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Fest llest '32 takes place on February 15th and 16th at the
Days Inn at SB2 lest Canelback in Phoenix, Arizona.

Chris Taylor, aowner of The Taylor Caompany, anhounces
Concept 99 , an "advanced, expanded and nultinedia®
yersion of the TI-99/U4R, at Fest-lest. The computer’s
development 15 to be funded through the =ale of the
CONCEPT 99 line of software. Although none of the prograns
are yet released, Taylor asks for user input and down
paynent from prospective buyers.

Compradine releases the all assenbly language coded Color
Barmer Maker program weitten by Paul Coleman. It is
designed specifically for the Star NH-1BAE Rainbow
printer.

Mark lacholtz founds Media lWare Software company and
announces  the release of European Creatures, Page Pro
Border Fonts, Artist Conversions, and the Graphic Grabber
Print Module, which is an all new print routing for Bud
Wright's Graphic Grabber label printer.

MICROpendium releases a disk containing 118 Extended Basic
subroutines written by former colunnist Jerry L. Stern,

Sam  Carey of Software and More
releases Grafiks and Music,
four songs.

Chicago TI  User Group  founding  wember Grant B,
Schmalgeme ier dies at 7@ years old on February 11th.

in Portland, (Oregon
disk of three graphics and

Louw Prillips is selected for the Hall of Fame by the Users
broup of Orange County, California.

Joseph M. Syzdek releases Image Wise Display uvd.B for the
Myarc Geneue computer,

TIS3ERS
PRRSED o Page |
PRRSEC TIPS oo Page 3
THE WOICE OF PARSEC +.vvvviiniiiiiiiiiiieninn, Page Y4
HOVENTURE INTERWATIONAL PYRAMIO OF DOOM ...... Page &

PFC  (Program File Cowpressor) from the Netherlands,
written by a 99er nawed Holtman, is released in the United

States. With PFC program image files CE/AA Option & files)
can be run in cotipressed form, i

larcH 199¢:

A cowmittee of hardware manufacturers led by Oon O'Neil
releases a set of manufacturing standards that uwere first
proposed at Fest-llest '92 in Phoenlx, Arizona .

MIDI-Master

Harrison  Softuare  releases  tuo music

Inuentions by Johann Sebastian Bach.

T.I.C.O.F.F (TI Conputer Ouners Fun Fest) takes place on
March 14th in Roselle Park, NJ.

Morm  Sellers  releases  RECOUFIL, an Extended BRSIC
shareware utility designed to assist in modifying & file
header to recouer a damaged file. i
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My pockets finally enplied of quarters, I started for
home.  Ouerall, It was an enjoyable evening - plenty of
yideo arcade action and exctement. Anyone obseruing ne
would have found it bard to believe that I was actually
"working.” That's because my work 1s what others regard as
”PIEH”.

You see, I'm & video gane designer. You'ue probably never
heard of ne personally - even though some of the ganes
I've worked on have achieved a fair measure of success and
are presently gquite popular. I'w not a name-dropper and
don't like to brag, so don't worry - you won't be
subjected 1o & long, boring list of credits and
accomplishments.  Let the others take all the glory; the
pleasure of the work itself is reward enough for ne.

Although T look just ike any other skillful game player
whfle at the arcade - albeit, sowewhat older than the
average "hot-shot® - it's what I do when returning hone

that marks me as a professionalt out comes a large pad of
graph paper and colored marker pens, and on goes my word
processor.  lhat I attenpt to do is make detailed notes of
everything I'ue seen, heard, and experienced. I also draw
accurate pictures of the interesting or unusual screen
effects and dump the euvening’s recorded audic from the
microcassette (in the pocket recorder I always carry with
med 1o & mwaster tape in my library of arcade sound
effects. Each new noise, wusical passage, and speech
pattern nust then be carefully catalogued and indexed. As
you can see, uwe game designers take our research work
seriously.

