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Welcome to my +irst  attemph al writing an
article for the magazine with my "TI-WRITER WORD
FROCESSOR" modul e@.

A T have just expanded my system Lo include
Memory Expansion, RS 2 and Printer, I would like
to give a helping hint to those members thalt
Risk Drives and Memory Expansion.
that. still require the CALL FILES(1) routine to
load the program, can be changed by loading the
program then adding the following lines to the
program: (NOTE ensure the line numbers are not wused
by the program).

FREZIMOK KK 0K 3K 3K K 30K 3K 5K 3K KK 30K 30K 30K 30K K KK K0k KOK0K0KOK0K0K % % X X
FRIZ VRN K 30K 0K 3K 3K 3K K K 30OK KKK 0K 0K 30K K08 OK0K K 0% 0K0K K d X Kk
IV KK K KK 30K KKK KK 3 KOk KOK K KOk 3K KOk KKk KK KO KO
3K KKK 3K KKK K KOK K 3K K OK K 3 3K KK KK KK KK K KK KK Ok X KK
KK KKK K KOR 0K 3OKK KKK KKK KK KK SO KR KOR KO K

These Bxtra lines increase the size of the
program, you then save the program to the Disk.

This is then saved as a file on the disk, [f
you then type "BYE" and then go to EXTENDED BASIC
yvou can reload the program and delete the extra
Lines and save the program again, then youw will
not have to CALL FILES(1) to load the program.

Also for those members who have just received
there Extended Basic Module, if when typing a line
of a program 1n you +ind that the line is longer
then the computer will allow, you can get extra
space by "ENTERING" the line then operating Lhe
"REDO" key the computer will give you the extra
space bto type in more information.

As the Music Co-BDrdinator, I would like to
gather together as many musital progerams an
poss.able  so that I can supply to members a good
range nf programs. If you have written or have in
your possession musical programs  that  you  would
like the group to have then could vyou supply me
with & taeape or disk of the program.,please.

For those members that have disk drives and
tried to type 1n the program from the November 83

ssue pf “Computer % Video Games” called 'ladders
and Adders” and found that the program was to big
to fit,you might like to change the program as [
chhd to make it fit. I changed some of the "DATA
EILES" to “DISE FILES". The programs to produce
these Files are as follows:-

Frogram No. 1
100 REM LADDERS AND ADDERS

have
Those programs

1058 id By =

FILLE PRODUCER 1.

110 REM (L) 1982 R. WELHAM.
120 OFEN #1:"DSE1.L&A-DATAL", OUTFUT, INTERNAL., FIXED
25

120 FOR 1=96 TO 140

140 IF (T=103)+((I>107) % (IT<112) 2+ (I=119)+( (1
(I128))) + ({138 X (141400 Y THEN 170

LS50 READ A%

160 FRINT #1:AQ%

170 NEXT I

180 CLOSE #1

190 DATA "FF",

1210 %

"OL01010101010101", "FFROLLLILI9FDI®LI101
"y UFFOLLL , TFFOOLOIB70101010" -
200 DATa "FF )b0759010".”FF01010101U1H101”,“FF7F
IFLFOFO70301", "FFFEFCFBFOEOCOBO"

210 DATA "FF7FIF1FOFO7030L", "FFFEFCFBFOEOCOB0", "0O4
CAOBﬂ“,“lF.767F9FWFEFCF8“

o "FEFCFEFFFF7ZFIFLF", "1F
"FGI&FWF(FLI el
«UDUFLFEFC”,”18’4:AE4”A RO,

220

YO8

FFFE", "FFFFFFQ 3

COCO", "OZEOTOTORC gosoﬁ",“LULUCUCUCUFFFFFF”
250 DATA "OOLOVOOOOOFFFFFF", "0O303

AA492BAP 244738

Frogram No.Z

10O REM LADDERS AND ADDERS
110 REM () 1983% R, WELHAM.
120 REMXXXINSTRUCT 1ONSX KX
1730 OPEN #2¢ "DSE L. LEA-DATAR", QUTFUT,

