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Historical Information taKen
from Bill Gaskills TIMELINE

larcH 1991:

Bill Gaskill annouces the release of THE TI-BASE USER
(newsletter for TI-Base owners), TIMELINE 99 (a 12B-page
"wust  haue™  history  book For serious TI'er), and
MEMBERSHIP NHNHBERHNEMSLETTEE EXCHANGE (tuo separate
TI-Base applications for the price of aone, tremendously
useful to officers of TI User Groups).

The TI-BBS im Whittier, California, forterly operated by
Roger Davis, moves to Couina, California with Larry
Hof fman as sysop.

On March 15th, Jeff Guide, owner of Disk Only software,
announces  that he has purchased all rights to Tony Lewis’
Interface Standard and Design Guide for the TI- 95/4A, and
that  Disk  Only Software will become the exclusive
distributor for this document.

Steue Hoshield releases CSG0 Label Maker ul.l. The program
contains cowplete documentation and & fully functional
assembly language program  that can use Dave Raose'’s CSGO
style graphlcs for inclusion in customer label making. The
progran  also features a graphic editor to design your own
graphics to use with custom labels. Up to 127 CSGD
graphics can be stored.

Azgard Softuare releases a Page Pro 99 productivity chart
showing how Page Pro products relate to each other, to let
you create a wide variety of different things on your
93/4R - from banners to signs to greeting cards to labels
to anything else you can think of.

Jim Miller releases the Shareware program Stock Tracker
for the TI-39/4A. The progran allows tracking of stocks or
comodities and it will track buy, sell, input values,
stock splits ete.

Jim Peterson releases version #5 of his TI Public Oomain
Sofftuare catalog, containing listings for ouer SBA disks,
guailable at $1.G8 each. '™
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Lots of "me too" applications and games exist in the TI
world, =softuare that does the same things as previously
available software. Newer softuare may be faster, more
user friendly aor Just slightly different, but the game
fornats and types of applications don't seem to change
uch. You don't often find software that does sonething
new and different, a type of computer task that nobody
thought of before. Audio Calculator iz new and different.

Audio Calculator 15 for use by those who transfer music
fram CDs and phonograph records to cassette tapes. The
software  will calculate (with ewphasis on the word
"ralculate) the maxinum number of song titles that will
fit on each side of an audio cassette tape and then will
print a tape box label. Yes, I Know. Several public domain
cassette tape box label printing prograts exist, and you
can use Bruce Harrison's Time Calc program to add up
accurately the cumulative elapsed times of songs you add
consecutively to an audio tape. HAudio Calculator is
different. It actually calculates the ideal fit of songs
onto the sides of an audio cassette of any length so that
you can squeeze the maximun number of songs onto the tape
without leauving out part of the last song and with nininum
unused tape time at the end of the tape.

You start out by lnputting into the computer a tape title
and date Cor other information in place of the date, such
as the name of the artist). Then you enter the titles and
durations of all the songs you want to squeeze onto your
tape. Duration inforwation can be read directly from a CO
player or found on the CD's documentation. The program
then asks you for an "autospace,” & soundless tiwe
interval you will insert betueen songs. The default of
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This  challenge
printed in Tips #21 -

188! The Unprintable UnkKeyabl

g Program!

1181To shuffle the numbers |
to 255 into a random sequen

ce without duplication

1281 The strings contain the

RSCIT characters | to 127 an

d 128 to 255

138IMost of the ASCII charac
ters below 32 or above 159 ¢

annot be input from the Keub

oard

148150 how was this progran

progranmed?

158 M$="

" g gul (%4, -, /0
12345E783: 3 <=3 78RBCOEFGHIJKL
MNOPLRSTUMWAYZDY 1--* abcdefgh

1 JKInnopgrstuswxgz {3 3-"
6@ M2$="

Was

178 ME=M3LM2$

18@ L=LENCM$2:: RANODOMIZE ::
H=INTCL¥END+1D:: N=RSCCSEGE
(M, 8, 1000 ME=SEGEIME, 1,H-1
JLSEGECMSE, K41, LENCHED)

138 PRINT Nj:: IF LENCM$I=8
THEN STOP ELSE 13@

And here is the answer -
It was written by a progran
that writes a program!
key this inand run it to
create a MERGE  format disk
file. Then type NEW, then
type  MERGE DOSK1.LONGSTRING
and you will have a EUNable
progran consisting of lines
158-178 of the puzzle!