On this particular evening, sonething bothered we - a
strange feeling I couldn’t quite put my trigger finger on,
As I wade my last entry in the cowputerized diary, and got
ready to pull the big plug and furn in for the night, a
sudden blinding flash of psuchic energy riveted me to hy
ergonanmetric chair and put me into what my worried wife
later described as a trance-liKe state - conplete with
glazed eyes, shallow breathing, and obliviousness to my

surroundings, I had seen 1t. . . the "ultimate” video
gaie!
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The next few days found ne working at a feverish pace -
trying  to get down in some Kind of recorded form
everything I had seen in that rare split-second of
gternity that wost inventors can only dream of stunbling
upon. By mid-week I had finished. Satisfied that all my
thoughts uwere either safely down on paper or recorded on
magnetic media, I packed mwy bags and headed for 59°er
T1-Fest in San Francisco where I hoped to see some of the
new Texas Instruments arcade gaming sof tware.

It didn’t take nme long to zero in on the main gaming

attraction - Parsec. The wivid imagery, spectacular
explosions, and nysteriously monotonic female wolice
echoing all over the hall couldn®™ help but arouse the

conpetitive nature of one battle-scarred joystick jockey
like nyself.

The Computer Gaming Land contest was well underway and I
had & hard time finding an empty Parsec station. Finally,
ong trigger-happy senior citizen blew up his last ship
when his oun laser overheated. Shaking his head in utter
disbelief, he headed for the showers... This was ny
chance. Paying no attention to the glares and stares of
other sbowgoers as I leapt over tuo uwheel chairs, elboued
y way through a visiting users group, and did an end run

around & trio of TI  Judges, I dove for  the vacant
Jousticks  and  imwediately  obeyed  the  mysterious
"electronic lady® when she told we to "press fire to
begin,"”

It wasn t bard for an old arcade pro like me to spot the
elements of Parsec that I first saw in three of the most
successful arcade games of all timet As in Defender and
Scramble, there s the 1llusion of flying over a planets
surface, the multi-level battles with a variety of alien
craft, the required fuel monitoring and replenishment, and
the dramatic explosions sinulated by what appears to be
over 100 pieces of radiating debris. And, as first seen in
the immensely popular Asteroids gane, Parsec contains the
dual elements of maneuvering and blasting to avoid
collisions with deadly chunks of space rock hurling toward
a player'’s ship.

This 15 definitely not to say that Parsec is a "me-too®
game - & silicon copy of any of its arcade predecessors.
On  the contrary, this new Texas Instruments game is
refreshingly  different. For one thing, the separate
elements are cohesively orchestrated into a wisually and
audibly stimulating action and strategy game that is both
gasy to learn and more importantly, creates an environment
Cof miniwum intimidation) where playing sKills may be
progressively honed. This allows players of all ages to
learn from the game and experience the satisfaction of
itproving their scores on a regular basis.

if you don't thirk this is important, Jjust obserue several
players at a Defender arcade machine, you'll only see two
types - the gaming pros liKe me who score a zillion points
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and can stay there a week on change of a dollar, and the
yast majority of players who attenpt to "get into® the
game  with & handful of quarters and never last more than
ten seconds! Without fail, every one of these players whio
suffers this humiliating defeat ultimately swears off the
game and even auoids walking too close to the wachine on
subsequent uisits to the arcade.

Parsec 15 a rare blend of 16-color graphics, huwan-quahty
synthetic speech, animation, and sound effects. It truly
shows off the features of what s cbuiously a maruelous
game machine - one that is, however, marKeted as a *hone
computer.™ If this is any indication of multi-purpose hone
machines to come, the gawmes-only machines Ca la Atari UCS)
will soon be relics of the past.

