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Historical Information taKen
from Bill Gaskills TIMELINE

AprIL 1989:

Andi lWise of the Eugene, Oregon TI User Group releases a
SR record database on nawmes and addresses of past and
current 99/4R User Groups. The file is written for Mark
Beck's Creative Filing System. A TI-Base adaptation of the
Andi Wise UL database is released by Bill Gaskill.

MICROpendium  announces  that it will begin offering
prograns on  disk  that appear within the pages of its
thagaz ine.

The UYth Annual
Waburn, MA,

The (Ottawa TI Fair takes place on April 28th. Ottawa User
broup  metiber  Gary Bowser, dba as Oasis Pensive Rbucators
(OPAY releases DISKODEX during the fair.

Charles Earl, author of the popular TELCO terminal
eiulator tells attendees at he Ottawa TI Fair that he will
be releasing HOT BUG, a program he developed for debugging
the PRESS word processor. The program runs out of a GRAM
kracker or SuperCart, leaving a full 32K RAM for your
progra.

TI Fayuh takes place on April Ist in

Archiver III v3.83 is released by Barry Boone.
My-Art Picture Uiewer s released by Barry Boaone.

Jesse Slicer, (Olathe, Kansas, releases first utility to
park the read/urite head on & Muyarc HFOC managed hard
disk.

Randy Moore, Edwards AFE, California, releases Sector One,
the first sector editor that'’s designed to work on hard
drive sectors.

Page Pro 99 by Ed Johnson is announced by Asgard Softuware.
It debuts at the Ottawa TI Fair.

ELEMENTS OF BRSIC ®IB .ovvviiiiiiiiiieninn, Page |
GRAVITY MASTER ©vvvsv i Page 2
HIGH GRAUITY e Page 3
FOUNDRTION 128K MEMORY CARD ....ovvvvivienin, Page 4
UTCIOUS CIRCLE wvvvniii i anns Page G
INTERMNATIONAL FUN & GRMES ooovvvvniiiiieninn, Page 7

Music Pro, by Oavid Caron and Lucie Dorais of the Ottaws
TI-99/4A Users, is released by Asgard Softuare.

MICROpendium announces that it will be selling disks with
the prograns from sach issue.

TexCowp Users Supply announces that it will be sponsoring
a conference in July in Hawalil, on business applications
for the TI-39/4A computer.

Using the MNauvarone Data Base Manager booK is released by
Bill Gaskill.

dba GEE BEE BRSICS, releases TI Short

TSI
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By UAVE HOWELL
LOURTES? OF THE ERiE 99’ ER: PHRT ].B

STRING FUNCTIONS - continued
LEN Function

LENCH$D 15 a string function which gives the length of, or
nunber of characters in, the string X$. LEN is used to do
special formatting or to make sure someone entered a
string answer rather than a number. Try this:

1A A$="THE TI IS A NERT MACH
INE."

2@ PRINT LENCR$)

38 PRINT LENC®THE TI IS A NE
AT MACHINE™)

The TI will print 25 for both print statements. This
nunber  includes all spaces and punctuations as well as
characters betueen the quotes. If A% in the exanple aboue
is a null string ("], that is, it has no characters or
spaces between the quotes, then the computer will print @,
This s especially useful in determing if soweone hit the
ENTER Key without actually entering a string ansuer.

LEN can be used to assign a value to a variable, like
this:

ENCHE)
+ LENCKS)

IBA=L
dABE=E

Ory, LEN can be used as part of an expressiont

I FOR T =1 T0 LENCKS)
5@ IF LENCK$) = B THEN 4B

This last example C(lire 5B) checks to see i(f the ansuer
(H$) was a null string (A), If =0, then the cowputer is
directed to go back to line Y8 and repeat this question.

POS Function

The POSCA%,B%$,n) 15 the position function. A% and BY are
string expressions. The numeric expression nois evaluated
and rounded 1o a whole number, [f necessary, POS finds the
first occurance of the second string B in the first
string A% starting at the nth character in the first
string A%, If B% is found in A%, the location of the
first character of B$ in A% is given. If B% s not found
ir A%, then the value of zero is gluen,
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1A A% = "RBCOEFGHIJKL™
24 BY = "HI”

38 P = POSCAS,ES,3)

48 PRINT P

= R

In the abouve example, the computer will begin looKing for
"HI" after the 3rd character "C* in "ABCOEFGHIJKL.™ ~The
computer will find the "HI"™ beginning with the 8th

character in "HBCOEFGHIJKL.™ +Therefore, the position P
will equal 8.

