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SNAP  AND SHOW UPDATES to the program on page 48
were received from Ron Picardi and Bert Holmes.
These techniques drastically reduce the amount
of memory required to store a picture for future

re-display. The program by Ron Picardi uses a
string storage method that is limited to a 15
pixel wide swath which keeps the scheme from

bei1ng adversely influenced by the 16th nibble of
a byte.

"Try the following listing for a SNAP routine
for a pixel area of 15 by 15. It uses 38 bytes
as opposed to the 450 bytes needed by the scheme
of page 48.

"It works by making each string store the
condition of 15 pixels. Each pixel is
represented by 2 raised to a power from 8 to 14.
Example, a ltine with pixel 1, 3, and 15 would
contain a string number made up of the sum of 1,
4, and 16384. <{note thot we are using 2 raised
to n-1 power>. The number 32767 would mean that
all 15 pixels were ‘on’ .

this iz the SNAF subroutine:

18 FOR Y= A TO B; W=1; Z= Z+1; FOR X= C TC D;
IF PX{X,Y) Y(2Z3= MZ3+KW

26 IF W< 168384 W = WxZ

3 NEXT X; NEXT ¥; RETURN

now for the DRAW subroutine:

@ FOR Y= A TO B: W=1638B4; Z=2+1; FOR X= D T0 C
STEFP -1; IF @(2)-W> -1 BOX X,Y,1,1,1
£ W= W-2Z; NEXT X; NEXT ¥; RETURN

the value of D-C must be 15, while the value
cf B-C can be 15, or any other positive value.”

The next method by Bert Holmes describes a

method of stering a 28 x 20 pixel space. In
Bert’' s words:
"With a little effort, the SNAPand DRAW programs
can be made almost 15 times more efficient! -
and one wvariation would allow you to move it
arcund the screen without losing previous
information,

"The SMHAF subroutine uses B variables (1 used
the last 7 ' T-2° but the user could change these
to fit his needs.)

S= Subroutine Line Number (It will be 31088
in this example>

T= This value is the top of the memory used
to store the picture. I decided to use the Top
of Program Memory so it wouldn’t move as your
program 1&g modified., It is decremented by 2 as
each double byte is filled.

U= The Counter to keep track of how many
pixels have been accumulated Ffor the active
byte. ( @ is empty, while 15 is full)

U= The accumulated value for the active
byte.

W= Width of picture area (whole pixels)

Z= Height of above picture area.

%= Reference position of picture area

Y= Reference position of picture area (the
center of the picture area is positioned, as in
the BOM command)l.

These last two items must ke set by the

(© R.Fabris 1983
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30086 S=31880; T= <top of memory (32787 ) is
used in this example>
38885 W= 1= <{you set these>

30818 U=(ZxW+15+(RM>B)X+2)x2;GOSUB S

{this stores the number of
used>
30B280 U=Zx256+W; GOSUB S
{stores the height and wi
value>
39038 U=@; u=p
{initializes variables for pi
38848 FOR CY=Y-Z+2 TO Y+Z+2 RM-1
{range of picture vertica! ex
38858 FOR CX=X-W42 TO X+W<Z+RM-1
{~nnge of picture horizontal
38668  J= U+l; U= 2xU+PX(CX,CY)
{accumulates value and increm
38B78 IF U=15 GOSUB S; U=B; U=p
{(stores value when full and r
counter >
32488 NEXT CX; NEXT CvY
{end locop statements>
39898 IF WU>B GOSUB S
{stores leftovers, if any >
30168 RETURN
{T=next memory space ava
picture?
31888 X(T)=VU; T= T-2; RETURN

two-byte values

dth as a single

cture’
tent >
extent >
ents ccunt?>

esets value and

itable for next

{the subsubroutine to store value and update

the Top Memory Pointer>

“Using this routine,
picture described on page 48
bytes instead of B888. The rati

the 20xZ8 pixel
is stored in 58
o would be euven

better as the picture size increased.

"Now to DRAW the captured p

icture, we hove

a simiiar set of variables, but oniy U, X, and Y

need be specified as the other

s are in  %(T).

One can store more than one picture if U is set

equal to the picture number (star

t with 17,

60BBB S=51608: T= (top cf picture storage area,

same as dabove>
68B1@ U=uy-1; IF U T=T-%(T

)i GOTO <A LINE

NUMBER THAT COMNTROLS THE NEXT PICTURE>

60828 T= T7-2
increment pointer>

68838 GOSUB S; Z=U<4256; W= RM; GOSUR S; U=0

<get Z, W, W, and set U>
60848 FOR CY=Y-2+2 TO Y+Z4Z2+RM-1
{develop vertical range>
E@ABER FOR CX=X-W+2Z TO X+W+Z2+RM-1
{develop horizontal range>
BBBED U= U+2; U= U+!
(extract value increment coun
68872 BOX CX,CY,1,1,RM
{print pixel if there>
Bopsad 1IF U=15 U=B; GOSUB S
{old data used up, get new>
60098 NEXT CX; NEXT CY; RETURM
<end loops>
61888 V=%(T); T= T-2; RETURN

ter>

{subsubroutine to retrieve dato and update

pointer>

"This will print your picture in +the area
specified by the X,Y coordinates and the stored
values of W and Z. In doing so any previcus
information wil! be obliterated. I¥ it 1s

desired toc save the background infermation,

change | ine 60878 to
60878 IF RM BOX CX,CY,1,1,3

(—)

~
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which will reverse or “Exclusive OR" (XOR) the
picture with the existing background. Calling
the subroutine a second time with the same
values wil! therefore erase the picture, leaving

the background.®

Ron Picardi adds: If the subroutines uwere
written in assembly code, you would have a true
SNAP command, as these routines in Basic are
quite slow.

ARRRGHHH, or “RATS!®", DEPARTMENT. We found
two errors in the last issue - One was caught
before we went to the mai! room, but I am sure
that we missed hand-correcting some copies:-~
page 56, correction to Artillery Dual: In Lina
350, thare should be an @ before (P+1) and
(P+2).
page
faults.
seen in
The second

CORRECTION TO LAST MONTH’S

FIANO PLAYING PROGRAM!

Progilim by Mike Peace, Article by George Moses

Sorry folks, but when | typed up the article and the program
furnished by Mike Peace nobody told me you had to load STAR
STRING LOCATIONS 0 thru 51 with the following values.
Therefore, anybody who typed in Mike Peace’s fantastic music
keyboard program last month wouldn’t be able to get it to work.
Just type in the following values after having typed in or loaded
the keyboard program to memory. Then, when you run the pro-
gram you’ll be happily surprised!

Type these in like this, *(0)= 198 etc., using
the asterisk array from 0 to 51.

B3, the Music Keyboard program has two
The first one requires the the small v
line 98 ba changed into a down arrow.
requires that some data ba antered?

