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Historical Information taKen
from Bill Gaskills TIMELINE

NovEnBeR 1989:

TRIS, a Jim Reiss take-off of the TETRIS game written by a
Russian, is released by Asgard Softuare.

Gene Hitz, of Arcade Action Software, releases Touchdown
89, Snowmobile Derby, Moon Run and Cut Throat Cribbage.

Compradine releases Color Card and Color Flyer graphics
prograns  for  the HE-1BBA printer, Artist Print Shop by
Paul Coletan and Living Tomb and War Zone games by (uinton
Tarmannen.

Texaments releases Mailing List Manager for TI-Base,
written by Bill Gaskill.

Azgard Softuare releases Karate Challenge and Mission
Destruct! games by Glenn Schuworak,

Sports Pics, a companion disk for PAGE PRO 99 or TI-ARTIST
written by Paul Colewan, iz released by Asgard Software.

Texaments assumes exclusive distribution of Barry Boone's
Exec program for the beneue.

Myarc’s Lou Phillips reports that John Birdugll has begun
work on the tape streamer backup softuare for use with the
HFOC card.

Azgard Softuare releases Ooom Games III by Ken Gilliland,
the company’s 1BAth pr oduct.

Azgard Softuare begins offering NEW wodule-based softuare
for  the 99/4R when it announces the release of Typeuriter
99 and Tris in nodule versions.

The Chicago TI-Faire takes place on Nouember UYth in

Rolling Meadows, IL. It is followed on MNovember Sth by the
Milwaukee TI-Faire. (il
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fy FLIGHT” SINULATOR
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BY Davip WeLcker - 99°er - Janumry 1983 - You. 2, No. 3

Learn to Flyl That is the challenge of Gazelle by John T.
Dow. Frow the first roar of the Gazelle's engine, this
real-time =sinulation will Keep you on the edge of your
cockpit seat. And it does so without a single laser blast
or lnvading alien! lhat grabs your attention is your
sudden taKe-off as the pilot of a single-engine plane and
the scenario is likely to include & frenzied operator, a
dog-eared manual, and joysticks wet with perspiration.

Before taking cantrol, you have to absorb thirty pages of
text and several drawings, and you can expect to consult
the manual for at least the first few flights. Ouring
flight, the screen displays a dashboard - ten dials and
gleven indicator lights which the student pilot must
understand and nanipulate uia the joystick and Keyboard
contrals. Aboue the dash is an indicator in the night sky
showing the distance and direction to the landing field.

See *O0WY", Fage &
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1AA CALL CLERAR

[1@ PRINT ™ THE TIGERCUB'S
CHRISTMAS™: :TABC11):"ORNAME
NT": t"by Jim Peterson™:
128 PRINT * Use arrow Keys a
nd W,R,2"t"and C Keus to mou
g cursor,”t*Then press any 0
THER key to®

138 PEINT "print design, or
Enter to"t"skip. Use both sh
ifted and”:"unshifted letter
5 and punct-"

148 PEINT ™uation, also tupe
any letter”™yith CTRL held
down.”

158 PRINT * Use FCTH 1 to ch
ange pat-"t"tern of last cha
racter prin-"t"ted, or FCTN
2 to change its”

16@ PRINT "color, or FCTN 3
to change™t"all the colors,
or FCTH 7*t0 =slowly change
all the"

178 PEINT "patterns - but st
ay away” " from FCTN 4 and FC
nt o= 11" Press any
KEH”

18@ CALL KEVY(A,K,ST)

13@ IF ST=8 THEN 18@

2@ DIM A$C1RD

218 CALL CLERR

228 FOR SET=1TO 1B

238 CALL COLORCSET,S, 16D

24@ NEKT SET

25@ CALL UCHARCI,31,1,36)
26@ CALL SCREENCZ)

278 FOR CH=33 TO 159

288 PRINT CHR$CCHIS™ ™y

298 Z=2+1

388 IF Z/ 14<INTCE/ THITHEN 3
=l

318 PRINT @ :

328 NEXT CH

338 GOSUE 636

348 GOSUE 34@

358 CALL UCHARCI,3,32,672)
368 CALL UCHARC1,23,1,192)

378 R=b

388 C=11

338 CALL KEYC3,K,5T)

YAl IF 5T=A THEN 334

418 IF k<8 THEN B2A

42@ ON POSC*WEROCKZS" ,CHRSCK
J,10+1 GOTO 398,438,478, 460,
4y@,43m,538,520, 560

436 R=R+ABS(R<12)

i@ C=C+ARSCCS1R)

4R GOTO S48

el C=C+ARSCCSIE)

478 R=R-ABS(R>1)

4z@ GOTO S4A

3@ R=R-ABS(R>1)

SAB C=C-ABS(CH5)

518 GOTO S48

52@ C=C-ABSCLCH5)

530 R=R+ABSC(R<12)

S4A CHLL HCHARCE,C,42)