The natural, life-like speech adds an important element to
the game play. The female synthesized voice (the speech
synthesizer 15 necessary if uou want to hear 1t) enhances
the game by simulating a starship’s onboard computer; it
warns of oncoming alien craft and refueling tunnels,
informs you  when your lasers are "on target,” let’s you
krnow  when extra ships and points are awarded, and
congratulates good performance, Although not recessary for
play, the woice allows you to concentrate wore fully on
activity above the planets surface instead of having to
yisually check messages printed at the bottom of the
SCreen.

If you plan on purchasing Parsec, I suggest you also
invest in some good Joysticks. The standard TI issue I
used at the show performed adequately enough. There were
also a few other brands being sold at sowe of the
exhibitor booths, but I didn't get a chance to try then,
From twy observation of show players, I predict that Parsec
addictees - and this game will definitely foster a fair
share of them - will inevitably experience a case of
" joystick cramps™ In their early bouts with the game. This
results from clutching the JoysticK too tightly in the
heat of fierce combat, After a player learns to relax more
and auoid unnecessary vertical movement and laser bursts,
his or her score should increase dramaticallys the pain
and numbress in the fingers and hand will then also
disappear.

Cf course, wuse of joysticks can be avoided altogether
because the Keyboard has also been progranmed for lateral
and wvertical movement, as well as firing the laser,
Professionals  like nyself, prefer the Keyboard to
Jousticks, The interaction 1s faster and more precise -
but it takes a while to build up the necessary finger
dexterity, Joysticks do, however, allow a plager 1o
comfortably sit back  further from the screen, and they
enhance the realisw of ship control - especially when
navigating  through  treacherous, narrow  subterranean
passages or through dense fields of tunbling asteroids.

But euen though a plauer uses joysticKs, some involuement
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with  the kKegboard 15 still necessary. For exanple,
pressing the number Keus 1, 2, and 3 varies the speed (and
hence, affects the sensitivity of the joustick) at which a
player’s ship can move wertically, (I like Lift 3 for
doing battle with all shooting ships - e.g., the DRAMITES,
URBITES and BYNITES; Lift 2 for navigating my way through
the asteroid belts and tracking the devious Pammlng type
craft - e.g., SWOOPERS, SAUCERS, and low-fluying LTF's: and
Lift 1 for traversing the underground fuel tunnels). A
Joustick user might also want to freeze the action (an
excellent  learning  device, but  frowned upon ik
conpetition) by depressing the console's P Key,

the action and special effects are

The tuo TI programmers Jim Oranis
and PFaul Urbanus [see the January issue for our
"Designer’s Spotlight”  interview with Mr. Oramis - Ed.]
euidentally Knew Just what they uwere doing. Parsec is
indeed & highly polished arcade game. It provides an
excellent "Keep 'em at home® form of family entertainment
(gspecially on a large-screen projection TWJ, and is an
ideal software package - just plug in the cartridge and
press a couple of Keys - for uideo gaming conpetition. Hnd
at a suggested retail of $39.95, the price is right.

Az I said earlier,
skillfully integrated.

Speaking of cowpetition, I didn’t notice when a crowd of
pecple started gathering around me during the TI-Fest
gaming contest, Oeeply inwolued in the fast-paced action -
with ouer 288,888 points and still slightly shaken from
the last surprise attack by KILLER SATELLITES - the
realization that I was rapidly becoming the center of
attention didn’t strike home until a pilercing voice from
the crowd cried out, "bo find the Judge!™ That did it... I
shapped out of my fantasy world of interstellar combat,
quickly turned off the computer Cthus erasing my scorel,
and lickety-split  lost myself on the crowded show floor,
Let the Kids win the prizes; I was supposed to be there
anonutiously - and be working!

How does all this relate to the "ultinate™ video gane?
Let’s just say that Parsec isn't quite there yet. Sure, it
contains the requisite technical elements - a wmixture of
special effects and wachine features that define the state
of the art In personal computer gaming - but there's
definitely room for  improvenent.  Some enhancements I°d
like to see in future generations of space games include
3-0 perspectives; shadows of mouing ob jects; ground-to-air
interactions auxiliary windows in the playing screen for
long-range  scanning  and monitoring other ship functions,
and the deployment of additional weapon/defense systems.