20
140 FOR A=1
150 READ A%
160 FRINT #2:A%
170 NEXT A
180 CLOSE #2

FIHE FRODUCER 2

INTERNAL , F LXED

T™Q 17

1790 DATA "LADDERS AND ADDERS","WATCH THOSE ADDERS"
» "THEY EXIXTXE tt!!tv

200 DATA "THE ADDER WILL BITE IF-®,"YDU STOF ON [T
"8 BLUUARE", "OR IF YOU TRY TO CROSS

210 DATA "WHEN IT'S TONGUE I8 OUT.","IF YOU ARE =1
TTEN THEN-","YDOU HAVE I MOVES TO~"

220 DATA "STOF AT A FIRST AID FOST", "OTHERWISE YOU
R DEAD.","A LLADDER CAN EE CLIMBED","BY STOFFIN
G AT IT'S BASE."

230 DATA "PRESS % HOLD ANY KEY',"TO SHAKE THE DIGE
;5”~~w~ THEN RELEASE", "MOVE RY PRESSING ANY KE
Also the following changes has to be made to

the main program:-

ADD THE FOLLOWING LINES.
TLG OFEN #1: "DSKEL.L&A-DATAL", INFUT , INTERNAL., FI1XED

.
28

168 CLDOSE #1
9749 GOSUB 980
976 BOTOQ 990
85 RETURN
LG5S OFEN #2:"DSEL.L&A-DATAR",
D =0

CHANGE THE FULLDWING LINES TO.,. -~
140 INPUT #l:ag%
700 GOSUR 980
740 GASUR 980
780 GOSUB 980
820 GOSUER 980

BaD GOSUE 980 §
FOO GUOSLE 980 ’
940 GOSUE 980

1570 INFUT #2108
1600 CLOSE

INFUT y INTERNAL, FIXE

DELETE THE FDLLuw:mb LINES.
170 TO 230
1610 TO 1640

Then "RES" the program to tidy up the Line #
TO FINISH OFF A SMALL MUSIC FROGRAM. (Aguarius)

10O FREMKOK K KKK KKK KK Ok K KX
REM% ACUARIUS X
REMx BY R. WELHAM X
REM% GOROKAN, X
FREEMDROK K KOK KO KKK K KOk X X X
CALL CLEAR

FRINT TAB(1L1) 3 "ARUARKIUS": & s1TaB(14)
TAB(10) 3 "R. WELHAM. "3z =z &
FOR X=1 TO 7é

READ T,F

CALL SOUND (200%XT.F,

MNEXT X
RESTORE
PRINT ¢
CALL KEY (O,
IF B?)*(l 78) THEN 230
IF E=89 THEN 150

EEND

DATA 1,440,1,494,4,5273,1
94»u‘n44”gud 2y 4,440, 7
y 2,494

280 DATA 1 494 1 440, 1,440, 1
& 1"uU7“,u.\

TEY

H

o cae

PLQY AGALIN? (Y/N) "

1,587,.5,523, .5,4

1,392, 1,440, 1, 494

I92, 4, 440, F, 440, 1, 494
-u.u“4?4quuq44n.“i

ey ey

290 DATA T.44n,~,44u
P4, 1,494, 1,499, 1.8
D, 1A qf37
HOO DATA 1,523
WL, 587, .5
2,887
Lo DATA 4
Wby
94
DATA 2

1, 40000, 1,592, 4,440,1,494,1,4
W1 BB, 1,523,1, 65

I PO T P S

1,494, 2, 466, 1, 466, 1,440, 1,466, 1,
3.2y Abb, 1, dbb, 1, 840, 1, 466, 1,

w 294

Bee youw at the tull day Workshop in February 1984.
Hussel | Welham.
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~ A
SHIFE BULL TERRIER ﬁ’g _ .
COMFUTER GRAFHICS
from the TI[-99/4A by
RON BRUCE of TI.S.H.U.G.
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The Joystick used by us, and most other
computers and video games, are no more than
maechanical switch box. The reaction time is
fairly adequate for some games. & real pain to
use on MUNCHMAN where switching time is
critical, the joystick is very slow in that
respect. We now present for those who are
technically minded, a new inovative change of
computer game playing with the introduction of
the SPEED SWITCH T.I. TOUCH CONTROLLER.

Instead of using a stick, all you have to do
ig lightly touch the &ight direction body
sensative hex—holt tips. We plan to have a
working model of this. at our MARCH "84 CLUB

LS e 1 Exen(TE T
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CONSTRUCTION:

Before you begin building this unit. decide
on the enclosure size. and that the box can be
held comfaortably in the poelm. It will fit in
those plastic chassis boxes available from
tricky dicky or Radio Shack measuring...

4 and 3/4 2 and a half by 1 and a hal¥
inches. Attatch the 9 volt battery to the base
of the bowx.
the box for the switch(FIRE BUTTON) .

(n the top of the box(see FIGHL1), drill a
174" hole which will later be used for a & wire
cable.