1A@ OPEM #1:"DSK1,LONGSTRING

¢

" WARIRBLE 163

118 LN=1RA :: GOSUB 1398 :: A
$=L$L"ME"LCHRS(198)
128 FOR J=1 T0 127 ++ C4=CHL
CHRE$CLD+ ¢ NEKT J &3 H§=H$LCH
RECIIFILCHRSCI2TILCEECHR $CA)
138 PRINT #1:R$

148 GOSUE 138 :: BY=LEL"MZ$"
LCHRS$C19R)

158 FOR J=128 TO 255 &: D§=D
SLCHRECJD s NEXT J o Bi=BSL
CHR$CI33)LCHR$C 128 IR0 $LCHRSC
A

IEA PRINT #1:B%

178 GOSUE 138 :+ F=L $L"M§"L
CHRE$C 1AL M LEHR $C 1BH DL ME

$"LCHRS(A)
188 PRINT #1:F% :: PRINT #1:
CHR$C255)ACHR$ (2550 ¢ CLOSE
#] +: END

198 L$=CHR$CINT(LM/ 2562 JECHR
$CLN-2GE*INT (LN/ 2562 )8t LN=L
N1@ t: RETURN

Now  tupe in the
rewaining  lines, and you
will have & speeded-up
version  of  the Tigercub
Scramble which was published
in Tips #18. It iz still
not as fast as the CALL PEEK
versions but s much more
useful  because you  can
modify it to scramble a
sequence  of  any  length
anywhere betuween 1 and 255,
For example, to shuffle the
numbers  1B@ to  15@ into a
randon  sequence  without

duplication, Jjust add a line
175 M$=SECECME, 106,507,

The
"prograt
progran™

nethod of weiting a

that  writes 3
was fully explained
by Jobn Clulow in the 33er
magazire Yol. 1 Mos. 3 and
4, It is a little-used but
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yery valuable technigue.

For instance, Tips#9
contained the  following
routing to turn the alphabet
ups ide-doun.

1A@ FOR CH=33 TO 127 &+ CALL
CHARPAT(CH,CH$D:: FOR J=1 T
0 16 STEP 2 #: K$=SEGHCCHS,
y2JERE 0 NEXT J ++ CHLL CHA
RCCH, A%):: K$="" o1 NEXT CH
118 INPUT A% +: GOTO 118

The only trouble with
that s that it taKes about
5A seconds to run. Try this
instead -

1A@ FOR CH=33 TO 127 &+ CALL
CHARPAT(CH,CH$D:: FOR J=1 T
0 16 STEP 2 :: K$=SEGHCCHS,
y2JERS 0 NEWT J +¢ CALL WRI
TECCH, kE2: 0 K$="" 1+ NEXT CH
1AAA SUB WRITECCH,K$d:: IF F
LAG=1 THEW 1818 :: FLAG=1 ::
OPEN #1:*DSK1.WRITE", OUTPUT
;OISPLAY ,UARIRELE 183 :: LN
=3@m@ :: GOSUE 3A6A

IA1A K=K+l :: L$=L$LCHRS(2AA
JLCHRSCIRIRKS =+ IF X<B AND
CHC127 THEN L$=L$LCHR$C1790:
¢ SUBERIT

IA2A %= :: PRINT #1:L$LCHRS
(B):e L§="" &2 IF CH=127 THE
N 1838 :: GOSUE 38mA :: 3UBE
RIT

1A3A PRINT #1:CHR$C2SSILCHRS
(255):+ [CLOSE #1 &+ GOTO 381
A

388 L1=INTCLN/256) s+ L2=LN-
2oExL 1 & L§=CHRSCL1IIACHRSCL
SIRCHRSCIHTD e LN=LN+1A 2 R
ETURN

3818 SUBEND

RUW that, type  NEU,
then MERGE DSK1.WRITE, and
you will have a  progran
consisting of OATH
statenents containing  the
hex codes  for  all the
upside-down characters. Hdd
a line 188 FOR CH=33 TO 127
it READ CH$ & CALL
CHARCCH,CH$2::  NEXT CH, and
you can  turn everything
upside-down  in only 12
seconds.

Someone  sent  me &
claszified ad, clipped from
an  urknown  publication,
which read -

TI-WRITER  COMPANION.
Loaded with ingenious ways
to make gour TI-lriter more
effective.  llell uritten.
Send $6.58 to Or. Bill
Browning, 7541 Jersey Auenue

North,  Brooklyn Park, MM
5423, Money back,
guarantee.

I sent off my money and
have just received 29 pages,
3-hole punched, loaded with
useful and ingenious tips
and ideas for getting more
out  of  TI-Writer, I
reconmend 11 - 1t's worth
twice the money and  then
some!l NOTE! MNow $6.58!

The K-Toun newsletter
recently published a utility
routine that 1s =0 useful
that I want to pass it on to
everyore.  If & program is
not resequenced after 1t s
modified, this will conpare
it with the original and
prepare  a MERGE format file

of all the changes, for the
use of others to update
their copy.

