAD:

ACTIOK?

Keeping strength above zero 13 the key to
this geme. You can survive a negative strength
value as long 88 its not too mucn neestive and
there 18 not an enemy in the room, but genersl-
1y a nepative strength value means you're dead.
Strength can be increased to its maximum by
resting. Finding & megic sword in the castle
will elso increase your strength and increase
your maximum strength too.

The number after ZINZY: is a code number
which tells you which enemy from the enemy 1list
is in the room.

EXITS LEAD: tells you which directions,
(north,south,east ,west,up,down), you can go.
ACTION? prompts you to enter the number code
for the action you wiabh to take from the act-
jon list.

‘¥hen you reach a room that has no exit,
you are at the entrance to level 3. If you
wish to enter this level, press HALT then type
R=R-24;:INPUT 2(0),192 GO and press the play
button on your recorder to losd the array for
the next levels. Then RUN the program and
voudre on level3. If instedd you want to stay
on level 2 a 1ittle longer, type HALT then
tyre R=R-24;RUN GO and you'll be back up the
stairs. This program must be reloaded after
you are zilled or find the crown since the
data in the array rets altered. If you want
to quit for awhile during s game you ocan save
it by halting it and loading it onto & blank
tape. Also, you don't have to get any treasure
at the time you are asked by the computer. If
you wish to get it later just press 1 when
as8ked for an action and the computer will let
you ret the treasure.

ARCADIAR

Nov 5, 1982 \

TEENTRS ACTIONS
O nothing 1 Fight
1 Orels) 2 Leave Room AB only
2 iller Bees 3 Rest
2 Rats
4 3keleton TREASTRE
5 Ghost 1 Mapic Wand
6 Zombie (detects travs)
ki ?ear 2 Maeic Sword
8 Nolf (increases strenethn)
9 3leck inight 2 Maric delm
10 Giant Viper {increases exverience)
11 Qian: Stiders 90 The Crown!'
%g &égffzur All otner numbers refer
5 to eol .
14 Tiper A pleces
15 Tvil Werlock TIAPS

16 Zvil 3orceror
17 Zvil Wizard

18 lummy

19 Drapon(small)
20 Draron{medium)
21 Dragon(larce)
22 Dragon(immense)
23 Demon

24 Gilant

25 Giant Slime lionster
26 Orange 3lob

27 Fire Fiend

28 5-headed Hydra

29 Cyclops

30 Demon Xing

neeiles shoot at you
small rocke fall on you
a pit opens beneath you
poisonous fas fills room
crossbow bolt hits you
you receive electrical
shocg from treasure

OOVl 20 -

A This array is on page 9

® This array is on page 10

EEREERRBAEBRREEBEREERE R R R BB RRRRERR R KSR RS

* THE CRONN OF ZEUS is the first in a series
* of programs that take vlace on the planet
* Gibeleous. Others now availsble are:
* PME RESCUE OF CATHERINE:
* After you went to save the crown, the
* Scromites became angry with you and have
* xidnaspped Catherine, the princess of Bee-
* kum, hoping that you will be sent to save
* her. They've set some traps so Watch Out:
* ESCAPE FROK RANTANAM IV:
* You've been captured by mechanical
* aliens who have come to Gibeleous for un-
: known reasons. You must escape and warn
. the leaders of Beekum.
THE TOWER OF MACHOR:
: The oros are after you egain in this
. One with 8 levels. You must destroy the
. alien computer which has been leading the
+ Oree in their guest for domination of Gib-
eleous.
: You can get all three great programs
. on one cassette tape with complete deseri-~
. ptions and instructions for the low low
, price of only $10.00! To add these pro-
. grams to your Gibeleousa series collection
M send check or ¥.0. to:
‘ Todd Johnson
. E. 12804 23rad
h Spokane, WA 99216
» TMash. residents please add 5.9% sales tax.
*

AstroBasic onl

»
*
»
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*
*
»
»®
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-
*
*
»
»
»
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»
*
-
-
»
»
*
»
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8 a 55 19981 118
1 @ 55 2 111
2 e 57 1 112
3 @ 58 1600 113
6 190 61 g 1186
7 a 82 2 117
8 %) 63 2 118
3 @ 64 9900 119
14 16 69 2401 124
15 iooop 78 @ 125
17 23208 72 2000 127
18 10 73 601 128
19 18848 74 1908 129
28 %] 75 2 136
23 10099 78 o 133
24 79 7, 134
25 8 88 11230 135
26 1810 81 21201 1386
27 2 82 10 137
28 s8oe 83 7] 138
29 a 84 B 139
30 10 85 1 140
3 18809 86 B 141
32 8 87 10000 142
33 e 88 =1 %)% 143
34 1010 89 2000 144
37 1580 82 19811 147
38 1910 93 31881 148
48 3o 95 19028 158
41 800 96 13811 151
42 19 g7 3291 152
43 106090 g8 19 153
44 % ag 2 154
45 2 1086 12020 155
46 1000 191 32000 156
47 18000 182 1810 157
48 % 193 19000 158
43 % 184 6005 159
=17 1p1e 185 2581 168
51 9 106 10 161
Sz Se08 197 10000 162
53 3800 198 %, 163
k\f4 e 189 e 164

15856
23491
1@

10
19088
4021
22481
10
18068
2000
1801

18000

165
1686
167
168
169
170
171

172
173
174
175
176
177
178
1739
188
181
182
183
184
185
186

187
188

189
190
1381

These are the entries for

levels One and Two

(© R.Fabris 1982 )
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126268
32201
18

%]
8060
1281
18
160606
7oz
1881
(%]
180806
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These are the entries for Levels Three and Four

(2] 19958

1 23900 51 2] 101 3082 151 190082
2 1019 52 =% %1% 182 7] 152 11804
3 %} 53 22081 193 180600 153 3sen
4 24985 54 1918 124 %] 154 1@
5 3099 55 1pP9@ 185 a 155 1000a
(5 19 56 15813 196 5] 156 17930
7 19900 57 23500 197 9 157 14201
8 4p23 58 10 198 %} 158 10
g 4600 59 8 189 1 159 10096
19 10 60 18200 119 1902 168 -21266
11 12009 61 24501 111 e 161 -28295
12 23006 62 1919 112 1984E 1€2 %
13 5008 63 100980 113 48921 163 1P0e9
14 1203 64 20835 114 1919 1€4 G
15 18000 65 6801 115 4] 165 5}
186 6RO 66 1819 116 240882 166 e
17 24500 67 10900 117 25291 167 @
18 1010 68 20087 118 %] 168 -197CE
19 @ €9 5500 119 ieeed 189 - 1E74E
28 [p@l 70 1000 1ze¢ 21048 179 132
21 4500 7 18800 121 7081 171 e
22 ) 72 23085 122 100 72  24BCI7
23 180881 3 -29840 123 e 172 7506
24 26080 74 132 124 ] 174 12
25 27500 75 o 125 2 175 12750
2 1210 76 29858 126 %] 1768 239cE
27 %] 77 8500 127 3] 177 TOR
789 23608 78 19 128 -17734 178 10
23 5509 73 19006 128 -2794E 175 1800
30 12 80  26PE@ 13@ %] 180 22600
31 19200 81 290090 131 % 181 280
32 25056 82 1910 132 (5] 182 1@
33 7200 83 1909@ 133 2 183 103
34 10 84 27030 134 %] 194 25017
35 100983 85 28508 135 %) 185 1746011
36 21B9E 86 10 1368 -22376 186 1e
37 5560 87 19068 137 -19296 187 -27776
38 18 e8 23008 138 -22272 188  -1977%
33 12069 82 7000 139 ) 18a  -19282
4@ 23065 se 1080 148 24017 150 n
41 6020 91 10900 141 26801 191 10900
42 18 32 23004 142 1990

