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¢ urther news as we hear of it... Set“ until some order is developed 1n the affairs c+
tha Arcade unit. BUT DON' T GIVE UF HOPE
STRO : .
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but  with & new set of players in management,
2l2rg with a financial scheme that infuses new

make a check out to Robert Fabris far CRNE
and I'11) transfer funds for FPhit. This
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oy, The financiers would probably have some plug-in cartridge, not a cassetta.
say 1n  the members of that team. 2> An

external organization buys the assets and e A v A e
"iabitities, produces the product, and brings CROWN CF Z3US CO4RZCTICNS
their assets and managerial axpertise to

There ars several errors in the
data listing on page 10 of the
Vol.5 No 1 issue cof the Arcadian
Wwnich cause prcblems when vlaying

re juvanate the system.

MEAMWHILE  there is a larger-than-ever

saftware void, and the third party verdors are §

trying to supply programs to individuals, levels 3 and 4. The correct data

staraes, and distributors. If your local store values are:

mants product, hava them contact our %(73):6000 %(150) =10
udvertisers. These advertisers are now *(79):19 . &(léO) 23005
censidaring  the production of games in  the +(128)=30069 ¢(151)=25201
cartridge format, where you just have to plug in 3(129)=9901 @(158)=270056
the game just |ike a Uideocade. At the moment, I %(136)=210u8 %(lég) =28301

“rsw Lkoth Esoterica and L&M are looking into ?(137):2?201 %(1/0) =10 N
thisg. These programs would be "burned® into an 25%323:%2885 &Eigg; %2858
PRO; . ! : - = & ]

EPRCM  (Erasabie Programmable Read Oniy Memory), w(lu9)=h500 2(1R9)= 27901

and gplaced on a printed circuit board that would
te inside a cartridge box, ther=sbye eliminating
any  tape-loading problems. As a side benefit, R T T T S T .
programs  up  to BK can be generated, with a

quatl ity equal to the factory ocutput. 5 .PROG. M-III 2-23/82 72 BOX @,E,Bx xZ.3
7 . S.KENDALL 74 NEXT E
ARCADIAN SIZE +this month is back to the old 18 CLEARR ;BC=1i19 80 NEXT C
system, as we had to go to Plan "B*. Don 28 FOR A=12T0 Z4STEP 2 84 FOR W=1TO BOG;NEXT W
5ladden, whn puts together the tutorial section 38 FOR C=1TO 3¢ 98 BC=RND (17)1x8+1!85
underuwent some surgery recently, successful tly, 1 48 B=RND (A)x2 92 BOX 9,0, 158,86,3
should add, and of course, he had more pressing 52 FOR D=-60T0 BBSTEP 5 18 NEXT A
thirngs on his mind. We expect Don to be back 54 BOX D,B,B,B,3 118 STOP
riding herd on all the knowledge out there 56 NEXT D
gretty soon. Ais you can also see, we are in 78 FOR E=-3@T0 3\BSTEF 19
continual dire need of program material, so I
reinterate the call for program stock - pleasa.
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"HOME ARCADE ELECTRONICS

Tl Authorized Sales, Perts & Repair
- QStROOdE ~ ' 3742 Maxson Road El Monts, CA 91732
- - " \ PRICE LIST CIlil)4ﬂll3<41t!9 MoNTHLY

vsel
MeceTIN q
- . SUUIESTED UK 12 ]83
bbbt L ma

= gen $24.95

2002 - Seawolf/Miasile

24,95 19,95
2003 - Panzer Attack/Red Baron 29.95 24,95
2004 - Brickyard/Clowns 29.95 24,95
2005 - Star Battle 24,95 17.95
2009 - Astro Battle 29-95 2‘0-95
2010 - Dogpatch 29.95 24.95
2011 - Galactic Invasion 29.95 24,95
2012 - Space Fortress 29.95 24495
2014 - QGrand Prix 1,2,3/Demolition Derby 29,95 24495
2015 - Pirate's Chase **NEW** 29,95 24.95
2017 -~ The Incredible Wizard (Like Wizard of Wwor) 34,95 27.8;
2018 ~ Solar Conqueror (Like Asteroids) 34.95 27.
2019 - Cosmic Ralders (Like Defenders) 34,95 27.95
2020 - Komg-like Game (Name to be announced) 34,95 “CALL
T R E S