[AR | ¥R ERERERRERRRERRES
118 1% COMPARE PROGRAM  #
128 | by Mike Dodd ¥
130 | E¥EEEERERERERRERRRERRES
131 1 In K-Town 397%er .2 #1
April 1985
148 Version 85,6486, 1XB
Requires disk drive.
Cotpares two prograns,
gives list of all diff-
Brences.
158 15AUE old program in
MERGE format (SAVE D3K1. (ol
df i lename) ,MERGE). SAVE up-
dated program in MERGE for-
mat(SAVE D5K1. Chewf ilenane)
,MERGE)
168 TRUN this program, ansue
r pronpts for OLD FILE name,
NEW FILE rname, and a differ
ent OUTPUT FILE name.
178 lWhen finished, tuype NEI
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, then MERGE DSK1.Coutputfil
ename) and ENTER
188 ICan be MERGED into othe
r copies of OLD program to
update them
138 DEF eCe$)=ASCCSEGECeE, 1,
11)%206+ASCCSELS (RS, 2, 10D
2@ A$=CHR$(255IACHR$(2E5) s
DISPLAY ATCL, 1JERASE ALL:™0
LD FILE:™: :™NEW  FILE:
"t t"OUTPUT FILE:™®
218 RCCEPT ATCL, 13)BEEP:BY :
* ACCEPT ATC3, 13JBEEP:CY ::
ACCEPT ATCS, [3JBEEP:O% = OP
EN #1:B%,INPUT ,URRIABLE 1&3
228 OPEN #2:C$,INPUT ,URRIAE
LE 163 :: OPEN #3:0%,0UTPUT,
URRIABLE 163
238 LINPUT #1:@§ :: LINPUT #
2tE§ tr F=GECSCe$, 1,200 G
=SEGHCES, 1,20t A=(F$l:: B=
e(4)
2id IF F4=A% AND G$=R$ THEN
CLOSE #1 #: CLOSE #2 ¢ PRIN
T #3:A% i+ CLOSE #3 &+ STOP
25@ IF BXA THEW PRINT #3:F#k
CHE$C13108™ *x0ELETED LINE *
#"LCHRECH) s LINPUT #1 =i g
1t F§=SEGSCes, 1,200 A=e(F$
Ji GOTO 248
26@ IF AXB THEW PRINT #3:E$
vt LINPUT #2:E$ :: G$=5EGSCE
$,1,200 B=e(G$):: GOTO 244
278 IF @$<>E$ THEN PRINT #3:
E$
288 G070 238

Thanks to some ideas
from Joyce Corker, I haue
made some more  IWprovetents
to  the Tigercub Menuloader,
and I have used the aboue
utility routine to list all
the changes mwade since it
was published in Tips#15,

188 lby A. Kludges/M. Gordon/

T. Boisseau/J. Petersonfetc.

modified in Tips #22

@2 OPTION BRSE 1 :: DIM PGH

CLETn, 2™, UECL27 s GOTO
118

185 &,A,A%,B,C,0%,FLAG,I,J,K
O, KE NS NN, PE,PEEC,08,5,5

TyT40, T 0T, WUC UKD, W, K,

#¥, k2,52

188 CALL INIT :: CALL LORAD :
¢ CALL LINK :: CRLL PEEK ::

CALL KEY :: CALL SCREEN :: C
ALL COLOR :: CALL CLEAR :: C
ALL UCHAR :& CALL SOUND :: |
ap-

154 | #x0ELETED LINE ##

16A T$C10="d/f* ¢ T$(20="d/
ut o THCII=TIAET e THCYIEY
pfut e T8(5)="pro® ¢ ON A
RNING NEXT

178 IMAGE ##4

186 OISPLAY ATCL,42:*TIGERCU
B MENU LORDER”

218 0$="05K1.” :: OPEN #1:0%
yINPUT ,RELATIVE,INTERNAL ::
INFUT #1:N$,A,J,k =+ DISPLA
VRATCL,2)5IZEC2T) 5B (0%, 1,
LIL" - Disknane= "&N$;

238 FOR ¥=1 TO 127 =+ IF /2
B<PINT CH/2BITHEN 268

2 OISPLAY ATC2H, 10" Type
hoice or B for nore B* it AC
CEPT ATC2Y,27)UALIDATECDIGIT
JSIZEC-30:K ¢ IF k=@ THEN ¢
EA :: IF UUCKI<XS THEN 411
¢ IF KA AND K<NN#1 THEN 428
ELSE 24@

