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'he Gamer’s Connection

PO Box 702  Graffon Wi &3024 (474) 3754635

Greetings ... and welcome to the second issue of 7/e Garmer's Connection.

Well, in the near future, | really hope to talk about much more relevant and interesting topics
than the magazine, but at this point, | feel the need to keep our subscribers informed. This
concerns mainly format changes, but also some other factors, such as additions to our staff
and so forth.

Anyway, our major improvement in this issue is the change to a much more pleasant looking
typeset font. This should help make the text much easier to read and simply give the magazine
an overall better appearance. Anocther internal change that | think you will like is the
enhancements in the artwork within the magazine. All the work is original and adds a lot to the

enjoyability factor of reading a computer magazine. We certainly hope you like it.

Concerning your submissions, please keep them coming! We have found out just how much
“unknown” talent there is out there by some of the outstanding programs you have submitted
to us. Don’t stop now!! Many of them will be published and several of you compensated.

OK, enough about the magazine for this letter, but | would like to add one last thing before |
close. Jeremy Jurek (our managing editor) and | will be in attendance at RAINBOWfest in
Princeton, NJ October 21-23. We hope to see some of you there!

Take care and best wishes,

2k Fv.

Mark Kaiser
Editor/Publisher




Valley of the Magi

Presenting our newest mind-shattering escape into the unknown - PALLEY OF THE MALI/ Feared by
the countryfolk, despised by the holy, and shunned by all that is good and righteous - the shadowed valley
lies silent. Everything within its sinister borders seems to have an unnatural, unholy aura throughout. An
aura of power....

At the heart of the valley rests the fortress of the Magi,
keeper of the Blade of Balinor - sword of swords. Destined NOW ONLY

to become a classic. Onder your copy today! $9 QS

32K ECB Minimum / CoCo 1, 11, or 111 - Please specify €.0.D. add §2.50

taj disk.
pe or W1 residents add 5% sales tax.

Adventureware Products, 395 Riverview Dr., Grafton, W1 53024
Lustomer service line: (414) 575- 46355

SUBMIESSIONS

The Gamer’s Cornnection is staffed by several qualified writers and programmers and is
contributed to by many more. Nonetheless, we are constantly looking to find new talent
within the Tandy Color Computer market. If you have an area of expertise, or simply feel
you have something to offer to the CoCo community, we urge you to consider being
published within 77#e Gamers Connection. Any and all articles, programs, fiction,
cartoons, etc. submitted will be thoroughly reviewed for publication. However, your
material must fit in with the genre of this magazine. If you expect monetary compensation
for your work then you must state so when submitting your material. Although,
submissions not demanding compensation are more likely to be published, uniess the
material is of high to very high quality. All submissions not stating the need for
compensation will be viewed as appreciated and welcome contributions to the magazine.
All work published will be accredited to the original author. Please do not send in public
domain material unless you are the original author. Programs must be saved on tape or
disk in an ASCIH format and an accompanying hardcopy would be most appreciated.
Please send all submissions to 77¢ Gamer’s Connection - Subrmissions Dept, FP.O. Box
702, Grafion, Wi 53024, If you would like a more detailed explanation of our submission
guidelines and policies, please send in a request for such materials or use our customer
service line. (414) 375-4635




Become RASTANN, Warrior King, on the quest
to regain his rightful crown, hidden deep within a
sinister land. Battle monsters, gain magic and
weapons, and travel through harsh wiiderness
and dark castle dungeons in this medieval realm.
From the creator of Kung-Fu Dude comes this
awesome arcade game for the CoCo 1ii! Warrior
King uses the most detailed 320x200 16 color
graphics and high speed machine code to vault
you into a world of fantasy. Dare ye challenge
the many perils ahead in order to become WAR-
RIOR KING? Req. 128K CoCo Iil, disk drive, and
joystick. Only $29.95.

An exciting arcade game. The BEST karate
game ever created for the CoCo! Destroy
opponents and evade obstacles as you
grow ever closer to your ultimate objective,
Spectacular graphics, sound effects. ang
animation! Req. 64K CoCo, disk drive, and
joystick. Only $24.95.

“The CoCo karate gap has been filled
and Kung-Fu Dude does it excellently. |
highly recommend it!"