M

BET~TO~GETHER.

Here mow, is a list of parts needed...

SEMICONRDUCTORS:

D1-D17 IN?14 silicon diodes

UL, U2 -~ CMOS, hex—inverted,
circuit chip.

U3 - 4013 CMOS,
circuit chip.

ADDITIONAL PARTE AND MATERIALS:

El - 9 volt transistor bhattery

Cl -~ C4 — JOSMF 16 WYDC ceramic disk
capacitar.

R1-R8

integrated
intergrated

dual, flip-flop,

10 Megohm, 1/4 watt, 10% resistor

RP--R12 1 Megohm, 1/4 watt, 10% resistor

81 ~ Normally apen, momentary contact,
pushbutton switch (FIRE BUTTON) .

Ferfboard, intergrated-circuit sockets,
plastic case or chassis box, Fvolt transistor
battery c¢lip., 8 bolts with 1& nuts(3/1&6",0r Smm,
172" @r 12.%mm length hex head) two 6pin male
connectors and one épin female matching
connector, double sided foam tape (2x1").,
insulated wire, solder, hardware., decals and
paint etc.

CONTROL VOLTAGES!:
Cantral.......Meter Reading(+V)
Flate Touched., (@1) @1 (Q2) Q2
Nane ? 9 9 9
Leaft 0 9 ? 9
Left-up [¢] ? ? [s]
Up ? 9 @ o)
Right—up 9 ] Q ]
Right L 0 ? @
Right-down ? 0 O 4
Down @ L4 [} L
Leof t~Dawn [#] k4 0 9

Mount the parts on the lower left half of the perfboard
using point-to-point wiring. Parts placement is not critical,
but try to conserve space. Use sockets for the integrated-
circuit chips, and, if possible, use color-coded wiring to
avoid confusion. Connect a 6-inch wire to each inverter input
used. Strip ¥4-inch insulation from the free end of cach wire.
Form each bared end into a circle and solder. With another
6-inch wire, connect one terminal of the switch to the
perfboard’s ground. Connect the battery clip to the perfboard
at +V and ground locations. Next, make a 6-wire cable by
wrapping 6 different colored wires of 2-foot lengths together.
The wires can be held together with heat shrink tubing or
electrical tape. Connect one wire of the cable to the per-
fboard's ground, one to the switch’s other terminal (high of
S1) and the other four to the anodes of the output diodes,
DI3-D16

When the perfboard wirtng 15 complete. mstll the
integrated-circuit chips and mount the perfboard 1n the box,
component side up. Next, connect the looped end of each of
the eight inverter input wires to its correct bolt and fasten
witha nut. Mount the switch in itshole. Now, tic aknot in the
6-wire cable as a strain relief and route the cable through its
hole.

Now cut the cable of the manufactured joystick box at its
midpoint. To the cable half which plugs into the console,
attach the 6-pin female connector P1. To the other half,
attach a 6-pin male connector J2, being careful to connect the
proper colored wires in the proper positions asdetermined by
the female connector. Now, in the same manner, attach a
6-pin male connector, J1, to the 6-wire cable of the Speed-
Switch Touch Control.

Finally, tape a double-sided, foam-tape strip to the inside
back of the enclosure eover, and mount the 9-volt battery,
B1. Connect the battery clip to the battery, and now you're
ready for testing.

A Note to Club Members froam the Editorial
Comnittee: T,1.5.H.U.6 cannot accept any
responsibility or liability for modifications
or otherwise to Club Meabers equipaent.

CONTINUED ON FAGE
7 Sole responsibility lies with the user.

Drill a mounting hole on the side of

}













1. Introduction

Hevre youe ever dreaml abacnl Loipg an
astironaunt, many mllions of light years from
your  home, searching & seemingly endless
galaxy for treasures that will rnet you a small
fortune (for when you retire!), and evidence
of the advanced technological space societies
s much  talked about by Von Daniken:; or
perhaps vyour dreams find you in an enchanted
kingdom where magical beings have stored away
vast treazwes which only await your clever
mind to uncover them. Youw might even be an
wplorer of the ancient pyramids, a western
ghost town, or "Ringwraith s Lair"¥.

Well, many Home Computer users have
already successfully overcome the MErTy
cbstacles in these ADVEMTURES, at the <came
ti1me increasing not only thelr personal
en joyment but stimulating their mental
faculties s=ince ADVENTURING requires caretul
planning and logical thinking. Many people
say that’s what computing iz all about! It
might even silence. for a while anyway, those
who are critical of the role of Home Computers
in the lives of young children when they szee
for themselves the amouwnt of deductiaon needed
to successfully "play" ADVENMTURES.