Here are tore exanples:

1A H$="BOKES"

28 By=")"

38 PRINT POSCAY,B%, 1)
RLIN

3

1A H$="BOBEY DOLE"

2 B§="p"

38 PRINT POSCAY,B4,5)
RLIN

A

1A H$="BOBEY"

24 B4="BOB"

38 PRINT POSCAY,B%, 1)
RLIN

l

1A A$="BOBEY"

28 By=")"

38 PRINT POSCAY,B%, 1)
RLIN

A

SEGY Function

The SEG$ function will find & substring (part of a string)
that is part of a longer string. For exanple,

1A A$="MISSI55IFI"
28 PRINT SEG$CAS,7,3)

The SEG$  function will print "S5IP* which begins with the
Tth character in MISSISSIPI and 1= 3 characters in length.
What is actually printed depends on what the 3 characters
are beginning with the 7th character in the given string,
Consider these examples:

1A H$="PENNSYLUANIA®
2@ PRINT SEG$CAS,1R,50 RUN
NIA

1A A$="0HIO"
2@ PRINT SEGSCAS,E,2)
RLIN
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When a position is selected that s beyond the end of the
string as in the second example, & null string will
result.  That is, nothing will be printed. The null
string 15 a character string vhose length is zero. It
contalns no characters.,

If the walue for the length carries the substring beyond
the end of the original string, as in the first exanple
sboue, the computer will print only the characters it
finds up to the end of the string, The following are more
exanples of the SEGH function.

1A H$="HERE IS A MESSAGE™
2@ PRINT SEGSCAS, 1,405

38 PRINT SEGSCAS,3,5);

YA PRINT SEGSCAS, 12,303
5@ PRINT SEGSCAS, 12,1213
BA PRINT SEG$CAS,2R,30;
T8 PRINT SEGS$CAS,LENCRSI-U,5);
88 PRINT SEG$CAS,-1,A
RLIN

HERERE ISESSESSHGESIHGE

¥ BAD UALLE IN 5@

In line 8, the BSEGY function establishes the starting
point of the substring by figuring the length CLEN) of A$
and subtracting 4 from it. Line 88 illustrates that it is
an error to use a negative value for the length or to use
a negative value or a zero for the starting location.

SEGY can also be used as part of a string expression like
this:

16 S1$="HELLO HI *
26 S24="THERE I A"

3 Py="..00"

45 PRINT SEGS(S1$,7,3)0ASEGSC
524, 1, 5IAAGEGH(PS, 4, 1)

Try 1t!

@m@wm%w Reuiew by Chris Bobbitt
|B§IWS]H|[IEZ MICAOPEND 1L Decenber B4

It iz sort of a truism that every cowputer game cones set
up to play right out of the box. For practically every
game, once It 1s loaded, the plauer sinply begins playing,
It dogsn’t take genius or great artistry to set up or play
most games. There 15, however, a new genre of games being
produced which have educators and parents on their ears.
These are the interactive games, uwhere the player has the
oppartunity to create his oun game enuironment, or screen,
using a set of predefined figures.

N
HEPERT GRUD
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This type of game allows the budding artist in everuone to
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get & workout, as it is in our oun interest to create
interesting ganmes for ourselues, It also gets a number of
children  interested in doing something else with a
conputer than just play games, namely, create them. About
the most well-Known of this tuype, and, alas, not available
for the TI, 1s Pinball Construction Set from Electronic
Arts. Since Electronic Arts didn t think 1t was reasonable
to write their games for the two million TI-99/4As out
there, we will have to do without their excellent game.

However, we don’t necessarily have to settle for second
best. There 1= another gane of this tuype exclusively for
the TI135/4A, which Is everything the quality progran
Pirnball Construction Set is. CSI, formerly Challenger
Software, may not have the big name and reputation of
Electronic Arts, but in my hunble (and often heard)
opinion, their program Gravity Master is the equal of
anything Electronic Arts has produced.

brauity Master actually is sort of ,a huybrid, since it can
be played directly after loading. It includes two sample
ganes of different levels of difficulty, each with a
nunber of screens.  These two ganes are nerely exanples,
albeit alone worth the price of the game. The real star of
the program s the game screen editor, uwhich allows the
player to create games, each with up to 20 screens. Each
of the screens can be designed In an infinite number of
ways. If the player gets tired of the gane, he werely has
to design nore screens.