Additionally, I'd like to see the concept of distress
signals and rescue attempts implemented. This wight lend
itself to multi-player cooperation and interaction - e.g.,
the entire family can work together to defeat the enenmy.

I haven't euen addressed the concept of speech recognition
in a video game of this tupe because the low-cost
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inplenentation of this technology is still at least a year
away. But Just imagine - If Instead of having to hit
particular kKeys on the Keuboard to wary your l1ift, you
could werbally comwand your computer, "Lift 1... Reuverse
Engines. - Lift 3...,,"

But enough of this. I'uve probably already told you more
than you need to Know. Rfter all, we game designers must
keep some secrets to ourselues. - 5o go ahead and buy
Parsecy you'll have a ball and might even discouver sone
hand-eye coordination you never thought gou bad. As for
me, 1t's back to the video gaming grid. HacKers liKe ne
gotta Keep on worKing hard to stay ahead of those TI
programmers. . .

I CRUPERD 1L

March 1335
By Uolume 12
Bob Gagle Nunber 2

Wirning at Parsec requires nore than just flying through a
few asteroid belts, landing in the refueling tunnel and
krocking off every alien fighter or cruiser you cone
across. To be a true Parsec master you need good eue-hand
coordination, quick reflexes and, most important, &
wirning strategqy. The following s a careful analusis of
each of the Parsec enemles, thelr (ndividual habits and
peculiarities and a collection of tips for nailing the
little nasties before they destroy gou,

SWOOPERS AND LTF

First, let's take & look at the Suoopers. These enety
craft look like large-winged jets. They come in all colors
and enter from the top of the screen, increasing their
speed as the game progresses.

Never underestimate the power of these ships. Although
they will not fire at your craft, they do have a tendency

to ram into their enemies. When you encounter a Swuooper
try to stay in  the far left hand correr of the screen.
(Actually, it's a good idea to alvays stay as far to the

left side of the screen as possible.) lhen battling
Swoopers you want to move fast, so 1t Is best to use lift
3. In later levels, however, it might be necessary to use
lift 2. for nore precise alming capabilities.

A sleeker version of the Swooper, the LTF will ewerge from
the top of the screen and accelerate steadily. These
multi-colored ships also resemble the Swooper in that they
will not fire upon you. Their speed changes, howeuer, are
much more dynawic. They like to fly low, forcing you to
crash Into the plane. So stay in the middle of the screen
until they come up. The best Lift for this level is 3, but
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be ready to change to 2 in dangerous situations.

URBITES AND BYNITES

Shaped liKe.tiny bullets, the Urbites are armed with two
cannons  each.  lWhen these ships are announced, fly
inmediately to the extreme top of the screen. Because they
follow your vertical wouvenents only very slowly, just moue
and fire. 5tay away from the bottom of the screen, and you
will be safe.

Bunites are wery similar to Urbites, and can be easily
destroyed. Begin as close to the planet as possible, using
Lift 3. When the Bunite comes out, move all the way to the
top of the screen;y fire at it when it gets there and then
move, It works every tine!!

ORAMITES

Oramites look exactly the same as Urbites, but they track
faster and have only one cannon. People say that these
ships are the most deadly eremies in Parsec, but they can
be easily destrogyed by following these hints:

I. HAlways stay on lift 3 because Oramites are quite fast
in tracking vertical mouenent.

2. Start as close to the surface of the planet as you
can.

3. When the Oramite comes out, go up and down while firing
occasionally, letting the ship follow wou  into your
laser,

TRICKY SAUCERS

In my opinion, 1t 15 the Saucers uho are the trickiest
aduersaries because they come from behind, seemingly out
of nouhere, But never fear, they can be destroged. If you
have four or wore ships in reserue, the Saucers will
attack in random patterns. The best thing to do is stay on
lift 2, and fly near the middle of the screen. If you
notice a particular group is coming  frowm  the top or
bottow, wait until they have been destroged, then moue
your ship near their source. If  too many Saucers are
screen, switch to Lift 3. And be carefull Sometimes when
you  fire ygour laser at Saucers on lift 3, it will go
betueen the ship and the exhaust. It you have three or

less ships In reserue, the Saucers will attack ina
pattern starting at the top of the screen and wouing
daun.