*(0)=198 *(18)=175 *(36)=29
*(1)= 180 *(19)=T71 *(37) =28
*2)=171 *(20)=0 *(38) =26
*(3) =160 *(21)=67 *(39)=0
*(4) = 152 *(22)=63 *(40) =24
*(5) = 142 *(23) =60 *(41)=23
*6)=0 *(24) =57 *(42) =22
*(7)=136 *(25)=53 *(43)=20
*(8)=128 *(26) =50 *(44)=19
*(9)=120 *(27)=47 *(45)=18
*(10)=114 *(28)=44 *(46)=17
*(11)=107 *(29) =42 *(47)=0
*(12)=0 *(30)=39 *(48) =16
*(13) =101 *31)=37 *(49)=15
*(14)=95 *(32)=35 *(50) =14
*(15)=90 *(33)=0 *(51)=13
*(16) =85 *(34)=33

*(17)=80 *(35)=31

ANALOG CLOCK ran way too fast for one

of our subscribers, who changed the
value of R in Line 230 to 466 instead
of the indicated 37B.

RESET really reset? Just what does
happen when the  Reset button is

pressed? One of our subscribers got the
impression that recovery of the program
is possible because he saw some memory
with program material for a fleeting
moment after a Reset. Another will o’
the wisp? ... or a real possibil ity???

N
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of gorts... in different

NEWS
areas...
ASTROCADE

We haven't been able to

concrete news about the
situation. I guess they just
aren’t =saying anything publicly until
the court agrees to whatever
negotiations are proposed. Rumors are
out that a large company has put at
least enough money into the company to
allow release of cartridges this month.

learn any
Astrocade

Some proof of this was the return of
"Nitron to production after a forced
siesta. HNeither have we heard any news

from the court proceedings, but the new
administraotor seems to be doing well.

ADD-ON or whatever... We are waiting
for the last signature to be placed on
the legal papers before indicating the

principals involved.
the producing company

In the meanwhile,
is busily at work

to get the addition into production,
with an April goal. The specifications
will be virtually the same as those

preszented by Astrocade, especially the
ma jor ones -B4K RAM, Zgrass, tape drive
control, compatibility with CP/M and a

future disc system, etc. Every effort
iz being made to hold the published
Astrocade price of $660.

DELIVERY of the Muncher cartridge
started on March 6, only a couple of
wecks late C(hardly anything in this
fialdl e should have all the

cartr idges that were ordered by March &
in the mail! by March 14. If you are

‘intarested in this gobble-em-up game,
available to subscribers only, better
get your order in before it is too
late. Ordering information is on p.45.

NEW ORLEANS wuser group prospects - we
had a note on page 56, with a bad
telephone number for Matt - it should

start with 4896 instead of the indicated

480,

PRINTER INTERFACE MWITH BLUE RAM We recently
made the connection between the Blue Ram’s
parallel printer interface and the NEC
PC -8023R-C printer. The connector that comes
with the Blue Ram interface plugs directly into
the NEC, and the NEC's switches are set as
follows: Numbear 1 Q0000CCC and Number 2
00000CCO.

We are now using this printer for the extended

memory programs.

J
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HOME ARCADE ELECTRONICS

THE Q8tROCQJE SPECIALISTS Authorized Sales, Parts & Repair
3742 Maxson Road El Monte, CA 91732 (213) 4434189

9009 0000et0 s0vevoee
®080 0080000 S0

Home Arcade Electronics wishes to thank everyone for your support.

Due to problems with ASTROCADE INC. there will be a delay in shipping all NEW
rel eases, however we do have in stock most titles,

Due to the large volume of sales and major purchases from dealers throughout
the USA, we are happy to announce SPECIAL prices on a few select cartridges.

BOD5 . cnnvannunsnnsasseStar Pattle.i s cwinccnssanssuvnannaunnasnasnvanannsness$15.50
Bl . s s v nnnnsanna s OPACE FOrtre@ss. caeennsannannssnernsnsnnnsnsnnnasnss$515,50
BI85, it cv v nnannsseaPirates ChaS®. . cerannnesssnnasnsenanennsnnnnnesnesas 2@ 50
BBl 7. i eeicnnnurseresnnThe Incredible Wizard. . oo veeuvsceensnnunnsoansse:$26.50
P00, i v s e nsnrnnswsswsFOOtball.inii i v v unannans - 2 1)
BAOBS . v v v cwcnnnnnanasasPIiNBallueeesvscanennnansansnsunssnnnsnnnnnsnsenness$819.50
BO0BL. .o i hcii v Pingo Math/Speed Math.cescuscusevnnsnsesnnssnsnansd 6.50
BA400Z. o v vt earnessnasnsEtter Match/Spell N’ Score/CrosswordS...cev.e...$12.50
$H40D4, v v nvnnnssnnsanenPiOrhythm. s v iueenneausa waensscssnsusnsnnonsannanss$®15.50
B0 . s s st i ernrs s sAMATING Maze/Tic~TaC~TOR. t s e v vvansnnssnsnsnnsanasss$312.50
BH0BZ. v v nnnansnasnasBlack Jack/Poker/Acey DeUCEY. . cvesrocsanesunseneas$512.50
BODDZ. v v s eenseaneenan-Pally Pasic (300 baud version).iveesenrrsasaesssaa.$512.50
BODDD . o v e vunnunneeenseAStro Pasic (2000 baud with cassette interface)...$39.95
$ACTI-0100. . ... veev-u.-AUdio Cassette Interface (300 baud).secevsverones e $339.95
BHEI-1005. .v o i v ecus=exs1? Foot Ext. for hand control (by WICO)....v e e® .95
#HEI-1008. s o v v s v s nnss .Sanyo Slim Model 5 Cassette Unit...cvcnvernsanneas$39.95
#HEI-1009. o . v o v veueusData Tapes with Hard Styrene CasesS......»..10 for ¢ 9.00
BPP~-1500. .. ... cccesse-Astrocade unit with AstroBasic carti.cvessesressa..$149.95

WE STOOH SOFTWaAaRE FROM: ESOTERICA LTD. s, WAVEMAKERS,
THE TINY ARCADE, L&M SOFTWARE, GEORGE MOSES, THE BIT FIDDLERS

PUY ARY 3 SOFTWARE TAPES AaND DEDUCT 1077

This month we are featuring our 12 foot extension cables for the ASTROCADE and
all other DP-9 hand controllers. They are excellent quality and made by WICO,
Please order HEI-1005 3 %9.95 each. We pay all shipping.

California residents please add State Sales Tax.

P.s.—next
mcc’t\‘nﬂ on.
Maveh 26

(© R.Fabris 1983 78
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158 GOSUB 97;PRINT " THE G.C.F. WAS ",#8,G,"  *;GOSUB: 11
16@ FOR Z=-4TO -44STEP -1;BOX 8,Z, 168, 1, 2;NEXT Z; GOSUB 4

@ INPUT * L.C.M.="Z;GOSUB :9; IF Z=L60SUB 98;GOTO 138

188 GOSUB 97;PRINT ° THE L.C.M. WAS *,&8,L," "3 GOSUB 11
188 FOR Z=BTO B@;BOX Z,-23,1,48,2yB0X ~Z,-23,1,48, 2yNEXT Z;GOSUB 4;G60SUB 93;:G0TQ
1306 ,