The game has a very faniliar plot and playing screen. The
screen 15 covered with girders of wvarious tuypes  at
different levels, ladders connecting some of the girders,
and robots moving back and forth menacingly on sonme of the
levels,  The plager's character, waguely shaped like a
robot, 15 placed on another area of the screen, safe for
the time being.

The game play resembles the play of 2849°er, from
Tigeruision, The player must move his character over the
girders, back and forth, until they are a particular
color. Once all the girders have been painted that color,
the player mwoues on 1o the next screen. The player may
Jump from one girder level to another, eluding robots, and
changing girders to different colors. Some girders are
bereficial, allowing the player to destroy robots once
these particular girders have been touched. Some disappear
once  they hauve been stepped on, destroging a possible
means of escape from those terrible enemy robots.

The gravity part of Gravity Master has to do with the
Junping one can do. The higher the gravity level of the
screen,  the more liKely it is that the character will be
killed if it Jjumps off a ledge. This is a game in which
the player must balance a complicated set of factors. The
object: to suruive to see the next leuel.
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Performance: Gravity Master requires a falr amount of
hardware to run. The user nust have an Extended BRSIC
cartridoge, disk drive system and a wemory expansion,

Though  this may seem to be a lot, 1t Is guite reasonable
for a game like this. Most, if not all, of the advanced
applications and better games today require the ability to
access Hssenbly  language routines. BRASIC simply doesn't
have the power of Assembly. If the disK containing the
program 15 in disk drive one, the program loads and
automatically runs when Extended BRSIC is selected. Once
loaded, the user is faced with a menu containing a nunber
of options.

The first option available to  the user, and the focal
point of the program, is the Builder, or game screen
editor, The editor is extrenely user friendly, a tern used
in conjunction with many programs nowadays.

To create the ogame screen, the user uses one of two
different-sized arrows to pick up objects arraued in a
menu and place them where he wants them to be. The swaller
arrow 15 used to pickup the smaller pieces, such as the
yarious tupes of girders, while the larger arrow is used
to move around the player’s character, or the opposing
robots. To pick up a piece, the user sinply noves the
appropriate  arrow over the desired object and presses the
space bar, To place a copy of the object being carried by
the arrow, the user only has to put it over the desired
area on the screen and press the space bar again. Once the
user has created the desired screen, he can save it to
disk.

If the user wishes to test the screen, the next option is
Just what the doctor ordered: the Tester. This option lets
the user try out each screen, to make sure all the girders
are accessible and  in the proper places. The robots are
not active, so the user doesn’t have to worry about dying,
The screens can be edited again with the Builder after
being tested.

After the screens have been tested, the Linker option is
used to put them all together in one game. The Linker can
be wused to play a screen already in the progran’s memory,
or may be wused to create a game out of several screens
already saved to disk. Individual screens way be linked
together in any order the user desires.

The program also contains an option which allows the user
to catalog disks, by program files or game screen files,
and delete files. I found this to be pretty useful when it
comes  time to  link together game screens into one gane,
since I often forgot the filenames I'd given the screens.

The  program  seems  to  perform perfectly., The only
difficulty I had with it, which I ftraced back to my
console, was In sauving a game screen., I didn’t find out it
was the console’s fault until after I asKed the
manufacturer for a new review copy. I aw happy to report
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that C5I has wvery fast service; I received a guaranteed
copy within a week after I nailed ny letter.

Ease of Uset For the most part, this program gets top
marks for ease of use. The screen editor is extrenmely easy
to use, and the many options are menu-oriented and easy fo
access. The program 15 arranged logically, a plus, and
works very quickly,

This s my only real complaint with this
Several facets of the program, in the LinkKer and
Editor, go unexplained. In the review copy a number of
crucial  things went undocumented; for one, the fact that
the user is to use the arrow Keys in the editor.

Oocumentat lon:
package.

The manual is not arranged in a logical fashion. You would
expect the simplicity of the program would be reflected in
the nmanual, but there Is no table of contents,
explanations for the parts of the Linker are not in the
order that the program requires them and explanations for
use of the Tester and disk utility options are inadequate.
The mwanual 15 also difficult to read, assuming the user
has a lot of Knowledge he may not have, and it assigns
acrongns  haphazardly., The warious sections seem to be
arranged rather randomly, To top it off, the manual I
recelved had tuo page eights and no page seven. (This has
been corrected in subsequent manuals, according to CS5I.)