294 OISPLAY ATCH4Y,20:USING

ITA:NN +: DISPLAY ATCH4Y,E3:
P§ :: PGSCNNI=P$ =: DISPLAY

AT CA#4, 1B :USING 178 ¢ OI
SPLAY ATCH+Y,220:T4$CABSCADD

291 WUCNNI=RBSCRI =+ UKCNNI=R
BS(E)

295 ¥$=" *LSTR$CB):: DISPLA
VRATCK+Y, 2B s SEGSCHE, LENCKS)
=2, 308 UT=UT+]

354 DISPLAY ATCH+E,10:" C
hoice?™ :+ ACCEPT ATCH4E, 16D
SIZECIIVALIOATECOIGITI ok ::

IF K<oNM AND E<hM+1 THEW 41
A

418 IF k<1 OF k>127 OR LENCP
GECKII=A THEN 328

411 IF UJCKI=5 ORCUNCKI=Y4 AN
0 UKCKI=2SYITHEN U2

412 ON EFROR 417 =+ CALL CLE
AR :: OPEN #2:0$LPGSCKI:: CA
LL SCREENCIE)

Y13 LINPUT #2:UW$ :: IF EQOFCE
JTHEN Y416 :: PRINT W%

Y14 CALL KEWCB,k,52:: IF 5=
THEN 413

415 CALL KEYcCB,k2,520:¢ IF 5
2¢1 THEN Y415 ELSE 413

Y1E CLOSE #1 =+ CLOSE #2 ::

END

417 OISPLAY ATCLE, 182 ™ UNLIS
TABLE* :: CALL SOUNDC2@A, 118

Uoluwe &  MNumber 3
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,A):: RETURN UAd

43@ ON ERROR 417 ++ CALL INI
T +: CALL PEEKC-31952,A,B)::
CALL PEEKCH¥25E4B-BE534,A,E
Jii C=Hx2SE+B-B5534 ¢ A$=03
LPGECKD =+ CALL LOROCC,LENCRS
1)

The Menu Loader will
now list up to 127 programs
and files, showing the
number of sectors In each
and the file type, record
type and record length of
each file. It will stop at
the end of each page, and
continue an a default wvalue
of @, or will stop for
selection when any Key s
pressed. It giues disk
name, number of sectors used
and auvailable, It adds up
sectors actually used and
gives a uwarning if all
sectors are not  accounted
for. It will load and run
any program which can be
loaded from Extended Basic,
displaying the program being
loaded., It will delete any
progran or file, after first
displaying the filename and
requesting verification. It
will list any listable file
to the screen, pausing on
any Key input, and can be
yery easily modified to list
to a printer. If a file is
not listable, 1t will inforn
you =0, and restart the nenu
selection, It has the
pre-scan  option to speed 1t
up.
(See further inprovements
in Tips 23, 2, 27, 28, 23,
3@ and 32 - Ed.)

Fairly often, the disk
directory will lose track of
ohe or a few sectors during
the process of  loading
records, euven though  the
Disk Manager showed all 358
were Initlalized. That's
why I put the checking
routine in the Menu Loader.
The figure shoun as "used”
is actually 358 minus  the
number  of  sectors still

Page 2

avallable, and 15 checked
against the total sectors of
all files.

The loss of & feuw
sectors IS ho  serlous
matter, but once ina great
while you may notice that
the "avallable®™ and “used”
sector quantities  haue
obuiously been reversed. I
have found that this is a
signal that the disk s
about  to go haywire and you
had best back [t up
innediately!

Programs and files are
loaded in the first
avallable sectar, and
continued In the  next
avallable  sector. If s
number of small files are
deleted from a disk, and a
long file is then loaded, it
may thus be fractured into
mary parts. If you have 3
work,  disk  on which you
continually add and delete
files of various lengths, it
will becone badly fractured.
This can cause disk errors,
and 1t also badly ouerworks
your  drive., It is a good
idea to recopy wuour  work
disk occasionally - file by
file, not sector by sector
with a quick copier.

MEMORY FULL!
Jim Peterson N
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four seconds wsually works well. Finally you enter the
tape length Ce.g,. enter "98" for a C99 tape), and Audio
Calculator begins to calculate.

A suggested list of songs (title and individual durations)
for side 1 and 2 of the tape, a statement of total used
and unused time (after the last time) on each side, and a
listing of which songs will WOT fit on the tape appear on
screen., At this point you have the opportunity to edit
your sohg entries. Maybe you have a lot of roow left and
want to put more songs onto the tape. Or maybe you really
want to put some of the "won't fit" songs onto the tape
and tust delete some of the fitted songs to wake room,
Whenm you finish editing, Audio Calculator will recalculate
based on your new data.