©

/March 14, 1983 Vol.5 No.5
1 .146 B41 641 641909008
2 .HOBHBHHBBNGLL BHHERE.
3 GOSUB 4;GOSUB B;GOSUB 5;GOSUB 11 GOSUB‘?}G@EUB 5 CLEAR ' ;GOTO 188
4 FC=RND (32)>x83; BC=FC- ~813sRETURM - o
5 NT=T;FOR Z=NT0O HNt+M; MU #%CZ: NEXT L5 NT*I%RETURN?
E T=5;:N=-24573;M=21; RETURN
T T=20;N=-24549;M=19; RETURN
9 PRINT * *; RETURN
1 FOR Z2=8T0 993;:NEXT Z RETURN .
12 GOSUB 138;G0OSUB 16;GOSUB. 28;GOSUB "16;605UB 6; GOSUB 5; RETURN
13 GOSUB 19;GOSUB 17;GOSUB. 28;GOSUB 17{GOSUB 7;GOSUB 5;RETURN
14 X=38;Y=0;A=-2;B=1;605UB 15;B=-1; GOQSUR 15; X=-3A; A=2; GOSUB 15;B=1;G0SUB 15;RETU
RN
15 FOR Z2=1T0 15;LINE C,D,4;:LINE C+X, D+Y 1 X=X+R:¥Y=Y+B; NEXT Z;RETURN
16 T=B:FOR Z=17T0 S5;LINE C-15,0,4;LINE C,(D-5)-T,2; LINE C+15,D,2;:; T=T+1; NEXT Z2;G0S
UB 18;:RETURN
17 T=8:FOR Z=1T0O S5;LINE C-16,D-7,4;LINE C, D T,2% LINE C+18,0-7,2; T=T+1;;NEXT Z2;G0S
UB 18;RETURN
18 BOX C-5,D0+5,4,4,2;B0OX C+5,0+5, 4, 4, 2; RETURN
19 C=-35;D=-28; GOSUB 14;RETURN Joe Peoples
20 C=35;GOSUB 14;RETURN 310 Sail Fish Lane
21 H=1;1I=2;RETURN North Philadelphia, OH 44663
22 H=3;I=1;RETURN
23 H=2:1I=3;RETURN
24 H=4; I=5;RETURN
25 H=1;1=5;RETURN This is an educational program to
26 H=6;1=1;RETURN develop skills in determining the
27 H=3;1=7;RETURN Greatest Common Factor and the
28 H=5;1=2;RETURN Least Common Multiple, at grade
29 H=3; I=4;RETURN levels 7 - 9. Change values in
38 H=7;I=2;RETURN Lines 21 - 34 to get a new series
31 H=5;1=6;RETURN of questions.
32 H=1:;I=4;RETURN
33 H=5;1I=3;RETURN
34 H=8;I=3:RETURN
36 PRINT * NO! BUT KEEP TRYING!"; RETURN
37 PRINT *° FANTASTIC! " ; RETURN
97 GOSUB 36;GOSUB 13;RETURN
98 GOSUB 37;GOSUB 12;RETURN
99 G=RND (38);:G0SUB ZB+RND (14); J=GxHiK=Gx1;L.=GxHxaI;: RETURN
1868 GOSUB 939;PRINT * TRY TO FIND THE
118 PRINT * G.C.F. AND L,C;H.
128 PRINT * OF THESE NUMBERS
138 C¥=08;PRINT %1@,3,' & ",¥A,K,".
148 CY=-4@; INPUT * G.C.F.="2Z;G0SUB ‘9; IF Z=6G0OSUB 898;G0TO 166

-

J
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VAVEANRKERS '!.‘.:‘.r

U

Box 94801
Schaumburg, 11, 60193

S LN L TR

MONEEY JUMP

Flying Ace
CO*‘AJ‘SW*COURSE NOW FOR BLUE RAM OWNERS ONLY

4 great games now available to you and your BLUE RAM BASIC. MORE color, MORE
ghaphics, BIGGER picture, MORE fLevels, MORE FUN. Oh yeah, very FAST ACTION!
Send $19.95 Each TO: WAVEMAKERS BOX 94801, STHAUMBURG, IL. 60193

¢ (R B\;{ Line 220 i .,,4;(;,"( SWORDFIGHT ies a first program by Brian, and is
included herein to give the game makers the germ
for 6 ‘new game. This would actually be a

suvbroutine where one needed a swinging arm (sword)
and readout if a touch was made. Other routines

1 .SWORDFIGHT would put a body around the arm, move the complete
2 .BY BRIAN HILDEBRAND body éround, add background, etc. Let us know if
18 2=0;E=0;D=0;J=0;A=-38;K=38 4You come up with something!
28 IF JIX(1)=1A=A+6 Use the joystick to position the ’base’ and the
38 IF JX(2)I=1K=K+3 knob - to rotate - the sword. The computer will
4@ IF JIY(1)=-1D=D-5 automatically tell  you if you’ve made the touch,
58 IF JY(23=-1J=J-5 while the trigger will start over.
68 IF JX(1)>)=-1A=A-3
78 IF IX(Z)=-1K=K-B tor BB wusers, there’s an opportunity in Line 22&
8@ IF JY(1)=1iD=D+4 for you to apply the lessons given by George Moses
98 IF JY(2)=1J=J+4 on page 58,

198 CLEAR ;BOX A,D,5,5,1;LINE A,D,4;B=KN(1)+3;C=ABS(B);LINE 4Z+A-C,-B%D, 1

118 LINE K,J,4;B0OX K,J3,5,5,1;R=KN(2)}+3;0=ABS(RIFLINE 0-42+K,R+J,1

128 LINE K,J,45LINE 0-42+K,R+J;1

138 IF 42+A-C<K+3 IF 42+A-C>XK-3 IF -B+BKXI+3 IF -B+D)J-3 Z2=2+1;CA=K;CY¥=T;TU=42;G
OSUB 2080; CY=48; PRINT Z,;PRINT ‘#10,E;FOR M=1TO 58;NEXT M

148 IF 0-4Z4K<A+3 IF 0-4Z2+K>A-3 IF R+J{D+3I IF R+IDPD-3-E=E+1;CX=A;CY=D; TU=42;G0S
UB 208;CY=49;PRINT Z,;PRINT #10,E;FOR M=1TO BB NEXT M-

158 IF TR(1)=1PRINT Z,:PRINT -¥15,E;FOR M=4TO ZBG;NEXT MiGOTO 1@

168 GOTO Z@ 'Brian Hildebrand
280 CX=-15;CY=38;PRINT "TOUCHE" 55 Sparrow Bush Lane
218 P=15;Q=58 Milford, CT 06460

228 M0=25;VA=P; TA=Q; G=0+2;FOR M=1TO 34;NEXT M;P=P-1;1F P=BRETURN

238 GOTC 228 8 O

(© R.Fabris 1983
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THE GAME PLAYER

by Michael Prosise
turns his attention to . . .

1) MUSIC
George Moses Co.

2) SECRET OF PELLUCITAR
L&M Software, Tape 15
MUSIC

Feast your ears Arcade fans, to that
which 1s truly beautiful; the sound
of music.

Few Arcade owners are aware that
their Bally/Astrocade computer systém
is capable of producing full-bodied,
harmonious, three-part music. Not music-
al "beeps", but the actual simulated sound
of an organ, or a calliope, or, if so
programmed, a complete orchestral pre-
sentation.

George Moses, the pioneer in
fine music programming, has done an excel-
lent job in producing several taped com-
puter programs of music for the Astro-
cade BASIC, and at a modest price, too.

Those who have heard his music pro-
grams via the Astrocade have been over-
whelmingly impressed by the quality and
real-to-1ife sound produced.