KILLER SATELLITES

killer Satellites will appear after you cowplete the
asterold belt on level Y. Entering from all directions,
mowing erratically and firing frequently, these viclous
foes are bent upon your destruction. They attack in randon
groups, at random speeds. The best strategy with these
guys 15 to drop as far back as possible and use lift 3,
because they are wery unpredictable. There is no real
sure way to destroy then.
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ASTEROIO BELTS

Now that ugou are aware of ygour enemies’ foibles and
idiosyncrasies, here are a few pointers to inprove your
ourn performance. When you are in the asteroid belt. aluways
use lift 2, stay at the bottowm of the screen, and fire
continually at the lowest asteroid. That way, If you miss
your  target, you can dodge it and retreat to the
protection of the planet. Occasionally, you may get
trapped; If you get into trouble, use 1ift 3. And be wary
of firing too wuch, overheating is very easy. Also, you
should always use lift 1 in the refueling tunnel.

I have found that in playing Parsec, joysticks do not
respond as well as the Keuboard. Therefore I use the
keyboard with the following finger placenent: Left hand -
middle finger on E Key, pointer finger on ¥ Key, pinky and
ring fingers control the lift., Right hand - pointer finger
on the period Key, middle finger controls pause (P Keyl,
For horizontal movement, I interchange the fingers on my

left hand Con the E and ¥ Keus) to the 5 and D Keys
whenever needed. RAlways anticipate where the enemy is
going, and stay calm while pressing the buttons on the

keyboard.

Renember that until you get accustomed to the Keyboard, it
will be difficult to play, because all it takes is a split
second to get Killed 1f uou remoue your eyes from the
screen!

bood luck and happy Parsec-ingl &

99'er

Feb. 1983
Uolume 2
Number 4

HCH It was your woice that was used as the nodel for the
speech  synthesis on  the Parsec space game. How were you
picked to do the recording?

AR Well, actually & friend of mine was supposed to be
doing the game; that was Bob Hendren. We just met each

other at the first of the week. Ue got to talking and he
mentioned that I had a nice smooth voice. A lot of girls
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have a pretty high voice, but mine was fairly low, and he
asked (f I would be interesteds that was about it.

HCH 0Oid they tell you why they were looking for a female
volce?

AR It was supposed to sound more like a computer, loosely
based on the idea that on 5Star Trek there'’s alwaus a
female wolces and they thought that maube people would
relate to It better,

HCH Uhat about the characteristics of gour uolce? lhy was
your voice chosen for modeling the sunthesis?

AR I don't understand all of it, but the cowputer has to
have a voice within a certain range so that it can pick it
up and then reproduce it later. The other girl's uoice,
for some reason, wash't being picked up.

HCW Is it nwore difficult to digitize, +to reproduce
electronically, a fenale voice than a nale voice?

AR Yes, although I didn’t have any problens.

HCW I've heard your voice referred to as one that'’s uery
trainable., Ooes  that mean 1t's right for the synthesis
process?

AR I think they mneant that whenever my voice is played
back to me through the computer, I can hear if there's
anything wrong CliKe my tendency to pronounce “s™ as "th")
Then I can try to shape my mouth differently or move the
throat differently. That's what they meant by trainable -

I learn really quickly what’s wrong.