The mwanual isn t without its strengths, however, The
explanation of how to play the game is quite good, and the
cover graphics are excellent,

Ualuet HAn  arcade game is an arcade game, you either liKe
it or you don®t. This game, I believe, has more value than
most arcade-tupe games. The option allowing the user to
make an infinite number of screens lnsures  Infinite
yariations., The player isn't as apt to get tired of It as
quickly as mwost games, and the game will aluays be as
challenging as the player wants it to be. Never mind that
the actual plot of the game is rather old, the gane
situations can always be new.

The beginner may find this game to be difficult to use,
but once the constructs of the game are familiar, the user
is assured of hours of excitement and scores of interested
and challenging situations.
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Reuiew by Bob Carmany

MCRAUPEND LM May 91

written by Tom Wible, is one of the many
ganes that are an exercise in ballistics. By altering the
speed and  trajectory of an object, you attempt to hit a
target with it. 0f course, you have gravity to contend

High Grauity,
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with, hence the name of this program. As you attenpt to
choose the correct path fram your spaceship to the space
station, there are angwhere from one to nine planets to
contend with on the way. The gravitational pulls vary, so
you can forget trying to wind your way through the lot of
then on the first try, It becomes an interesting exercise
in phuysics to chart & successful

station.

course to the space

Performance: The program loaded easily from all the load
enuiranments supplied with no surprises along those lines
at all. Al the commands are simple single Key-presses
and easy to remember once you read the documentation (the
first step in any program),

The program does exactly what the documentation says it
will and I encountered no problems except for the two
mentioned in the documentation. The first causes a reverse
in motion because of simulations calculations and the
second causes a crash in apparently enpty space. Since the
documentation forewarns you, they can be accepted.

Why the relatively low grade? Despite the promise of a
program wreitten in c89, High Gravity has some weaknesses,
The graphics are second-rate at best. The planets appear
as colored disks with flattened ends and the space station
(your target) is werely an K. I found it quite a let-doun
from the promise a c99 program held. In fact, I have seen
many  Extended BRASIC programs with similar ballistic
sinulations with much superior graphics.

Conwersely, options to  change  welocity  and  euven
reconflgure  your solar system as you wish largely balance
out the primitive graphics. In short, an average grade of

Ease of uset The program is easy to use. It doesn't
require tuch preparation and the documentation can be
easily read and understood. ALl the commands are sinple,
single Keypresses and don’t reed a lot of study to master,
For example, "I" increases the welocity of the probe
capsule. Mhen you go to the reconfigure section, the other
keypresses are Just as easy to remewber (e.g., P for
Planets, C for Capsules ). In fact, you don’t even have to
krnow what ballistics entails to take advantage of this
program. You can save the space station without being a
physicist.  This Is one of the major strong points of the
program.  They don't make programs much easier to use than
this one.

Documentationt The eight-page booldet that cowes with High
brauity 15 thorough and easy 1o read. Each command is
explained In detail and one section euven contains a
digression on phusics and gravitation for those of you
interested in the mechanics of the prograw, Although it
won't pass for a textbook, this digression will give the
user a rudiwentary idea of simple ballistic trajectories
and how they are affected by gravitational variables. The
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documentation is well uritten and concise, containing only
a couple of minor tgpngraphlcal errors. In short, 1t is
another of the program’s strong points.

Final grade: The fact that the documentation is quite well
done and the program easy to use makes It just a bit aboue
the average comwercial program, It isn’t as good as sone
but a good deal better than nost efforts I have seen
recently., Rewember, C 15 average, and High Gravity is
sboue  that, If the graphics didn't detract so wuch from
the performance, 1t would have been a truly excellent
effort. Maybe there is a version 3.8 in the future,

Ualuet This 1s a tough categoryl The real gquestion
concerns  whether or not  the performance of the program

Justifies the purchase PPlEE Besides the shortcomings in
the graphics, I didn’™t find the program nearly as
addictive as the hype In the documentation. The

application as a ballistics tutor is limited in interest,
The program does have some redeeming value as a pure gae
if you are willing to put up with the frustration of
seging  probe  capsule  after  probe  capsule  crash
uncerenoniously into one of the planets. Ouer all, it
dogsn’t qualify as an exceptional walue. It s just about
auerage.

The program 15 & welcome respite from the "shoot-em-up®
space 9ganwe programs usually seen. High Grauity isn't a
steal at $14.95, but you probably won't regret spending
your tioney to buy 1t
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MECROPEND fum January 1985 By John Koloen
Foundation Computing®s 128K mewmory expansion card 15 a
product that has remained unique in the TI marketplace,
The card has been out for more than a gear, and still
there are no imitators.