' - Base Tennis/Hockey/Handball 29.95 24,95
3002 - Football 29.95 19.95
3005 - Astrocade Pinball 29.95 244,95
3006 - Bowling 29.95 *CALL
3007 - Soccer 29,95 *CALL
E D [ O N - R E S
00T - Efngo Math/Speed Math 19,95 9.95
4002 - Letter Match/Spell 'N' Score/Crosswords 29.95 19,95
4003 - Music Maker 59.95 *CALL
4004 - Biorhythm 29.95 24,95
4005 ~ Creative Crayon 959.95 *CALL
4005P- Creative Crayor w/Light Pen 74.95 *CALL

K EG E R E S

1 - I;mazInt Maze/M™c Tac Toe 244,95 17.95
5002 - Black ack/Poker/Acey Deucey 29.95 19,95
5004 ~ Conan e Barbarian 34,95 *CALL
5005 - Artillery Dued soNEWS®  34.95 27.95

O N A E R

Eﬁ! - E:Eliy Baslc lﬂcscon&nuoi model, 300 baud) 54,95 17.9%
AOOL - Astrocade Basic (Includes audio interface. 2000 baud59.95 45,95
'}MMMM“MS.M SASE for infc) 599,95 *CALL

- udic Cassette Interface (Discontinued, 300 baud) 59.95
ACI-0200 Hand Controls (Set of 2) 54,95 44,95
HEI-1001 1/8"x 1/8" mini plug patch cord, 6 foot, Shielded 2,95
HEI-1002 Astrocade TV/Game Switch box 2.95
HEI-1003 Set of 3 Heat Sinks (Bondable to Custom Chips w/epoxy) 295
HEI-1004 Hand Control Cable Replacement ta 4.50
HEI-1005 6 foot extension for Hand Control(Plugs in, Also fits Atari'") 12,95
HEI~1006 Tape Recorder Head Demagnatizer(Electronic Cassette Type) 29.95
HEI-1007 Cassette Tape Eraser (Bulk Type) to 21,95
HE1-1008 Portable Cassette Recorder, Sanyo " with 120VAC plug, Tape countJwrd5- 3945
HEI-1009 Blank Data Cassette Tape 1,00
%aErocaae or Bally Arcade (Includes Custom lieat Sinks) $29,95 plus $5.008hip.
Hand Controls (No shipping charge when sent w/unit) $ 4.50 plus $2.25 for

All repairs include 90 day warranty for work performed! one and $2.75 for two,
Prices Quoted Do Not include parts, Please ship UPS or U5 Postal Service, Please
imclude with your unit a Money Order or Cashlers Check, Please Lo Not include
your dust cover as it may become damaged,

HOME ARCADE RLECTRONICS HAS ALL THE PRODUCTS AND NLYW RELEASLS, PARTS, AND A

FULLY STOCKED REPAIR FACILITY, ALL AT ONE LOCATION! Wk OFFE& YOu FkIENDLY
SERVICE, COMPETITIVE PRICES, AND FREE SHIPPING OF ALL VIDEOCADES AND SUFTWARE,
MONEY OhDERS OR CASHIER CHECKS WILL RECIEVE FASTER SERVICE! CALIFORNIA
RESIDENTS PLEASE ADD 63%SALES TAX., *For Avullbility4‘o

s
SPiCIAL'Y  ASTROCADE UNIT WITH&BASIC CARTRIDGE
LIST $299.95 NOW $149.,95 plus $5.00 shipping,

46 @ 3. Fatris 19¢3
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THE BIT FIDDLER’S CORNER
BY
ANDY GUEVARA

Last sonth we covered a little bit of
binary and Hexadecimal code and talked a little about
what bytes are, This month, knowing that the I-80
responds to these 8 bit lumsps called bytes, we’ll go
over how and where to put thea into sesory,

But first, to help you along with Hex nusbers, I
put in this handy-dandy table.

Hello again!

?

ye

HEXADECIMAL COLUMNS
6 5 4 3 2 1
HEX = DEC HEX = DEC |HEX = DEC |HEX = DEC|HEX=DEC|HEX= DEC
[ 0 0 0 ] 0 0 0 0 of|o 0
11048576 1 65536 V4086 1 256 1 16 | 1 t
2 2097192 2 131072 2 8192 2 52 2 32}2 2
3 3145728 3 196 608 3 12288 3 768 3 48| 3 3
4 4194 304 4 262144 4 16384 4 1024 4 64 |4 4
5 5242880 5 327680 5 20 480 S 1.280 5 8015 5
6 6291456 6 193216 6 24576 6 1,536 [ 9% | & 6
7 7340032 7 458752 T 28672 7 1792 7 n2|7 7
8 8388608 B8 524288 8 32768 8 2048 ] 128 |8 8
9 9437184 9 589824 9 36864 9 2304 9 144 | 9 9
A 10.485 760 A 655 360 A 40960 A 2560 A 160 | A 10
B 11534 336 8 720896 B 45 056 B8 2816 8 176 | 8 n
C 12582912 € 786432 € 43152 ¢ 3072 c 192§ C 12
0 13631488 O 851968 D 53248 O 3328 [+ 208 | D 1
E 14 680064 E 917504 E 57 344 E 31584 £ 224 (E 14
F 15728 640 F 983040 F 6) 440 F 3B40 F 240 | F 15
0123 4567 0123 4567 0123 4567
BYTE BYTE BYTE