558 CHLL KEYCE,CH,ST)

SEA IF 5T=A THEN 55A

576 IF (CH=87)+(CH=63]+4(CH=3
2J4([H=8314(CH=68)4(CH=3A1+(
CH=BB)+(CH=RT)THEN 55A

588 CHLL HCHARCE,C,CH)

538 CHLL HCHARCZS-R,C,CHD
EAA CHLL HCHARCE,33-C,CH)
E18 CALL HCHARCZS-R,33-C,CH)
Eed GOTO 394
638 OATA BA, 18,24,3C,42,5A,6
&,7E,81,93,R5,B0,C3,08,E7,FF
EYB FOR J=1 TO 1B

5@ RERD A$CDD

BEA NEXT

E78 FOR CH=33 TO 153

E2A GOSUE Th@

3@ GOTO 2AA

7A@ FOR L=1 T0 Y4

718 RANDOMIZE

T2B K=INTC1E¥RNO+1)

T30 BY=BELAECHD

4B CH=RECHILCE

758 NEXT L

76@ CALL CHARCCH,EB$LCE)

T8 BE=NULS

TaA CH=NUL$
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738 RETLRN

888 MEKT CH

818 RETLRN

§2@ ON k+1 GOTO 39A,838,394,
858,830, 399,334,524

38 GOSUE B7A

84A GOTO 394

858 IF CCH{33)+(CH>153)THEN
338

6@ GOSUE 7AA

878 GOTO 394

8@ SET=INTC(CH/B)-3

838 IF SET<2 THEN 338
98 GOSUE 92A

918 GOTO 394

928 GOSUE 94A

938 GOTO 394

S4a FOR SET=2 TO 1E

958 RANDOMIZE

96@ GOSUE 93A

978 GOTO 1A3A

988 K=INTC1S¥RNO+E)

938 Y=INTC15¥RNO+Z)

1AAA IF Y=k THEN 394
1A1A CALL COLORCSET,®,Y)
1A2A RETURN

IA3A NEKT SET

1A4A RETURN

This routine contalns many
ideas which way be educat-
ional to beginning program-
ming. Lines 118-178 will
show how to neatly format
the text on the screen.lines
188-138 hold the text on the
screen until any Key is
presseds this is nmuch better
than a delay loop, because
different people read at
much different speeds. Lines
228-26@ create a white
screen with a black border,
which nakes colored graphics
stand out much more brightly
After a CALL CLERR, the
screen 15 actually filled,
except for a strip at top
and bottom, with 24 rouws of
32 colunns of the blank
space-bar character. The
normal screen color is
light green (4) in Basic or
cyan (B) in Ectended Basic,
and the normal color of all
the character sets is black
(2) on transparent (113 The
blank character has no fore-

ground color and the trans-
parent background color
let’s the screen  show
through. Line 238 changes
all the sets to dark blue on
white, so the blank space
character becomes white. The
strip at the top and botton
of the screen 1s filled with
the edge character, ASCII 31
which is transparent. Line
25f prints tuo coluwns of
the edge character at the
right edge, then wraps
around to print tuo more
columns at the left edge.
The black screen color,
called in Line 268, can now
show through the transparent
edge character on all four
sides.

Lines 278-288 put all the
printable characters on the
screen, to glube you sone-
thing to watch while the
progran 15 being initialized
The ™ * in Line 288 puts a
blank space after each
character, and the semi-
colon Keeps the print on the
same line until 1t is full.
Since W4 characters can be
double-spaced on a 28-colunn
print line, a print row is
sk ipped whenever the value
of £ becomes divisible
by 14,

Now the program goes to
the routine In Lines B3@-B1H
to redefine every Kegboard
character to a symmetrical
ornamental pattern. The DATH
statement in Line B3@
contains 16 pairs of hexa-
decimal numbers which are
mirroe images of each other;
Look at the chart on pagel@3
of your "Beginner’s Basic®
to see what I mean. Lines
BUB-GEE read these into 1B
subscripts of A%y thus the
dimension statewent In Line
2hf was necessary.

Mext, Lines B78--888 rand-
only combine these pairs to
forn suwmetrical characters.

Movenber 2819




Lines BBH,E98 and 730 are
only so that we can later
re-enter the middle of this
routing. LinesTHA-758 loop U
times to pick a random value
of 1 to 1B for K, to rand-
omly select those mirrored
palrs. BY is built up to i
palrs of these numbers,
forning the upper half of a
character which will have
left/right symmetry. At the
same time, C$ 1= bullt up of
these same 4 pairs in re-
yerse. Finally, Line V6@
conbines B% and C$ to rede-
fine a character which Is
also symmetrical top/bottonm
Since BS and C% were built
up by adding onto themselues
Lines 778-788 must cancel
then out before they are
used again in the next loop
of CH. NUL% is not a magic
word, it is just a string
varlable name which is

never given a valug, there-
fore represents an erased
value.

The program returns to
Line 348 and then to 348,
where each character set
from 2 to 16 is given a
different color conbination
selected randomly. Line [BBA
insures that the foreground
and background color will
not be the sawe. FAgain,
Lines 36B-378 and 1828 are
Just so that we can later
re-enter this routine in the
middle.

