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Historical Information taKen
from Bill Gaskills TIMELINE

AugusT 1991

Azgard Softuare releases Tris-9648, Typewriter-964@, Page
Pro Sideways Plicture Printer, and Thunbnails for the Muarc
beneuve 964H computer.

Bill Gaskill releases Events Calendar for TI-Base. It iz a
public domain application, written in the TI-Base Command
File programming language.

Pierre [Oelfort of Bagnols, France announces  the
avallability of & newsletter on disk for any TI-59/4A
ouners wishing to subscribe.

Ben Hatheway of Santa Clara, CA releases a version of Stu
Olsen’s Mass Transfer that will work with the Myarc HFOC
(Hard and Floppy Disk Contraller Card). It iz a YB-coluwn
display wversion of Mass Transfer 4.3 that allows the user
to use hard drive paths when uploading or dounloading
using Hmodew or Mass Transfer *Ynoden®. The program will
run on either TI or 9648, This release is 4B colunns only,
Fairware. An BB-column version modified by Randy Moore for
Myarc Geneve 9BYA users i also announced.

Bill Gaskill releases a free Manes Oata Base for users of
TI-Base 3.B2 or higher. The file contains ouer 1358 nanes

and addresses of 99ers and TI-93 supporters. ]
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By Robert Cartiany

Whem I read the descriptive literature about Might Mission
from  Millers  Graphics  ("award winning  progran...
outstanding graphics™) my first thought was (yawnl)
another shoot ‘em up game with probably exaggerated
promotional hype. HAfter all, how many software packages
live up to the promotional literature? But, it is produced
by Millers Graphics so just maybe....

Night Mission poses an  immediate problem when 1t cones
tine to review 1t. 0o you revisw that package as an
arcade game or as a progranming tutorial? It qualifies in
both categories.

Performance: MNight Mission is produced on cassette tape
with a total of five programs on both sides of the tape.
One side contains the Jjoystick and Keuboard versions of
the program for cassette-based systems and the other side
has the Joystick and Keyboard programs for disk systens
along with a LOADer program. All of the progranms loaded
flawlessly and the instructions in the manual Cmare on it
later!) were explicit, clear and well- written,

The game itself is simple and easy to understand. You are
g helicopter pilot charged with a covert rescue mission,
The aobject of the mission is to rescue and transport as

See N, Fage &
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here 1s the new, and
version  of the

Now,
final,
Tigercub Menu Loader.

188 lby A. Kludges/M. Gordon/
T. Boisseau/J. Peterson/B. S
teffen/etc.Version #18, 3/86
118 CALL PEEKCB198,R%:: IF A
<2178 THEN CALL INIT

128 OPTION BRSE 1 :: OIM PGS
C1272,U0127, 30, LLcY@ad s DN
$="1" :: CALL LORDC-3188E, 16
Jve ON ERROR 136 :: GOTO 16@
138 DISPLAY ATC12,30ERASE AL
L:"I/0 ERROR™ :: EUN 106

4@ &,e$,ee,n,A4,B,B%,C,CFF,
0%,0N$,01%,02%,E,F,FLAG,I, J,
ko KO KK LL$CT, LK M, e NS, N, 0
FLAG,P,PFLAG,PGSCY, PR, PPS, 0%
Sy ET T, TTUT UG, 2, W KK
#4,k2,52

158 CALL LINWK :: CALL PEEK :
¢ CALL KEY :: CALL SCREEN ::
CALL COLOR :: CALL CLEAR ::
CALL UCHAR :: CALL SOUND ::
CALL CHAR :: la&P-

168 CALL CLEAR :: CALL LOROC
8196,63,248) ¢ CALL LOADC1G3
7E,67,85,82,83,79,82,48,9)
178 CALL LOAOC12288,129,1395,
126, 165, 129, 153, 182,60

184 CALL LOADC12298,2,4,3,24
#,2,1,48,8,2,2,8,8,4,32,32,3
B,4,910:¢ CALL LINKC®CURSOR™
]

198 CALL CLEAR :: FOR S=1 TO
14 :: CALL COLORCS,7,160::
NEXT 5§ :: CALL COLORCA,?Z2,1E)
'+ CALL CHARCYE,™AR3AYYLCEYR

YLYugea*)

ZAA THC10="d/ " o0 TH(20="d/
o TRCIETLAET e THCYSY
it e T$CE)="pro" ¢ ON A
ENING NEXT

218 CALL SCREENCSI:: CALL UC
HARC1,31,1,960:: DISPLAY AT
1,47 +*TIGERCUB MENU LOAODER™

22l DISPLAY ATCL2,62:"DRIVE?Y
"LON$ ++ ACCEPT ATC12,13)51
ZEC-1JURLIDATEC™ 1234" ) 10N «
b 0$="DSK LONL" "