There are tws types of ADVENTURE-—the
more common one, as exemplified by the "SCOTT
ADAME" Series {(see full list at ihe end of
this article) have a single path leading to a
final objective which is usuwally specified atl
the outset——that is, you krow what thing/s you
are looking for. The other type of ADVENTURE
is the one where vyou assume an identity or
character such as a warrior, wizard or  king.
If you have seen  YE.T." then youw will know
what I am refering to - "Dungeons and
Dragons"¥, more commonly known as “DDY.

T would Tike to limit this article to the
first type of ADVENTURE since its outcomes can
be logically deducted funlike “DD"-tyvpe ganes
where luck more than anything else decides the
final outcome {death? wealth?)l

The Ffirst ADVENTURE-type games for Home
Computers were written by & young programmer
named Scott Adams, back in 1978 and versions
of his games now ewist for many different
krandrniames including TI9®?A46%, AFFLLE  1L%,
VIC-20% and TANDY¥ machines., Adeams is now 30
vears old and controls a vast software empire
from Florida in America.

The original ADVENTURE was programmed on
a large mainframe computer and Adams was
convinced, after using it, that he could write
a similar version for his TRSAC Model 1 (1&k).
Many people laughed abt this and said it
couldn®t ke done bubt Adans succeeded and his
first ADVENTURE called "sAdventureland” was the
result. It also becams the name of his
company until he changed it to "Adventure
International™. which is rnow & division of
Scott Adams International.

When you first start an  ADVENTURE vou
generally find your sel f in a "Starting
Location”. This i not as silly as it  sounds
since it is here that you encounter your first
zet of clues and, in sOMe Cases, vour first
set of objects to pick up. Sometimes you will
need to come back to the start to pick up
objects not initially collected or which you
may have considered uwnimportant. It is
Necessary, therefore, o successful
adventuwng to keep & map of youwr  jourcey (o
should that be "wanderings"!). More on this
AT .

SPECIAL

ADYVEN

Himre are scome typical etarting Jocaliones

1o  THE COUNT: You are lying in & large
trass bed. In  the room vou can see sheets,
p1llows and a lesrge tent stake.

2. ADVENTURELAND: You are in a forest.
You are nobt carrying anything but you can see
trees 1n fow directions. North., South, East
ard West .

. V0Da CABTLE: You are in  a
mysterious chapel with a closed coffin. You
can  ga Narth, South, East, and West. Or do
vou open the coffin???

4. MIBSION [MFOSSIRLE: You find youwrself
in a brefing room with a desk and a large
tape recorder. A minute or so agoe  you  heard
sumecne leave the room. You have nothing in
vour possession and the only exit is  West.
What do yvouw do?

New it is up  to you o journey from
location to location weing special  ADVENTURE
beywords  to move, such  as G0, TAKE, LOOH,
CLIMB o MILL {to name a few), finding and/or
relocating objects, and picking up treasuwres.
There may ke "Magic Words" in yowr particular
ADVENTURE (U aho! i FIRATE ADVENTURE) ,
animals and monsters (Mongoose” in FIRATE) or
even secret doore and passages. They will all
he & test of  your intelligent thinking
abilities, imagination and even cunning to
reach your ultimate goal.

He
ADVENTURE

1 Dot dgnore anythnng no matter how
trivial or unimportant it may initialy sweem.
Arnything youw find, either by accident or on
purpose, will probably have & psart in your
CET SN Try finding the Lkey in FIRATE
ADVENTURE Lo see what I mean!

Ha Examine everybhing - cluess may Lbe
hidden anywhere - on stone tablets. under
brees, or in raoms.  Question anyone you  meet
thut don”™t turn youwr back or try and take your
frusbration out on them — sometimes that can
ke very dangerous!!) Use magic words or use
the "HELFY keyword if you think you need 1t.