43 18000 93 6201 143 %]

44 9pRe 394 1008 144 160608

45 5200 as %) 145 24901

4G 1090 96 180852 146 18

47 10108 37 225081 147 @

45 8 98 1810 148 -21266

49 1 g9 7 143 -30520

k se 1008 168 SPoe 158 132 © R.Fabris 1983
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AN EDITORIAL SERIES FOR NON-HACKERS THAT WANT
70 KNOW HOW & WHY

frticle #1: Picture Elewent {PIXEL) Search
{PX). A Pixel is the smallest possible picture
made by the computer (a 1 x 1 BOX).

Have you ever wanted to “sense” if a wall or
another object is in your way? If so, a pixel
search [PX{X,¥)] may be your answer!

Let's say you have a "BOX X,Y,10,18,3"
that you are moving around the screem and you
want to make sure that it will stay two pixels
amay from any wall inside of a maze. First let
us check to the right and left of the box for
a wall,

Y108 IF (PX{X+7,Y))+(PX{X-8,Y))GOTO 208

Now let's break this line down! First you
have an "IF-0R" (+) statement. By putting the
statewent PX(X+7,Y) inside parentheses, and
adding a plus{+) then putting the next
statesent in parentheses you have said * If the
pixel 7 pixels to the right of X OR the pixel
8 pixels to the left of X is ON (FC) then go to
line 208. The reason that the number to the
right of X is ! digit smaller is that the
rusber *0" is considered to be a positive
rnumber to the BALLY. If you put in BOX
%Y, 1,1,3 you will see that it is | pixel to
the right and { pixel up from exact center. If
you want to put a box in the exact center you
will either have to make the inside box 2 x 2
or make the outside box dimensions an odd
mumber like 9 or 11!

One thing to resember is to divide the box
size by 2 and add the number of spaces you want
to "stay away" and then add { more to check for
a pixel. For example, using the same box, you
want to "hit" the edge of the wall. This is
your line then:

Y108 IF (PX(X+5,Y) ) +(PX(X-6, Y))BOTD 258

Notice once again that the "negative® side is
one number larger.

If you check the diagraes on the right you
will see the way that the BALLY does PX search.

Remesber that a background color (BC) pixel =
ar!

1"

C Rl.Fabris 198:¢

BC=7;FC=8;B0X X,Y, 18, 18, 1;80
X,Y, 14, 14.2;80% X,Y, 10,19, 1;
BOX X,Y,1,1,2

Nov 5, 1982

\

The center black (FC) box is
the one described on the left.
Note that the center "X,Y" box
is not quite in the exact
center of the rest.

PX{Y, Y18

PX{XH5, Y) =8 PXUX, Y4T)=1
PX(X+7,Y)=1 PX(X-6,Y)=8
PXXY+5)=8  x  PX(X,Y-6)=8
pus,Y-=t || pxex-8,v)=1

ANEENEERERERNER]

HENERAENERNEEREA

Note that the X,Y box is in
the cemter of the BOX
%,Y,9,9,1' Now you can say 'IF
(PX{X+8,Y))+(PX{X-8,Y))BOTO n'
0R you rcan say 'IF
(PX{X,Y+8)) +(PX{X,Y-8))60TD n’
In either case the 'IF-OR'
statewent will be 'TRIE' if
there is any FC area two
spaces away from the outside
on the axis that doesn't have
a nusber after it'!!!

50X X,Y, 17,17, 1;80X X,Y,13,13,2;
BOX X,Y,9,9, 1380X X, Y, 1,1,2

J
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AT 12 A FROGREAM AND BOW CAN T USE IT?%
Lon GLADDEN

THIS 1% THE FIFST IN A SERIES OF BEGINNER
TUTORIALS THAT WE HOFE WILL HELF THE MEW FRO-
OFROIMERS QT THERE TG UNDERSTHRD HOW T WRITE
THEIF DWW FROGREAMS.  AND TO UNDERSTHND THE
VRFTGUS  U"TRICKES" TO MAKE YOUR ARCADE DO JUST
WHAT YOL WAMT IT TO! !

IF THIS TUTORIAL., MWE MAKT TO EXFLAIN JUST

WART A PROGRAM [5. AND HOW TO USE THE “"PRIMT®
STRTEMENT .
THZFZ ARZ TWO WAYS THAT YOU CAM TELL YOUR

COMFLTER
LOHMAND

TO LDO SORETHING. FIRST. THE "DIRECT
(A LTINS MUMEER 3. KEY IM THE FOLL-

Chw [y . FRTHT "HELLO"
Thzei HIT  "g0OY . YOU WILL MOTICE THE COPIPUTER
O JUST MHAT YO Tol.0 17 TO!r!Y URFORTUNATELY .
wHEM YOO TELL IT TO [ Z0mETHING IM THE 0IF-
POV mapE . 1T dellr CRLY D0 TT O ORCE . ARG THEW
CZTs ThE Cofpanh ENTIRZLY. 50 YOU WOULED
T FEY T IR AGHIN [F yOl ANTE THE
To FRINT  IT AGAIN. THRT EBRINGS Us

CEERT (INE NUMEERS

TELL  THE COMSUTER TO DO THE SAME
THIZ TIME ME ARE GOIKG T FUT A
2 NUMEER  BEFGRE  ThE  COMMAND . KEY 1M
(E PRI THELLO!

soel  HIT O M5O YOO MOTICE THIS TIME WHEN ME
1T Maor . THE  CORPUTER [0 MIT DO A THING.
fibiy' ™ BEUALIZE  WE  DID ROT  GIWE IT A DIRECT
Cofiee THIS  TIME, BUT JNSTERRD. FUT 1T IN A
FEQGESN THAT  Ia ATORED IN ThE REAGRY . MO
ML g HAYE TO D00 TO MAKE TT WORE 5 TO HET
R, MO THEH "GUY . PRESTO THEPE (T [54¢
el rld THET T IS IN HEMORY. ALL WE HAVE
Tk o IE O MRHT YT MARY T[nb_ s WE MISH.
SOe s FPEGOEARA TS STIFFLY A NMUMBERED LIST OF

M T For ThE COMRUTER TO FOLLUDW. [T

YEOFOLLOW THESE ITRSTRUCTIONS IH THE
T THE LINE NUMEERS RREEZ [M.
HOfe TS LIRE To S0uk PROGRANM
2 PEINT "THERE"
paleii 1T CLIET® AND UGOM . THERE TS5 YOUE WMHOUE
FEGOR RN oL CAM LIETY 4 FROGRAM AT ANY TIME
Vi EEE wHR T YOUYE GOT I THE Pkl WOW
Bilbe  ThE PROGRAM . ALL WE [ID WAS ADD ONE MORE
Vedeed, FOR THE  CLFUTER T FRINT. ARG THERE
FT ISii  IF WwE wANT IT TO KEER OH RLUNMIMG.