To show how it works, we’ll do a few Hex to decisal
conversions, since a lot of people don’t believe that
Hexadecimal is a real nusber systes. As you recall, Hex
is a base 1& number system. This seans there are 1t
distinct nuabers per colusn. In base 10, the nusbers
for any coiumn are 0 thru 9. So it is for Hex...except
we have to invent characters for the nuabers abave 9.
To make thes remesberable, we'll make those characters A
thru F,

Take a look at the columns under the heading "1° on
the table. The numbers under the heading "HEX" are the
Hexadecimal nuabers ({clever, right?), Notice the
corresponding values on the right. It’s all the same
until vyou get to A. Like with decisal, when you get to
the largest value you can have in a coluan, to make the
value one larger, you put a zero then add one to the
next coluan on the left. Like going fros 9 to 10,
Except it’s F to 10, Anyway, let’s do a few exasples.

Since we're working with nusbers 4 digits long,
we’ll only use the columns labeled | thru 4. Let’s take
the number 4000H. The *H" is there to identify it as a
Hex nuaber, To convert, take the lettsost digit, and
find it in the table under "4", To the right of the
digit will be its decisal equivalent. You should have
found 16,384, The resaining three digits are zeroes,
and equate to zeroes in decimal. Adding up all the
equivalences gives us 16,384, as you might have guessed.
As you probably already know, this is the value of the
first address in RAM mesory. But sore on that in a bit.

k\‘Let’s do FFFFH,

January 14, 1983 \

£
This one’s easy too.
every coluan,
each of the four colusns and add thes together:

Since F is the last entry in
we take the last corresponding nusber in

61,480 + 3,840 + 240 + 15 = 45,535

which is the highest 4 digits can go. The saae
operation applies for any Hex nusber conversion. So,
let’s get on to other things.

As luck would have it, each byte in memory has its
own unique address. This address is a nusber, two bytes
{sixteen bits) long. Being sixteen bits, the address
tan be a value from zero to 65,535 (affectionately known
as 64K} 1n decieal, which is zero to FFFF in Hex. The
designers of the Astrocade decided to assign certain
address ranges to specific purposes. For instance, the
systea prograss in ROM (Read Only Memory-you can’t
change 1t), start at address 0000 and procede to address
IFFF in Hex, which is 819! in decimal. Starting at
address 2000H and going on up to JFFFH is address space
available for plug-in cartridge RON. There 15 no
physical wmemory at this range of addresses until a
cartridge is put into the slot.

RAN mesory (standing for Randos Access Mesory, which
doesn’t really say that it's alterable, although it is)
starts at address 4000H (14384 decimal). This is where
all user programs,. variables, and graphics go. It
continues on to 4FFFH which is the last address used by
the Astrocade. All of this RAM area, believe it or not,
1s sapped to the TV screen. It’s where you put
inforaation when you want it to show on the screen.
There are tricks to hide it when you don’t want it to
show, but we’ll get to that in our segment on graphics.

When you add external mesmory to the systes, you have
to make it respond to the addresses above S000H so that
you don’'t interfere with mesory inside the Astrocade.
This added mesory is not mapped to the screen, so it's
entirely available for prograes and data. #e’ll explore
the isplicatione of that idea later also.

bot all that? I didn’t think so, but let’s forge
ahead anyway. You can see that unless we have external
RAM, we can only use the address space fros 4000H to
4FFFH for our prograss. All the rest is previously
assigned, We'll get into particular addresses a little
later when we start putting together programs of our
own,

This seess like a pretty good place to close it up.
Next time, we’ll take a look at the I-80's instruction
set, and get a feeling for how the registers are used,
Who knows?  Before long we aay be able to fiqure out
what Mike Skala was talking about in his coluan or
graphics. Hang in there'

Andy Buevara
C/o The Bit Fiddlers
P.0. Box 11023
San Diego, CA 92111-0010
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"SNAP"
OoN

% "sSHOW"
THE BALLY 4K
by ED GROERBE

Two of the new commands on the
BALLY expansion units allow you to copy
¢ plcture from the screen, store it in
memory and then display it again. These
two commands are called SNAP ( to save
% store) and SHOW (to display).