T, Don"t be afraid to do “"off-beat”
things. Just remember that you can save your
game wilh the "SAVE GAME" option at anytime i+t
vyt do happen to make the wrong decision. Do
this before you take that unsuwre step.

are eome Lips to help  youw  in your

©

2. Mapping

A oyou become familiar with the world of
ADVENTURE YO will come to realise the
impartance of carefully mapping the locations
Yt have encountered, the ocbjects they
contain, and how, in =ome cases, each location
ie comnected., B typical system 18 seb out in
STable -,

For each loacation, be it a room, a forest
or & dungeon, you will need & sguare with a
brief title, a list of the objects you have
found or deposited there and any possible
exits to  adjacent locations. usually known
from the compass points. Farticular attention
shouwld be payed Lo objects that now zeem
trivial but might later prove to be guitle
useful . This includes pecple and animals  as
wells in FIRATE ADVENTURE (it comes with the
ADVENTURE CARTRIDEE when you initially buy a1t1)




FEFATURE

"URES

couldn™t see any use for the mongoose until
(=1 when I encountered the snakes, my
her—-in—law pointed out that mongooses eat
es, which in my ignorance, I did not know.
caregfully retraced my steps to get the
goose and soon I was on my way again!

It might also be a good idea to

place

o first location square in th middle of
r page since you may not  know where your
rting location dis in relation to the rest

the ADVENTURE. Gpecial requirements for
ng certain routes should alsc be noted down
ween squares such as the cupboard in the
lway an FIRATE, the window outside the
ge in MISGSION  IMPOSSIBLE, o the supply
Mmoo oon your  gpace ship in STRANGE ODYSEEY.
ez shouwld be drawn between sqguares to
icate pathways with the appropriate compass
tings, North, South, East or West in  most
ENTURES.

Software

1. Advernture International (Scott Adams)
Yo will need to buy PHMIO4L before using

of  the other dAdventure International
abases., This comes with o Software Tommand

tridge and free Firate Adventure. You can
n add any of the following: Adventwreland,
sion  Impossible, Voodoo Castle, The Count,
ange Odyssey, Mystery Fun House, Fyramid of
iy Ghoet Town, Savage Island Farts I and II
- Goalden Yovage.

For a guide to the difficulty of each of
se ADVENTURES see <Table 2.

2, Texas Instrumnents

Tunnels of Doom: ie a graphic adventure
two parts, Fernnies and Prizes and Guest for
« King. The former game is an introduction
the more compled Quest for the Eing in that
« dungeon youw are i only has 4 floors, and
hjects to prck up. There are no monsters,
pons,  or magical items. There is only one
e kirown & the “"Traveller'. When vou
v found all eight objects the game is over.
Muest for the Eing there are three players:
¢ Seablade. Mauve d'0Orm—-mul, and Forestall
mm .

Z. 997er HOME COMFUTER Magazine

Bee the Oclober, 1983 issue for advice on
renturing, How to plan and write your own
ENTURES, as well as two to key in: "Escape
wm Wizard's keep" and "Grisly Adventure”.

4. THIRD  PARTY MANUFACTURERS It is
ful to search through copies of computer
jazines to locate suppliers. I would
ommend "99°er Magazine', CEnthusiast 99¢
m the International 99/4 Users Group

fdress and application form elsewhere in
s newsletter), and "Compute" Magazine.

@‘Mventuré’—

By Peter Lynden

Table1

Table 2

SCOTT ADAMS’ ADVENTURE SERIES

#1 ADVENTURELAND — Wandar o+ n enchanted realm and s 4 ragover

the 13 los! ireasures. There ar< s and magica n with,
as well as many other perils Can you resc + >mthe
quicksand? You'll never kn_ «- ..y ADVENTURE - e Adams
Classic which started the Whe of Wax! Try 11, you won't be sorry. Difficulty
Leval Madarate

421 - *" \DVENTURE — The lost treasures of Long John Silver li¢

— will you be able to recover them? Oniy by exploring this

-U be able o uncover the clues necessary to lead you to you

Jity Level' Easy
md MiooruN IMPOSSIBLE 1 «* “:TURE — In thic axciting Adventure, time i< nf
the essence as yor «a~a she to compl nission in lime — or ef
worid's firs! autor We.o... .2actor is So, tread lightly and
forget your bomb or! if you survive ... _..alilenging mission, co
yourself a true Ad._..... _r! Difficuity Levei: Hard
#e . '00 CASTLE — The Count has fallen victim to a fiendish curse placed on
hi... ., ..1s enemies There he lies, with you his only possibie hope. Wiil you pul!
off a rescue, or is he down for the Count for good? Difficulty Level: Moderate
#5 THE COUNT — i! begins when you awake'in a jarge brass bed in a castie
somewhere in Transylvania Who are you wre you doing here and WHY did
the posiman deliver a bottie of bicod? . san say ... but somewhere a
centuries-oid evii lies 1n dark wait .. Di Levei: Kﬂoderaie
#6 STRANGE ODYSSEY — A&t tha nalaxy 5 i, there ar e =nignty to be
harvested from a long-d lization, including f. es and ad-
vanced lechnologies fa 1an ken! Will you be them and
return home? Prepare y 2e incredibis! Diffic .., __._.. %..Jerate