L HE Y E T [ 1R AR LIME P
VI N R

el TrE PROGEAM L

et THOREY TO OSTOF [T,

IRSTRUCTION T0

FUN LHTIL WE FRESS THE
EECAUSE IT IS5 FOLLUM-
THE *7*  LIST IT RGHIN

JRiy e

Al ThIww JUST LIKE THE COMFUTER GOES. FIRST.
Il N YT N WU THEN FRIFT "THEREY . THEWN GO
SArx T4 L INE 1@ AL 00 1T AGAIM.

i LET % COWER THE “PRINTY STRTENMENT AND

piHA T E AN [i3 WITH T

”HLI WE [ARE FRINTIHG TENT. CWORDS.ETC D
CTO UEE MIOTATION MARKS RS WE DID IN
COAEOVE . ME A RLED LSE R OCOMMA

<ﬁR@D|h[j
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TO TELL ThE

COMPUTEER

THFT WE HWANT IT TO PRIMT

THE  NEXT  STHTEMERT 0N TRE SAME LINE. CHANGE
LINE 1 AS FOLLOWS: CJUST TYFE IT OVER RGAIM

FOR NOW b

1& FRINT "HELLO *,

WOl LIST  YOUR  FROGRAM TO FAKE SURE LINE |6
HFAS  BEEN CHANGED. THEM. IF IT" K. . RLUM
THE FROGRAM. YO NGTICE THAT WO WE GET EBOTH
WORDE  ON THE SAME LINS. ALL BECALSE WE RDDED
THE COMMA HAKDY 11!

Cx& O THESE ARE "THO-LETTER YARIABLES"
THAT ME CHI USE 70 TELL THE RSTROCADE EXACTLY

THE SCREEM T FRINT A ME
WE HAYE TO Do A ETT OF
TELLS THE ARRCADE

HHERE 0N
USE THEM.
THE  "CR"

GE. TO
CRLCULATING .
HHERE TO STHRT

FETHTING  HORIZOMITALLY. ARG Oy VERTICALLY.
NFN_MEEF THIS: THZ YERY CENTER OF THE SCREEM.

HORTZONT THLLY AKD YERTICALLY. IS RLWAYS

FrRapm  THIS  POINT. WE SUBTERCT UOME FOR
FIKEL THAT WE WAKT To SHIFT T0 THE LEFT

OF DOBM CCY . AND ADD OME FOR EACH
TOOTHE FIGHT ¢ 00, OF UF (08D,
WOLE ARICADE . AvD EMTER THE FOLLOMIMG
CCLEAR SCREEN
CSET HOF. T CEMTER s
CEET VER. TO CENTEFR

MHELLI®

s weidin TiHE FRGGFERN . YOU ROTICE THAT THE Copki-
FUTER  STARRTED  ThE FPRIMTING IM ThHE CEMTER OF
THE CEN.  FIGHT WHERE WE TOLL T 10 TRY
DIFFERENT WHLILIES FOR LN & LY AMND NGTICE WHERE
iT T OTRE FREINTIHG YOO CAl USE Ay NiHEER
ik EETWEEN -84 AND Fﬁ, ! BETHEEM —-44
Ff THIEZ FREGE ALLOME N 7H START YUK
SRINTING  AMYWHERE  0OWN  THE SCREEM  THAT you
(AT
il HANC Y FUFHHLH FOR CALCULRTIMG THE “CX

“HL”F 7 o YOUR NORDCS Y HORTZON TALLY
15 . HHERE "C" 15 THE MUWBER OF
CHHPH:I = THE TEXT TRAT YOl WANT FRINTED.
CHCY CANMOT  EBE nuke THRAN 26 FOR ONE LINE. 2

auR MEXT  BEGIMNER  TUTORIAL MILL COYER
THELE= AND PRINTIMG OF MUMBERS.

DON GLRDOGEW

S9488 MINE MILE RO

SOUTH LYON., MI 48178

U313 4373934

YRR

i SROFT FROGRAM DESIGNED TO DRIVE YOUR ARCARE

CRAZY LD GLADDEN
Q6 LIST <LIST

S8 FOR A=OTO 23 IF ¢A=S ¢ A= TONENT A
6 &CHIERAD SS9 NEXT RGATO 16

(:) R.Fabris 1982




EXITORS REVENGE

Cal=al X B

m"m
Exiton's 5 Warnions

Smooth Motion l I ' Machine Graphics

You are the commander of the underground MX missile, defense for the top secret facility,
which is code named Akreon. This is where our first interstellar star drive is being constructed.
You are alerted to the presence of an object coming in from outer space. You immediately recog-
nize it as a battle star of alien origin. You take control of the MX system, positioning the
launcher, firing the missiles and guiding them to target, destroying the warriors before they
can radio important data to the enemy batile star. LOOKOUT::! The battle star will fire back.

£ uy 11ed

Exitor smiled to himself as he settled the huge ship into a parking orbit, well above the
sprawling complex. It will be easy, he thought, as he armed the triple photon lazers. First
release the reconnaisance pods, the warriors survey the area, then destroy the star drive fac-
tory.
Exitor yearned for revenge. He and his crew had suffered heavy damage on an earlier earth
scouting mission when his ship collided with an earth sattelite, causing a gigantic explosion.

Exitor had journeyed several hundred light years to stop the development of a star drive,
by which the earth people could travel to distant galaxies. BUT!! he doesn't realize your un-

derground MX system is there.
Can you save Akreon from destruction and in so doing, pave the way for travel to the stars?

$689-¢58-Z18-|

Normally, a picture this detailed in 3-dimension would require more memory than is availa-
ple in the Astrocade program section., We have utilized a special arcade feature called mass
screen memory. There is almost 4K of memory available in this way. The game operation is con-
tained in the 1.8K program memory section, while the machine graphic utilize specially encoded
memory sections. By using all three in a unique way this game, with expanded graphics and
smooth flowing motion, is possible. It is equivalent to about 6K of memory.

A special note of thanks to Andy Guevera of Bit Fiddlers, without whose help this game
could not have been.

;agg Luaette a Exiter's Revenge & The Mummys Treasure both for $15.95 New Basie Oﬂly

Can you find the secret passages which lead to the dungeon, then find the treasure room before
the mummy finds you? Each replay is different and exciting. FOR 1-4 PLAYERS, Very Colorful

jausndyys Lep 3xau I0J - ISD WI6 03 WV6
00°1§ 1°00paP TTTA Om pue ‘pae) Jeisel I0 Q0D °IIpao Ino

2;‘ The Mummy's Treasure- Here is a treasure hunt to end them all. There are 3 levels, 180 rooms.

SOFTWARE 3.5 1 e
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cat T HE ] S ot
g7 MIES SKALA C~-THIS CONTRALS A LOT OF  INTERESTING
THINGS.  ARD WE LL GO INTO DETARIL IW A FUTUFE
I"YE SEEW @QUITE /A BIT OF SOFTWARE LATELY ARTICLE . FOR MO USE 46 (28 HEXK . MHICH GIVES
UTILIZING ThHE "GRAFHIC CHAFRACTER MAKER". A US RN XOF WRITE.