Since a CALL CLEAR would
erase our screen borders of
RSCIT 1, the screen is
cleared by the CALL JCHAR
wipe in Line 358, and Line
368 then widens this trans-
parent border to leave only
a cHx2l square,

Lines 398-548 are a uvery
conpact and efficient
routine to move the cursor
with the arrow keys and
diagonal Keus, without going
beyond predeternined
borders.

OUT OF MEMORY, HAPPY HACKIN'
Jim Peterson
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Az this 15 the only noninstroeent  indicator, the
sinulation 15 even more difficult than daytine flying -
you can’t even look out the window to see how the plane is
situated.

When you finally land the plane (under these circumstances
it took me about fifteen tries) there is the further
challenge of instrument landings with more sensitive
contrals, short-field landings, and rapid take-offs as
well as challenges for the advanced pilot, suggested in
the manual. RAfter mastering thewm, the pilot can choose to
tackle maneuuers under waryging turbulence. As a result,
the program Keeps its appeal, ewven when mastered. And
unlike =some challenges for 939%ers, the expert sessions
need not become marathon.

Speed of response to your controls s excellent and
realistic., A time out option lets you freeze the action in
order to deal with backseat drivers, calls of nature, and
disgruntled spouses. If you make a mistake (by flying too
fast, wmissing the runway, or losing controll, you'll hear
the crash followed by the whine of the ambulance. The
cause of ygour misfortune is displayed with other flight
data, including start options. Safe landings earn &
musical pat on the back and the warm satisfying glow that
comes only with wastery of this demanding task.

Some will cowplain that Gazelle's Instruments are hard to
read, In that pixels (dots) make up the indicator needles
and calibrations. I have not found this hard to get used
to, but If you have eyeglasses, be sure to wear thew. In
any case, the increased speed is worth the squinting. The
progran  nakes use of the full 16K, thus some of the usual
title screen/text awenities are left out C(and barely
tissed).

And best of all, you really can learn the principles of
flying! The interaction of the controls and indicators is
quite well integrated. The game is so realistic, that the
level of understanding needed to play 1t probably excludes
anyone too young to fly a real plane in the first placel

Whether to teach or  to entertain, this siwulation will
meet all ugour expectations. And should you accept the
challenge of Gazelle, please watch for me up there my
registration s Tango India Miner Niner Four Alpha.

Dowd  Gazelle by John T. Dow 1s available in TI BASIC

(Jjoysticks required) for $30.88 on cassette. N
By Joun KoLemn = [1iCRUPEND 1M . o
Ausust 1985 - YoL. 2. No.? E.Eﬁﬁ? @E‘:

ERSE OF UZE 3

The Model Oow-t Gazelle has been around MM B

sonme three uyears and remains as one of only [me swe e
two flight sinulator programs available for

the TI. The other is Winging It by Mot Polyoptics. Both

yl’-S‘tl’.I'ﬂﬁH ’5 ﬁaws November 2019




Page 3
of these programs run out of console BASIC.

The  Model Dow-4 15 an entertaining and challenging
sinulation for adults and teens. It is far too complex for
children.

To be perfectly honest, I did not expect a great deal from
the program, considering 1t 1s programmed to run with no
more than a TI console, and am surprised by how well it
maintained my interest,

This 15 not to say that the program s as good as it can
get. I am even wore surprised that Mr. Dow hasn’t written
an Extended Basic, disk-based version that takes better
advantage of what the TI has to offer. I will have more to
say about this later.

Performance:  The Dow-4  Gazelle 1s & four-place,
single-engine airplane. The craft has a maximun speed of
2088 miles per hour, & seruice ceiling of [6,4PB feet and a
parnel of 15 instruments that report everygthing  from
airspeed to the position of the flaps. Each is updated
about once every second, providing an array of constantly
changing displays.

Input 15 based on the Joustick and the Kegboard. The
Joustick serues as the yoke and gives the user an
gasy-to-grasp feel for how the plane behaves. Keyboard inp
ut 1s used to control the throttle, fuel tanks, flaps,
instrument navigation, pitch, joystick pitch effectiveness
and automatic wing leveling. There Is also a stall warning
indicator and a pause Keu, both of which come in very
handy.

Modes of operation includet Take Off, In Flight, Landing,
Short Field Landing and ILS CInstrument Landing Systen)

approach.  While selecting the mode, the user also
determines the extent of wind and turbulence to be
encountered.,

The Take Off mode is self-explanatory while the In Flight
mode allows the user to specify the starting velocity, the
starting altitude and the ground level. The Landing mode
places the wser in the landing pattern at an altitude of
1,888 feet and a wvelocity of 138 mph. The Short Flield
Landing is similar to  the Landing node except that the
field is shorter and there 15 & UYBB-foot high ridge
one-half mile east of the runway. (Mot being able to see
the ridge increases the difficulty of this maneuver. The
JLS Approach is exceedingly difficult and requires a great
deal of attention to detail to be successful at it.