The gentleness of "Silent Night",
the emotion of "O Come Immanuel",
and the joy of "Joy To The World" are
but three of 27 Christmas songs faith-
fully reproduced on Tape #2, Simply by
tINPUT; RUN GO, you can enjoy an hour of
non-stop music.

Tape #3 is the choice for Jazz
fans, for 14 of Scott Jpolin's ragtime
classics are presented here.

And Classical? Tapes #1 & # 5 will
bring to your ears some of the works of
J.S. Bach. Tapef5, the Sinfonia To
Cantata 29, is guite beautiful, and an
excellent bargain for $5.00.

The younger readers of THE GAME
PLAYER probably have no idea who Bach or
Scott Joplin are, but how about John
Lennon and The Beatles? The Beatles
coming from the Arcade? Well, not yet.
George has presented Jazz and Classical,
but has not yet made available that
certain type of music that is probably
most popular with the greatest major-
ity of Bally/Astrocade owners: Rock
& Roll. THE GAME PLAYER, and those
people he has spoken with, enthusias-
tically urge Mr. Moses to turn his
talents to producing a cassette pro-
gram of, as a suggestion, Beatle music.
The music of the Beatles has wide appeal
to a wide age group, and would probably
be a hot seller for The George Moses Co.
But whatever the choice, a program of
light rock music would certainly be ap-
preciated by many.

To find out more or to receive a
catalog, you can write to George Moses

<ARCADIMN
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SECRET OF PELLUCITAR

Here's another winner from L&M
Software. And guess what? Along with
fine game play,this game has excellent
musical accompaniment by non other than
George Moses.,

SECRET OF PELLUCITAR features the
finest pre-game presentation this player
has seen to date. Before the actual
game itself loads, a brillant display
of artwork, featuring the Starship Enter-
prise, flashing colors, oscillating
sounds, and a neat musical selection
are presented for youramazement.

In this one or two player game, the
television screen will display a large
dome, filled with an intricate maze of
tunnels that lead downward toward an
inner-deme, which contains a city of
sky scrapers. Your mission is to man-
euver a blip through these tunnels,
into the city and, finally, to a ped-
estal at the city's center.

There is a choice of skill levels,
from one to five. The player starts with
a score of 20,000 points, and looses
points from that figure each time he runs
into something. 1In the two-player ver-
sion, you will be treated to different
sound effects and colors from the one-
player version, and a differnt tune.
There are four different musical selec-
tions between the two versions. In addi-
tion, you may select a difficulty level
of one to nine, as you compete against
the other player,

In both versions, the player(s) nus*
centend with the "Mystericus Force", a
small square that moves somewhat raraom.
throughout the playfield, blocking
tunnels and in some instances, creating
momentary shortcuts.

SECRET OF PELLUCITAR was descrited
as enjoyable by all who played it. The
machine language programming and cart-
ridge quality of this game make it wcrih
its $15.95 price. 1If there is any
negative point concerning SECRET OF PZL-
LUCITAR, it is only that it is someurat
difficult tec see, due to the intricacy
of the playfield which makes its details
small. This is not the kind of game vou
want to play on a 13 inch or smaller
television 'screen. )

All things considered, this L&M cganme
should prove enjoyable to most. Altrough
it is not the type of game that would
be described as "exciting" or "action-
packed", it is entertaining; and that's
the bottom line to any game.

COMING UP next month in THE GAME
PLAYER, a look at Wavemaker's latest
release, "L.T.", and one of the newer
cassette games from Esoterica, Inc.

J

\ff. at P.0O. Box 686, Brighton, MI. 48116,
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NAUTILUS

smooth moving arcade style characters

A cartridge quality game

CASSETTE# 17

Nautilus &
3-D Tic Tac Toe

both for $15.95

New Basic Only

The 7th fleet is engaged in the top secret mission, code named Akreon, the shipping of our
first star drive engine to it‘s final destination. Presently the 7th fleet is moored just off
the coast of Scorpion, a small island in route.

You are the commander of the atomic powered attack sub, Nautilus. Your mission is to pro-
tect the fleet during it‘'s stay in the harbor. The watch is proceeding smoothly, when sudden-
ly you are startled to attention by a general alarm. You hurry to your battle station where
the radio officer gives you the report of a UFO coming in fast.

You watch the radar screen in puzzlement. The object grows in size as it nears. 1It's
shape resembles a bird, no..NO it’s more like a bat of tremendous size! Then as it begins to
move menacingly back and forth above the fleet you suddenly realize with a sinking feeling,
your worst fear, there is no doubt, it‘’s Exitor. The devilish alien battle star commander is
bent on destroying the star drive engine to stop mankind from exploring the galaxy and reaching
the stars beyond. .

Thank goodness the Nautilus is equipped with the latest, most powerful, particle beam
weapon devised by man. Your beam accellerator shoots ocut highly charged sub atomic particles
in a narrow accurate beam. You order the beam generator up to full power and prepare for action.

Exitor carefully piloted the huge bat-like battle star into a sweeping pattern well above
the 7th fleet and released one of his well armed battle drones. This should be enough to sink
the fleet and destroy the star drive engine.

The drone pod descended to an altitude in range of the ships. The pod popped open and the
drone made an attack run hitting one of the ships. Exitor smiled in vengeful satisfaction.

All was going well, but now before his very eyes, the sea seems to swell and light up as your
particle beam breaks through and rises swiftly to it*'s target. In a wink of an eye the battle
drone is gone! Exitor immediately releases another drone and quickly arms the battle star’'s
photon lazers.

The battle lines are now only too clear. You must destroy the drones before they sink the
fleet and evade Exitor's lazers at the same time. An awesome feat and it won't be easy. Are
you up to it? To win you will need to mount a historic assault on the alien.

— 3

Normally, a picture this detailed in 3-dimension would require more memory than is availa-
ble 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——
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3-D TIC TAC TOE - Another of L & M's 3 dimensional display games with three levels of
game play. Players can win in any of the 3 dimensions. The computer will check all moves
2;‘ for validity, indicate the winner and 1ight up the winning 3 squares. Beautifully presented

in 4 colors.
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#H#HGRAPHICS #%#
CBOX—LINE>
DON GLADDEN

THIS ARTICLE MWILL SHOW YOU HOW TO USE
THE *BOX" AND “"LINE® COMMANDS FOR CRERTING
GRAFHICS IN BASIC. THEY ARE BOTH FRIRLY SIM-
PLE TO USE. RS WE SHALL SEE.