Az an exanple of what can be done; I took & favorite CD
and typed in the nawes and durations of all its 13 songs,
specified a four-second "autospace” and a C3B (15 minutes
oh each side) tape length. Audio Calculator told me it
could put six of ty songs on each side of the tape with
unused time of 29 seconds on side 1 and Y5 seconds on side
2. One song with a duration of 3 minutes 24 seconds would
not fit.

When everything is set up as you wish you can print either
g full 88 colunn listing or a cassette label to cut out
and put In the cassette box. Each printout includes the
tape title and date plus information about song duration
and unused tape space. Each label contains roon for a
maximum of 25 songs per tape side. Then comes the hard
part. You have to use your audio equipment manually to
transfer nusic onto the tape in the sequence specified by
Audio Calculator, which is not necessarily the sane
sequence you used to input the song titles. Oon't forget
to  leave the "autospace®™ between songs manually. Wouldn't
it be nice If this could be done automatically under
conputer controll

Audio Calculator is written in Extended BRSIC and comes in
YA- and BE-calunn versions, both of which come on the sane
5550 disk and are alwost functionally identical. The
BA-column  uversion Crequires a Geneve or a 99/4A BB-colunn
device such as TIM or AUPC) iz written using RAlexander
Hulpke's HBA., I am grateful for another really useful
BA-column  application for my 99/4H. Mot many of them
exlist,

I highly recomiend Audio Calculator to anyone who makes
backup cassette nusic tapes. It is fairware, and the
requested donation is only $5. If you Just want to try it
out before sending Larry his money, T will send it to you
if you mail me a buck C(pays for the disk and return
postage).  lhy not save some time and postage by getting
it directly from the author? Send the $5 fairware donation
AND & disK with paid return mailer to Larry Tippett, 5826
Buffalo 5t., Sanbarn, NY 14132,
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93'ER - APR 1583 - UOL 2, NO & - JUDY SANOIAM
Picture an urban toad, tired of life in the fast lane,
trying to hop his way back to the old pond. Imagine this
ambitious awphibian executing a series of grand jetes
across  four  lanes of rush-hour traffic, only to face a
fast and treacherous river which he must cross by leaping
log to log. One false jump and he's an hors d'osuure for a
water moccasin.,

TI Toad, from Software Specialties, Inc., offers Just this
scenario.  After selecting either  joystick or Keyboard
play, and listening to a catchy little tume, you will see
your  screen fill with four lanes of blacKtop jammed with
two-way traffic, a rushing river crowded with floating
logs, and safe toad havens that await on the other side
(except when inhabited by a rouving alligator),

The first of your live toads will hop into place and poise
for  take-off. This plucky ex-pollivog can hop in four

directions - up, down, right, left - to avoid the
careening cars. It pays to liwmit the downward and side
action, howsver, as you are also battling the clock. If

your time runs out just as you reach toad heaven, you will
have a happy toad, but no pointsy if it runs out before,
you will have a dead toad on your hands . . . I found the
best strateqy was to look for a break and zip straight
across - fast.

Once  the little croaker has  traversed the traffic, he
faces the mighty river. There is something a bit strange
sbout the riuver current - the logs are flowing fast in
both directions. DOon't let this disorient you, though:
your  timing wust be precizse as you bounce from one log to

the next. Your +toads belong to a2 mutant species of
awphibian, and if they fall into the water they will
drown. RAlso, don’t let any moss grow on those webbed fest

a5 you sall down the river. If your log goes off the
screen, 1t will not weap - resulting in another lost
toad.

When you reach the last row of logs, your toad is ready to
hop  aon home. There is a bit of strategy to selecting your
toad’s resting place. If you have some extra tiwe on the
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clock, you may want to ride out to one of the ponds at the
edge of the screen. Once you are near the edge, 1t takes
some slick maneuvering to catch the last log and Junp hone
before you go off the screen.

Conmand Responset TI Toad's strongest point is that it is
a hopping good action game. The obstacles are many and
challenging, and the player response is quick. You, in
turn, nust be fast and aim carefully. (I preferred the
Joystick to  the Keyboard for this type of split-second
action.) Your speed determines both your score and your
suruival,

The game offers several levels of difficulty. Rfter you
get all five +toads across, you progress to screen two
(with undulating starfish in the river and faster carsl,
then screen three Cwith turtles and speeding police cars),
and then screen four (as far as I got . . .J, which
displays bright red lobsters and race cars. While TI Toad
is not a gane you will master instantly, it probably won't
take long before your toad is hobnobbing with the turtles
and lobsters on a regular basis. The game's response is
quick enough to let your toad dodge the cars artfully,
once you get doun the timing. Rt the same tine, the
increasing speeds on sach level ensure the game will
remalh a challenge long after the "initial gawe thrill" is
gaone.