2/88 Rainbow review

All programs CoCo 1, 2, 3 compatible, unless otherwise stated

()uest of the
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This is THE graphic adventure for the CoCo
11t Unparalleled 320x200 animated
graphics will leave you gasping for more!
You quest for the Phoenix Crossbow in this
post-holocaust world of science and fan-
tasy. In Quest of the Star Lord is a full 4 disk
sides of mind-numbing adventure! Req
128K CoCo i and disk drive. Only $34.95.
Hint Sheet: $3.95
VA dynamite program! The best graphics
/'ve seen to date on the CoCo lil. You have
to see it to believe it
— 8/88 Rainbow review
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Sundog Systems
21 Edinburg Drive
Pittsburgh, PA 15235

P TIPS

(412) 372-5674

The epic adventure is back! The largest adven-
ture campaign ever seen for the CoCo is again
available! A total of six disks of intense graphic
adventure will have you playing for weeks! Each
section is a two-disk stand alone adventurég, but
all three together torm an epic saga. Quest for
the legendary Earthsione in the ancient dwelling
of the dwarves while you enjoy the classic
graphics that made this trilogy famous?! Each
adventure can be purchased separately for
$29.85, the iowest price ever, 07 you can pur
chase the entire set for only $74.951 Reg 84K

CoCo and disk drive.
"One of the bes! adventures | have experienc-
ed to date!”’ — 6/86 Rainbow revie s
“'The animated graphics are dramatic, detain-
ed. and excellent!” — 11/87 Rainbow review
“The adventure of a iifetime. Don't miss out!’
— 7/88 Gamer's Connection review
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Become a super-
hero in this
unique 84K ac-
tion adventure,
Great graphics
and sound ef-
tects! See 5/87
Rainbow review.
Disk $19.95.

DRAGONBLADIE

Another great

64K animated
adventure! Can
you obtain the
enchanted sword
1o slay the evil
dragon? See 11/86
Rainbow review.
Disk $19.95.

Enter the era of
monsters and
magic in this
splendid 64K an-
imated adven-
wre! See 12/86
Rainbow review.
Disk $19.85.

Personal checks, money orders, and Amer-
ican C.0.D. orders accepted. Include $2.50
for S/H. $3.00 exira for C.0.0. orders. PA
residents add 8% sales tax. Authorship and
dealer inquires welcome.




'here Are They Now?

Editorial by: Jerery Jurek

A few days ago, | was conferring with Mr. Mark
Kaiser, the editor of our publication, about some
new software we had received. It has been some
time, you see, since | had been able to just type
LOADM”GAME” and EXEC. So, when | saw the
label on the disk stating just that, | couldn’t
believe it. | will not name the software, but
sufficed to say, it is quite popular. After some
quick experimentation, | was able to crash the
program and my CoCo il reported a ?WP error,
referring to a BASIC line number. At about the
same time, Mr. Kaiser tells me that he had
spoken with the author and indeed the main part
of the software was in BASIC. “Naturally!” |
replied. You see, | am getting tired of these
BASIC programs masquerading as Machine Lan-
guage, or the company that sells it advertises
their product as Machine Language, when all the
program has is an ML auto loader or a couple of
ML subroutines.

Now, | am not versed in ML, but it seems that if
an author could write a subroutine to speed up
their program, they might also be able to produce
the rest of the software in the same language.
Understand that | am not on a head hunting
expedition, | just think that when a company
advertises a game as 100% ML or simply as
Machine Language, it should mean that alt or
nearly all of the game is written in Machine
Language. | propose a new reference for these
games, Partial Machine Language, so we, the
consumer, know what to expect. You see, | fail to
understand why someone would write a program
in both languages. If Machine Language is so
darn fast, you should be able to write the entire
program in that language to give the consumer
the best possible product. Again, I'm not
throwing stones, it just seems that an author
should be able to do it faster and cleaner in
Machine Language. if | am in error, please
contact me and set me straight.

The true aim of this editorial is to ask you, the
reader, why there are now only about three
prominent producers of games for the CoCo?
They are Diecom Products, SunDog Systems,
and Tandy. It should be noted that, out of the
three, only Diecom and SunDog seem to really
care about the consumer. Tandy seems to just
linger and produces an average game every two
years or so.

n

After looking at most of our newer software, |
decided to look into our software library for
games circa 1984. | also looked at some of our
1983 and 1984 back issues of the Rainbow. With
these tools, some interesting information came to
light. What you are about to read is the basis for
the title of this editorial, Where Are They Now?