238 OPEN #1:0%,INPUT ,RELATI
UE,INTERNAL :: INPUT #1:N$,R
oJof 1 DISPLAY ATCL,2)5IEEC
271:SEGSCOS, L,UILY - Disknan
e= "LN§;

24@ DISPLAY ATC2,2):"Availab
le="3K 1" Jsed="1J-K" Prog Fi
lename Size Tuype™:®

T=@ t: TT=J-K

2EA FOR ¥=1 TO 127 =+ IF /2
A<PINT CH/2BITHEN 238

2BA OISPLAY ATC24,10:*Chaoice
? Enter for more 8% :: ACCEP
T ATC2Y, 24 0UALIOATECOIGIT )5I
ZEC-32:K :: IF k=@ THEN 278
v1 TF K28 AND K<N+1 THEW S@8
ELSE 2EA

2 K=1

280 =M+l :: INPUT #1:PGEHCHD
JONG 13, UON, 30, UCN, 200 BE=S
TR$CUCN, 220 IF B$="@" THEN
E$=!!!!

298 IF LENCPGSCNII=@ THEN 33
A

386 OISPLAY ATCH4U, 10:USING
VHEH HHHHHHHHEHH HEH HHH HEH
BN PRECND, UEN, 30, T$CRABSCUL
Ny11)),B%,CHRECABSCUCN, 1<)
¥074320 UT=UTHUCN, 3D

318 CALL KENWCB,kK,STD:e IF 5
T=A THEN 328 :: FLAG=1 :: G0
70 334

328 NEXT ¥

336 OISPLAY ATCH4U, 17:USING
"ad (uit™:N :: DISPLAY AT
K45, 17:JSING "#4# [elete”:N
]

3ud IF UT=TT OF FLAG=1 THEN
364

354 FOR e=1 TO 1@ :: OISPLAY
ATC3,250:™ * &+ OISPLAY ATC
3,257 ++ CALL SOUNDC-99,1
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1A,8,-4,R0:: NEXT @

368 IF FLAG=1 THEN 378 :: OI

SPLAY ATCh4d, 13):1USING " 444
Frint":N+2 :+ DISPLAY ATCHE

5, 130USING "###  Rescan” Nt

3

378 OISPLAY ATCH4E,51:"Cholc

e?" &1 HCCEPT ATCK4E, 16I5IZE

(-3JURLIDATECDIGIT):K

388 IF FLAG=1 THEN Y@@

338 IF K=N+2 THEN 788 EL3E I

F K=N+3 THEN CLOSE #1 +: N=A
i GOTO 194

4AR IF k<N AND K<CON4D THEN

3@

418 IF k=N THEN CALL CLERR :
: CLOSE #1 :: END

42@ OISPLAY ATCH4E, 12)5IZEC]

2):" 49" o1 HCCEPT ATCK4G, 15

JSIZECIIVALIORTECOIGIT) =KD +
¢+ IF KD<L OR KOON THEN 42A

43a IF UKD, 1028 THEN 458

4ya FOR J=1 TO 18 :: DISPLAY

ATCLL, 10" *:*  PROTECTED -
CANNOT OELETE™:™ ™ ++ DISPL
AY ATCLE, 10+ ™ we WEXKT J i
GOTO 478

Y5@ DISPLAY ATCK+E,1)5IZEC2T
JBEER:" Uerify - Oelete ™3Ph
$CK00"7" 1r DISPLAY ATCH4E,
28ISIEECLI™y™ v ACCERT ATC
Htb, 28 )5IZE (-1 JUALTOATECYN®
10§ 0 IF O$CG"Y™ THEN Yva

4E@ DELETE D$LPGHCKD)

478 CLOSE #1

43@ CALL UCHARCI,3,32,B72)::
N=@ t: H=B :: FLAG=@ :: GOT
0218

438 IF K<1 OR K>127 OR LENCP
G4CKII=@ THEN 338

SRR A=ABSCUCK, 100 B=UCK,2)
1+ IF A=5 OR A=Y AND W(K,22=
254 THEN 86@

518 DISPLAY ATCI12, 10ERASE AL
Lt*Print to 7 5"t " (Plrinte
r*e*(Screen? M (0D 1KY
ACCEPT ATCI12, 12)5IZEC-1JUAL
IDATEC"PSO"):0% &+ IF D$="5"
THEN PP=@ :: GOTO S4B