Since  introducing  the card, Foundation has made a
significant improvenent to It by marketing Disk File
Etulator  firmware that allows users to access the extra
memory  in & straight-forward manner. Prior to the
availability of the Disk File Enulator several months ago,
the card was of greatest use to those who used it in
progranming  and could weite programs to access the cards
128K of Random Access Memory. The Disk File Emulator chip
option changed all that, wmaking three 32K mewory banks
easily accessible to even casual users.

Purchasers may order the 128K card without the emulator
firnware, but I do not Know why anyone would want to. For
an extra $35 or so the company will ship the card with
firnware inplanted, and I recommend the firmware option fo
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any would-be purchasers. It is the brains of the outfit,
s0 to speak.

Performance: With the exception of the activity light in
the front the card (which is green), once it s installed
in the PEB a user is not likely to notice any difference
between the Foundation card and the standard TI issue. The
card itself 1s as sturdy as a TI card and fits the PEB
like a glove.

The card actually consists of four mewory banks. The lower
one functions in the same manner as the standard 32K of
FAM  found in the TI card, and the other three banks haue

32, 32 and 24 Kilobytes of RAM, respectively. BK of the
last bank is used for the disk emulator softuare.

The upper three memory banks provide the user with
potential not available i any 32K card. Rlthough it is
possible to address these banks through  user-uritten
Assembly language routines, most users will probably
prefer  to hauve the bank switching and accessing done via
the Disk File Emulator.

The emulator 15 the heart of the card, as far as I an
concerned,  Without 1t, one would not be able to access
the three upper mewory banks through such cartridges as
TI-llriter and Microsoft Multiplan,

Basically, the emulator allows the user to access the
upper three memory banks in much the same way as one would
access & disk drive. Only the nanes are changed. Instead
of entering 0SKI to represent disk drive 1, the user
enters 05K to access a memory bank. (Prior to using the
expansion  mewory, 1t 15 necessary to enter DELETE MEMINIT
in BRSIC. This initializes the expansion nemory as a
psuedo dewvice. There 15 another command, OELETE MMM
(Menory  Management  Module)  that  functions  as &
catalogfmanager for the three upper memory banks. lhen
this conmand is entered, a display reports the nawe of the
file or program in each bank, the type of file and its
size In bytes. (Each bank also has a name: MEM3IBR, MEM3EB
and MEM3EC.)

Through MMM, the wuser may delete or rename files or
programs or clear all three banks simultanecusly. The
conmand  options are displayed at the bottom of the screen
when OELETE MMM is used. MMM is accessed through BRSIC.

The three newory banks are very useful with programs such
as TI-llriter. One can uwrite files to a mewory bank and
read them in one-tenth the time or less that it takes to
do the same operation with a disk drive. With Extended
BRSIC, programs can be chained through use of a RUN
D5KH. Cfilenane) conmand. With Terminal Ewulator II, entire
screens can be  sent to a memory bank through use of the
output option. When finished receiving data one simply
closes the file through the TEID close cowmand.
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The 128K card will also facilitate the use of Multiplan
files with TI-Uriter.

incorporate the memory banks in prograts
inputfoutput routines used with BASIC and

Programiers nay
ula the sane
Extended BRSIC.

Without the Disk File Enulator, the wemory begond the
initial 32K is considered to be a single large file for
storage of relative records only, The firmware allows the
memory to be accessed as three pseudo-devices that way be
opened as relative or sequential files.

Concerning file sizes, I found that the memory banks quite
adequately handle wery lengthy files generated by
TI-llriter and other programs. However, I was unable to
retrieve prograws  longer  than about 12K from the wemory
barks. This apparently has to do with how the TI system
interprets  lengthy programs. Programs longer than about
12K are not registered as programs by are stored as 256
byte internalfuariable files. It seems that the Foundation
memory banks do not treat long programs as prograns per
se, HAlthough few of my BRASIC programs are longer than
12k, I  have some financial-oriented programs  that
incorporate many  functions and  take up about BA or so
sectors on a disk, Although I was able to load these into
a mewory bank I could not get them to run after truing to
retrieue them from the nemory bank.

Az a point of clarification, the use of psuedo-deuices is
Foundation s way of circumventing the limitations built
into the TIS9/HA. DSKK is a psuedo-device that fools the
conputer  into  treating  the memory banks as I/0 devices.
MEMIEH, B and C are psuedo-devices that are accessed in
congunction with DSKK, MMM, another psuedo-deuice, can be
thought of as a very specialized version of a disk manager
cartridge.  MEMINIT is a reset switch that deletes all
files from DSKK and initializes internal variables.