Only a few short years ago, names like Spectral
Associates, Michtron, Mark Data, and Tom Mix
dominated the industry. What happened? As
near as | can guess, the market became too
competitive and these companies that produced
high quality products found themselves rushing
new software out to the public. Software that only
accomplished the bare minimum at a high price.
No one wants a no-frills game, its those little
extras that make or break a new game. With
sales declining on old and new games alike,
these companies just couldn’'t stay afloat and
began to disappear. Along with the disap-
pearance of these companies went the premise
that games should be fast, furious, and fun. I'm
not saying that today’s games don't measure up,
but only a few, in my opinion, meet all three
criteria.

| have now learned that the advice | was going
to offer to these companies has already been
implemented by Michtron, who have placed an
ad in the latest Rainbow and are once again
selling the games that made them great in the
CoCo industry. My concern is not for these
companies to create new products, but to come
back and re-market their old products. Now is the
time with so many newcomers who have just
bought a CoCo lll. Give them the games we grew
up with, games that bore witness to the power of
the CoCo. Games that were just plain fun.

In answer to my question, Where Are They
Now?, at least one company is making a
comeback and perhaps some others will follow
suit. So, Mark Data, Speciral Associates, Tom
Mix, if vou're out there somewhere, now is the
time to come home. Your people are ready. @

QOpinfons of the Managing Editor do ot
necessartly reflect lf1ose of this publicatior:.



ONLINE

ADVENTURE GAl

An infroduction fo the Hree most popular online mulii-player 1antasy adveriiure games.

By: Omar Siodigue

A huge, ugly troll lumbers into the room! You
desperately fumble for your sword, yanking it out
barely in time to parry the trol's massive club!
Then, with a precise slice, you split the trol's skull
in half. Sound fun? Several thousand people think
so. But, there’s much more than hack and slash
to a multi-player role-playing game, or MP RPG.
The multiple users add a touch of adventure
impossible when playing against the computer
alone, or traditional D&D.

GemSione /] /sland of Kesmaj and Brtish
Legernds. GenSrone //is on GEnie, the General
Electric Network for Information Exchange, while
the other two are on CompuServe. All require a
computer, a modem, appropriate software, and a
membership on one of the services. Let’s go over
each MP RPG and compare their merits.

There are currently three major MP RPGs:

GemSrone lf

GermStone /is found in the multi-player games
area of GEnie (“M880” to go straight there). |
suggest that you read the short online manual, or
at least the quick tips. After you select menu entry
four, “Enter GemStone”, you'll have to create a
character.

There are four races: human, dwarf, elf, and
halflings to choose from. Each has its advantages
and disadvantages. Dwarves are stronger, but
clumsy. Elves are agile, but weak. Halflings are
small and sly, while humans are a balance of all
traits.

Unlike traditional role-playing games,
GemSrone #/ does not use numbers to rate a
character’s traits. Instead, they are set up in three
levels, “Above Average”, “Average”, and “Below
Average”.

Next, you must choose a class. There are four
classes, or professions. They are fighter, mage,
cleric, and thief. Each has its own particular
advantages and disadvantages. The classes all
have guilds, which are like labor unions, and
make rules for the members of that class.

You can train in various skills. Each time you
train, it will cost you a certain amount of silver
coins, the currency used in GemSrone # It will

also cost one skill point. A skill point is earned
when you advance a level. You advance in levels
by earning experience points, which is done by
killing monsters, and other tasks. Training greatly
enhances your character's abilities, and is the
only way to create a powerful, efficient character.

Choose a sex for your character. Sex has no
effect on game play. Now you must choose a
name for your character. Any name will do, but it
must not contain spaces.

You are now ready to enter the land of
Elanthia! Fighters begin inside the Inn, all other
classes must first complete a simple “mini-
adventure”.

GemStone //plays like an Infocom text adventure
(Zork, for example), with the computer displaying
descriptions and messages, and you responding
in simple sentences using a Verb-Noun-[Preposi-
tion] structure, such as TAKE THE SWORD or
PUT THE SWORD IN THE SHEATH. You may
leave out pronouns and abbreviate words: PU
SWO IN SHE is the same as PUT SWORD IN
SHEATH.