G2@ IF O4="P" THEN 538 :: [I
SPLAY ATC12, [JERASE ALL:"F 1]
enane? 0SK" :: ACCEPT ATCI1Z,
I4):CF$ t+ CF="DSK™LCFS

C=(SEGSCD$, Y, 1)=5EGECCFE, 4,1
13t GOTO S4AE

538 CALL CLEAR :: PP=3 :: GO
SIB Bua

S4@ CALL CLERR :: CALL SCREE

NCIED1:: OM A GOSUB SS50E,568
A,6206,6388 :: IF 04="D" THE
N 4ae@ :: ON A GOTO 706,578
A,E4Be,E4AA
SER eg=0$LPGSCKI:: IF A=1 TH
EM OPEN #2:@%,INPUT ,FIKED E
LSE IF R=2 THEN OPEN #2:8%,I
NPUT ELSE IF A=3 THEN OPEN #
2:ef, INPUT ,INTERNAL,FIKED E
L5E OPEN #2:e$,INPUT ,INTERN
AL
SE@ IF ($="0" THEM 578 :: ON
A GOTO B3@,638,508,680
G708 K¥=HK+l t: IF A<3 THEN L
TWPUT #2:LL$CHHIELSE INPUT #
2iLLETHAD
GBE LK=LK+LENCLLSCHKI ) IF
EOFC2<x1 AND LK<BEBA AND XA
{4A1 THEN GOTO 578 &+ ELSE I
F C=-1 THEN D1$="master"™ ::
02$="copy" &+ GOSUB 778
598 IF OFLAG=1 THEN GOTO E1@
ELSE OFLAG=1
BAA IF A=1 THEN OPEM #4:CF$,
QUTPUT,FIKED B ELSE IF R=2 T
HEN OPEN #U4:CF$,0UTPUT,URRIRA
BLE B ELSE IF A=3 THEM OPEN
#U:CFS, 0UTPUT, INTERNAL ,FTHED
B ELSE OPEN #4:CF$,0UTPUT,I
NTERNAL , UARIABLE B
B18 FOR J=1 TO XK ¢t PRINT #
YrlL$CJate NEKT J ot KH,LK=8
1+ IF EOFC2ITHEN CLDSE #Y4 :
¢ C,0FLAG=8 :: GOTO GRA
B2@ IF C=-1 THEN D1$="copy®
1t [24="master™ :: GOSUB 778
1+ GOTO 578 ELSE GOTO 574
B3@ LINPUT #2:ll$ =+ PRINT #P
P:li$ =+ IF EOFC2ITHEN EE@
B4B CALL KEYCA,K,S2:: IF S=A
THEN B3@
BRA CALL KEYCR,K2,52):: IF 5
2¢1 THEN B5@ ELSE 638
BEA CLOSE #1 :¢ CLOSE #2 ::
PRINT *  »iipress any Keydd
{!!
B78 CALL KEYCR,K,5T):s IF 5T
{1 THEN B78 ELSE Y4B@
B2@ IF EOF(2)=1 THEN EEE ::
IWPUT #2:M$ :: IF LENCM$I=3
THEN 788
B30 PRINT #PP:M$ :: GOTO 775
88 FOR Y=1 TO 8 ¢ @e=ASC(S
EGECME, Y, 100 TF ee32 OR @
8> 127 THEN 728
718 NEXT ¥ &+ GOTO £9@
728 F=1 t: E=ASCCSEGHCMSE, 1,1
10ty M=RSCCSEGHCME, 2,100 T
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F E=A AND M=B THEN GOTO 74A
ELSE IF E»128 AND M>128 THEN
F=-1 i+ E=255-F :+ M=2EE-M
738 FOR I=1 TO B ++ M=MCHSC
(SEGECME, I+2,1)0)/18R-1 2 N
EXT T ¢ M=MxFx186~(E-64)