The DELETE command is used to access MMM and MEMINIT from
BRSIC. It does not actually delete anuthing, Foundation
used the DELETE command because it is the only I/0 command
that does not include error checking., It is used simply fo
transfer control to MMM,

It is not possible to load the MMM through a program such
as TI-Writer to review the contents of the three banks of
EXPansion mewory,

Ease of User The 128K card with accompanying firmware is
gasy to use as a RAM diskK. lriting and reading files
requires wirtually no  adjustment for even casual users.
About  the only caution that I would recowmend to users is
to not turn the console off until the data stored in the
card’s memory has been written to disk,
console off causes the files to degrade.

Turning the
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Documentationt The 128K card comes with a 12-page wanual
about the [Disk File Enulator and a six-page manual about
the 128K card itself. Both manuals go into sowe detail
that will give users a good idea of the potential of the
card for a wariety of applications. Howeuer, wost users
will probably do a lot of experinenting to learn exactly
what they can and can’t do with the card.

Ualuet The 128K card sells for about $236, plus about $35
for the Oisk File Emulator firmware. The card 1s about
double the price of third-party 32K cards, and about the
same  price as TI's 32K memory expansion card when it was
still being marketed.

The aonly program  that I Know of that actually maximizes
the use of the 128K card is the TIBBS program developed by
Ralph Fowler.  However, I Know of one programmer who has
developed a program using Forth that uses the 128K card to
copy diskettes in a single pass. This may become available
in the near future. Other uses for the card depend nore
on the ingenuity of the user than third-party marketers. I
used It with several terminal emulator programs and found
the card a real tine saver in terms of dumping data. There
are several applications  for  the card I data
transhission. Those uho use nodems extensively will find
the ability to store wp to three files in wemory, 3
time-saver while sending data. It is also quite conuenient
for receiving data, which can later be written to disk.

betting down to the bottom line, this remains the only
128K card available for the TI. Using the memory banks as
a psuedo disk drive, programmers can speed up softuare
development, It provides users with & speedy way of
temporarily storing data and prograns.

I TWICIOUS CIRCLE HE GRID.": :"USE THE JOYSTIC
1A B=] :+ _=2 :: CALL CLEAR K OF ARROM  KEYS TO MOUE.”

¢+ CALL SCREENC_D:: RANDOMIZ A DISFLAY ATC1@,@):"Y0U REC
E +: CALL MAGNIFYC32:: FOR A EIVE 18 PTS FOR EACH SOUARE,
=8 T0 14 :: CALL COLORCA, 16, OF 1888 PT5 FOR AN ENTIRE

@):: NEXT R @+ CALL COLORCID GRID.™: :®ONCE YOU HAVE BEEN
y 11,8005 CALL CHARCYE,"AATCY  HIT 1A TIMES, THE GAME WI

HYUYYLYLYTE" )

2 CALL CHARCSG,"A7HBI3Z 1418
IE3FFFFE3S1412113ABATERDACES
Y328 ICPFFFFC7E 18284 C80AE")
38 CALL CHARC188,"A3AC3AZA48
YAEAEREAEAYALAZAIARCASCAZAAL
AYAZAZRAIALA1A1AZAZAYACIAC", |
As,"ARTEVETETETEVERA IC2ZAYT TR
432AIC")

48 CALL CHARC11Z,"BABAEASAGH
§ASAEARIALAIAIAIALIAIAIFFARAA
ARRRARHARAARRAARRARARRAAFF" )
:+ OISPLAY ATCe,82:*UICIOUS
CIRCLE"

5@ OISPLAY ATCY,@):"AUOID0 TH
E CIRCLES WHILE":"CLERRIMG T

LL END."