The world of Elanthia can be pretty much
divided into five parts. The town, Squire Bluffs, a
dangerous forest to the west of town, the wil-
derness and swamp to the east of town, the
tunnels under the town, and the castle and
underlying maze. Various monsters may be found
roaming through all areas, except the town itself,
which is a “safe zone”. There are a number of
commands, from KISS to KILL, to interact with
other players. Members of the Simutronics staff
(the fine company which brings us GemStone ll),
called GameMasters, or Givis for short, are usually
online, and if you run into a problem, can be
summoned via the ASSIST command.

There are several important places in town: the
armory, which sells weapons and armor; the
general store, which sells miscellaneous objecis;
the bank, which will hold your money to protect it
from the thieves and death; the temple, where you

will appear after being resurrected by the gods;
the pawn shop, which buys used valuables; the
inn, which serves several purposes; the magic
shop, which sells several useful magic items; and

three of the guild houses. It's suggested that



your first stops be the armory and general store,
to equip youself. You start out with a small
amourt of silver, enough 10 buy some basic
equipment.

The social hub of Elanthia is the town square,
where players gather to chat. GameMasters can
often be found here, and a cleric willing to heal is
usually present. Most experienced players will be
more than happy to lend their advice, and
sometimes their aid, so feel free to ask. To make
money and earn experience points, you should
head for the tunnels. For the next five or six
levels, you should be satisfied with the monsters
there. The entrance to the tunnels can be found
near the armory.

Sooner or later, your character will meet an
untimely demise. But, never fear, the gods will
take pity on you and resurrect your character.
You'll appear in the temple, in good health, but
will lose whatever you were wearing or carrying
at the time of your death. You may die several
times per level, but if you die enough times, the

doath will ho narmannnt andd vais will ha farnnd
GCaln Wik OC Pormaneing, and you wii o€ 10reed

to begin again. But all is not lost, if a cleric is
nearby, he/she may be able to resurrect you with
no loss to you. However, the cleric will expect
payment, or a favor in return, but you will not be
forced to pay. There are a number of special
objects and hidden surprises in the game, so feel
free to explore this highly enjoyable game.

In every room, in every situation, you always
have that feeling of being there. The parser is
huge, accepting nearly any command you could
think of.  Overall, GemSione / is the best
multi-player role-playing game around and for the
price - you can't beat it.

fs/and of Kesmar

Our next stop is the /[skand of AKesmay on
CompuServe, brought to us by The Kesmai
Corporation. You may go directly to the Island of
Kesmai by typing GO ISLAND at any ! prompt.
Follow the instructions for entering the game and
you're ready to create your character.

Rather than choosing a race, as in GemStone /
or traditional D&D, you must choose a nationality.
There are seven nations, and due to the harsh
environment, there is little mixing between them.
The nationality you choose affects the class you
may be, the amount of training you have, and the
weapons you're equipped with. Read the desc-
riptions in the online manual carefully. You must
also choose a gender.

sland of Kesmars uses a traditional statistics

system, with each trait being assigned a number
from one to eighteen, the higher the better. A
screen withh your characier's sialistics wili be
displayed and you'll be asked if you find it
acceptable. If you don’t, you may create random
statistics until you're satisfied.

There are six classes to choose from: Fighter,
Martial Artist, Thief, Thaumaturge, Wizard, and
Sorcerer. Each has its unique capabilities, and all
but the Martial Artist can use some kind of magic.

Again, you must train to succeed. There are ten
weapons skills to train in, including bare-hand
combat. Those who are not Martial Artists may not
train in bare-hand combat until they reach 3000
experience points. There are also frainers for
Thaumaturges, Wizards, and Sorcerers.

The game uses the familiar NOUN-VERB-
[PREPOSITION] sentence structure for com-
mands. In addition, you may enter multiple
commands by using AND, or for movement, by
entering several directions. For example: TAKE
DAGGER AND PUT IT IN SACK or N N W (io go
north, north, then west).

All players start the game at the dock in the
town of Kesmai as level three characters with
1600 experience points. No evil characters are
allowed in town, so Sorcerers will start to the east
of town. To protect new players, no serious magic
may be cast in town,and an unprovoked attack, or
an evil character in town will be swifty dealt with
by the Island’s foremost fighter, the Sheriff.

In town, there is an armory, an armor shop, a
tavern, a temple, two gyms, a bank, the thieves’
guild, the town wizard, who'll teach you new
spells, and much more. One gym is where Olaff,
the Weapons Master, resides, training all in the
weapon of their choice. The other gym is for low
level Martial Artists. The Martial Arts Master,

Dhans ie nast of tnwn ac aro covoral chnane far
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evil doers afraid to enter the town.