4B PRINT #PP:M

758 CALL KEY(R,K,5):: IF 5=H
THEN E2A
TBA CALL KEY(R,KZ,32):: IF 5

2¢1 THEN 7&@ ELSE G5
78 OISPLRY ATC1Z2, 1JERASE AL
L:"Remove ";01%;"™ disk™: "I
nsert ";02%:" disk"t "Press
ENTER" :: CALL KEY(H,K,5T):
+ IF ST=@ THEN 778 ELSE CALL
CLEAF :: RETURN
78A GOSUB BYA :: PRINT #3:5E
GECO%, 1,408* - Diskname= "&N
§
798 PRINT #3:RPT$("*",28):"A
yallable="y358-UT;"lsed="UT
IRPT$C"~*,28)
BAA PRINT #3:"FILENAME SIZE
TYPE™ :RPT4C"_",28)
818 FOR P=1 TO N-1 =: PRINT
#3:PESCPISTABCIGUCP, 305 TRE
(2803 T$CABSCUCR, 12205 TRBCZS]
$MCP, 203 TRBC31) sCHR$(89%ABST
WOP, 124A00 s NEXT P
828 DISPLAY ATC12,3)ERASE AL
L:"(PY to print again™:® (R
1 to rescan™™ () to quit”
838 ACCEPT HTEIE,HJUHLIDHTEE
"POR®ISIZEC-1JBEEP:04% :: IF
A$="F* THEN 738 :: CLOSE #1
it N=@ :: IF Q$="F" THEN 194
ELSE END
B4A IF PFLAG=1 THEN RETURN E
LSE PFLAG=1 :: DISPLAY ATC2Y
y LJ:"PRINTER NAME? PIO™ :: A
CCEPT ATC2Y, 15ISIEEC-140:PPS
85@ OPEN #3:PP$,URRIRBLE 132
it PRINT #3:CHR$(272:"B";CH
RECZICHREC2TD "M s CHREC 1B 3
CHREC27)5"N* s CHR$(E) ++ RETLR
N
BEA CLOSE #1 :: IF SEG$CPGESC
kK LENCPGSCKD D, 10="%" THEN O
ISPLAY ATC12, 1JERASE ALL:"RE
TURW TO BRSIC AND LORD BY*:®
TYPING OLD *;D$&PGECKI:: 5T0
P
878 CALL PEEKC-31952,R,B)::
CALL PEEKCA=2564B-65534,A,B)
i+ [=A¥2CR4B-EE534 :: A%=0%k
PE$CKI s CALL LORDCC,LENCR$)
]

888 FOR I=1 TO LEMNCR$):: CAL
L LOADCCHI,ASCOSEGSCAS, T, 100
Jet NEWT T t¢ CALL LOADCCHI,
Al
899 CALL UCHARCL,3,32,672)::
CALL SCREENCEJ:: FOR 5=@ TO
14 +: CALL COLORCS,2, 10t N
EXT § ¢ OISPLAY ATCIE2,22:"L
OADING ™A%
988 RUN "0SKK. 1* 234567394
This wversion turns off the
uit Key, restarts itself
rather than crashing on an
I/0 error, and has pre-scan
for  faster startup. It
displays disK name, sectors
avallable and  sectors
presunably used - It also
totals  up actual sectors
used and sounds a warning if
any  sectors are  not
accounted for.
It lists up to 127 prograns
and files by  number,
filename, number of sectors,
program o file type, file
record length, and
write-protection. It will
stop for menu selection o
any Keupress or at the end
of each screen, continuing
on Enter. It will load and
run any program that can run
from Extended Basic,
displaying its filename
while  loading. If the
filenawe  ends inan
asterisk, 1t will warn you
to return to Basic, It will
delete  any  unprotected
program or file, after first
requiring werification by
filename, and will infors
Yo if the file s
protected. It will read any
readable  file, including
internal numeric, and list
it to screen or printer. It
will dump a catalog of the
disk to your printer, and it
will offer the option of
quitting or rescanning the
disk or another disk.  And
it's free, I donot even want
a freeware donation - but I
would  appreciate  If  you
would take a look at my
catalog  and  see if,
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sonewhere  among  those  14E
prograns,  there might be
something  you  would  be
willing to pay $3 for? The
Menu Loader is included as a
free bonus on every disk I
selll

18@ CALL CLERR :: RANDOMIZE

¢+ DISPLAY ATC3,40:"TIGERCUR
MATH PUZELE™

185 DISPLAY ATCE, 1):"Level 1
y &y 3 or 47" 2 ACCEPT ATCE
y2LJURLIDATEC™ 1234" JeLg tx L
=JALCLE)

186 IF L<3 THEN M$="Inzert +
y =y or ¥ (nultiply)® ELSE M
$="Inzert +, -, ¥ Cnultiply)
or / (divide)”

L1 DISPLAY ATCE, 1D:M$s" bet
ween the digits™™ to equal

the tnfal” MType 0 to give

up®
138 DISPLAY ATCI2,10:™ * o

T H=INTC9%RND+1):: M$=STR$CK
Jio 74N 7

148 FOR J=1 TO 4 &+ YCID=INT
(9RND+10:: e=34ABSCLS21:: £
=INTCexENDH1D:: ON 2 BOSUE 2
A, 258,268,270 & Z§=Z3L3TRS
CYCIDOR™ ™ v NEWT J

158 IF L/2<oINTEL/2IAND T<0I
NTCTITHEN 138 5 Z§=28"="L5
TR$(T)

IEA DISPLAY ATCIZ2,10:2% O
T5PLAY ATCLE, 1D+® ™ & OISPL
AY ATC=2@, 10" " ¢ OISPLAY A
TiEg, 1"