MACHINE CODE  ROGUTINE THAT  "ARCRDIAN" HAS A--TH{5 IS5 WHICH CHARACTER WE AFRE GOING
FUBLISHED  IN  THE FRST YEAR. THIS ALLOWED US TO LISFLAY. IT FESPONDS TG THE STHEDARD AS LT
T UsE A DISFLAY FOUTINE FROM THE ON-EORRD CopE  Ta DISFLAY  ALL RES{DENT CHARACTERZ. &
FOM AND FUT  COMPLEX GRAFHICS ON THE SCREEN FHROUGH 127,  OF GUR GRIN THAT WE CAN CREEATE .

THITANTLY.  FATHER THAW A S.0W SERIES OF EBOX

Afil LINZ O COMMAMDS . THE MAJOR DEAKBACK HEFE NOW  THAT YOU UNDERSTAWND ALL THAT STUFS.
iz WHEW  MOYING  THE GRAFHICS. ERASING ARD LET"S ASSEMELE A SMALL MACHINWNE CODE FROGEAR
RZDEAMING LEFT LS WITH COMSIDERABLE FLASHING AT THE BRACK END  OF OURE LIME IMFUT BUFFER.

G ELINEIHG.  IF YOU HAYE EEEN WITH US FOR H THE FIRST  THING ¥0OU MUET DO WHEN GOING THTO
WHILE. YO KNOW THART wE ARFE CONTIHUALLY EV- A MACHINE CODE FROGRAM FROM BASIC IS5 TO SAVE
OLWING AND ITMPROVIRNG.  THE  FOLLOWING  TUT- THE [DE REGISTER. THIS IS A LITTLE MENMIRY CELL
GilAar IS QLR NE«l GENERATIOAN oF SCREEN ANIN- THAT REMEMEBERS MWHERE YOU  WERE BEFORE Yl

FHTION FOF THE RETROCADE! ! LEFT. HOW ME GU INTQ QUR CHRDIS FOUTIHE . HOW
COMES THE NEW TWIST: WE GO RIGHT INTO FMOTHER
OH--20AF D SUERGUTINE #31 . "CHRDIS". IS A SIM- CHROTS,  BRING BRCK  OQUR  DE  REGISTER.  AHD
LT CHARACTER  DISFLAY FOUTIRE MUCH ARETIN TO RETURN TQ BASIC. THERFORE. 15 KE ALRERLY HAYE
ROUTINE  USED [W THE GRAFHIC CHARACTER OURk  GRAFHIC 0N THE SCREEN. THIS WILL ERFRSE
HE IHlL THE FOQUTINE A FOLLONS : THE OLD  AMD  REDREFAE  THZ MEY IN ONE  CHALL -
HEH ) YIELDING MINIMUM "OGFF" TIME .
FF :
Iz E ENTER ThZ FOLLOWING DIRECT COMMAMD CHO LINE
I I L HNF FOs. CB-159 DEC. 3 WUREER Y. AND THEN  INFUT THE DECINMAL VALUES
H N D-VER FOS. (8-35 DEC 3 LISTED BELCH:
H W C-CHAR DISPLAY FPARAMETER
H M H—IHHh To CALL NT ROk A=ZGE3 1 TO ZRZET FPRINT R TRFUT
MBI ECAIERIFRINT iNEXT
SCHRED]S-—ANY ON-BOARRD SUBROUTINE CAN EC  HEX
IN ONE OF TWO WAYS:"SYSTEM" HASS- S E 03 FU:H DE
NECTESARY  INFGO IS ALRERDY IK THE 2. 5 FF g
CMEMORY  CELLS WITHIM THE C. F . U. 5 3 3 | iz
‘ : MEAKS  THE INFO  WILL EE DIRECTLY ey a o 2
FoLLawIrG  THE  CALL.  AMD  BE  "SUCKEDR" IM. 9 ] ] 3
&= 4 &8 C
F-—THIS FEGISTER 15 THE ROIKIZON TAL COOK- 47 & K A CCHARH
For YOUR  GRAFHIC. ZERD IS THE LEFT ot ] Ei NHf 'NH OFERRTION
07 THE  SCREER.  AND (5% IS THE FI1GHAT 5 FF
If  YOu G0 FAST 153, ThE GRAFHIC MWILL 5 o
=Zark GW THE LEFT SIDE. m-f'E FINEL LUNWER. Y £ 3
Teis I5 FINE UNTIL ¥oU REACH 255. ABOLUT HALF & G [ 3
wmy [CROSS THE  SCREEN. NHERE IT kILL RGHIN 3. 4 il 28 O
DROP OwE PIKEL  DOWMN  AND BACK OVER T THE e & 6 F CCHAR#
CEFT SIDE OF THE  SCREENW. FOR THIS REASON. 5 Q £ MOF
EST  To LIMIT-CHECK ThHE GRAFHIC To [ 3z [ FOF DE
Y AL 159, s s RET
REGISTER IS THE VERTICAL COOR- [l WE WEER A LITTLE EASIC FROGRAM TO MAN-

FERO IS THE TOP OF THE SCREEN. 92 IFPULATE  ALL THIS STUFF . EMTER THE FOLLOWIMG
GE CAREFUL MOT TO RUN YOQUR GRAFH
THE “ATCHFAD AREA HIGDEN AT THE {1 Anh_h++:-‘w4ww Wi =6
aF  THE SCREEH. LIMIT-CHECK YOUR GRA- K b O

# AGRTIH WOT  TO RUN  OFF THE EoTTOM. OF
THE WHOLE PROGRAM MIGHT CRASH!!

HEFE"S  SCOHMETHING INTERESTING: THERE IS H
WHOLE JTHER SUCREEM ABOVE THE ONE WE NORMALLY

SEE . YalCLL  HEVER  SEE IT. BUT YOU CAN MOVE
THIHGE  AROUND  UP THEKE WITH MNEGATIVE YALUES
e THIS REGISTEFR. Yoo couLnh. FOR ENARFLE.
START A GRAFHIC UP  THERE AND HAVE IT FALL
Oy INTO THE YISIELE SCREEN.

R.Fabris 1982
© y
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WOL WILL NOTICE A SLIGRT FLICKER OF Ouk
GRAFHIC. THIS FAE SONETHING T [0 WITH TIMIRG
OF  SCRZZN INTERRUPTS  OF SOMETHING. [ DON-T
LIHE 1@ HE SET THE CUGRDINATES FOR THE FIRST — ENOKE - Ton SUNEONE GLT THERE KNOKS THE
CHRDIS UFSTAIRS  SOMEWHERE QUT OF SIGHT., AWML CURE. 50 FLEASE WRITE IN!!
THEN THE SECOND CHEDIS WILL DRAW THE INITIAL .
GRAPHIC.  THIS LINE 1S OMLY RUN ONCE. RFTER — YRRIATIORS
WAICH THE  FROGRAN WILL USE THE FIRST CHRDIS — |WRSFSROUND:

TO  ERASE ThE OLD GRAPHIC. LETTER VARIABLES ¥ =G IF
AMC HORRE ALSO ZERGED OUT HERE. 44

LINE Z9:PROGRFAM READS THE JOYSTICKS To wp- 368 JF H{GH= 59
CATE WARTARELES USED FOR VERTICAL ARD HORIZON- Gl IF R [ S5H=
ITAL COORDINATES . . )

LIEE ZE-6G:LINIT CHECKS THE GRAFHIC 10 KEgp  "BIG TIME"
I7 (#H THE SCREEM. I ACEeas
D LIHE TEHERE IS WHERE THE NENW COORDIWATES 96 1F VHe5:

SGED IMTO OUR SECOND CHRLIS. SIMCE AMY -
EO0N TRO MERGRY LOCATIONS, WE wusy — "LETTER DR
HE FORMAT VBISE+H . L= .