Well you can do the same kind of
thine with the 4K BALLY. Of course it's
not as easy, but the process can be
shown with program below, It will copy
and dievrlay a 2f x 2¢ pixtel picture in
the screen's center,

5 CLFAR;BOX #,¢,2¢,2¢,1:80X #,¢,1¢,1¢, 3
1# XT=¢;Z=f;FOR CY=-1§TO 9;FOR CX=-14TC

91€(2)=PX(CX,CY);2=Z+1;NEXT CX;
NEXT CY
1#¢ CLEAR ;IF KP<1GOTO 14¢

288 FOR Z=@T0 399; CY=2+28+1 ; CX=RM;
BOX CX,CY,1,1,&(Z);NEXT Z;:CX==79

PICTURE

instruction 5 will put a pilcture
of a »ox in the designated area, as an
example., Any other picture can be sub-
stituted for this box, so long as it's
in the 28¥2# vpixtel space in the center

of the screen.,
SNAP

The function of instruction 14 is
to scan the area to be covied, pixtel
bv pixtel -- from left to right across
Z¢ pixtels and prosressivelv up 2% lines
throuch the desizn=ted area.

The condition of each of these 4fQ
pixtels is stored in memory ac a string,
startinz at € (%) and endinz at @( 399),

4

A "1" is stored if the pixtel is
"on" and a "#" is stored if 1t's "gpe".
These 1's & #f's are used later, when the
picture is reproduced, for settine the
last condition of the "BOX" command.

When the scan is corpleted and the
status of each pixtel is stored, instruc-
tion 1¢% will clear the screen and wait
for you to press any key. When you sre
ready to see the picture displayed,

press any key on the keypad.
sHou

By following instruction 2¢¢ the
computer will step through the Lgg
memory locations,

jocation

ponding pixtel,fror the value of Z and

celculete the correc-
draw a box, one pixtel high and wide.

Each box will either be "white", 1if
the value of €(Z) 1s"1"; or "black", if
the value is "gn",

In this program the reproduced
Picture is shown in the screen area
to the right and above the center. With
a different program,the arez to be
copied and the place i1t's displayed
could be under control of a joystick.
MEMORY

Each pixtel condition requires a

memory location which in turn reguires
two bytes for storage. This demonstr=tion
reouires 8ff bytes to store the 4fg
pixtel conditions. Because of this it's
not practical to copy a picture much
blgger than this and still leave enough

memory space to have a useful program.

—EDGE—-
SOFTWARE

),

8
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A recent tutorial in the Arcadian detailed the "hows" of getting
a prograr to tapé€ using the Astro-Basic. Some programs are just too
tightly packed to get all the necessary data into the program itself,
Usiqg the old Bally-Basic, this information could be put on tape as a
PRINT ctatement immediately after the listing for the program. The new
Astro-Basic does not permit this. Sc, how do you get information
such as variable values, string values, colors, and port values to tape
wher you dcn't have room for ther in the prograr?

The string and variatle values (including 3C and 7C) are simple.
Just input their values ip w.-rnumbered statements after inputting the

ra ev'™ 1 Ao . i3 3 3

ff:fz?‘;é isiazru%é;mc::or;mzt;hm the rest of the program automatically

The Astrc-Basic, however

» does not seem to dump the value of &(%)

ot

ite f;ler.cs &(0) througn &(3). (0r ary other pert, for that matter.)
i€ s;lutlon tc thie pretler is to record a short, numbered prograr
coriaining this data immediately in front of the malr. progran or the same
tape The final command ir the prograr shculd be :INFUT. Once both
Irograns have been recorded, the combiration car be lcaded irtc the Arcade
f‘it}"j the cemrand  :INPUT; RUN 30. Wha- harrens is that the fire: prograr
icads, runs {lcad your values in), operc the interface, anc loais the
maln T erases the Tirst short prograrm, but keeps the values
tnat Ore rrotiem with this methzd is that, tc play the
gare, you must first press HALT +4c turr off +he interface, then WORLS
AEUN GO

SNEAK UP AND BITE YA DEPARTMENT

machines:

the problem remained.

recorder.
else's machines but our own.
duplicate the problem!