BOoX
THE "BOX" COMMAND DOES JUST WHAT ¥YOoU‘D
THINK...IT DRANS R BOX ON THE SCREEN. YOU
TELL THE COMPUTER MWHERE TO DRAW IT, WHRT
SIZE TO MAKE IT., AND WHRT “TYPE’ OF BGx TO
DRAW. HERE-S HOW:

>18 CLERR
>28 BOX 8.8.58.28.1

NOTICE THAT WE FOLLOW THE *BOX* COMMAND WITH
FIVE VYALUES. LIKE IN BANY OTHER CRSE. THEY
CAN BRE EITHER NUMBERS, (DIRECT YALUES). OR
VARIABLES. THE FIRST TWO VALUES TELL THE
COMPUTER WHERE TO CENTER THE BOX HORIZON-
TITALLY AND VERTICALLY. LIKE THE CX RAND CY
VALUES, THE FIRST <(HOR.)> VALUE CAN RANGE
FROM -8B (LEFT SCREEN) TO 79 (RIGHT SCREEN),
THE SECOND VRLUE FROM -44 (BOTTOM) TO 43
{TOP). THE THIRD AND FOURTH VALUES TELL HIM
WHAT SIZE IN PIXELS* TO MARKE IT HORIZON-
TITALLY <(WIDTH)> AND VERTICALLY (HEIGHT).
THE LAST VYALUE TELLS HIM WHRT “TYPE® OF BOX
TQ DRAW. THERE RRE FOUR “TYPES”:

8-INVISIBLE

| -FOREGROUND COLOR

2-BRCKGROUND COLOR

I-REVERSE
S0 WHAT KE JUST TOLD HIM IN OUR SHORT FRQ-
GRAM WAS: “DRAW A BOX AT 8.8 (CENTER OF
SCREEN), 58 PIXELS WIDE AND 28 FIXELS HIGH
AND MAKE IT THE FOREGROUND COLOR. NOW RDD
LINE #38:
238 BOX 8.,8,48.18.2
THIS TIME WE PUT R SMALLER BOX ON TOP OF
THE FIRST BOX AND MADE IT THE BRCKGROUND
COLOR. A ~“REVERSE” BUOX SIMPLY REVERSES ALL
COLORS THAT IT LANDS ON. (BC TO FC RAND FC T0
BC)>. TO ILLUSTRATE:

>18 CLERR

>28 CX=-15.:CY=8

>38 PRINT “HELLO

>48 BOX a.8.12,12,3

NOTE: IF 40U TRY TO DRAW A BOX AND IT DOES
NOT SHOW UP. YQU<VE PROBRABLY OVERLAFPED THE
SCREEN BOUNDARIES. YOU CANNOT EXTEND ANY
PART OF A BOX OQUTSIDE OF THE LIMITS MENT-
IONED RBOVE. IF YOU TRY TO., IT SIMPLY WILL

NOT DRAW.

LINE
LIKE THE -“BOX’ COMMAND., “LINE” DOES JUST
THRT. <DRAWS A LINE). WITH THIS COMMAND, WE

ONLY USE THREE NUMBERS. THE FIRST TWO TELL
WHERE TG DRRW THE LINE TO (HOR. RND VER. ),
AND THE LARST TELLS WHAT “TYPE’. (SAME RS

\_

“BOX<>. THE FIRST LINE YOU DRAW WILL START
*A “PIXEL” IS THE SMALLEST DOT THE COMPUTER
CAN DRRAN.

©
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AT 8.8 (CENTER OF SCREEN). AND EACH succ-
ESSIVE LINE WILL START WHERE THE LAST ONE

FINISHED. TRY THIS:

218 CLERR

228 LINE 28.8, 1
>38 LINE 20,28, ]
248 LINE 8,28, 1
>58 LINE 8.8.1

NOW, WHAT IF WE WANT THIS SQUARE THRT WE-YE
DRAWN CENTERED EXRCTLY ON THE SCREEN? SINCE
OUR FIRST LINE DRAWN STARTS RT 8.8. WE MUST
DRAW AN “INVISIBLE”’., <(ZER0), LINE FIRST.

>18 CLERR
228 LINE 18.18.8 (THIS STARTS OUR DRAWING
POINT AT 18,16 INSTERD
OF 8.8).

>38 LINE
246 LINE
258 LINE

268 LINE

-IG' la;l
—IBJ—’G!,
l@:-lB;l
18,18, 1

USE THIS PROGRAM TO INPUT LINE YRLUES AND
EXPERIMENT :

>18 CLEAR

226 C¥=48.INPUT X.¥.2
238 LINE X.¥.2

>48 GOTO 28

SUBROUTINES
CHOOSUB—RETURN >

AR “SUBROUTINE” IS USED IN R FROGRAM GEN-
ERRLLY WHEN YOU RRE GOING TO DO THE SANE
THING R NUMBER OF TIMES AT DIFFERENT SPOTS
IN YOUR PROGRAM. A “GOSUB” IS VERY SIMILAR
TO B “GOTO“, EXCEPT THRT THE COMPUTER RE-
MEMBERS EXACTLY WHERE HE WAS WHEN HE JUMPED
TO THE SUBROUTINE. AND RS SOON RS HE SEES
“RETURN”, HE COMES RIGHT BRCK. TO ILLUSTRARTE
WE-LL RUN R SHORT "RND RRT" PROGRRM. (STUDY
IT.. . IT WILL HELP YOU UNDERSTAND SOME OF THE
THINGS WE‘YE LERRNED.)

38
>z26

CLEAR ;FC=r;BC=8
FOR A=8TQ RND {4@)
+4@STEP RND (4)x2

CBC=BLACK FC=WHITE)
(START COUNTING
FROM @ TO 41-8@
WITH RANDOM STEP
2:4,6 OR 8.2

C(DRAWN A REVERSE EBOX
CENTER SCREEN.
SIZE AxA.)

236 BOX 8.8.A.R.3

248 NEXT A (KEEP COUNTIN’)

258 FOR B=IT0O 2068; (TIME DELRY.)
NEXT B;CLERR

268 CY=0;PRINT “NEXT (GET READY FOR NEXT
PATTERN ONE . )

>78 FOR B=I1TO 2808, (SAME RS #58.)

> NEXT B;CLERR
>88 BC=BC+40:G0T0 20 { CHANGE BC.,

RGAIN. >

po IT

NOTICE LINES #5@ AND #78 ARE EXACTLY THE
SAME! LET’S CHANGE THEM INTO A SUBROUTINE
BY ADDING LINE #1868, AND CHANGING 58 & 7@:

_J




— é@éﬁamp

#58 GosUB 108
»78 GOSUBR 188
»lag FOR B=ITO

NOW THE PROGRAM DOES EXACTLY THE SAME THING.
BUT SAYES HEMORY EACH TIME Yyl USE THE SUB-
ROUTINE IN  YOUR PROGRAM. WE ONLY USED IT
WICE HERE., 50 ME ONLY SAVED ONE BYTE. BUT
THE SAYINGS REARLLY MULTIFLY ERCH ADRDITIONAL

288

1 NEXT E:CLEAR iRETURN

TIME WE USE IT.

BY HOMW. YOI SHQULLC EE ABLE T GO BACK
THROUGH  S0RE OF  THE SHORT FROGRAMS IN THE
RECALIAN  AND THE BRASIC MANUAL AMD SEE JUST
WHAT THEY ARE  [QING. REMEMBER--ONE OF THE
BEZT WRYS T LEARRN IS TO TARKE SOME OF THESE

FROGRAMS  AND CHANGE  S0ME  YALUES IN THEM.

THEM BSERYE WMHAT HRAFPPENS.