178 P=2 «: FOR J=1 TO 4 :+ R

CCEPT ATC12,PIURALIOATEC  O4-¥
M ISIEEC1D:58

188 IF 5$="0" THEN 2PR EL3E
IF 54="4" THEN H=k#V(JIELSE
IF 54="-" THEN H=K-V(JIELSE
IF 54="#" THEN H=kxV(JIELSE

H=R/Y ()
198 P=P+2 +: NEXT J #0 IF K=
OISFLAY ATC1E,

T THEN 238 ::
11+ URONG ™

2AA DISPLAY ATC28, 11+ ANSHER
I5 ";M§

218 DISPLAY ATCZ22, 11+"PRESS
ANV KEY®

22l CRLL KEY(@,K,5T):: IF 3T
<1 THEN 228 i+ GOTO 134

238 DISPLAY ATC18, 11+*RIGHT!
" GOTO 218

24A ME=MEL "+ LETRECV (DD e T

=T+Y ()3t RETURN
258 ME=MEL"-"LOTRECMC DD T
=T-Y(JJtt RETURN
2EE ME=MEL ¥ LOTRECM (DD T
=T#(JJtt RETURN
278 ME=MEL® MLSTRECMC DD T
=T/ (JJe RETURN
Enjoy! Jin Peterson
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COMPUTER SHOPPER
By Novenber [585

Randy Holconb

16/32 Menory Card

Top Radio Supply

Kit: $75.08 + $3.88 SH
Assenbled: $125.60
(Includes return postage)

Ok, I'll admit from the start that I have a bias on this
product  as I helped design it with the help of
Steve Borowiak from Top Radio Supplyl.

This product came to light from a conversation that was
held a long time ago by myself, Steve and Andy Cooper (the
p-System wizard of the TI Cownunityl., Andy nade the
realization while playing with a bus analyzer on a TI
systen that if you do certain things to the control lines
the processor runs at the full bus speed of 3 MHz (which
i the speed that the system ROM and the scratchpad RAM
get accessed at). Steve and I got to thinKing that if
someone  could put expansion memory inside the console
across  the 1B-bit bus, Assenbly Language performance of
the 99/4A could be dramatically improved. The result is
the 16/32nemory card uwhich does place the 32K of memory
across  the 1B-bit bus and does improuve performance. You
may have rnoticed that I said "Assenbly Language
performance® uersus Basic/Extended Basict Both Basic and
Extended Basic are under the control of GPL and as such
are slow (though HAssembly Language routines called from
these enuironments should run faster with the 16/32 Memory
Card installed).

How wuch faster do programs run with the 16/32 installed?
Examing Table 1 for some exawples of the performance
increase under the products listed.

Right about now you're probably asking ™How compatible is
this product? 78%7 88% 7 188%7 What hardware or softuare
wan't work with this card? The answers are as follows:
The card 15 32K of mewory that sits inside your console

across  the 1B-bit bus, giving you increased speed and
performance. If the code that you are running has softuare
timing loops that are at all critical there 15 the

likelihood that the code way not run properly, which is to
be expected. So far, I myself have not run across a plece

of legitimate software that has NOT worked with the 16/32
memory card, (I did try a "cracked” version of Atarisoft’s
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Dig Oug but it died as it put up the playing field, and
noy, I do NOT have that "cracked” version of code in hy
library, thank you.)

If you have any of the 128K cards there is a little
surprise walting for yout with the 16/32 card installed it
will NOT recognize it as the control line is not brought
out. Hs a matter of fact you can have a 32K card in your
PEE and a 16/32 in your console and 1t will ignore the 32K
card as well. Should you desire to have the old 32K card
available, Top Radio Supply will tell you how to install a
suitch to do this so gour 128K inuestwent isn’t thrown out
the window.

I recommend the installed version unless gyou have access
to & wacuum desoldering station or are willing to spend
several hours using solder-wick attempting to desolder the
TM59988 processor from  the console's motherboard. (1
managed to wipe out one of ny spare consoles attempting to
desolder the TM53398 from the motherboard.] Also, the Kit
comes with only a 3B-day warranty; and if you somehow
manage to mung Cmodify wuntil no good) your console during
installation Top FRadio Supply will charge $58 to rectify
the situation. The assembled version (where you send in
the console) carries a l-year warranty and in addition fo
the warranty the power supply is nodified to reduce heat
digssipation and to handle the Increased current load
required by the 16/32. Fortunately the 16/32 uses CMOS
B2E4 8K x B SEAMs so it doesn’t draw that much power.