No deal ... the probliem wouldn't go away.

another Arcade.

bench, and they couldn’t talk to each other!

types of Arcades out there.

is five bytes off-standard between the two.

character string in each.
changed.
because you can't load anyone else's
Here's a quick test.

CLEAR;
-13871; CALL19904

AN

Also, the dumping of the screen image by the Astrc-Basic is great for
including instructions, reference to rules in the Arcadian, or a label cf
the game's title. After the rrogram has been entered, but before it has
beer. recorded on tape, enter a short, un-numbered program such as

CLEAR; PRINT "ARTILLERY DUEL GO. Now the screer will clear, your
message is printed, and it will be stored along with the game's trogrer.
on tape with the usual :PRINT command. Wher the game is input later
into the ARCAIE from the tape, your message Will rezppear before the gane
starts.

I"ve used these two concepts to make the award-winring "Bally Black Bcy"
compatable with the Astro-Basic. First, I input and reccrded this Ire
10CLEAR;&(9)=81 & (0)=102;&(1)=142;&(2)=0;%(3)=0
20 :INPUT
Then, I ertered the prograr for the BALLY BLACK BOX. 1Ir un-r.urbe
statements, I entered the variable values givern, including os
colors., Next, I entered this prograr., again withcut a line nun :
CLEAFR;PRINT "TO FLAY, PRESS HALT...THENIKNT *GOTO 4o
My message appeared orn the screen, as described in the above secticr.
The final step is tc record the prograr immediately after the shcr:
prograr already reccrded. To load the gane back intc the Arcad:z, er
:INPUT; RUN GO. The computer will load the short rrogranm, divide the
screer. as directed, load the second Program (with the proper colors and
zlariable values) and prompt how to start the game.
One more thing for this particular game...,.I found
all the information after
a problem if the game hac

CYERD

50

2 it necessary to delets
FOR N=£ TO 8 irn line 48, Thie will orly cause
to be hzlted and started agair.)

dwy
By the time that volume 1, number 6 of ARCADIAN had hit the streets (May
1979) it was apparent that there were two configurations of on-board ROM.
Calls to some ROM subroutines worked on some machines but not on others.
H. A. R. D. has just spent an exasperating two months trying to produce
game tapes in 2000 baud Astrobasic that would load on the customer's machine.
The problem was that all PRINT statements in our programs were producing
characters that were offset by one letter AND one pixel on our customers'
the string "ABC" would come out "BCD" and slightly off-center.
At Tirst we thought it might be the tape quality. We spent a bundle having
custom cassettes loaded with high-quality Agfa PE-651 tape. No good ...
We next suspected the recorder. OQut went the trusty
old Panasonic S1imline to be replaced by a TRS-80 CCR-81 computer cassette
Still no dice ... the characters remained jumbled on everyone
That was the worst part ... we couldn't
Everything loaded perfectly in our own shop. At
the suggestion of one of our dealers, we even tried a new Astrobasic cartridge.
Finally, in desperation, we bought
Aha! We now had two Arcades sitting side by side on the
There are at least two different
The difference lies in the on-board ROM, which
I have christened these two
machines "The 31539" and "The 3164" based on the address of the "GAME QVER"
A machine-language monitor dump of the ROM was
Who knows why?... there was a bug that was fixed, perhaps. Most
of you have the 3159 machines, but there are a number of you with 3164
machines who are tearing your hair out or perhaps giving up in disgust
programs.
Type in the following on your Arcade:
%{19904)=-43;%(19906)=12341,%(19908)=27651;%(19910)=3164;%(19912)=
If the words "GAME OVER" appear at the top of your screen, you've got the
3164 configuration and you are stuck. The newer
3159 configuration will only print the word "OVER".
If you change %(19910) to 3159, you will get the
entire "GAME OVER" on the 3159 machine.
49 @ 3. Farris 16E7
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THE GAME PLAYER >
1)
by Michael Prosise
GAMEPACK G 1 ( A five game tape) 2)
£ rwxonth my panel of players sampled
the five-game cassette tape GAMEPACK G1,
from HARD Software, and these players were
unfortunately left somewhat less than ex-
cited about the tape's contents. Specifically

ell, including this reviewer, were a bit sur-
prised at the overall lack of quality of the

five games, considering the fancy advertising
and up-to-now good reputation associated

with HARD.

The five games on the GAMEPACK, which sells
for 8 wallet-pinching $18.00, are Micro Pac,
Caterpillar, Tic Tac Tollah, The Paper Chase,
and Galactic Hitchhiker.