I found the instruments and controls
reallstic manner,

to perform in a
Euerything works in synchronicity, The
pitch, position of the yoke, amount of power, position of
the flaps all contribute  to the realism of the
sinulation.
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The instrument panel itself 1s realistic, though sone
instruments are difficult to read, most of which s due to
the fact that the instruments themselues are relatively
small, allowing a considerable amount of space betueen
gach. The instruments could easily have been made larger,
and thus easier to read.

Although there is only one airport, with landings made
from approaches at 98 or 279 degrees, I found the act of
flying and  landing the Dou-4 Gazelle to remain &
challenge. Timing is everything in this sinulation and it
i easy to ouer- or underestimate approach velocity and
angle of descent. Sound effects play an important part in
the sinulation. The sound of the engine is well done,
changing based on the based of EPM. Sound is much more
effectively wused in the Dou-4 Gazelle than in Flight
Simulator II.

My only criticism has to do with the feeling on my part
that this simulation has not been carried as far as it
could have been, particularly in view of the fact that it
has been marKeted since 1982, A disK-based, Extended BRSIC
YBrsion, USing expansion memory, could add new dimensions
in the performance of the siwulation. The addition of
overlays on disk that can be read into the computer as
needed could create the ability to fly from one airport to
another. It lsn’t recessary to be able to see out of the
cockpit ala Flight Sinulator II Ceuven with FSIT the user
is primarily watching instruments), But it would add to
the realism of the siwulation to be able to fly from point
to point without running out of fuel and to land at a
yariety of airports  each  of which has its own
characteristics and challenges.

Ease of Use: It takes a while to master this program. Each
flight 1= different, and the addition of turbulence and
strong winds can wake even the wost routine flight a
challenge. It took me several hours to be able +to
successfully  land, but once I did I felt I had
accomplished something, Following unsucessful landings the
user s treated to the sound of a siren that is followed
with a display that notes the wind direction and speed,
rate of descent, cloud ceiling, G force, speed, altitude
sboue sea level and the heading., This information is also
displayed following a successful landing but without the
siren. HAlso, the simulation reports the causes of any
crashes, ranging from missing the runway to losing the
plane’s wings as the result of pulling excessive Gs.

The Oow-4 Gazelle comes with a 38-page
manual. It includes a table of contents and glossary and
background  information about flying. There are also
several drawings, depicting the instrument panel with
explanations of each instrument and tuo exanples of
approaches 1o an airport with hints about how to land
successfully,

Oocumentat lon:
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Ualuet This program  is well done as far as It goes, but
the fact that it is done in console BRSIC and 1s avallable
only on cassette limits its potential in the mature TI
marketplace. The use of sprite graphics could do a great
deal to enhance the readability and appearance of the
control panel. The use of mewmory expansion would have
allowed a fuller developnent of the simulation. The
reliance on instrumentation is not a handicap.

Ouerall, this program remains a challenge, and is worth
the price. I only wish that there was a Dow-Y Gazelle II
available that really takes advantage of the TI Cin
N

Extended BASIC with 32KJ.

TExT FROM THE NoT POLYOPTICS CATALOG

Fly your own private plane in this excellently visualized

sinulator.  But after  you've mastered flying, the
excitenent isn’t ower - three different gawmes test uour
skill,  Ground map and weather indicator chart ugour

position on a randomized earth simulacrum.  For 1 plauer,
Yan excellent program,  which should apeeal to budding
pilots of all ages®. Home Computing leekly,

Text FroM THE WINGING IT MAMUAL

oy sun THE 125 mp Mewasce [-Y ENSINE Anp vouR ARRow
RONGPLANE  BEGINS T ROVE ZLOWLY ALONG THE RUNMaY. THE
PLANE TAXIES FASTER AND FRSTER: BND THE BIR IS RUSHING
INTG THE OREN CocRPIT. 30 kworsy B8 wners 38 wwots -
CRREFULLY oy PULL BARCK ON  THE STICK AND YOUR STORACH
SEERS 7O DROP.  THE HORIZON INDICATGR SINKS: BND THE
BLTITUBE BAVSE RERDS 18 FEET. Vou'RE FLYING!

Winging It is Not Poluoptics inexpensive flight simulator
written for the unexpanded TI 99/4A cowputer. It uwas
written in Tl Basic, which at times is a slow and
irefficient language. Tuo problems result result, the
exgcution of the program is rather slows and, second, the
computer will only recognize Key input at certain points
in the progran. In order to wminiwmize the effect of the
first problem, the sinulation has been designed fo
conpensate by recalculating the plane’s position at the
several second intervals that the display takes to be
updated. Thus, a "real time® experience is preserued. The
second  problem weans that a command Key wust be held down
until it takes effect, generally speaking, about one-half
the recalculation cycle. A change in the engine noise will
usually mwean that the program has passed through a Key
input recognition statement. Winging It may be played in
Extended Basic to enhance its performance.