HCH Let’s get
like?

into the recording process. What was it

AR Well, there's a booth, and you Just sit down in a chair
and speak into a microphone. They do all Kinds of things:
you should see the computer, They check the sound levels
and try to get any distortion out, and then I just start
reading words off the monitor right in front of me.

HCH Do you wear any headphones and do you hear yourself as
you speak?

AR No, I just speak into the microphone, and they play it
back and let we hear. Then I fix whatever is wrong the
second tine through.

HCH How long does one of these sessions last?

AR Well, it just depends. The first time, it didn’t take
too long, about Y5 minutes. The second time 1t took longer
- over an hour, I think. After that they got pretty
quick. It took about two hours to record all the speech
for Parsec.
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HCH Oo wou have to do things over and ouer again to get it
right for the cowputer?

AR Yes, you have to enunciate, especially the consonants,
You have to pronounce them strongly, otherwise they don't
pick up and you lose K's and t's and s's. I usually go
through 1t once, Jjust to hear what's wrong and then start
trying to do it right after that. It takes a whiley I used
to do three or four tapes.

HCH Uhen wuwou record, do you put any emotion into it, or
are you trying to take ewotion out of the voice?

AR It depends on what the computer prograwmer asks for, If
he wants to be wvery nasty or chiding, then I'11 try to
make 1t that way. And if they want it to be pretty
monotone Like a computer, then I°11 try to do that.

HCW 0Oid uou record just for Parsec, or did you record a
whole list or storehouse of words that could be used in
many different contexts?

AR I Just recorded for Parsec, but of course they Keep
everything on file so they can use it later.

HCH FAbout how wany words or phrases did gou actually
record for Parsec?

AR I'w not really sure - about a page. There were uvery few
long phrases, They uwere mostly three words or so, and
there were about YA of them.

HCH Uhat did gou think of your digital voice in the final
inplenentation of the game?

AR Well it doesn’t sound wery nmuch like me. They edited it
quite a bit.

HCH Let's get into your bacKground a little. Can gou tell
us sowething about yourself?

AR Well, I'w a Jjunior at Texas Tech right now, and I'n a
maJnr in geology, I don®t have angthing to do with voices.
I'ue never done oral interpretation or angthing like that,

HCH Have wuwou lived in Texas a long time? Dbuiously you
don’t have a southern accent.

AR I was born in North Carolina, but I left there when I
was quite young and I've really been living in Texas ever
since I was three. The reason I don't have an obuious
southern accent s because my father was born and raised
in California, and ny nother was born and raised in
Hawalil.

HCH How do gou feel about computer games?
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AR They're fun: I ve always liKed them. I'ue been plauing
then ever since I can remember. My father worked at Texas
Tech: he had a few games on the computer there, and I used
to play with them.

HCH Have you had a chance to play Parsec at all?

AR Yes, as a matter of fact I have. I only played 1t once,
I didn™t do wvery wellt I didn't even make it to the
refueling tunnel.

HCH How did it feel to hear gour own voice in the gane?

AR Well, it didn’t sound so much 1iKe ne.

HCH FAre uou a science fiction buff? Do you enjoy the

tovies or the books?

AR I am. I liked The Empire Strikes Back and also the Star
Trek film, the first one.

HCH Mow that gyou are the voice of Parsec, do you identify
at all with the female computer volce of the Enterprise on
Star Trek?

AR Well no, there’s really almost a million variations. As
I remenber, on the second mouie they even used a nale
uolice.

HCH How do you feel about the fact that soon there way be
hundreds of thousands of people who will hear your woice
in their own living rooms?

AR I don't know, it's Kind of neutral. Magbe if I walked
into & house and heard sonebody playing i1, I'd say ”Heg,
that's neat.” &

aovazwee | 0 | soots rean s HIENT

HI!'\ITE e HI!"\lTE
ADVENTURE U E ﬂ U P E RIVENTURE

B8 svomum or vorw | B8

e =start with Pyranid of Doom, where Scott really begins
putting us through our paces as the adventures becone
increasingly more difficult.