SEENC] 0 15 FEAD, AND VARIAELE C WILL 26 CALLZG24).
TO 59, 95,95 OR 57, THESE RRE THE ASCII TRC IGOTO (6
VALLES  FOR THE FQUR ARROMS FOUKD ON OUR KEY- lad GOt Za
Fal. THIS YALLE 15 THEM FOKED IMTO THE CHAR# o
FOSITION GF GUF SECOND CHRDIS, IN CHSE OUu-vE — MIFE SEALE -
WONDERED  WHY A "NOF® FOLLOWED THE A RESISTER Saq £ OVERLOGH
I EBOTH  CHRDISTS. 1775 AGAIN BECAUSE OF guk  EASTLAKE. OH
FOEE  ZITUATION. A MNGR 135 A MACHIME CODE COM- 448594

PaCZagay = [F

o

fRke THRT  DOES  RESOLUTELY  HOTHING  ENCEFT
WASTE A BYTE. WERE IT NOT THERE IN THIS PRO-
GREAE. WE SIMELY COOLD WOT FOKE IN OUR ASCTT
VAILLIE . WE WOULD  INSTEALD  END P WITH SOME
RGE  MEGA

FUMEER  TO  FOKE IN. ARD THE
ECOND CHROIS S WOULD FEQUIFE DIFF-
T OFUOGE FACTORE.

Like 20:ThE MACHINE CODE  PROGRAM 15 MOW
CaLLED. THE OLD COGRDINATES ARE SET EQUAL TO
THE  MEW OMEZ, ThE OLD CHAR#E IS SET EQUAL TO
THE NEM  OHE.  AND THE FROGRAM LOOPS BACE TO
LINE &4

WOl SUGGEST THAT Yau DUNMFP THE FROGRAM
Ta TAFPE SEFOFE YOu RUN IT. BECAUSE ONE LITTLE
PPSTAEE  wITH MACHINE COGE CAN CAUSE EBIG FRO-
SLEMS TH PHHP UsE TrE FOLLOUMING COMPIHML
SERRT o FRINT ECSRIG a7
T LDﬁD IT ERC FFHM TRFE., USE:
TWRUT:  TRFEUT Sy
RN ThE FROGEAM AND FIDDLE WITH THE JOY-
SVIOE ARG EROE . TOLL AOMIT IT ISHN-T A GAME Of
LTI 0F oM. BUT IT DEMOMSTRATES A FRIRLY
SIMELE REARE  OF SH00TH ANIMATION  THIS Will
Wik WITH HOREPADE CHARACTERS AS HE DID WITH
.T#E GRAFSTE CHRRACTER  MAKER. AND THIS WILL
EE CTOVERED IM THE NEXT TUTORIAL .

2 o
20‘\7d ole \N\‘La
Tne 1095195

CHE PMRIGE PRECAUTION MUST BE OESERYED WITH
THIZ FOUTIME . WHEM USING THE MEW ASTRO BRSIC.
THE  FROGRAM  ACTIVELY USES THE 16$ BYTE LINE

[NPUT  BUFFEFR SINCE WE HAYE STORED OUR MACH- == Mail your order today' 35
IWE CODE TN THE LAST |7 BYTES OF THE EUFFEF. Video

WO LINE [M OUR BASIC PROGRAM CFH BE MORE THAN s;fﬁ, s
“F EVTES LONG' !

EXPANSIN -+

1064 N. ALTA AVENUE  DINUBA, CA 93618
(2091 5910555

Please add Shipping and handling $1, 00 each

¢ R.Fabris 1982)
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HOME ARCADE ELECTRONICS

o Authorized Sales, Parts & Repair

" astrocode 3742 Maxson Road E! Monte, CA 91732

PRICE LIST

- gen '2‘0.95

2002 - Seawolf/Missile 24,95
2003 - Panger Attack/Red Baron 29.95
2004 - Brickyard/Clowns 29.95
2005 - Star Battle 24,95
2009 - Astro Battle 29,95
2010 -~ Dogpatch 29,95
2011 -~ Galactic Invasion 29.95
2012 - Space Fortress 29.95
2014 - Grand Prix 1,2,3/Demolition Derby 29.95
2015 - Piratets Chase *eNEWs* 29 9§
2017 - The Incredible Wizard (Like Wizard of Wor) 34,95
2018 - Solar Conqueror (Like Aateroids) 24,95
2019 -~ Cosmic Raiders (Like Defenders) 34,95
2020 - Komg-like Game (Name to be announced) 34,95
ER S
1 - Base Tennis/Hockey/Handball 29.95
3002 - Football 29,95
3005 -~ Astrocade Pinball 29.95
3006 - Bowling 29,95
3007 ~ Soccer 29,95
E Uc N ER E S
- ngo Ma Speed Ma 19,95
4002 - Letter Match/Spell 'N' Score/Crosswords 29.95
4003 - Music Maker 59,95
4004 - Biorhythm 29,95
4005 - Creative Crayon 59.95
4005P- Creative Crayon w/Light Pen 24,95
[¢] E
- azln aze c Tac Toe 24495
5002 - Blackt ack/Poker/Acey Deucey 29,95
5004 - Conan e Barbarian 34,95
5005 ~ Artillery Duel **NEW** 34.95
N

slc scontinued model, 300 baud) 5

- y ‘0-95
6004 - Astrocade Basic (Includes audio interface, 2000 baud59,95
1500 - Astrocade unit with Astro and Bally Basic Carts, 299,95

i

ACI-0200 Hand Controls (Set of 2)
HEI-1001 1/8"x 1/8" mini plug patch cord, 6 foot, Shielded

omputer w/Keyboard(Send SASE for info) 599,95

o Cassette Interface (Discontinued, 300 baud)
54,95

HEI-1002 Astrocade TV/Game Switch box
HEI-1003 Set of 3 Heat Sinka (Bondable to Custom Chips w/epoxy)
HEI-1004 Hand Control Cable Replacement

HEI-1005

HEI-1006 Tape Recorder Head Demagnatizer(Electronic Cassette Type)

HEI-1007 2
HEI-1008 Portable Cassette Recorder, Snnyotm with 120VAC plug, Tape counth?.95

Cassette Tape Eraser (Bulk Type)

HEI-1009 Blank Data Cassette Tape

KaErocaae or Bally Arcade (Includes Custom Heat Sinks)

(213) 4434189

SUUARSTED

6 foot extension for Hand Control(Plugs in, Alsc 1t Atari'®)

$29.95 plus $5.00ship.

Hiand Controls (No ehggping charge when sent w/unit) $ 4,50 plus $2.25 for

All repairs include

day warranty for work performed! one and $2.,75 for two.