Documentationt Unfortunately, ygou'll have to rely solely
oh experience to reach those higher leuels. The game’s
documentation is a short, two-paragraph instruction sheet,
which offers little helpful aduice or explanation. It
dogsn’t ewven tell you what equipnent s needed to run the
program, let alone offer any playing tips.

braphicst I found the game aesthetically pleasing. The
graphics are colorful and imaginative, especially as you
reach the higher levels. I vas particularly fond of screen
fours lobsters with snapping pincers, and flashing police
cars. ALl in all, the gane designer made very effective
use of animation and color.,

Soundt The game’s sound effects are also good - &
satisfying "boink" for  the hops and dunking noises when
your toad falls in the drink. And you'll have sowe trouble
getting the catchy TI Toad jingle out of your head. I
found myself humming it for days.

Summary? Angone familiar with computer gates Knous that TI
Toad 15 Jjust one of several "frog-crossing-the-road” type
games. [ found that 1t compared fauvorably with any of
these, even the arcade version. TI Toad's player respaonse,

action, and graphics are right up there with the best of
then. I can’t help wondering, though, why there are so
many similar  frog-survival games. Do we really need TI
Toad, Frogay, Froggie, and Frogger? Obuiously, [t's

because game players are jumping to buy these games. No
ohe can deny the scenario is a winner, but how about a

Uoluwe & Mumber 3
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little wariation on the theme? In the meantine, I'11 be
atong those leap-frogging the commuters with wy TI Toad.yN

1933 - Yol 2, Ho 4 - Sfeue Schuartz

99'er - Feb.
Home computer games dnn t have to be exact copies of
arcade games to be good. A fitting exanple is Frogou, a
new program patterned after the very popular Frogger
arcade game but with a challenge quite different from the
quarter-eating original.

You start with five of the little beasts, one of uhich is
ready to start Juwping from the bottom of the screen
across & nulti-lane highway bustling with traffic. With
gither Keyboard or joystick, this phase of the gane is a
shap. Score 5 points for each successful forward Cupward)
hap.

It gets +tougher at the top half of the screen. Here you
have to  Juwp your pet from one nouing log to the next -
six of them altogether - until you get all the way to the
top of the screen. Score 5B points for each successful
Jump and rack up a bonus of 188 points for making 1t all
the way.

if you are talented enough to get all five of your frogs
across (& truly awphibious landing) you'll be rewarded
with another five frogs - sowmething I'ue been able to
accomplish only once.  Since the logs are mouing at
different speeds and in different directions, 1t takes
steady neruves and precise timing to Jump at just the right
time. If you mniss the log, the little fly-breath will
Jump into  the river and swim away. A hit from a car and
your  frog uwill croak, (Sorry, but I couldn t resist it),
Either way, you losel

Unlike the arcade original, you can stay on a log as it
wraps around  the screen, naking It a bit easier to play,
but in Froggy there's only one log per row. As I said
garlier, the challenge is different from Frogger.

This is a colorful and action-packed game, sure to delight
young and old, and it has lasting play value. The action
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would be faster with a few more cold- blooded cars in each
lane - perhaps more sound effects such as honking horns -
but I'm satisfied with Froggy, and am eager to see what
Extended Software Company will do with my other arcade
favorites, W

0 | LRUPEMD 1N
FEBRUBRY 1995

VOLUME 12
NUMBER 1

By Charles Good

When was  the last time you purchased shing new cartridge
ganes  for your 99/4A. T don't mean the "recycled and
comes  Ih a zip lock bag” cartridges gou get at TI shows
and by mail from TI dealers, I mean virgin "still in their
original manufacturer's shrink wrap container” cartridges
containing games you and the Kids have probably never
played. L.L. Conrer sells Romox game cartridges that meet
these criteria.

Romox  was a Campbell, California, cowpany that sold third
party gawes for the 59/U4R and other computers in 1983 and
1984, These games could be loaded into reprogrammable
cartridoges that were loaded at retail stores that had
Romox's game center, Pay the clerk, insert your reusable
cartridge into the machine, and load your game. Games were
available for HAtari game systems and Cowmodore conputers
as well as for the 33/4A.

Romox  also sold  stand  alone (not  reprogramwmable)
cartridoges, and the rights to distribute these cartridges
were licensed to Navarone Industries in February 1984, The
cartridoges reviewed here are original Rowox products,
purchased from the current L.L. Conner Enterprise catalog.
These are  unusually shaped and really good-looking
cartridges that were "made in Philippines.” Each cartridge
has a sloping top-front that contains a full coloe
artist’s picture illustrating part of the game action,
They are certainly superficially different from the usual
"official™ TI cartridge, but, like the TI products, Romox
cartridoges plug into the 99/4a's cartridge port. Romox
cartridoges come in & shiny copper-colored box with holes
in the box that reueal the artwork of the cartridge
itzelf. These are not generic boxes, since each has the
name of 1ts particular game cartridge imprinted on the box
along with specific gane instructions printed on the back
of the box. If you lose the box you lose the only printed

game docs. However, nost games come with plenty of
on-screen help as well as an  automatic demonstration
tode.