HE  HRWE NOW COYERED ALL OF THE “COMMANDG
sogpet  USED TN ASTRO AND BALLY BASIC. HERE
THEY RRE FiR REVIEN:

ASED UITH GUOTATION  HMARKS
Of WITHOUT T PRIMT VALUES.
=i
SIINS FI"’J"
I _"h T
[OW THE SDREEN ANY PROGRAM IN MEMORY .
Fe—TO—STEF—HMNENT

TO PRINT TEXT

FROGRAM IN MEMORY

——

-
USED

i)
L

I VFOR=MEXTY LOOPS  FOR  COUNTING.
ST O
TELLS  HIM T JUMF TO ANOTHER [LINE NUMEER.
L = W =
SHME RS UGOTOM. BUT HE COMES BALCK WHERE HE
T FF MHEH HE SEES “"RETLIFEM'.
=L R
Fik PICEING FaNDON NIIMEERS .
7T =
TELLS  HIN  PCHECK TO SEE IF THIS IS5 TRUE.
TF 50, DOMTINUE (N THIS [LINE. IF NOT. MOVE
QM TO THE WEXT LINE "
TLERFRF
CLEAR THE ZCREEX OF ALL TEXT ANDAUOR GRAPHICS
i T HE
DEAW R LINE T YOO TYRE OF [IME D
‘Al A Y.NGL OF PINELS WIDE.HG. OF
EL 5 7F BOY .
Ty i-—'i 'T
STF.  WAIT FUR A WALUE T BE INFUT FROM THE

KESPHL.

THENW CONTIKUE.

IN QUR NEXT LESSOM. ME WILL COVER THE
LETTER VARIRELES" AWD ASCIT VALUES.
WE-“LL  ALSG LDISSECT A SHORT GAME PROGRRIY TO
SEE JUST WHAT IT MIES.

"THO-

DN GLADDEXN

SEqu NINE MILE RORD
SOUTH LYOM. MI o 48178
CERIZY JE7-T384

o
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GETTING THE MMQO=ST

ouUT OoOF
DON GLRDDEN

I S&eaa

"lHY
IT ONLY

L0 YOU LIKE THE ASTROCAGE 50 MUCH?
HRS TINY BASIC. AND ONLY 1880 BYTES

OF FROGEAMMING. " DIN  ANYONE EYER  ASK YU
THIS FUESTION  IN A COMPUTER STORE 0OF SOME-
MHERE — CLSET MWELL MOST [OF 15 HAYE HEAF[

NUMBER 0OF  TIMES. EUT j6€ REALITE THE FPOTEN-

TIAL THAT THIS LITTLE MACHIKE HAS  JUST TAEE

A LOGK AT SOME  OF  THE PROGRAMS THHT HAVE
BEEN HRITTEN FOR QUR  "LITTLE" [8H6 EYTES,
CARTILLERY  [UEL. THREE WOICE HMUSID. AMG

MANY FROGEANS COMFPARABLE WITH SOME THAT I°WE
ZEEN HRITTEN FOR UP T 18K 0OF MEMORY

BUT  HNQOW THE QUESTION I5: "HOW [0 THEY
RO XIT2" . WHILE IT 15 TRUE THAT THE ARCADE

HAS ONLY 1808 BYTES AYARILABLE WITHOUT [ApL-0N
MEMORY. THERE ARE MANY SHORT-CUTS AMD TIME
AND MENGRY SARYERS BUILT INTO THE “TIHY BRSIC
THAT WE USE. I AW GIYING ¥Y0OU JUST A FEW OF
THE WAYS THAT I HAYE FOUNDG TO CUT DOWN ON
FMENQRY  USAGE. AND MAKE YOUR FROGRAMS A LIT-
TLE BETTER. FREMEMEBER--THE HMORE HEMORY YU
SAY THE MOEE YOl CAN RDD TO YOUR FROGRAM.

I=-=PUT ALL 0OF
INMING  OF
SUBROUITINES

YOUR SUBROUTINES
YOUR FRQGRAM . FINL GUT WHICA
AFE  CALLEL  THE  FMIST. AHD
WHICH  OWES SHOULD BE EXECUTED THE FRET-
EZT  UZE  OHE-DIGIT L IME  HNUNBERS  FOR
THESE. THEN IT WILL 0ONLY TRKE THO BYTES
T CALL THE SUBROUTIHE IN YOUR PROGRAM.
CE. G GUSUE S5, AMD THEY MILL ALSO Ex-
ECUTE FRSTER. THIS IS5 BECRUSE THE ARCALE

AT THE EBEG-

ENECUTES  “GOSUBS"  AND “GOTOS BY GOING
T THE  BEGIMNING 0OF  THE  PROGRAM, RN

SEARCHING UNTIL IT FINDS THE SURKDUTINE.

IT DOES HOT G0 DIRECTLY T THE SUE-
FOUTINE .
WHEMN DOIHG  THIS. ISE LLINE &1 FOR IHIT-
TRLIZING  AHD TELLING  HIM WHERE 70 G
(EHNETINEE I”F LIk F Tondh bi o ThOBEGEN  THE
FROGRAM FIFLE . 218 A=0:F=0:G50T0 56
Z-=-=IF ¥Y0i) ARE USIHG EITHER H -GOTH- OF A
TOOSURT MANY TIMES T A LIHE NUMEEE WITH
FIORE THAW ORE DIGIT, HH YOL HAYE 8 YHR-
ITRRLE HUHJLHELt TRY  SETTING THE 1f
fARLE Ta THE  WRLLE OF THE LIHE e
LI=E THEN HUHTH iT HAZ.
T RYTES T ISE g
TGOT 5487 CFIVE E#TFE.
F===A GUOG GENERRL  RULE  TO FOLLOW TO SRYE
MEMORY IS To CRAM IT!1 U THE MORE STRTE-
MENTS ¥ CRN GET ON A LINE. THE FEHER

TN E ol

CARRITAGE  RETURMS. WHICH (COST GHE BYTE

EACH. Yol WILL  HAYE T USE. THIS WILL
ALSO MAKE  YOUR  FROGRAN  RUN  FASTEF

NOTE: [0 NOT RGD ANYTHING RETER AW < IF~
STATEMENT  THAT 0L WANT T BE EXECUTED
WHEN THE ~IF° IS FHLSE. THE BHSIC NILL
MOT  EVEM SEE IT!!! ANDG. OF COURSE. YOU
NOULD NOT ADD ANYTHING AFTER “RETURMS (N

A SUBROLTINE .

J
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10 CLEAR ;FB=1403;BC=248;FC=7;FA=1703;NT=0;CF=L.