I have been running wy own system with a [6/32 Mewory card
for ouver three wonths now and I can honestly say that it
works. I have also noticed that my sustem doesn’t crash as
much as It used to. Az a matter of fact during the
benchmark test of assembling Fast-Term the stock system
configuration would lock-up right after it displayed the
"BBAR ERRORS™ nessage, uwhile the 16/32 went 1o a clean
end. Euen If I didn’t have a hand in this, I'd still buy

11! Bl
Figure 1

FUWCTION 16/32 Menory  Regular 32K

TI-lriter:

Load of 85-sector file 33.6 secs UA.E secs

With word-urap off: 1.5 zecs 11.5 secs

RS /ta/TO/

delete 258 line I min., 14 secs 1| min. S@s

Multiplan:

Sort 1 ltens in 27.3 secs 39.3 secs

spreadsheet (14 chars long)

Editor/FAssenbler:

Hssenble Fast-Tern 18 min, 48 secs 12 min. 17s

HYST HAVE HIRE SPLLDY
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By
Oana Nichols

Sauing  the world was never so challenging or funl
buardian, by Kevin Crowder, is the latest and by far one
of the best game programs written for use with the
Editor/Assenbler in the present market.

buardian 15 a one or two player gawe, and each category
consists of  four levels of difficulty. The object of the
game 15 to preserve the eight energy pods that prouide
food, comfort and entertainment to your city. Intent on
stealing these pods, evil robots Cin full force) fill the

screen,  Once the robots steal all the pods, the city and
gugryane  Iin 1t comes under their control and the game is
ouEr.

The action is super-fast, the graphics and color are good
and the game itself can continue indefinitely. Although
playing solo s exciting enough, the two-player option
must be experienced to be believed.

You and your opponent are allies in combat, but are still
yying for individual points. You strive for a comwmon goal,
to save the pods and the city from the evil robots, but
you  still can beat your opponent i total points,
Strategies are involved in allowing your ally to help you
rid outer space of many of the aliens, then externinate
the opponent when you feel you can blast the remaining
robots single-handedly to tally your score even higher,

You have an advantage in Knowing when an  eneny has
pilfered a pod; he turns uwhite, the color of the pods
themselues. Howeuer, when you dissolue him into oblivion
to regain possession, the pod remains where the enemy uas
downed. This is when your peripheral version wust be at
its peak. The remaining enemy robots come at the pods frow
any and all sides, and can plck up the stray pods at
will.

Borus pods are awarded for high  scores, and you Keep
playing until the robots make away with all the ill-gotten
booty.

buardian is a tust for the serious space gawe player and
can be played by all ages for hours on end. The gane
requires the 99/4A, 32K memory expansion, disk wemory
systew, and Editor/Assenbler cartridge. Guardian is
available for $29.95 from Softmail, Incorporated, P.0O. Box
M5, Rockwall, TH 75887.
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By

Erin

0'Conner 93er

and August 1983
Debaorah Uolume 2

At 1ty Nunber 16
Way out in the galaxy, houering ouer a small moon in the

bamma-Hydra system, uyou r starprobe is poised, ready to
descend  into who Knows what nefarious Kuolian activity in
their underground military base. You are calm because you
don't face any personal danger. Your remote control via
the NIC (Near-Infinite Communications) bean will quide the
starprobe down  into a cave on this woon. Your wission is
to Knockout the threat of Hyolian attack. When the probe
reaches the Huyolian cave it nust thread its way through
one of tuo  narrow  openings  and then  through a
geometrically regular maze of Kyolian construction. Along
the way 1t will encounter fuel depots and ammo duwps, then
in the lowest part of the cave defensive laser
installations that mwust be destrouyed before it can reach
the bottom.

You have tuo types of weapons - OuasiThermite bonbs and
the SuperBeawm. The 0T bowbs are effective against amno
dunps and fuel depots but have no effect on walls or laser
machinery., The 5-Beam iz much more powerful, destrouing
anything in 1ts path but uses a great deal of precious
fuel and ammo - so use it only when absolutely necessary.
Houering and firing the S-Beam use up uour supplies, but
you can replace gour limited fuel and awmo by destrouing
the Huolian fuel depots and amno dumps with the 0T bonmb.
The 5-Beam completely annihilates, so it can’t be used to
saluage fuel or awmo. A Pause Key allows you to freeze
play and also monitor your depth, fuel, and aumo.

Starprobe 99 opens  inpressively with three-dinensional
monolithic title letters. Less impressive are the screen
instructions which follow and the screen displaus of
running score  and amounts of fuel and ammo left. These
purple letters on a black screen are difficult to read at
best. Perhaps this is not a problem on the author’s color
W, but for use on a TI wmonitor, a different color
conbination would have been more appropriate.

This unpromising feature is more than offset, however, by
the colorful renderings of cave and maze featured in the
ganme’s successively difficult levels of play. The gane
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starts at an encouraging level for beginners, and the
yaried obstacles in succeeding levels of play prevent the
gane's becoming tedious.

excellent use of vertical scrolling to giue
of descent. The graphics and colors are
although the self-generating maze close fo
the "botton™ of the ¥uyollan cave needs to bemore sharply
defined. The "play again” routine is swift, for almost
continuous play.