MICRO PAC is a colorful imitation of the
coin-op PAC MAN, with nice graphics and three
levels of difficulty. HARD has done an ex-
cellent job at reproducing the PAC MAN play-
field in BASIC onto the TV screen. It even
looks better than Atari Pac Man. But unfor-
tunately that is where the applause stops, for
MICRO PAC just does not "feel" or play like
the popular PAC MAN game, and there is one
wajor drawback in playing the game: the
ghosts do not stay in the maze, they move
freely through walls.

The most disappointing feature to most of
the players was the speed of the ghosts and
the Micro Pac-man, which was slow, 80-0-0 slow,
dead slow. It took nine minutes to clear the
maze of dots, plus the 55 seconds the arcade
required to draw the playfied. Granted, dif-
ficulty level three is faster, but impos-
sible to play due to the ghosts ability to go
through the walls.

The root of the problem with MICRO PAC is,
thet apparently there are no Machine Language
routines in the actual game play, although
the graphics are Machine Language. That is
why 1t plays so slowly, and wny only one
character at a time can move on the screen.

In addition, no "clean-up" routines were
programmed, with the result being that de-
bris is left scattered throughout the play-
field, such as half a ghost, etc. This
could be an excellent game, if it were pro-
grammed completely in Machine Language;

but it's not, and so is mediocre at best.

CATERPILLAR is very similar to the coin-op
CENTIPEDL. In this game you control the
left-right movement of a ghooting device at
the bottom of the screen, and try to shoot the
bhead off of a slowly descending ™caterpillar"
and an occational spider. Again, this game
does not appear to be in Machine Language and
thus plays somewhat slowly, but not too slowly.
Our players found the game "cumbersome".

The graphics are fair and the sound effects
minimal. Also, there are three levels of dif-
ficulty to select. In general, those who play-
ed the game grew tired of it very quickly.

TIC TAC TOLLAH is, as you can probably
guess, & tic-tac-toe game and a pretty nice
one. The graphic display of the Ayatollah is
excellent, even though it is not in color.

In this version of tic-tac-toe, you play
against the computer. But even if you wir,
you lose, 'cause that's the kinda' guy the
Ayatollah is, and that's what makes this par-
ticular tic-tac-toe game interesting.

THE PAPER CHASE is very strange. That was
the first reaction from our players. In this
game, a man and a voman stand on opposite sides
of a pyramid of toilet paper, and try to beat
the other at grabbing first the roll that
"lights up". Unfortunately there exist no
combination of words that can accurately describe

\\:?at scenario. It is really strange.
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GAMEPACK G1
H.A.R.D. Software

CARDY MAN
L&M Software
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Graphically, it looks pretty good, even
though it is in black and white. There are no
sound effects, and overall was described by
most of us here as just plain “boring.

GALACTIC HITCHHIKER is an exercise in
frustration. It is extremely difficult to play.
In fact, three players simply threw up their
hands and walked away, :and the other's even-
tually gave up trying to just understand the
game. alactic Hitchhiker ehould go take & hike.

In summary, GAMEPACK G1 did not rate too
highly. For reasons unknown, the folks at HARD
have not yet up-graded their games to Machine
Language, as have, for example, WAVEMAKERS and
L&M SOFTWARE. The result, for the consumer,
is & product of lesser quality than could be

made available. Getting five games on one tape
may well seem & bargain, but remember, it is
quality, not quantity, that makes a true bargain

CANDY MAX

Speaking of quality and bargains, L&M Soft-
vare offers both in their soon to be released
game titled CANDY MAN, a challenging and
beautifully animated game based on the PAC
MAN concept.

You, the player, are the Candy Man, and
must race through a checkerboard type maze
eating up lifesavers, worth 20 "calorie" points
each, while trying to avoid the Jokers and
Gremlins that not only chase after you, but
also hover near the last lifesavers to prevent
you from eating them. You start out with
three men, utilized one at e time.

Those who played CANDY MAN all said they
enjoyed it very much, and were quite impressed
with the cartridge quality animation of the
characters, which total six in all.

Those characters, called Jokers and Gremlins,
each have moving arms, legs, heads and eyes!

This is perhaps the main feature of CANDY

MAN that really sets it many notches above the
other chase games. For in almost every other
chase gawe you are merely a square being
chased by another square. But in CANDY MAN, there
are up to seven animated, moving characters on
the screen at one time. L&M, who hope to

bhave CANDY MAN also available as a plug-in
cartridge ("Videocade") sometime next

year, seems to be quickly rising to the top
and taking the lead as a manufacturer of
quality games for the ASTROCADE.