Prices Quoted Do_Not include parts. Please ship UPS or US Postal Service, Please

include with your unit a Money Order or Cashiers Check,
your dust cover as it may become damaged,

HOME ARCADE ELECTRONICS HAS ALL THE PRODUCTS AND NLW RELEASES, PARTS

FULLY STOCKED REPAIR FACILITY, ALL AT ONE LOCATION! WE OFFER YOU F
SERVICE, COMPETITIVE PRICES

RESIDENTS PLEASE ADD 6}%SALES TAX, *For Availability .

SPECIAL!!
LIST $299.95

16

Please Lo Not include

AND A
RrENDLY

AND FREE SHIPPING OF ALL VIDEOCADES AND SOFTWARE,
MONEY ORDERS OR CASHIERS CHECKS WILL RECIEVE FASTER SERVICE! CALIFORNIA

ASTROCADE UNIT WITH NO BASIC CARTRIDGE
NOW $199.95 plus $5.00 shipping.

(©) R.Fabris 1982
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10
20
30
40
50
(=14}
[=1%]
82
S8
108
110
148
152
152
154
168
178
i@
190
208
z1e
220
230
24@
250
26R
30e
219
321
338
340
358
368
370
388
3%
408
4118
420
478
4806
=3%]5]
51e
1239
1835
1@42
lesa
leve
1880

5 Nov 5, 1982
1888 FOR K=1T0 §
. 1892 PRINT ;GOSUB 3@829;CX=-68
.PROG.M-1 “FIND YOGI* 1188 PRINT "GUESS X & Y
.S.KENDALL 1182 X=KP-48; Y=KP-48; CLERR
0=6; C=08;G=0;F=0;J=08 11108 PRINT "GUESS # ", #2,K," = ", #1,X,",",%2,Y
BC=121;FC=127 1115 PRINT
CLEAR ;L=4;NT=3 1120 IF ¥Y=A IF X=B GOTO 1218
PRINT "% FIND 1138 GOSUB 128B;NEXT K
PRINT “YOGI # 1158 BC=EB69;:FC=24;CY=8
Q=29;U=37 1152 NT=18;PRINT °"50 S50 2881020808" ; NT=0
FOR X=-88T0 160+L-81 1168 PRINT "SORRY! THRT'S § GUESSES!*"
MU=RND (883 1162 PRINT
FOR Y=QTO 43 1178 PRINT "YOGI WAS @",#2,R,", " ,%3,B
IF PX(X,Y)BOX (X+81)xl-79,(Y-VU)xl,L,L,1 1175 PRINT ;GOSUB 3829
NEXT YiNEXT X 1188 PRINT ;PRINT °"PLAY AGAIN7? Y(1) N(4)*
GOTC 1838 1198 Z2=KP-48; CLEARR
BC=127;FC=121 1208 IF Z=1 GOTO 1830
CX=-40;CYy=28 1285 1IF Z=4 GOTO 1440
PRINT * FIND YOGI 1218 CLEARR ;NT=12;BC=127;FC=121
Cy=5% 1218 FOR R=1T0 2
PRINT * ? 12268 PRINT *"3850863485680003
CX=-45;CY=-40 1222 NEXT A;NT=0; CLEAR
PRINT " ON A 18x18 GRID 1224 CX=-48;CY=-48
FOR A=-28T0 28BSTEP S 1238 PRINT "YOU FOUND YOGI
BOX n,0,1,49,1 1232 GOSUB 388;PRINT ;CX=-B0
NEXT A 1234 PRINT "IN " ,#2,K,#2," TRIES
FOR B=-28T0 2BSTEP S 1240 PRINT ;PRINT "WHO WON? PLAYER 1| OR Z
BOX ©,B,40,1,1 1258 P=KP-48
NEXT B 1254 IF PO>2PRINT "REENTER";GOTC 1240
GOSUE 3028; CLEAR ;RETURN 1260 IF P=1 GOTQO 1380
BCX 8,2,48,20,3 1278 IF P=2GOTO 1419
BOX ©,6,4,8,3 1288 IF X=B PRINT "X 0K"; GOTO 137@
BOX @,-%,24,2.3 12398 IF X<B GOTO 1318
BOX 9,16,32,8,3 1388 PRINT *G0O SOUTH -X"; GOTO 1320
BOX B,24,24,8,3 13180 PRINT "GO NORTH +X*
BOX -8,16,4,4,3;B0X 8,16,4,4,3 1320 IF Y=A PRINT "Y OK"; GOTC 1378
BOX 8,22,56,1,1 1338 IF Y<A GOTO 1368
BEOX -8,16,1,1,3 1348 PRINT "GO WEST -Y-°
BOX 8,16,1,1,3 1358 GOTO 1379
BOX B,-12,16,8,3 1368 PRINT "GO EAST +v"
BOX 8,-28,64,24,3 1378 RETURN
BOX -24,-28,1,24,3 1380 D=D+1
BOX 24,-28,1,24,3 1388 PRINT "# OF TRIES";E=KP-48
BOX 14,-2,3,3,3 1488 F=F+E;GOTC 1188
BOX -14,-2,3,2,3 1410 C=C+1
GOSUB 3888 1420 FRINT *# OF TRIES";H=KP-48
CLERR ;RETLURN 1438 J=J+H;:GOTO 1180
NT=0; CLEAR 1440 PRINT "PLAYER #1 WON",42,D,#2," GAMES
GOSUB 158 1450 PRINT "WITH " ,#2.F,#2," TRIES
CX=-51;CY=28 1460 PRINT “PLAYER #2 WON " #2,C.#2," GAMES
PRINT "F I ND YOGI 1470 PRINT “WITH ",#%2,J,%2," TRIES
G=G+1 1488 PRINT * TOTAL GAMES =", #2,
A=RND (8);B=RND (9) 1485 PRINT ;PRINT
1490 CX=-60
1588 PRINT "E N D OF YOG 1
1518 STOP
3088 FOR Z=1TC 1280;NEXT Z;RETURN

——— <ARCADIAR

3820
3@3e

BC=RND (17)x8+116;FC=BC+4;RETURN
<IRETURN ;RUN GO

The computer puts up a 10 x 10 grid and hides "YOGI"
somewhere. You input your guess as to his location
using X and Y coordinates. The computer will respond
with a direction to try. The computer will keep

track of the number of times it tak
YOGI's location. es you to guess

17 (©) R.Fabris 1962
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PRESENTS

THE 64K RAM BOARD
FOR THE ASTROCADE

FEATURING:
ROM, RAM, EPROM, or EEPROM in any combination
Full board documentation including schematics
Gold plated 50-pin Expand connector

With this board it is possible to bypass and substitute for the Cassette socket, on-board
ROM and/or screen RAM as well as add memory anywhere the Z-80 can address.

There is no wire-wrapping involved in the use or expansion of this board. All the
necessary TTL logic is provided on-board. Almost any 2Kx8 memory device can be usedin
any socket at any time.

Now the bad news: this board isn’t free. In fact, it will cost $219.95, but order now and get
FREE our introductory package of 2 2Kx8 Static RAMs (4096 bytes). Additional RAMs

may be ordered from us ($15 ea. /8 for $100) or from anywhere else. A complete list of
acceptable chips is provided with the manual.

A 5-volt power supply (1 A or better) is needed to operate this board. A schematic is
supplied for this, along with instructions for using the battery back-up input.