A1l the Romox ganes wake good use of the 99/4A's bells and
whistles., Some games use speech. Each has a catchy musical
tune and warious additional sound effects that play
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throughout  the game. You have the option of turning off
the nusic, All gawes can use Jjoysticks or the Keuboard for
cantrol.

I gave these four cartridoes to my I4- and 16-year-old
boys to play with., They turned off our 386 clone with
CO-ROM, fired up the TI suystem next to the 386, and played
with these cartridoes for a week of afternoons before they
got bored. At least one of the boys had the TI system
going whenever they were home during this time. This is an
indication of the entertainment wvalue of these Romox
games. Even though the games were made in 1983, they uere
new and interesting to the bous, for a while anyuay.

L.L. Conner Enterprise will sell these new gawe cartridges
to you for $18 each, or all four for $38. If you want, gou
can order the set of four wrapped up in & nice red ribbon
with bow for gift giving.

ANT ERTER By Romox

You are an ant Cactually three ants) in a nest in the
ground. You are supposed to tunnel up to the surface, grab
some food, and bring it back to the underground nest. Once
all the surface food is obtained, you go on to the next
level, On the surface Is the deadly anteater, who will
follow you on the surface and back doun into your tunnels
trying to eat you.

The ant is artied with five eggs that it will lay and leave
behind in a tunnel at the push of the fire button. The egg
explodes seconds later, destroging a pursuing ant eater [f
things 9o as you hope. RAlso, ants can tunnel under rocks
in the ground that may then fall into the funnel,
squishing the pursuing anteater. lUhen ugou  aduance to
another  level, wyou get an additional ant Clifel and an
additional anteater appears. At level 2 there are tuwo
anteaters, etc. The speed of the game increases with each
of the nine levels.

HEN PECKED By Ronox

Navarone's title for the exact same game is Chicken Coop.
This 15 my least favorite of the bunch. It has no dewo
mode and  few on-screen instructions. Sowe aspects of the

seem  hard for my little mind to figure out. In this
or  two-plauer game the rooster cowpetes against the
hens. You press the Joustick button Cor O Key) to flap
your wings and go up, and you move the stick Cor arrows)
in the desired direction of wovement,

game
one-

Apparently the object of the gane is for the rooster to
get onto the back of a hen. I wonder what he does once
he's there? Anyway, once contact is made in this wanner
the hen 1= captured and additional hens appear. If contact
between rooster and hen is any other way Cfrom the front
or back or bottom), the rooster dies. That's because the
hern pecked him, instead of wice uersa. Things becone
tricky for the rooster because after the first hen is
captured two hens  appear, when one of those is captured
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two more appear, etc, There way be as many as four hens on
screen sinultaneously, With all these hens floating around
randowly or chasing the rooster 1t is hard for the rooster
to approach the hens in exactly the right orientation. In
the tuo-plager game, players take turns being the rooster
and conpete against each other for the highest score.

ROTOR RAIDERS By Romox

No, the word rotor does not refer to a helicopter. This is
not & helicopter rescue gane. In this gawe the word rotor
refers to a remote control drainage pipe auger designed to
clean qunk out of drains. The object is to move your rotor
around in the sewer maze eating all the droppings (the
docs call them footprints) left by mice. Of course, you
have to catch the mice too, and this isn’t easy because
the mice can run as fast as your rotor. You have to trap a
mouse in & dead end and then roto him to mouse heaven, but
meanwhile more wice appear.

This Is a maze gane somevhat resenbling Pac-Man. Instead
of energy dots there are mice droppings, and unlike
PAC-Man rnew droppings are continuously deposited by the
mice as they run around the sewers. Sowetines your
flashlight will go out and you can't see the maze. ALl gou
can see are  the mice and your rotor. You can still mouve
under these conditions, feeling blindly for barriers. Soon
the lights come on again. There are speed levels, which
accelerate the speed of both the rotor and mice. 0f the
group  of games reviewed here this is my favorite. I like
the music, and the fast action just goes on forever. It is
hard to lose but it is also hard to win, because you can
never quite Keep up with the mice. Finally time runs out
and the game displauys your score,

PRINCESS AND FROG By Romox

This is your typical one-player *frogger™ game with speech
and some interesting variations. You woue your frog across
a field of Jousting Knights and into a moat filled with
alligators and snakes. You Jjump from one mouing aniwal to
another until you get across the moat, but watch out! If
you are on the back of an alligator [t way subnerge,
taking the frog with it. In either the joust flield or moat
it is possible to  Jump both up/douwn and left/right to
auoid obstacles. Left/right jumping cuer obstacles is, I
believe, unusual in a "frogger” tupe of game.