@—3{ I'd rother be flying!
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; By John Koloen

My first reaction to 4A Fluer
was delight. Scanning the
most recent Triton Products
catalog my eyes seized on the
blurb  for 44 Flyer. But
after Fecelving the
cartridge-based program  and
trying it out, my initial enthusiass turned sour. I becane
disappointed. After a couple of minutes at the console it
became apparent that this is not the serious simulation of
flying that I had hoped far. Rather, it s a relatively
superficial program. Instead of teaching one something
about  flight - which any good flight simulator should -
even those who have rever flown nust suspend  their
credul ity o ouercome  some  of its most  apparent
deficiencies. Chief among these is the presence of certain
aerodynamic impossibilities, which leads me to gquestion
whether 1t should be described as a flight simulator, as
its manual states.

Prior to receiving YA Fluer I had hopes that 1t would
build on what John Dow started with his Model Oow-d
bazelle program. lritten in Console BRASIC, the Dou-Y
sinulation is realistic in its aerodynamics but limited by
its graphics and the fact that it is designed to be run
out of & console and a cassette recorder. YA Flyer cones
in a cartridge, 15 prograumed in assembly language but
lacks much of the sophistication of the Dow-4 simulation.

Performance: 4R Flyer 15 easy to use and master. The
airplane can be controlled using either the Keyboard or
Joystick, +the Jjoustick being preferred. Rfter plugging
the cartridge in, one is prompted with a weather option.
Selecting this option may result in adding inclement
weather to the flying experience. Clear weather is the
normal condition, with snow, rain and heat possible via
the weather option. One is made avare of the the tupe of
weather condition by the color of the sKy and ground. A
blug sky and white ground, for exawple, neans snowy
weather. Of course, the various veather conditions pose
hazards, such as ice forming on wings at high altitudes or
a slippery runway while landing in a rain storn, (I did
not hauve an opportunity to try out the program on a black
and white or wonochrowe monitor. However, 1t wakes good
use of color.)

Throughout the simulation the user 15 faced with an
instrument panel that includes an altitude indicator,
pitch Indicator, landing gear indicator, brake indicator,
artificial horizon, fuel gauge, engine power gauge, speed
indicator, heading indicator and flap indicator.
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The simulation starts with the plane at rest on a runway.
Engine speed 15 increased by pressing the "1% Key,
decreased by pressing the "2" Keuy. "I" raises the flaps,
"M lowers thewm; "B* raises the landing gear, ™" louers
then; and "B applies the brake, ",” releases it. TaKing
off is sinply a mwatter of increasing the speed of the
plane as 1t proceeds down the runway and pulling back on
the Joystick., There 15 no provision for steering the
plane during takeoff or landing, another defect in the
sinulation.

After getting airborne, the landing gear should be raised.
Then the user mway go to a crulsing altitude, land, or
engage an enemy plane in combat. Pressing "C* initiates
the combat mode, *," ends 1f.

A digital readout is used to Keep track of one's bearings.
While the plane’s heading is depicted on the left side of
the screen, the lower center portion includes a square
that contains inforwation about the altitude of enemy
planes, bearings of ernemy planes and runways and the
nunber of times one has been hit by enemy gunfire.

To engage the enewy, one presses the "C" Key, and a
readout on the enemy plane’s location appears. The user
clinbs or descends to the enemy's altitude and banks to
its heading. The enemy then appears in the cockpit windou
at the top half of the screen. Both you and the eneny are
on a collision course. The sprite graphics depicting the
enemy plane are quite well done. Using the joystick and
fire button, the user lines up the enemy in a gunsight
that appears in the cockpit window, and then fires.
Hitting the enemy is tricky. I had far more misses than
hits. Hs the enemy plare approaches, it grows larger and
then, If you haven't destroued it, 1t registers a hit on
you and wanishes. The location of the next enemy plane
then appears and you may engage it or press the comma Key
and disengage the combat mode. Although flak occasionally
appears while engaging the enemy, It does not seem to
damage either plane.

If one does not go into the combat mode, there isn’t much
else to do except land. Landing is accomplished by first
pressing the "L* Keu, which results in a readout of the
conpass bearing of the nearest runway. (Incidentally, once
you approach  the runway it is not possible to abort the
landing procedure.) You then descend toward the ground,
reduclng speed, lowering flaps and landing gear until
you're a few feet off the ground. A runway then appears in
the cockpit window and you try to gently touch doun.

If all this seens rather matter-of-fact it's because UH
Flyer 15 not a wery exciting simulation. Little about it
is consistent., Rlthough the program generates a noise for
the engine that approximates what an engine sounds liKe -
the pitch increasing and decreasing with engine speed -
the sound used to simulate gunfire in the combat mode is
dreadful. The machinegun fire sounds wore like a buzzer at
the end of a basketball game than a weapon.
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Similarly, while the plane will self- destruct (f you
leave the landing gear down at speeds of 125 miles per
hour or greater, it isn’t possible to go into & headlong
dive no matter what you do. I Killed the engine at SEBH
feet, pointed the rnose down and watched the velocity
indicator actually decrease as I descended.