March 14, 1983

VOl-S No'5

20 CY=40;PRINT "  HOW MANY PLAYERS?
22 PRINT " ENTER 1 TO 4

24 PRINT ;PRINT ;PRINT "  1,3,0R 4————USE JY #1
24 PRINT " 2 PLAYERS USE 1 AND 2
28 N=KP

25 IF (NC49) +(N>S2) GOTO 20

30 IF N=49N=1

22 IF N=SON=Z

34 IF N=SIN=3

36 IF N=S2N=4

38 CLEAR ;PRINT "  HOW MANY HOLES?
40 PRINT " 9 OR 18

4% Q=KP;IF 0=570=9%

44 IF QH9G=18
100 FOR Z=1TO N;@{2)=0;NEXT Z3;B=0;1F G=% FOR H=1T0 %;GOSUB 3400
101 IF B=18 FOR H=1TO 18;GOSUB 3400
102 FOR P=1TO N;U=0;J=0
104 IF F=1 G=13+RND (50 ;1=15+RND (15) ;T=13+RND (50) ;R=13+RND (50) ;S=13+RND ¢S0
» 3B=B+I1cS5;K=G+&~RND ¢12) ;L=1+3-RND (&)
105 CLEAR ;BOX 43,0,78,87,5;G0SUB 1000;Y=-14;GOSUB 1100;T=T+18;GOSUB 1100;T=T-1
2:v=0;G0SUB 1200
106 ¥=10;GOSUB 1300;E=40;F=-41;80X E,F,1,1,7
142 LINE 2,-43,0;LINE 3,43,7;LINE 79,43,7;LINE 79,-43,7;LINE 3,-43,7
144 PRINT " HOLE #",#1,H;PRINT " PAR “,#1,Ic5," ",#1,1520,"YD.
146 W=RND (4) ;M={RND &) -1)bS;PRINT " WIND:",;TU=93+W;PRINT #3,M,"MPH",
147 CY=8;CX=-71;PRINT "PLAYER SCORE",
1458 Cx=-5&;Cr=0;PRINT #1,P,#7,U
150 IF NI 28=a+JX{1) 51F A>1é A=
151 IF N<3A=A+JIX(PY 3IF A3 16 A=1
152 IF Al A=14
153 X=2;v=2;GOSUB 800+A
154 LINE -40,-20,0;B0X -40,-20,40,30,4;B0X -40,-20,2,2,7;LINE Xb?-40,Yb7-20,7
155 IF N>2C=C+JY{1) ;IF C>9C=1
156 IF N{BC=C+JIY(PY ;IF C>9 C=1
157 IF C<1 C=9
170 CX=-71;CY=-40;PRINT "CLUB:",#1,C,;IF C=1 PRINT " WOOD",;GOTO 180
172 PRINT " IRON",
180 1F N>2 IF TR 1)=0GOTO 150
181 IF N<3 IF TR(P)=0GOTO 150
200 UsU+ 1 3NT=10;MU=C;NT=0
202 IF J=1 GOTO 3100
205 FOR Z=1TO0 2b(10-C)
210 IF Z#11 GOTO 219
212 D=0;1F M>S D=1
214 IF W=1 Y=Y+D
216 IF W=2 X=x-D
217 IF W=3 Y=Y-D
218 IF W=4 X=X+D
21% E=E+X;F=F+Y;BOX E,F,1,1,3
220 IF E>3 IF E<X79 IF F<43 IF F>-43 J=0;G0T0 240
230 GOTO 4000
240 IF EXG-9 IF EXG+& IF F>1-8 IF FCI+8 J=1
250 IF J=0 IF PX{E,F)=0 GOTO 4000

290 NEXT 2 i; €5
291 IF J=1 GOTO 3000 @ R.Fabris 1983
295 GOTO 148
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802 Y=13;RETURN
803 RETURN

2304 ¥=1:RETURN GOLF presented on these two pages, is a modified
805 K=0;RETURN varsion of a popular game we printed in volume 3.
S0& X=-1:RETURN I do not plan to reprint published programs,
307 X=—2§RETURN unless there is some advantage to do so. In this
808 X=-2;Y=1;RETURN case, the program has been modified (with the
309 X=-23v=0;RETURN previous author’s concurrance) to take advantage
aia X=‘2;Y=—i:RETURN of some of the enhancements available in the
811 X=—2;Y=—2éRETURN Extended Basic |anguage. This program will not
S1Z2 ®=-1;Y=-23;RETURN run in either BB or AB. I ran the tape in Blue
13 K=U;?=—2;RETURN Ram, and printed from it.

€14 X=1;Y=-2;RETURN
815 ¥=-2;RETURN
§16 v=-13;RETURN
1000 BOX G,1,4,12,6;B0X G,1,10,10,8;B0X G,1,14,8,4;B0X G,1,14,4,4;POINT K,L,4;RE
TURNM
1100 BOX T,Y,2,10,7;BOX T,v+2,4,2,7;B0X T,Y,6,2,7;B0X T,Y-2,8,2,7;RETURN
1200 BOX R,¥,2,18,7;BOX R,Y,4,14,7;BOX R,Y,10,10,7;B0X R,Y,14,4,7;B0X R,V,18,2,7
s RETURK
1300 BOX S,Y,12,5
3000 @B{S)=G;B(&r)=1;G=4
G,1,94,32,5;B0X G,1,72,14,5
3010 B =K;E(8) =L ;K=41+(K-G(5))bajL=(L-B(&) I b4;BOX K,L,3,3,4;E=41+(E-B{5))b4;F=
{F-2{&$))b4;B0X E,F,1,1,3;B0¥ 41,0,79,84,3
3015 IF ABSCE-K)<Z IF ABS(F-L)<{2GOTO 3500
3017 GOTO 148
3100 FOR 2=1TO 2b{10-C)
3110 E=E+X;F=F+Y;B0X E,F,1,1,3
2120 IF ABS(E-K)<Z IF ABS(F-L)<2 GOTO 3500
3130 IF E>3 IF E<79 IF FC43 IF F>-43 GOTO 3140
3135 GOTO 4000
3140 MEXT Z;G60TO 148
2500 CY=0;CX=30;PRINT "SUNK'";@(P)=@(F) +U
3501 CX=-54;C¥=0;PRINT #1,P,#7,U
505 G=R(S) ;I1=@{4) ;K=E(7?) ;L=E(8)
3510 GOSUB 3&410;NEXT P;NEXT H
3400 CLEAR ;PRINT " PAR=",#1,B;FOR Z=1T0 N;PRINT " PLAYER",H2,Z,"=",#1,8(2) ,H4,@
(2 ~B3NEXT 2
3410 FOR 0=1TO 3000;NEXT O;IF H>Q CY=-10;CX=-33;PRINT "{GAME OVER>";GOTO 3420
3411 RETURM

7 s RETURN
G=41;1=0;B0X G,1,78,87,4;B0X G,I,16,48,5;B0X G,1,40,40,5;B0X

3420 CF=SM.;0v=-30;PRINT " TO PLAY AGAIN WITH SAME # PLAYERS
3630 PRINT AND SAME # HOLES PRESS #1
3440 PRINT TO CHANGE PRESS #2

3645 CF=L,;CC=7
3450 O=KF;IF O=S0RUN

3460 IF 0=4%50TO 100

4000 CY=-20;CX=-55;PRINT "PENALTY" ;NT=40;MU=&0 ;MU=40 ;MU=40 ;NT=0 ; U=U+ 1 ; GOSUB 3410
;GOTO 148

(© R.Fabris 1983
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ESOTERICA LTD. SOF 1WARE

Ireusure Islend/t ox & Howwis

$15.9%
1. You have just been given an ald pirate map. Somewhere on the map 15 the spot thet

marks the hidden tressure. You must tuke turns wills un opponent wcover vy Lhe clues
that will lesd you to the riches - but watch out tor the 'pirale sttack'! Will you

be the first of cleim the reward?

2. fox & Hounds 18 8 clasaic new version of an old Gme.  1t's you with 4 picces againsl
the computer with only one! Move 'checkers style' to prevent the computer from intrud-
ing into your territory. We guarentee that you will not beat the cumputer (wire in § row,

Nildcetter/Bomd Sgu_odl; $15.9%
. the excitement of the old time o0il wildcatters! [leke charge of your small com-

pany ss you explore for oil. Study the geological dute, culculute the rinku, and make

the smart investment. You could becume 8 wildcat millioneice! Computer gives all
neccessaty dats for one to four playsrs. Holds productivn and income information for

uw to ten wolle per pleyer. Keeps the running sccount of income snd exponses right down
to the dollar. Full grephice and sound . $15.95
2. A bowh has been discovered at police headquarters. [n order to disarm it you will

need: Lhe eys of an eagle, the steady hand of s brain surgeon, the deduclive powsrs of
Sherlock Holmes, snd the hosrt of o Kemikaze pilot. On yes, you will elso need BADCOR

(Bomb Anslysing Dispossble Compulerized Robol). Can you dirftuse thu bush belure it
blows you up?