HT My L ~ This Adventure pete v~ inta a mystery fun house
anr -our way through at sure to baffle you
for I :RY FUN HOUSE 1< Y | for you to enter
50. vwyp right up an. . sour tickets he-yah! . *Aoderate

#8 PYRAMID OF DOOM — n Adventure tuas vt 1o~ . toamad-
deming dangerous lar~ -“- j ruins and trackiess ¢ . —into the
very PYRAMIDOF Dt *- j0id — it's aii here fo g —ifyou
have tha avpertise tc 2ry offt Difficufty Lev  **

#9 ot " TOWN — Uy inus explare Mtrny lowee - esaenh of
the reasures. With everything - 88 to runaway i
sur. ..J to be easy' And — they host towns -3,
parc.._.. .4

des a sperial honus scori__, -, -~ Jifficuity Lever
#10 SAVAGE ISLAMND i & Jcean noias an
awesame secret — linning of a two-

I — A smali isianu ut a re
abie to discover it? T4~ '3

part Advel f concluding as SA' S * ART 2 ADVEN-
TURE #11 * 1 toughie — for exg 3C "._._atures oniyt Dif-
ficuity Lev .

#11 SAVAGE iS1 7% - a1l The suspense begun wlth Adventure #10 now
comes o an exp with SAVAGE IS] ANN PART {i! Thic Adveniure
requires yan tr ly finished #10 -+ . uan Jiven the
password {c “he plot thickens . - sy through
glowing con S€_.... —. ... EiUsive clue that .- ,~~ to sOlve the rid-
E{Ie of the | NOTE: Far experienced Adve..u.c o only! Difficulty Level:

arder

#12 GOLDEN VOYAGE — T ies near death in the royal palace You have

only three days to bri~- » r needed !o rejuvenate¢ ney through
the lands of magic fc tempies, stormy seas _ joid, GOLD!
Can you find the elix ne is for experienced Ad rs onty! Dif-

ficuity Level: Hard

Next Month-Adventure to key inll




BL.ACKJIACK
ELACEJIACK
BLOCEADE
BOAT SONG
BOGGL.E
EBDGGLER

VO ROML NG

41 ROWLMATH

L RRCTDEGE

4 Llug

BULL. TERRILER
C*BALL RUN
CACTI KILL
CALENDAR
CALLIOFE

L CAMEL.
CARITALS
CAPTURE AL TEN
CAR BATTLE
CARS & CARC.
CATALDG
CHANGE
CHARADEH

(N

s UHRLEB IMAS
CHUTESHARE
CIPHER

CODE BREAKER
COLOR CRAY(ON

& UHOF

COLOR VIS"NSG
COLORVISTON
CoMP., MUSIC
COMFPAT
COMEMASTMIND
COMPOSER
COMPLSUR
COMPUTER WIZ
COOTIEHRZ
LORNERWARS
COUNTING LESS
CFM

80 DANIEL

B1 DARTS

2 DATE
A% DAY OF WEEER
B4 DAY/DATE
8% DE-FUSER
DECK THE HALLS
DEFUSE
DEFRECIATE
DEPTH CHARGE
DEREY
DIGITAL CLOCEK
2 DINDEXXE
T DOGFIGHT

74 NONKEY SEREN.
9% DONEEYTATIL
?é6 DRAGONMAZE
DRAW
DRAWPAINT
DRAWFOFFE
DLIAL MUS L
DUCH

EARTH ATTACK
EARTRATNER
EDITORAID
EGGE WARS

LEC T(‘H(\I W

7

98

w9
100
101
o2
107
104
103
106
Lo7
Log
Loy
110
111
112
113
114
115
116
117
118
119
120
121
1272
[
(]

EXELICHRE
EXTEASIC
EXTEASICL
EXTBASICR
EXTRASICS
EXTRASYCA

EXTRAGICS
EXTRASICS
EXTBASICY
FANTASY
FARELE
FAST FLOT
FERMT
P
L

INDEX
FRANMSGET B

B

10
a7
11
14
(:?
3]
[}
18

o

R3v}

10

GAMEL. TNG
GAMEL. LNG
ROARD GAME
MUSGTC
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