On the other side of the woat 1s a castle with several
open gates. Reaching any gate gives you bonus points, but
ih one gate Is a pair of big red lips, the lips of the
princess. If your frog manages to jump off a snake into
this gate and Kiss the princess, then the frog turns into
a prince. Neat! And then there s this little extra, as
quoted from the game box: "Bonus points are gained by
mating with the Female frog of the moat on the journey to
the castle gates.”

This 15 my second favorite of these four gawes. It is
gasily winnable, which iz something an arcade game binbo
like me appreciates.
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Pyramid of Ooom, an adventure game from Texas Instruments
and Aduenture International - a game I was all set not to
enjoy because 1t was all text and no graphics. I had seen
aduenture-tupe games on other systems with graphics that
change as the story changes, so I thought, "Now how much
fun can an adventure be without any graphics?”

Well, when I plugged in the mnaster Adventure Command
Module and loaded in the Pyramid data base, the completely
unexpected discovery I made was something I really should
have anticipated from my earlier experience with radio
serialst The words provide the story line, but what’s in
your head provides the graphics! Mow, by cowparison, the
graphics on that other system seem silly and childlike in
their simplicity. And although I'm sure that your puramid
probably does not look & thing like my pyramid, I am
equally sure that gours is the perfect one for gou,

S50 here we are in the middle of the desert with an empty
canteen and an unlit flashlight. If you go East, you find
yourself at the pyranid.  Fine, but now what? The "now
what® [s just the beginning of a truly fascinating journey
- that s If you ever figure out how to get into the
pyramid. Hnd watch out for  that small desert nomad! I
wouldn't turn my back on hin too often If I were you...

Once  inside the pyranid, the mystery intensifies as you
track down the treasures and accumulate points. There is a
sarcophagus, & glant ouster, and a mad nuwny to contend
with If you are to find all the treasures. The Pyranid of
Doom will provide a strenuous workout for your powers of
logic and deductive reasoning - pitting you up against a
yery intriguing and demanding maze of clues and trails.
When you finally drop that last treasure in the right spot
and say SCORE - and are thus rewarded with the yellow
screen - the  euphoria  you  experience ouer  this
accomplishment is unbelievable, Get lucKy, and you might
finish Puramid in & few hoursy but a few days - or euen
weeks - 15 the more likely case, however.,

One of the nicest features of the Texas Instruments
inplenentation of the HAduenture Series (consisting of
gleven Aduentures) is the ability to save the game at the
point where ygou are, and to pick up again right at the
paint where you left off. This is also very handy for
going Into places where you Know you shouldn’™ go. . .
Just save the game up to that point, then go ahead and
Jump off the cliff or into the pitl If you meet an
untimely end, you can pick up where ugou left off,
remembering to avold that hazard the next time around. YN
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Yesterday’'s News
Information

Yesterday ' Mews 1= a labor of louwue offered as a source of
pleasure & 1ntormation for users of the TI-99°4HH and Myarc
9EHHA computers.

TI99, 4A COMPUTER FAGEFRDO 99 COMP AR HARMADA FS00
MODIFIED FEE PAGEPRO COMPOZER COMP AR ARMADASTATIOM
WHT ZCEI AMD SCSIZED FAGEPRO Fx ZAMEZUMNG =YMHCMAZTER
MYARC DE@D FOC FPASEPRD HEADLIMER

MYARC ES1ZK MEMORY

HORIZOM 1.5 MEG HRD FPAGEFRO FLIFFER PC_ SOFTHARE

TI REZSE FAGEFRD ROTATIOM DEAD WIMDOWE 9STE
CORCOMP TRIPLE TECH FIXPRO FILECAF

1 S60K 5,25 DRIVE FICAEZ=0 FUELISHER PRHZFPEME

1 SE0K Z.50 DRIVE EIG TWFE IRFAMYIEW

1 7ZOK E,Z5 DRIVE TI ARTI=T FLUS ADODEE DIZSTILLER

1 F7ZOK .50 DRIVE GIF MAMNIA ADDEE RACROEAT
Yesterday s Mews 1= composed entirely using a TI-99-.°44H

computer system. I+t consists of 132 PageFPro pages which are
"Printed” wia R5222 +to FPC to be published as a POF file.
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