It iz euident that many compromises had to be made to make
YA flyer fit in the available cartridge ROM. Even persons
with only & cursory understanding of gravity would not
have ouerlooked some of the deficiencies noted abouve.

But  limiting oneself to the nemory available in &
cartridge is a problem when you are trying to weite
something as sophisticated as a flight simulation. But it

may be & prerequisite uwhen trying to reach as broad a
market of TI users as Triton, Much of its products are
aimed at users who do not have PEE boxes, and for them U
flyer may prove to be enjoyable. But for those with
expanded suystems, who are accustomed to longer and more
conplex  programs than are generally available on cassette
or cartridge, this program isn’t likely TD measure up to
the expectations created by the program’s manual or the
blurb in the Triton catalog. My view is that a realistic
flight sinulation requires an expansion memory and disk
systen,

Ease of Uset YR fluer is easy to use. RAlthough it is
called a simulation, 1t performs more like an arcade gane,
except for the absence of scoring, (There is a readout for
the number of times you are hit by enemy gunfire. Howeuer,
after the third hit the plane is destroyed and you must
restart.) lhatever difficulty one has in taking off or
landing 15 quickly resolued by sKimwing through the
manual.
Documentationt The 12-page manual is thoroughly adequate
to the purpose. It iz weitten in a style that hypes the
sinulation, making one anticipate that first takeoff.
Unfortunately, the program is not equal to the hype.

Ualuet lhen I saw this program advertised in the Triton
catalog I didn't waste a monent in placing an order. Euen
as I waited, Triton sent me a review copy. Clearly, Triton
15 excited by the market potential of this program (since
the company has never sent MICROpendium any products for
review in the pastl.

Unfortunately, I remain disappointed by it. I feel this
progran  should not be described as a simulation, since it
i obuious that 1t does not actually sinulate the
serodynanics of flying, It is simply too superficial to be
conuincing, It could be more accurately described as a
psuedo-sinulation, or a simulation of a sinulation,

I should have Known by the price that YA fluer couldn't
possibly be an improvenent over the Oow-Y Gazelle. Those
who like their siwulations on the tame side may find YA
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Flyer to be diverting, but those who want the challenge of
realism in their simulations will be disappointed.

To wy Knowledge, there are now three flight simulation
programs  for the TI, none of which utilizes an expanded
systew., My hope 15 that other programmers who way be
laboring on & sophisticated flight sinulator for the TI
will continue their efforts. YA flyer clearly is not 1t.7N

PrOGRAMMER JOHN PHILLIPS RESPONDS
MCRAUPEMD LM June 1986 = VoLume 3, NuMBER S5

I am the programmer of YA Flyer, a software product you
recently reviewed in the May lssue. Thank you for the
lengthy review, It is obuious that your software instincts
are exceptional.

itself, was precisely on track with the
concept, functionality and essence of YA Fluer, It is,
indeed, & sinulation of & siwulation and was never
intended to be anything else. The deficiencies and
strengths of WA Flyer were outlined in your review and I
applaud your perceptions. The only factor you were lacking
in the review was the birth of YA Fluer. Please allow me
to explain.

The reuvieuw,

In mid-January of 1986, Triton contacted we concerning the
development of a so-called flight simulator, Their only
basis of comparison was the Microsoft Flight Simulator for
the IBM Personal Cowputer, so they had a great number of
"T would liKe" ideas for the software content. For
marketing's sake, the cartridoe was to be restricted to 8K
of ROM code. The only RAM allowed was the 208 bytes of
free CPU RAM located within the YA,

My first reaction to this was quite negative. A lengthy
design phase was then established and an outline of what
exactly the software could perforn was drawn up. RAIL that
i in YA Fluyer was set forth in that design. The elenent
of realism was to be included in the software, prouided
that space allowed for it. This was not to be the case.

When the design was finished, I approached Triton about
progranming costs and scheduling. My intent was to hauve
the software finished by late June or early July. This,
unfortunately, was not Triton's idea. In order to make the
spring catalog, they had to have completed, debugged code
and docuwentation by April 1, 1986, As you can see, that
left me eight weeks. I needed help.

At this point, I Knew that I could not conplete the
software alorne. I pulled in & brilliant mathematical
progranmer, Michael Archuleta, 1o complete the sections

which would allow the realiswm of flight to be added. This
entails 3-0 to 2-0 rotation and translation. I prouided
Mike with the design and he began work immediately.
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Mike used the algorithms found in a book by Bruce Artwick
of Sublogic to accomplish this task. It took him nearly
siv uweeks of work to translate the algorithws to the YA,
Although they ran in his swall enuironnent, the biggest
Job was still aheadt making his routines fit into my
code.

At the six weeks point, I had completed most of the
graphic work, lnput routines, sound effects, gauge control
and link routines. MiKe and I worked an entire weekend
adding his routines to  the software. Although they had
worked by themselues, several errors were uncovered which
were traced directly to the algorithws in Artwick’s book.
In essence, Mike's work was worthless. You can probably
seg that there was no time to give It a second chance. The
software was due in a week and a half.