The play action continues in CANDY MAN until
you clear the screen of lifesavers, or reach
2500 points, at which time the screen turns blue,
and like the PAC MAN blue screen, allows you
the opportunity to catch and devour the Jokers,
each worth 100 points. Also, you receive &
bonus man every 2500 points, which helps
keep the game going for it's 25 screens.

CANDY MAN is a one-player game, and it
would be a good game to meke into a multi-
player game if possible. The sound effects
are pleasing to the ear, and the color is
good. Due to memory limitations, however,
the playfield is only two colors, which may
initially make it a bit confusing to tell the
Candy Man apart from the Jokers. This is
minor and will not detract from the fun the
game provides.

On the flip side of the cassette, one
will find the game RIVER CITY GAMBLER, an
OK dice game, for one to four players.

As a whole, CANDY MAN is a fine game.

It does not look like PAC MAN, but it plavs
like PAC MAN, and fans of the coin-opifobbler
should find this L&M game enjoyable.

Y




i cavny wax

«9FBUWT U9aJIOS TEN3OY,

The candy factory is enchanted, There are 2 jokers and U gremlinae named

B E BB B x

Tooter Scooter Haream Farem Darem Scarem

who play tricks on the Candy Man.

This factory ls in a mess since the two jokers have scattered 1ife savers all over

the floor. The Candy Man must eat them up as quickly as possible while avolding
the jokera,

Be careful the Jjokers will get thelr buddies, the gremlins, to help them keep the
life savers.

Are you up to it? This game willl gilve you all of the enjoyment of it's famous
cousin of coln op fame. yith Blue Sereen PBonus Score & Bonus Lives.

A special note of thanks to Andy Guevera of Bit Flddlers, whose help with these
machine language routines was indispensable.

Candy Man & River City Gambler - both for $15.95 New Basie Un-z#

——

Thls very detalled screen playfield is possible by a unique feature of the Astrocade,
bit-mapping, using screen RAM to store the astounding video image and with machine

code programming to provide smooth animated detall of the moving characters. It is
equivalent to 6K of memory.

River City Gambler - An exciting dice game, The computer rolls the dice, oceca-
sionally giving a "DOUBLE". Numbers are chosen from the listing at the top of
the screen to match the roll. This game uses one of L & M's exclusive features.
The computer ecan play, too, as an option. Fun for 1 to & people,

CREDIT CARD CUSTOMERS... |

For more information please turn the page.

Sy SOFTWARE p=——— &
y VISA o Master Charge 4
8599 Framewood Dr. Newburgh IN.47630 $1.00 OFF when you
Call Iln the order COD,MC=VISA

1-6812-853=-6895 SAM=9FM CST
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TURN

DOUBLE

ENEm RIVER CI Y GAMBLER ENEN

This dice game with 1 to 4 players plus The Astrocade for a
maximum of five players. Or you can even let "Astrocade® play

by itself or leave it out all together, if you wish. The object
is to eliminate as many of the numbers at the top of the screen
as you can, by eliminating combinations or single numbers equal

to the combination of the two dice rolled. A new roll of the
dice is made by the Computer each time you have used the pre-
vious dice combination.Numbers at the top of the screen can be
used only once during a players turn.The computer disallows
illegal moves. The low person WINS.

CaANDY
raN

CONTEST

High score [/J¥S. Game albums complete with 3 of I&Ms best

selling games. Nautilus,
Revenge. A $55.00 VALUE. One each to the top 5 scores with
the earliest postmark. You must show proof of purchase if
your "Candy Man" game cassette was bought from a dealer.

If you purchased it from us direct then we have the record.

One entry blank will be supplied with each game cassette.
Contest ends 2-28-83.

Secret of Pellucitar and Exitors

a
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NEW 2 VOICE MUSIC Janvary 14, 1983 \

Everyone has been ment1on1ng the "New Sound" coming from some of my latest games.
Well T guess I'11 let you in on how it is done. Most of the music you have heard
from the Astrocade has been a kind of "Organ Music", nothing like what you hear
at the arcades in games like FROGGER and VEMTURE and all kinds of others. I made
a small discovery, and it's very simple to do music 1ike the big boys do. here is
a short program and some music from FROGGER, once you get it all keyed in you'll
hear the difference and I'm sure you'11 Tike it.