To order send Check or Money Order to
R & L Enterprises
2901 Willens Dr. Suite 6
Northlake, Il. 60164
(Illinois residents please add sales tax)

Dealer inquiries invited / Group purchase rates available.

We recommend Blue Ram BASIC 1.1 for the easiest use of this board. Simple access
routines are provided for use with BB/AB.

1 8 (©) R.Fabris 1982
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THE GAME PLAYER

by Michael Prosise

OMEGA VALLEY and ASTRO TERROR/ THE TINY
ARCADE/ Tape #T-101

Rich in color and good in graphics, OMEGA
VALLEY provides the player with not only a fine
space game, but a unique one too; for in this
one-player science fiction space battle one
must defend three "valleys" at one time, with
the catch being that you may only cue-up one
valley at a time on your television screen.

Each valley is identical in design, with
four laser cannons, two on each side, that fire
across the valley in an attempt to destroy the
eighteen invader ships (six per valley) before
they land.

The three valleys are named "Alphd', a green
valley, "Delta", a red valley, and "Omega", a
blue valley. To select a view of a particular
valley, you simply press the corresponding
color shift key (on the keypad). In addition,
the four laser cannons are also controlled by the
keypad. The hand controls are not used.

Points are scored by destroying the alien
ships before they land, with bonus points avail-
able v.der certain conditions. But beware! If
three ships manage to land, they win (and they
will tell you so, too!). After the first wave
of intruders are eliminated, another eighteen
appear, spread further apart and descending at
a faster rate. The pace steadily picks up as the
game progresses, and you find yourself frantically
switching back and forth from one valley to the
next and back again, trying desperately to fire
on the alien space ships before they land three
of their units and declare victory over you.

seack oaminEr $1 2,95

i

QUADRON

L RESgT T

VIPERIAN

$11.95

CRUNCHER

IO > KO

‘GAMMA WARS

$§9.95

R
= ey

AN

MM
$12.95
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On side two of this cassette you find
ASTRO TERROR, a very fast-paced, intense, non-
stop action game, in which you sit at the controls
of a space station, monitoring on your viewer
screen the vast portals of space. Your mission
is to destroy the alien force ("the in-organic
Vultor") when it appears on the screen, by
punching in the alien's position coordinates on
the computer keypad. The coordinates are where
your deflector beam will hit when you fire.

As outlined in the instructions, the Arcade
keypad serves as the command console of the space
station. To hit the enemy objects, you must
enter the coordinates of the target on the. key-
pad, then fire your deflector beam. This may
sound simple, but it is not, for the target,
which is actually a bomb coming right for you,
is constantly moving, making it quite a challange
to predict the proper coordinates. The game's
programer only gives you three space stations,
so, unless you are extremely fast, the game ends
quite guickly.

This is perhaps the only "flaw" in ASTRO
TERROR, that the action is so fast one does not
have a chance to get used to the game and develop
a skill for predicting and punching-in coordinates.
Thus, I predict that a lot of folks will find
the game a bit frustrating.

Fortunately, however, you are given "shields"
to protect yourself with. The shields will
vaporize incoming bombs. You start the game
with 100 shield units. Each hit you absorb
will weaken them by 10 units. Once the shields
are gone, it's goodbye space station.

In additon to having bombs hurled at you,
there is also on your screen an enemy space
station, constantly on the move, which, unless
you destoy it, will fire an annihilation ray at
you, for yvh;cL you have no defense.

As a whole, ASTRO TERROR and OMEGA VALLEY
combine to make a pretty good game cassette.
ASTRO TERROR has some fantastic sound effects,
and a#s mentioned previously, OMEGA VALLEY is guite
colorful. 1In addition, both provide excitement,
and also help the Arcade owner become a little
more familiar with the keypad. @

® ® o o 0 ¢ & 5 & o 0 2 06 8 s 6 o 0 o

OMEGA VALLEY ASIRO FERROR

i g d

0 D 1

wmoicaion 311,95, SHOW & FIREWORKS

L O
P}ease add 50¢ shipping & hand-
}1ng for each tape ordered.
Send for free catalog

BOX 1043
CUYAHOGA PFALLS,O0HIO
44223
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ASSEMBLER

# Standard Z&0 mneumonics CHICKEN!
w Complete editing 1ike Basic

0 . . "The CHICKEN' tape for Astrocade Basic is absolutely fantastic!®
e U n] m1 ted Ob Je Ct program Those are the actual words of an enthusiastic ARCADIAN subscriber who called us
7 3 3 the other day. Honest' We don’t like to blow our awn horn, but where else can
slze via source SeQment] ng you get a gase on tape that wuses all four colors and ;looth, non-blinking
v Requ ires AB with tap i ng & anisation? You know the answer.
. The Bit fFiddlers. We do games the way they should be done.
UK of add-on memory switch-
- Our Catal H
able between 2K & LK {like 4 AR s romng
. CHICKEN! .. viiinnnnnrenens $12.93
Blue RAM or Viper?} 5 CHICKEN! LiStingerevevrres 5 5.00 5 T
4 vi T Goldfish Deatuu.eunrrenrunns $5.00 (e ) e
$35 {payab] e to Da d aCh} Goldfish Listinguesueernesss $ 3.00 OA’("\“/\;V?’ Bit Fiddlers
Machine Language Manager....$34.93 ‘ﬁf{"" Compufer Products ™
- [y y For Work and Play
Gener‘al V 1 deO Listings are in Machine Lanquage only Pr'v” —g (214 5651610
19553 Dartmouth P1. P.O. Box 11023-5an Diego-California- 9211

CA Residents, please add 6% sales tax

Northville, Mi. 48LL? \_ )

[H]E@@ﬁﬁ%@ﬁ@ ... for ASTROCADE

GAMEPACK Gl

Caterpillar

A garden fantasy featuring a hungry snake, a wily
caterpillar and a creepy spider in a ded of mushrooms.

Three levels of difficulty challenge novice and video - .
arcade hot shoes alike. Tlc Tac To"ah
The Ayatollah adds a new dimensionto tic-tac-toe:
T cheating! Can you exercise diplomatic restraint as he
changes his mind, changes his moves and changes the
The Paper Chase (3 rules? Animated color graphics. B
L)
TV games should reflect TV reality. Can Mr. Whipple di

snatch away the rolls of toilet paper before the
treacherous woman shopper squeezes him out of business?

It makes a better aame than it does a commercial. Micro Pac M

Galactic Hitchhiker You guessed it ... the little yellow gquy with the big

mouth gobbles jelly beans as the ghosts chase him
around the maze. Frankly, we don't think this game

A space flight fantasy dodging errant asteroids and will ever become very pooular.

deadly rays. Three dimensional graphics.