The gane nakes
the [llusion
eye-catching,

e found though, that the starprobe (s sometines slow to
respond  to the Keys. Although the rate of descent
(scrolling) is easily controlled wia the hover-thrust Keu,
movements to the left or right can seem rather laborious,
and at times the low response results in what seens like
an unfair explosion (you losel) of your starprobe. This is
the most frustrating aspect of the game. You find yourself
frantically pushing & Key while your oblivious probe
continues to drift down to crash against a wall or into
the path of a Huyolian laser.

And while we're quibbling, we might wention too that anmo
dunps and fuel depots seem indistinguishable from one
another. H plager can't tell if he'’s restoring his fire
capability or his ability to hover. The documentation is
not  too helpful on this point. At one point it offers the
caveat, "Part of the enjounent in a game of this type
cones  from the gradual discovery of the *hidden’ rules of
the game." This may be true of sone aspects of the game,
but we would have appreciated documentation that explains
how we might detect the difference betueen fuel depots and
ammo  dumps  and  sowe  account of what that attractive,
self-generating maze encountered at the nethernost depths
of the cave might be. The objective, of course, is to go
a5 deep as possible (5,B@88 M 15 a decent scorel, but the
unexplained objects encountered along the way leave
players feeling rather nystified, and it all seews rather
inconclus ive,

Despite the rather sketchy documentation and occasional
lapses in performance, Starprobe 99 is engrossing. The
graphics are interesting, and the graduated levels of play
keep the player at the Keuboard. The game is & good
exanple of the triumph of process over product; that is,
players get so absorbed in the various levels of play that
they don't really wind having only a vague idea of the
scenario and ultinate objective. i

Uoluwe &  MNumber B
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many men as you can, fiue at a time, to a ship waiting
off-shore. ALl the while, you must auoid tanks, planes,
missiles and eneny helicopters.

Each of +the leuels starts with a "Tank screen® and ends
with a "Ship screen.” R complete description of the gane
scenario and scoring is also provided.

The graphics are excellent. The characters are sharp and
well-defined and the response In both  Joystick and
keyboard wersions 15 wery good. Craig Miller and Mike
McCue have used three characters to depict gour helicopter
flying forward, backward or in level flight. There are
also nultiple characters for the animated passengers uwho
are the object of your nission.

Eueruthing is so well dore that it is difficult to believe
the program s uritten in Extended BASIC rather than
assembly language - it is of true arcade quality. The
action 1s fast, furious and very engrossing. I had trouble
getting wy Kids to quit playing Night Mission - so I
could!

Ease of Uset The programs load easily from cassette and
the disk wersions are easily reloaded by following the
clear, concise instructions. The basic idea of the game is
sinple  and easy to understand. Euen nmy  18-year-old
understood the ogame the first time he played it without
any trouble.

Documentationt The package comes with a 98-page booklet,
That's right, 98 full pages! The first tuo sections deal
with loading the game and a description of the gane
scenario and the scoring.  Just what you would expect in a
first-class gane.

What follows is of special interest to those of us who are

interested in the "why's™ and "how’s® of programming. The
next section 1s a tutorial on Boolean functions, in
particular, the function "AND*. The uses of "AND" in

progranming  applications are explained far begond the
paltry two-page discussion in your Extended BASIC manual.
What's wore, this short course s understandable.

The next section 15 a complete description of the
character sets, characters, colors and variables used in
the actual prograw. ALl of this (s a prelude to the "neat”
of the tutorial which follows.

thrust of this extensive documentation Is 3
conplete  dissection of the program and an in-depth
tutorial in Extended BRSIC programming.  The progran
itself is dissected on a line-by-line basis with each line
being  thoroughly explained. All of the professional
"fricks of the trade” that were used to create Night
Mission are explained. This "flow chart” approach is the
most comprehensive graphics programming tutorial that I
have seen. It touches on all aspects of sprite control and

The main
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character definition. [Users can use the "flow chart® 1o
increase or decrease the difficulty of the game - Ed.]

In addition, there iz a short section with sowe documented
CALL PEEKs and CALL LORD=, some of which appeared in The
Swart Prograuwmer and others of which are completely new.

The appendices contain the complete listing of all fiuve
prograns as well as the character diagrams and hexidecimal
codes for each.

The docunentation presents a unigque and complete approach
to a progranming  tutorial as well as the first-class
explanation of a top-flight arcade gane.