The Greot Asericin Jignnw/His City Stick $18.9%
1. Everybody kiows where TillTirnia, Texes und +loride ure Jocated, but can you iden-

tify the atate which the computer hus seleclod at random ond deswn 111 Lhe lover left hand
corner of the mep? It iu wuruly onuy wilh soven chuices trom which Lo pick, bul il

you really need help the computer wi)l assist you by showing ite exuct lTuculion. 10 pls
for the geographer end 5 pts. for the duffer. We give you the three wasy stotes and the
other 45 go together like a jigaaw puzzle.

2. Side 2 gives you topographic festures and esks for major cities. Red, White, und

Blue graphice for » petriotic effect.

Gerbersville/Ten Ping . $15.95
ARFis attacking Carbersville! You are the only hope tor defense of 1ts good riti-

zens. Will your missiles intercept his bowbs in time to seve this strategic outpost?

2. Tenpinas - an exciting game of bowling complete with hook ball, qutter balls, AMF

style pinsctter and every spare situstion found in real bowling.

Starship Commend/Mini Colf $15.9%
1. You sre sitting at Lhe helm of the 400,000 metric ton stership looking through the
front viewing ecreen into deep space. It is o weary ship. You heve already destroyed
@ Klingon outpost end have jusl done battle with @ Clmsss 1 Cruiser. Suddenly a siren
sounds “Red Alert". "Klingon Battie Cruiser® flashes eccross the sensnr read out and
suddenly the vessel appears on the screen, very small ai first, hut gotting bigger as
he approches. He's stlacking at warp factor 6! Before you resct {he enemy firea' An
alsrm Bounds! Enginsering reports the hit domaged the photon torpedoes. lhe furwerd
oheild is still weakened from thw last Lattle. Another himsut fillu the screen ne 1le
sbout to hit. You must sct quickly! You sre not yet in phuser rwge. Whet willyou do???

Roed Toad $15.9y
he old proverbisl chicken mey huve croused the roed tn gul Lo the other uide but

the road toad hus slightly different molives. In the Lradition of Angula Comp your will

prod the tond with the use of your Joystick skilltully quiding him theough ueveral fames

of truftic thal becomes incressingly congested. But watch out tor the apued demon in

lane 3. e often comes without warning and definilely dues nol brewk for toodu.

{In Smooth Action Machine Lengusge Graphics

Suger_Siope $15.95
hey callec him Super Skier though he'd never hed @ lesson..." And now you tuke off

where he left off. Super Slope is & super skiing progrum from [soterica, No experi: .
18 neccesssry. Great Fun! (In Smooth Action Machine Lenguagye Gr-phics)*

/Home t Keeper ] $15.95
. Tom oy awalts gellows end only you cen grant s reprieve. An educetions)
game of epelling, complete with graphice, 3 playing modes end music.
2. This complete home budget progrem allows you to store 12 months of financial
recorde on & single 60 minute ceseette. Written by George Moses, Distributed by
taoterice Ltd.

ARkl { b1 1N
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Tired of "Blinking Box Software"?.,...Games boring or slow?,,.,.Try new ROAD TUAD and
SUPER SLUPE in emooth, fast action wachine language by Esoterica Ltd, Those tapes are cartridge

quality, They are available by mail order, ONLY THROUGH:
HOME ARCADE ELECTRONICS.
3742 Maxson Rd,
El Monte CA 91732
For C,0,D, orders phone: (213)il 54189

SPSCIAL--ng or more Esoterica tapes--take 104 of Total Order, We pay all shipping,

Dealer inquiries invitod,

‘Videocade

New Astrobasic ONLY

This software on cassette tape can be used with
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- Bob,

I would like to offer prizes for the best program submitted in the
following categories:

1: Renumbering Program for ASTRO BASIC (%25

This program would be used to renumber the existing lines in a program
along with changing the GOTO’s and GOSUB‘’s. These are minimum
qualifications, more features may be included.

2: Renumbering Program for Extended BASIC ($25 )

This program would be used to renumber the existing lines in a program
along with changing the GOTO’s and GOSUB“s. These are minimum
qualifications, more features may be included.

3: Variable Lister for ASTR0O BASIC ($25)

This program would list the variables used and the line numbers in
which the variables appear. These are minimum qualifications, more
features may be included.

4: Variable Lister for Extended BASIC ($2%

This program would list the variables used and the line numbers in
which the variables appear. These are minimum qualifications, more
features may be included.

4: Math Routines for ASTRO BASIC or Extended Basic ($5 ea)

These would be short programs that would accomplish one of the
following math routines:
: Square Root
: Exponentation
C: Sine function
D: ArcSine function
: Cosine function
: ArcCosine Function
: Tangent function
H: ArcTangent
: Logarithms
J: + Addition
K: - Subtraction
L: x Mulitiplication
M: / Division
The math routines should permit numbers and angles in radians or
degrees to be inputed or ocutputed with a range of four decimal places.
These programs are planned to be used as subroutines in larger
programs.

All programs submitted would become public domain. These programs
would be presented in future editions of the ARCADIAN as tutorials.

Entries should include a short description of the program, instructions
for using the program, and a copy of the program on tape.

Entries in this contest should be sent to Richard M. Houser publisher
of the ASTROCADE SOURCEBOOK at the following address, RMH Enterprises,
é35 Los Alamos Ave., Livermore, CA 94550

The contest will close on July | and the winners will be announced in
the August ARCADIAN Newsletter.

(©) R.Fabris 1983 8 9

1983

~




ADS

FOR SALE Astrocade with :ABasic, &
Wizard, PBall, 25 recorded programs, * !
of Arcadian including “current sub. Quer SBE.
67, Midland PA, 15853 412-643-4323"

sy FB, SFort, GP, SBattle,
2 Wavemaker tapes, 4 issues
“Yaltve for 308. Bob Waida Box

FOR SALE Football Videocade. $25 CiDraganov, 164 'N.Stevens, Orange CA 92668

FOR SALE Arcade exc. condition, 1‘erdfdf2fbﬁntrﬁlleﬁs, ABasic, patch cord,
35 games from Arcadian on tape;fSwuif;wnisgjie,JRBdrnn, Tanks., %358 money
order. Brian Reiswig, Star Route ~ 143, Browngwillsg, CA 95818 816-675-2994

FOR SALE Used Bally-sAstroVision - Videocades at 58% off list- 2881, 28682,
Zpe4, 2885, 2088, 2818, Zell, 3981, 3882, 3PES, S5P@1, 5882. Larry Burchett,

Ann Arbor, MI 313 973-1968

REVISION +to last month’s ad by €. Krause-- change price to

be considered.”

ARCADIAN

Robert Fabris, delivering
3626 Morrie Drive

San Jose, CA 95127-9990

The SOURCE TCD 959

90

"Best aoffer will
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