78 OISPLAY RATCLY,@):"FOR EVE
RY SAAR PTS, YOU":"GET AN EX
TRA LIFE." &+ DISPLAY ATCZ3,
T2 IOVSTICKS?CY/ND®

6@ CALL KEYCD,B,CO:: IF C=I

THEN 88
98 O=C :+ IF B=B3 OR B=121 T
IF B=121 THEN 128

HEN D=8 ::

188 IF D=0 THEN 128

118 FOR A=e TO 4 :: DISPLAY
ATC23,4)+"RELERSE ALPHA-LOCK

KEV" &+ FOR E=@ T0O 4A =2 NE
AT E &+ DISPLAY ATC23,40:: N
EXT A

128 CALL CLEAR

Uoluwe 4 MNumber 4

Yesterday's flews

13@ F=B5 & B=117 : H,I,J=[
P k=18 ++ [=5AAA ¢ CHLL H
EHHRE-,H 115 17 EHLL HCHA

RC2A,9, 114,170+ CALL UCHARC
3,8, 113,170+

CALL UCHARCZ,2
B, 112,17]

14@ DISPLAY ATCE,.):"RBARE"
158 FOR B=4 TO 18 STEP -
OISFLRY RTCR, BJSIZEElEJ RPT$

"1 ”,83 NEXT B +: FOR RA=-
1003+ IF A/- INTEHf JTHEN
M=-8 ELSE M=@

IE@ M=MxINTCRND*18+1241):: C
ALL SPRITECH#R, 18, INTCRND* 4
+3),208, A% 16437,M,[1:: NEXT

A +: GOSUE 338

178 DISPLAY AT(22,9J:"PRESS

ANY KEY™ ¢ DISPLAY ATC22,3)
¢+ CALL KEYWCL,N,00:: CALL KE
Yle,P,00:: IF O=0 AND 0O=C TH
EN 178 ELSE CALL SOUNDCERA,Z
k2,3,338,3,392,3)

188 CALL SPRITEC#e,36,15,F,G
Jie GOTO 218

198 IF D=0 THEN 388 ELSE CAL
L JOvsTre,B,Co:s IF ABSCE)=A
BSCCITHEN 230

2R G=MINC181,MAX(ES, b+E*40)
¢t F=MINC133,MAK(21,F-Cx4)):
¢ CALL LOCATEC#E,F,G)

218 CALL GCHARCINTCF/8)4-,IN
TCG/84-0,R):+ IF R<>1RA8 THEN
238 ELSE CALL SOUNDC1Y4A,-E,
3,948,4,1148,5,1388,6)

YN 228 CALL HCHARCINTCF/8+-2,IN

T(G/a4e),32,_ 00 I=I4@ & IF
I=E4 THEN 24A
238 CALL COINCCALL,R):: IF R
=[ THEN 138 ELSE CALL SOUNDC
2AR,-B, -0+ K=K-@ :: GOSUE 3
38 ¢ IF K=0[ THEN 268 EL3E 1
94
24@ CALL S0UNDC16RA, 131,-,39
2y, [BHT, 0es J=J4 0 CALL
OELSPRITECALLD:s I=[ :+ F=B5
v G=117 ir H=HE1ABR o OIS
FLAY ATC®,7-LENCSTRECHIDISIZ
ECEJ:STRECH)
2o IF H=L THEN K=K+& :: GOS
UB 338 :: L=L+5AA :: GOTO 1S
A ELSE 158
2EA FOR A=8 TO I :: H=Htl@ :
: CALL 50UNDC3A,523,-0:: DOI3
FLAY ATC®,7-LENCSTRECHIDD:ST
RECHI:: CALL SOUNDCZR,2RA, 30
Joo NEWT B +: OISPLRY ATC2E,
[1J+"GAME  OUER™ ::+ FOR R=E
TO 348 = NEXT A