You begin in a desert rear the ancient pyrawid, to which
you, the grauve robber, seek safe access. The desert, of
course, 15 wery hot so you might begin by filling your

canteen or even try a refreshing dip. The desert can hold
many secrets and a little deluing could uncover some of
then. The pharachs® were uvery jealous of their relics and
famous  for their skill in protecting their tombs against
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yiolation - Scott’s pyramid is no exception but a little
caution should see you safely inside.

A preliminary exploration will show may items, but none of
the treasures uou are expecting are inmediately visible.
As with every adventure, 1t 15 essential 1o examine
everything at least once and clean up anything that seens
a little too dirty to handle - but, sometines, poKing too
far into the relics of ancient Egupt could prove fatall

You mway encounter an enigmatic oyster and a rather
suspicious basket - get on with it - are uyou an
aduventurer or Jjust a fakir?

A least you'll have found somewhere to store the treasures
if you've read the message right. Fancy sonwe tasty canel
Jerky - Ugh! It's no use to you of course, but there's
more than one creature about, which is the hungriest?

And now the lnevitable munmy, he seems pretty lively but
you  tight find some way to dampen his enthusiasw and gain
the first obulous treasure. B nuwber of 1tewms are now
revealed and that skull definitely has a winning smile.

A walled up door could present a problem but there’s no
use holding back - a weluet glove is no good at all ...
Feeling around, dazzled by your oun brilliance? Eeeel You
clever devil - you're getting the hang of it now.

Giving soweong a hand (70 could give you & lift up towards
g dismal cell and your meeting with the wost puzzling
aspect of the ogame - the celebrated purple worn, Be
careful is all I'1]l say, it's very easy to die here. Apart
from that, you're on your own, don’t spend too wuch time
here though - there'’s plenty more to do elsewhere.

There’s no one to help you on the ledge but it could be a
good place to lose a couple of things, especially a
ubiquitous Arab nulisance.

At last! A throne room. The really valuable treasures
must be close at hand.,  DOon®t get too flushed with
success! - at least, not yet. The wural is the clue and
what I'll add is, "roses are red, hearts are red, so are
o If you're not too possessive you’ll see your troubles
melt away, not before your eyes but close by,