At this point, I had to resort to my backup plan which,
colncidentally, encompassed all the things you listed as
deficiencies. In that respect, your reuview was as fair as
could possibly be. I appreciate your honesty to the YA
Ugers.

To make a long story short, I had eight weeks to create 8K
of code. I am surprised that YA Fluer made it out the
door. It was the most difficult project I had ever worked
on and the most detrimental to my sanity and howe life. I
can understand the sophisticated user being  sonewhat
disappointed, but think of the thousands of users who have
never pondered the essence of flying. In principle, ny
simulation’s simulation does cover the basics and should
be entertaining to novice users.

There 1s hope, however, for those liKe you who want more
from this so-called dead computer. Mike and I will be
working on the 32K wversion of the flight sinulator in
which we hope to add the dimensions of realism back into
the software. This project should take us ouer one uear fo
conplete, but it will be done the way a flight simulator
should be done.

Once  again I thank you for ugour review and  the
consideration you gave its deficiencies and strengths,
Perhaps the next revision will add credibility to its
name.
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By John Koloen

Spad KIII by MWot-Polyoptics is the latest entry in the
growing TI flight simulation field. It is also one of the
better ones. The simulation lnwolues a World War I wotif
throughout, Taking  the controls of a Spad KIII, you haue
the option of recreational flying or going into battle
against the Huns. It's a safe bet that anyone who flies
the Spad will spend most of his time in the attack mode.

Performance: Spad KIII can be controlled using a joystick
or the Kegboard., Keyboard input gives the pilot more
contral  than a joustick. The Kegboard became my preferred
manner of flying, though it was a little aukward at first,
It is often necessary to hold a Key down for a second
before 1t registers. Occasionally this delay allowed an
eneny plane to pass out of the circle of wy gunsight.

The W, E, R, H, 5. 0,F, & ¥, Candl Keys are used to
contral stick movement, the comma and period Keys are used
to control  the rudder, the O Key fires the machine guns,
the B Key is used to drop bombs, the throttle s
controlled by the 7, B, 9 and @ Keys, and Keys 1-b are
used to select a wariety of views Cfront, left, right,
back, up and down). The U Key is used to provide a forward
yigw without a cockpit., Normally, a cockpit fills half
the screen.,  The cockpit includes an instrument panel
consisting of an altimeter, cowpass, fuel gauge and air

speed Indicator. There is also a throttle indicator, The
cockpit 15 framed by the upper wing of the Spad and the
tail. The tail rises and falls depending on how level the

plane 15 flying. The position of the tail in relation to
the gunsight can be used to insure level flight, though
this  can  be accowplished simply by egeballing  the
har 1zon.

Spad KIII operates as you d expect. Being a rather simple
airplane, not a great deal is required to get it airborne.
Reuw the engine, roll down the runway and pull back on the
stick is enough. Keeping 1t alrborne takes a little
practice, and it is definitely easier 1o do with the
Keghnard than a Jjouystick. Operating in a WWI context, gou
needn’t bother with obtaining clearance from a tower to
land. A light plane such as the Spad can land safely in
yirtually any clearing, Landing on  the runway takes
practice, but if you miss and don't want to try again you
can Just set her doun angwhere.
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The program uses & stylized 3-0 wiew throughout, CBy
stylized, I mean that objects are rendered with lines.)
The effect 15 convincing, though not as detailed as a
picture created using a good graphics design progran.

The tost detalled graphics in Spad KIII are the aircraft,
French and German airports and hangars, German airplanes,
flak and observation balloons. There are also trenches,
clouds, sun, the Eiffel Tower, willages, the Seine River,
and hills. Predictably, things get bigger as you approach
then and smaller as you move away from them. The closer
you come the wouve detailed objects become. You can get
close enough  to an observation balloon or enemy airplane
that they fill the screen.

Color 15 used in a basic mannert blue represents sKy and
ground, sun 15 uellow, clouds are white, black are the
enemy planes, red 1s the machine gqun fire coming from your
plane.

I find the graphics to be quite satisfactory.

Sound plays a role in Spad KIII, including the droning of
the engine and the firing of machine quns. The engine
sound changes depending on  the amount of throttle, The
maching gun sound is right on target. Unfortunatelu, flak
and bonbs are not accompanied by sound.

Flying Spad requires a light touch, particularly when
clinbing, It is easy to angle the nose of the Spad a
little too wuch, causing the plane to roll ouver. Stalling
i a less common problem since 1t largely has to do with
yelocity, You expect to stall when uou get down to 4B
knots or so, but you don't always expect to roll ouer when
your angle of clinb gets to be a little too wmuch, But
that’s & limitation of WWI flying machines and not an
arbitrary glitch in the program. T would like to have
seen  some sort of spirit level to let you Know when the
plane 15 angled too wuch. Sometimes 1t is difficult to
tell just by looking out the cockpit, particularly in uiew
of the fact that primary reference points are the sun, a
distant horizon and layer of clouds and widely scattered
ob jects on the ground.