10 FOR A= TO 28  ccmecmmcee- SETS UP TO PLAY 29 NOTES

20 TA=*(A)3100;TB=RM  —ccoooo_.. SETS TONE A TO FIRST VALUE,TONE B TO SECOND,
30 FOR VA=15 T0Q 1STEP-1;VB=VA-1 --- ACCENTS VOLUME OF TONE A & B AND FADES OUT TO
40 NEXT VA;NEXT A GIVE A CHIME SOUND,

To program in the notes for your music program enter this statement without a line
number: FOR A= TO 28;INPUT*(A);NEXT A;RUN GO

NOW key in the folTowing values hitting GO after each one is correctly printed on
screen.

3923 3923 4729 4729 3923 3923 4729 4729 3522 3522 3923 3023 4426 p |
3522 3522 3923 3923 4426 p 17 P 3119 3522 3923 4426 4729

After all the values are in the music will play. Just RUN the program to hear it
again. Each of the numbers above represents 2 musical notes and are being stored
together in pairs one each string value. This saves a lot of bytes if you plan to
use it in a program. This full program could fit easily on one line instead of

4 andcould he used as a subroutine in a program that could use some nice 2 voice
music. NEXT MONTH 1I'11 give you a program to write the music using a key-board
appearing on your T.V. screen. MIKE PEACE

%" AVAILABLE NOW FROM SPECTRE SYSTEMS!
£- USED BY PROFESSIONAL GAME DESIGNERS!

s = - BALLY / ASTROCADE

n - AT e GRAPHICS DESIGN PADS
= Specially designed pads for:

 Machine Langua

{ =¥ ¥ : : inciuding hex screen addresses d absolute machine
0 =S S I ats o it Ssamsess language coordinate system.
[EEmEEEEE SCEEHEE e BA
o =i ront = T With BASIC coordinate system and highlighted central axes.
St . M o Pattern Development
" : ; Great for use with both BASIC and machihe language pads
.. .. e o When you need to develop small game patterns.

20wl

All pads have areas for notes, color
selections, port setting and other
. game reiated Informationt

2
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3ssss: I
ot
0 Ot G2 05 O 05 06 07 06 03 OA 08 0C 80 GE O 10 11 12 1 I8 15 16 17 18 13 A 18 C 1D s 2 SPECTRE SYSTEMS 1982

PADS OF 50 SHEETS ___ send checkor MO.to coLoR wep
—$ 500 Eosh  —spectre Systems |- LT
PAID P.0. BOX 1741 ww T wett
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FOR SALE BALLY ARCADE, good condition; includes Z controllers, Bally Basic,
Gal  Inv, Feotb, Space Fort, 28BZzap,fArcadian. Price $225. J. Schneider, 3!
Northbrook Rd., Spring Valley, NY 188877. 814-352-8879
WANTED Used broken Arcades - motherboard must be stuffed, ne missing
chips,diodes, resistors, etc., Contact me for possibl!e purchass Jerry
Mullins #7 5318 Godfrey Rd., Gedfrey, IL B2035 618-456-0821
WE ARE INTERESTED in any programs for educational purposes from grade 4 on
up. Don McCalley, Box 712, Sandpoint ID 83864
MUST SELL Bally system like new , 2 controllers, 18 carts old ond new,
RztroBasic and some programmed games.VYol 4 of Arcadian and newest
SourceBook. At least a $7808 value - sacrifice for $389 A.J. SanFilippe Z5
Branch Brock Dr., Belleville, NJ 87183 2B1-753-5178

FOR  SALE  Bally Arcade w/4 controllers, hectshieid mod for longer life.
Belly Basic, Tape Interface & 18 gomes: 2082,3,5,8, 32#1,2,5, 4822, 5281,z
Take as i $475 Carl Krause 750 Red Wing, Lewisville, TX 75887 214-221-38312
Z-& om
FOR SALE Arcade unit with AstroBasic, 2 contreliers, Gal Inu, Wiz, Amazing
Maze, 'EZ Arcecadian, Sourcebook. Excellent condition, used 11 ‘hours.
L.Grzelak, S15 N 4% Auve #19, Omahc, NE £8132 442-551-4581
Official confirmation yet to come,
but twu sources have indicated thuat
there has been a substantial money
infusion. Details next time.
{ FIRST CLASS
ARC- LA U S POSTAGE
Recert Febris, wztcenfully wailtin | ‘; PAID
SLZg korrie D;;‘ue - Sunnyvale, CA
san cose, Ch $5127«3250 " Permit No. 931