The rest of the game should be quite straightforuard if

you've got this far and all the treasures will be stored

safely, See - the worm wasn’t that much of a problen, vas

it? &
FYRAMIE BF BEEH

E‘SOLUTION

TRKE POLE, GO POOL, TRKE KEY, E, N, E, DIk, THKE KEY, 3,
0IG, TRAKE STONE, GO HOLE, UWLOCK OOOR, DROP KEY, DROP KEY,

By
JIMSOFT
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GET KEY, U,UNLOCK DOOR, W, GO POOL, GET WATER, E, E, GO
DOOR, LIGHT FLASHLITE, TAKE PISTOL, OPEN SARCOPHAGUS, N,
E, TRKE FLUTE, U, S, S, LAY FLUTE, LOOK ASHES, TRKE
NECKLACE, LOOK FIREPLACE, DROF FLUTE, TAKE COAL, WASH
COAL, N, 60 SARCOPHAGLS, D, POUR WATER, TRKE TAPESTRY,
OROP KEY, G, DROP SHOVEL, TAKE SAW, N , GO ALCOVE, DROP
CANTEEN, TAKE SKULL, LOOK SKULL, W, S, DROP SKULL, N, GO
ALCOVE, TAKE BOX, LOOK BOX, LODK BOX, OROP BOX, TAKE
GLOVE, W, N, WEAR GLOVE, HIT BRICK, S, DROP GLOVE, GO
ALCOVE, TAKE TEETH, W, U, W, N, SAW TABLE, DROP SAW, TAKE
NECKLACE, S, S, GO PASSAGE, N, E, READ HIEROGLYPHICS, OROP
STONE, OROP TRPESTRY, OROP TEETH, DROP NECKLACE, DROP
NECKLACE, TAKE JERKY, U, N, DROF JERKY, TRKE FERRL, U, S,
G0 SARCOPHAGLS, D, 5,G0 LAODER, S, TAKE SAPPHIRE, THROU
RUBY, G, LODK EXPLORER, TRKE PIN, LOOK RUBEIGH, TRKE
CARUING, S, U, O, Ny U, U, N, E, GO ARCHURY, E, DROP
FEARL, DROP PIN, ORDF CARVING, OROP SARPHIRE, U, N, U, S,
G0 SARCOPHAGLS, D, TAKE GLOVE, S, S, GO LAODER, S, THROW
ROPE, CLIME ROPE, OPEN CHEST, TAKE CROUN, PULL CHAIN, GO
STAIRS, O, O, W, O, N, U, W, G0 DOOR, UNLIGHT FLASHLITE,
G0 HOLE, TAKE KEV, U, GO DOOR, TOUCH, GET COIN, E, LIGHT
FLASHLITE, GET SCARAE, W, U, LIGHT FLASHLITE, S, S, G0
LAODER, S, GO ROPE, GO STRIRCASE, WERR GLOUE, OPEN COFFER,
LOOK COFFER, TRKE BRACELET, O, O, U, O, N, U, U, N, E, GO
FRCHURY, E, DROP SCARRE, DROP COIN, DROP CROWN, DROP
BRACELET, U, N, Ui, TAKE SAU, S, GO SARCOPHAGLS, O, S, GO
LAODER, S, GO ROPE, GO STAIRS, SAW WINDOW, GO WINDOW, TAKE
BAR, U, O, O, U, O, N, U, U, N, E, GO ARCHURY, E, OROP
BAR, SCORE
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Yesterday’s flews

Information

i= a labar aof lowe affered as a saource aof

pleasure & 1ntormation for users of the TI-99°4HH and Myarc

9EHHA computers.

TI9a 4A COMPUTER
MODIFIED FEE

WHT =C=I AMD SCEIZ=D
MY ARC DE=@D FOC
MYARC S1ZKE MEMORY
HORIZOHM 1.5 MEG HRD
TI REZEZ

CORCOMP TRIFLE TECH
1 360K 5.2Z5 DRIWE

1 ZROE .50 DRIWE

1 720K 5.2Z5 IRIWE

1 FZ0OK 5,50 DRIWE
Yestoerday ' Newns

computer system.

"Printed” wia R5222 +to FPC to be published as a POF file.

1= composed entirely using a TI-99-4H
I+ consists of 12 PageFPro pages which are

TI-99/4A SOFTHWARE PC HARDOWARE
FAGEFRO 94 COMPAR RREMALR FS00
FPAZEPRO COMPOZER COMPAR ARMADASTATIOM
FAGEFRO Fi= ZAMSUMG ZvMHCMAZTER
EAERRD Hommuinen

FAGEFRD FLIFFER PC SOFTHARARE
FAGEFPRO ROTATIOM DERD WIMDOWE 9&S%ZE
FIXFRO FILECAP

FICAZ=0 PUELISHER FRHZFEMS

BEIG TYFE IRFAMYIED

TI ARTI=T PLUS ADOEE DISTILLER

GIF MAMIA ADOEE RACROBAT

|||||

Ao SparkKdrummer
Atar iHge Forum

] Yester-day "= Nowus
lLPhnenix, AZ S5@27

TI-99UHH Computer User
1224 LWhat Me Worry Lane
Hrny City, Hnhny State

Hry Country

.y LT CELORD LIUTCE-5HUE
SCOTT HOAMS HOVERTUEE GHOST TOWM
FERSOMNHL EECOED KEEFIMG COUFPOMNS
LT CECORPY AHIRELINE DOUBLOOMS
I. FUN & GHMES
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