Dogfights are the order of the day for pilots of the Spad
#II1. and 1t doesn’t let you down. Whether you are truing
to shoot down the ten obseruation balloons Cwhile auvoiding
heauy flak), chasing a German tuo-seater or preparing to
bonb & German airfield the challenge of Keeping your plane
under control while taking aim 15 engaging. With only 16BH
rounds of amwmunition in gour twin Vickers machine guns
markswanship counts for wmuch. You don’t want to shoot when
the targets are too far away but if you wait until they're
close they may get gou first. Tiny bursts of white light
represent machine gqun fire from the enemy planes. Hitting
balloons is easier because they're stationary but what
dogs it matter if the Spad is hit by wachine gun fire from
a two-seater or  flak from the ground? The same goes for
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bonbing the airfield. It, too, 15 protected by flak
batteries. (Since there s no bowb sight, the only way to
score a hit is to drop the bombs from a low altitude. In
fact, wyou can't see them explode from an altitude greater
than 1,@80 feet.)

The reward for a successful engagement with the enemy is
to watch as the shredded balloon or aircraft plunmets to
the ground. There is a score-Keeping feature that tallies
the number of hits you've made but T found it to be almost
irrelevant,

Although there are definite visual cues confirming hits
you take, damage to the Spad shows up as loss of
performance of the aircraft. If, all of a sudden, the Spad
starts spinning wildly toward the ground and pulling back
on  the stick doesn’t do any good, you can be pretty sure
that you took a heawy hit. Smoke erupting in the cockpit
would have been a nice touch to confirm that the Spad has
been hit. Some wisual confirmation of minor hits would at
least allow you to head back for the airfield to nake
repairs. I found that in most cases, by the tine I
realized the Spad had been hit, the damage was so serious
that I couldn’t return to the airfield. Those who pay more
attention to  the performance of the Spad than I have the
option of returning to the airfield for repairs and
reariing.

Ease of Use! To get the most out of Spad KIIT you have to
use the Keyboard rather than a joysticK. Since 25 Keys are
used to control everything from views to the rudder you
have to be familiar with their locations before you can
gain full control of the aircraft., Fortunately, the
documentation s arranged so  that & Kedboard tenplate
occupies  the  lower half of a page while a diagram of the
cockpit instrument panel occuples the top half.

Documentationt The manual 1s excellent.  The 26-page
booklet includes plenty of diagrans and historical and
performance data on the Spad KIII. It's written in an
instructional style that could pass for the real thing.

Ualuet I think this is the best flight sinulation program
avallable for the TI. Bear in mind that it emulates a
yintage aircraft and is therefore not directly comparable
to the Dow-4 Gazelle or YA-Fluer. While it is the equal of
the Gazelle in terws of its aerodunamic realism, It 1S
superior to It by virtue of its use of graphics. Both the
bazelle and Spad are superior to YA-Flger.

The aonly criticisms I have of it are minor, and mentioned
sbove. It s not the ultimate flight simulation program in
terns of what s possible on the TI, particularly in terms
of the use of graphics. But the fact that it enulates a
biplane rather than a modern, high-perfornance plane was a
good decision by Not-Polyoptics., For what it tries to do,
it succeeds quite well. And that’s a lot more than I said
about the last flight sinulator I reviewed. N
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Not-Polyoptics has announced an upgrade to Spad IID, its
machine-Language  flight simulator  for the T1953/UA,
scheduled for release Sept. 1.

According to Michael V. Capobianco of Not-Polyoptics, Spad
AIIT MK, 2 s twice as fast as the previous version and
more responsive.

New features have also been added, he saus. In addition to
the =ix "out of the cock-pit® views, a removed uisuwpoint,
showing  the plane from an obseruver s standpoint, has been
included.

"Better algorithms produce improved graphics and a more
realistic flight  performance,” Capobianco  says.
"Keyboard/ joystick interface has been augnented to allow
new  functions  and greater flexibility., Finally, an
optional 'Red Baron FokkKer' tri-plane opponent prouides
guen tiore exciting dogfights.”

Spad KIII, MK. & requires a TI89/U4R with Extended BRSIC,
32K expansion menory and disk drive.

The program will retail for $29.95. according to the
manufacturer. Registered purchasers of Spad RKIIT can
obtain  the upgrade by sending $6.95 plus $1 shipping and
handling to Not-Poluyoptics. N

-l 1
Bmmﬁ)ﬂ EXRENIMENTAL
SIRERAFH! T 0
The BHEPL is an experimental aircraft in the final testing
stages before FRA approval. The airplane itself is a
modified wersion of an airplane purchased in 1984, The
plane has been restructured to handle higher speeds and
has been fitted with a much more powerful engine. The
instruments have been replaced with larger, easier to read

models and DME (distance measuring equipment) has been
added.

THIS PROGRAM IS BASED ON A 1382 TI BRSIC PROGEAM FROM JOHN
00w,

HLL  RSSEMBLY
HELLSTROM,

COOE

AND  MODIFICATIONS ARE BY BRUCE
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