278 DISPLAY ATCZ2,82:"PLAY A
GRINZCY/NI®

288 CALL KEVMCL,B,Co:: IF C=[
THEN 25@

238 IF B=83 (OR B=121 THEN CH
LL DELSPRITECALLD:: CALL CLE
AR &+ GOTO 13A ELSE END

388 CALL KEYCD,N,0):: B,C=[
¢+ IF N=B3 OR N=115 THEN B=-
4 ELSE IF N=B8 OR N=188 THEN
B=4

318 IF N=63 OR N=1A1 THEN C=
4 ELSE IF N=B8 OR N=12@ THEN
C=-4

32@ GOTO 268

338 OISPLAY ATCe, 16D :RPTHC”
"y 13-KILRPTSC ™ KD+ RETURN
LI

'@:':.ﬁ/“#lﬁ
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GANE TITLE ScORE o L= o e | [y 4 o0 TI CLUE |DATE
BACKESTEIRMNE 155396868 STEUVER JAKABFY OSHTI UG B3/ 35
BIGFOOT 29E5EaA ORUID HAKDOLE OZARE. 33 H1/s35
BLASTO Hy==2@ MIKE CENDROWSEKT WAsFPEMRM 93111534
BRERKTHROUIGH 1254 FAY FREARNTZ UAST 1133
BURGER BUILDOR | 188BEAH ELEAMOR ZIC WAsFPEMRM 33 B3/ 3Y4
BURGERTIME 2Z2EEE MICKEY CEMOROWSKI JWAFERRM 339 B335
CAR WARS EEASE JdIM WAYKNE UAST 1133
CENTIFEDE IB13=2A MICKEY CEMOROWSKI JWAFERRM 339181527
COLORS 1BEAEEE HAERY HOFFMAM CLEVELAMND |BZ2/35
COMEBRT =15 ATIRSHACK UAST HZ2:13
OIG DUE 2EZ24HEA FEAME ZIC WAsFPEMRM 33 B3/ 3Y4
EMTERAFPMERNT IEES FEAME ZIC WAsFPEMRM 93111532
HOFFER HHAZ 1226 TOM EEERSMAR OZARE. 33 HEs 34
HUSTLE LnoM 52 ELEAMOR ZIC WAsFPEMRM 33 B3/ 3Y4
JALWEBRERKER 15a25 JdIM WAYKNE UAST 1133
AUMPY 12139688 ELEAMOR ZIC WAsFPEMRM 33 B3/ 3Y4
MICEO FPIMEBALL |177ESAA MOEM ROKKE LWAsPEMBM 33 |B5-27
MIDHMITE MASOM 27188 FEAME ZIC WAsFPEMRM 93111532
MOOM PAHTROL 73158 MIKE SEALWY WAsFPEMRM 33 B3/ 3Y4
MUMCHMAR cEZ217A FAUL BROCE SE. LWAsPEMBM 33 1B3/°27
FRACHMAM 152888 GARY THYLOR LWAsPEMBM 33 1B3/°27
FARSEC UH7P32E88 MICKEY CEMOROWSKI JWAFERRM 339 1837277
FEKE SOLITAHIEE 37398 JACKIE REEMERMSEKEI UAST 1133
FOLE POSITIOM Y V7EBE MICKEY CEMOROWSKI JWAFERM 339112734
SUFPER WHHTZEE E15 JACKIE REES UAST 1133
THE RATTAHCEK 31288 JdIM WAYKNE UAST 1133
TI IMUADERS 1539324 FAUL BROCE SE. LWAsPEMBM 33 1B3/°27
TI TRIS 2Z2@as2 FEAME ZIC WAsFPEMRM 93111532
TOMESTHE CITWY 15HYHABE OAMMY MCGUIRE OZARE. 33 1134
TEM SOLITAHIEE 351 CAROL HOFFMAM CLEVELAMND |BZ2/35
TEEARSURE ISLE 372888 MIKE CENDROWSEKT WAsFPEMRM 93118734
TRIS CASGAHRD?2 233932 MICKEY CEMOROWSKI JWAFERM 339112734
VOUR GAME AREBBEEEEA YOUR MMAME CGROUP? HE B8
VOUR GAME AREBBEEEEA YOUR HARKDOLE STRATE™ HE B8
VOUR GAME AREBBEEEEA YOUR MMAME COUMTRY? HE B8
VOUR GAME AREBBEEEEA YOUR HARKDOLE CGROUP? HE B8
VOUR GAME AREBBEEEEA YOUR MMAME STRATE™ HE B8
VOUR GAME AREBBEEEEA YOUR HARKDOLE COUMTRY? HE B8
VOUR GAME AREBBEEEEA YOUR MMAME CGROUP? HE B8
VOUR GAME AREBBEEEEA YOUR HARKDOLE STRATE™ HE B8
VOUR GAME AREBBEEEEA YOUR MMAME COUMTRY? HE B8
VOUR GAME AREBBEEEEA YOUR HARKDOLE CGROUP? HE B8
VOUR GAME AREBBEEEEA YOUR MMAME STRATE™ HE B8
VOUR GAME AREBBEEEEA YOUR HARKDOLE COUMTRY? HE B8
VOUR GAME AREBBEEEEA YOUR MMAME CGROUP? HE B8
VOUR GAME AREBBEEEEA YOUR HARKDOLE STRATE™ HE B8

BEOLD LIMES IMDICATE MEW HIGH SCORE OR GAHME SUBMITTED
Flease submit all scores to SPAEREDEUMMER wia
private message on the ATHREIHGE TI-3939°4YH forum.
Uolume 4 Mumber Y Yesterday s Nows Hpri11 2813
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