FOR ASTROBASIC ONLY] Hor-Ame R D

7ALL FIVE GAMES: $1800  fmsore  ort O mescta 55405

(:) R.Fabris 1982
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WELCOME TO THE ARCADIAN!
of Uolume 5, we are instituting o Newslatter of
targer capacity than previousiy. Al ways
dynamic, we are trying to reflect the needs and
desires of our subscribers, so wae will have a
continuing series of tutorials - somawhat mora
formal than previous efforts primarily because
Don Gladden will be expending his energies in
bringing sub jects ond authors together with a
long-term schedule so as to have organization.
If you are interested in being an author of such
material - and we are paying authors of tutorial
material - contact Don at 59400 NMine Mile Rd.,
South Lyon, MI 48178B. In addition, he wants to
receive your suggestions for sub jects - areas
that nead claorification in your mind. If it is
more convenient, you can contact me as waell. We
plan to have a threa-tier system, for Baginnar,
Intermediata, and Advancaed programmer. In

Mith this first issue

addition to this regulariy-scheduled set of
tutorials, we will also include, as opportunity
witl have it, other matarial of tutorial or
technical! nature, be it software (programming
techniques), or hardware (modifications or

additions). o

A LITTLE HISTORY For those of you just
starting with us, we need to tel! you a little
about the situation. The Arcade machine was
daveloped for Bally Manufacturing, the piniball,
arcada game, and slot machina firm, and marketed
in late 1977. The first Basic cartridge
appeared in mid-1978, and the ARCADIAN wos
started in Nou 1978. A number of management
shifts took place, and still are. About a year
ago, a new Basic cartridge was introduced, which
wos caoused us a minor problem (and wiil ba
discussed later )

REVIEWS ARE COMING on the following

products:

1. ASSEMBLER by General Video - a
mul tiprogram system on tape, with a new keypad
overlay, to assist in craating object code

programs (requires extended mamory)}
2. MEMORY ADDITION by R & L

Enterprises. This board ollows the addition of

up to B4K of memory in 2K incraments as
necessity amd finances allow. Incliudes the
SP-pin bus as an output allowing connection of

rew or existing devices.

Samples of these items were received a few
days ago, and are now in the hands of our
copable reviewars.

ASTRO BASIC, Bally Basic 7?7 Newcomers will find
reference to these two terms fraequaentliy. We hava
dubbed the oariginal Basic Videocade as the
"Bally Basic® or BB, and the current Uideocade
os "Astro Basic®" or AB. This new version has a
couple of features that make it more convenient
to program, but in converting the cartridge,
something had to be left out. As a result,
there are some programs, writtan on one
‘diclect’, that wil! not operate properly (or at
all) in the othar. We now identify each program
printed in the ARCADIAN with an BB or AB (or
both) to indicate which cartridge is needaed. Of
course, aach program printed in the first thrae
yaars is goutomatically BB, but we have found
that only o few will not operate in AB as wel!l -
tho maybe the music might sound funny.

<ARCATIAT
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TAPE RECORDER UPDATE
article on tape recording problems on page 118
of the last Volume provided a couple of
recommended units. MWe have since received a few
more namaes and these are indicated heaere.
Panasonic RQ-2734 (Stimline)} 7/ Radio Shack

CTR-41 / GE#3-5152B -/ GE#3-5105F - GE#3-5801B ~
Saars #564.21578858 / Craig #2106.

WORDHUNT OMISSION I tnadvertently teft out the
values of the variables in last month’s program:

The Michael Prosise

H=580;2Z=-24574; D=10900;F=2808; G=380¢; 0=3240

Hera are some instructions to allow you to save
the program on tape, first in Bally Basic (BB)
Load the program as |isted.

Type in the following unnumbered stotement
NT=8; :PRINT; LIST; PRINT"BC=17;
FC=181; H=500; 2=-24574; D=1800;
F=2000; G=3080; 0=3040; : RETURN; RUN"
Start tape in RECORD moda.
Praess GO
Load the computer from the tape
waoy and it will self-start.

And now in Astro Basic (AB)

in the reguiar

Add tha following numbered statement to the
program 2 &(9)=191
Type in the following unnumbared statement

BC=17;FC=1081; H=500; Z=-24574;
D=1000; F=2800; G=3800; 0=3848

Press GO

Type :PRINT

Start tape in Record mode.

Press GO

Load the computer from the tape with

s INPUT ; RUN GO for autostoart.

CHARACTER SET s a tutorial designed to
allow more text on the screen, developed by
Craig Anderson of Hoover-Anderson. We have a
review of this tutorial by Al Rathmell:

"This system for character generation is
well documented, easy to implement, and it
works. The software has some value in
il lustrating Basic graphics programming
techniques, but because the characters are
formed wusing the BOX command to display each
pixel of the 3x5 dot matrix thot describes the
character, it operates rather slowliy. The
program is written in the Basic languoge and
will work with either Bally or Astro Basic. A
data base of B4 words is used to define the 64
characters in the 3x5 set. The data can be
stored in the @& array of Bally Basic, the #
array of Astro Basic, or in any add-on memory.

3x5

To be of any practical use, (that is, to write a
full scraeen of small characters - as opposed to
notes here and there on a game field) tha

character generator should be written in machine
longuage as suggested in the documentation. ©

3=k
CHARACTEK

5 E T Listing and tutorial only ........... $5
ME@@?tW@E@
© R.Fabris 1982
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ADs

SWBX-2 Aliows continuous connecticn of the Astrocade to your tape recorder. No

mods., Mo interference!.
suwitch. Includes speaker
pgrogram. 3B day warranty.

54768

FOR SALE One wused

supply circuit out.

Diruvba, CA 83618 2ZBS-581-855%

Change
voiume
$17.

w2
postage paid

from PRINT o

ppd -R. Pease

cor:trol lars.
-$50. Stan Ramstead,

SINPUT with flip of toggle
or locate
Stanley MWI

rapair, power
1864 N. 8lta,

High Quality Tape C-18-%.€8 C-Z28/ %.95 C-38.%1.85 C-68-%1.25 plus $.38 each

pastage. Catalog

two
Concord, Ca

includes
Computing 4578 Adams Dr.,

FOR SALE In rew condition with Ons0Off
Ram, SBattle rFootball, Z2B8Z /BJackrs Poker/ Sholf/ TBasehall/ Tenniss Hockey~s

Handball, plus B tapes of software. $425. W York.

FOR SALE Bally Cassette Interface, original
Riege! RD#3 Box 222 Owego, NY 13827

TRADE Star Battle of- Pinball,
Basebal l “Tennis/Hockey-Handbal . M. Perrus

MD 21844

FOR SALE fircade with new Basic and 2 controllers.

shape. Will include copies of ARCADIAN and Balliy
326 Joe McCarthy Buffalo, NY 14158 71EB-B81-7671
FOR SALE Arcade w-4 cdntrol|ers,
EMath, 2089 ABattle,

chaeck for %488 takes

Brooklyn, NY 11228

FOR SALE 1882 Arcade
ABattles Space Fortress/s
Sadlak 15 Howell Ave.,

The ARCADIAN
robert Fabris, paper cutter

3626 Morrie Drive
San Jose, CA 95127-9990

The SOURCE TCD 959

BPin~
Piscataway,

3 months
S Battle plus Uol
201-326-2223(day )

22

free
light-fArcade,

POBox 47868 E|
$42 or bezst offer G.

Football,
5456 Harpers Farm Rd.

Less than 1
literature.

Bai lyCheck cart., 4
2882 Seowolf First money order or ceri
£18 Bay Ridge fAue,

BBasic, Cinterfoce,
3881 TBaseball,
(ppd) K J McKeown- McNamara
warranty.

sf ARCADIAN
NJY

RBirney/Esquire

2 controters, RBlue

73314

Fortress, o
Columbia,

year cid, A-1
$199. D. Witoczak

Qe

Z ABasics Galaxians
$29% R
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