Ualuet The Night Mission package is one of the best deals
around. Either the game itself or the manual, marketed
separately, would be well worth the retall price of
$19.95. The gawe 15 of true arcade quality and s
comparable  in wvalue to the very best on the arcade gane
market today. That, combired with the extensive and
thorough documentation, makes Night Mission the latest
outstanding contribution from the already iwpressive list
of Millers Graphics introductions. i

HIGH SCORE MICAOPEND LM - Oet BB - Uol 3,No 3 - Ray Kazmer
The following comes from Kazoco Infernaflnnal, P.0. Box

44a23, Sylmar, CR 31342:

Thogse of us smart enough to be owners of Miller Graphics
Night Mission already Know 1t 15 educational, as well as
entertaining, Its documentation alone is well worth the
price. lWith this in nind, Kazoo International in no way
presuies our change 1S an  improuement, but rather an
addition. Euen so, once you've Keuyed in this high score
feature, we think you'll agree that it looks, sounds and
acts as if it belongs there.

You mnust first change three existing lines in the game
prograns called NMJOY and NMKEY but make no changes to
LOAD. Here are the lines, including changes:

1A CALL MAGNIFYC32:: CALL SC AHARAS™LE$L*SEUYAEAFBEYEZEIF]

REENCZ):: GOTO 3@ #: CALL KE FFTCHEFE™)

Yours CALL JOVST ¢ CALL S0UW 268 IF & THEN B=B4Zx1HAEA ::

0 #: CALL PEEK #: CALL HCHAR  GOTO 74A ELSE CALL CHARC1A3
t+ CALL UCHAR :: H5 :: MRX  ,"FFEIBFABRFEISIFFFFEIETIS1S

22@ CALL COLORCIA, 1,10+ OIS ETBIFFETRSBSBOBOAOARDETEVASAS

PLAY ATCY, 160" &+ CALL CHA BORSASRSET™)

RC1A3,E$4"CSARAAAE LE IFFFFFFAG

Mext,
NMKEY :

you  tiust add three entirely new lines to NMJOY and

Page B
272 DISPLAY ATCT, 7)Mo m 1 o t: DISPLAY ATCT,72:™" o QIS
® tt HS=MAM(CHS,S5C)e: IF SC<KH PLAY ATC?,7)t"om 1 o ™ASTR
S THEN 278 ELSE CALL COLORC1 $CHS):: CALL SOUNDC-1,Y4EY,3d
A,6, 10 DISPLAY ATC?, 1EI4HS  Drr NEKT X

274 FOR ¥=@ TO 27 STEP 3 ¢+ 278 CALL COLORC1@,6,17: DIS
CALL SOUNWOC-155,558,H,G57,%)  PLAY ATCY, 16D #HS

That's all there is to it. Remewber to SAUE your altered
progran  to & new disk Cinclude LOAD) rather than to your
original game disk. Kazco welcomes any cowments on this
change. Mail comtents to the aboue address. i

Howard Uman, of Randallstoun, Maryland, writest
I got

addition in
International.

inspired by the (Night Mission) High Score feature
the October 1986 User Notes by Kazoco
I figured if they could add a high score
feature, I'1l make it save it to disk to haue an ongoing
high score.  Ukan’s mnodifications are in two parts. The
first 15 a single program line that sets up the high score
file. It should be executed separately. Simply enter the
line and RUN 11, Here It ist

188 0OPEN #1:"03K1,HIGHSCORE"
i+ PRINT #1:8 &+ CLOSE #1

The second part consists of tuo lines to be added to the
Night Mission WMJOY program and one line to be modified.
Here are the additional lines:

1 OPEN #1:"D5K1.HIGHSCORE", I

NPUT ++ IWPUT #1:HSCH;:CLOSE
#] :+ HS=UALTHSCE)

231 OPEN #1:"D3K1,HIGHSCORE"
t+ PRINT #1:5TR$CHSD++ CLOS

E #1 #: END

Here 15 the line to be modified:

238 IF T=B3 OR Y1 THEN 220 E
L5E IF T=78 THEN CALL DELSPR
ITECALL):+ CALL YCHARCL, 1,32
, TEBIELSE 28A

Save  this modified WMJOY file and load it using the Night
Mission load prograt.

The program will now read the high score at the beginning
of play and saves the updated version only after plag is
canpleted.

frevevedddy edvreevrrad
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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.

Ide vt haud an attituds prcblevn, Yoo haud o pErcfpticn prebl2wn,

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.

Yester-day "= Nowus
Ao SparkKdrummer
- Htar iHge Forum
l-’[ Fhosnix, AZ S5E27
I
!

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

Hry Country
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LAMGUAGES DOISKELWASHER
OISKASSEMELERE DOEARW *NEPLOT
COBLIMNS STHE MISSION
TEXHS LIGHT SHOOTEERE
HMIGH
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