A dungeon lies below town, accessible via stairs
in the temple, or in ruins to the west of town.
Many creatures wanting nothing more than to rip
the flesh of adventurers from their bones reside
here, so be sure to take healing berries (found in
the temple courtyard or in the forest) or healing
balm along.

Anything you pick up, assuming it has a value,
may be sold to the armory or armor shop, even if
it isn’t armor or weapons.

Now we introduce the concept of Karma. Karma
keeps track of the characters misdeeds, and as a
result, regulates your “alignment”... Each time
you kil a Lawful human, your karma debt



increases by one. When it reaches four you have
irrevocably turned evil. However, before it
reaches four, you may become Lawful again by
paying the temple priest to forgive you, or having
the person you killed forgive you. If you kill a
Lawful animal, you will turn neutral, but not incur
any debt. Knights (a level eight or higher Lawful
fighter, who choses to become a knight, by
accepting a magic ring from a certain hermit, and
who can cast spells) must be careful not to kill
ANY Lawful creatures, at the price of their
knighthood. However, if a person or lawful
creature attacks you first, your “self defense flag”
is set, and an “@” character will appear before
their name displayed on the screen. You may
now kill them with impunity, unless you kiss and
make up, the person gets killed, or either of you
leave the game. The laws of Karma are in effect
ONLY in the Island and surrounding areas.

You may find a one-way portal somewhere.
This portal will lead to the Advanced Game,
where the laws of Karma are not in effect and
things are generally more dangerous. Be warned,
entering the Advnaced Game is a one-way trip.
Don’t expect to return to the beginner's game
unless you create a new character. | have not yet
made it to the Advanced Game, so | cannot
provide much more information other than that
already in the manual.

The game screen coaisists of a small graphic
display, using ASCIl characters, in the upper left
corner of the screen, a list of characters and
monsters visible to the right of that, the area
where text messages are displayed under that,
and at the bottom of the screen, a “>" prompt,
where you type your commands in, and vital
statistics.

Typing LOOK AROUND will give you the room
description, usually only one or two lines, as well
as a list of nearby stairways and doors, and
whatever is on the ground. If a character or
monster is in the same “square” as you, what it
is carrying and wearing will be displayed in the
list of visible characters. Typing LOOK CLOSELY
AT <character> will give you a more detailed
description.

fsland of Kesrmarwill use whatever terminal type
you choose from the appropriate menu selection
to update the screen. If you didn't choose any, it
will use the CompuServe default. It's a good idea
to clear the screen before you enter /[siand of
Kesmaj since it doesn’t do that itself (at least in
ANSI and VT100 modes) and the resulling jumble
on the screen is confusing.

If a character is unduly harassing you, report

him or her to the management. If a character kills
excessive numbers of Lawfuls, or harasses too
many players in the beginner's games, he/she
may be disciplined by the gods of Kesmai.

When your character dies, if a Thaumaturge is
not present to resurrect you, you will die. Howe-
ver, it's most likely a god will take pity and raise
you, at the cost of many experience points, all the
things you were carrying, and often, several
constitution points. Eventually, your character will
die of old age. If you do not play for 60 days,
your character will be automatically purged from
the database, so be sure to play at least once
every two months.

If you plan on being a regular visitor to the
fsland of Kesmaj | suggest you buy the printed
manual. It contains several useful maps and
considerable information, and is well orgainzed
and iiiustrated. (Go to the CompuServe shopping
area).

British Legernds

Our final stop is the &riis/1 Legends, also on
CompuServe. It, like GemSrione /| uses an Info-
com like text display, and accepts commands in
the NOUN-VERB-[PREPOSITION] format. Type
GO LEGENDS to get there.

When you begin play, you will be prompted for
sex and name. All players start at level one with
zero points, called Novices. Your statistics are
randomly generated, Type SCORE to examine
them.

The object of the game is to become a Wizard
(or Witch, the female equivaient of a Wizard), or
Wiz for short. You will become a Wiz when you
earn 102,400 points. Points can be earned in
several manners. Killing creatures, killing other
players, and performing certain actions are some
ways, but most points are earned by locating and
taking a treasure and depositing it in the swamp.
This is called “swamping”.

You may encounter roving creatures called
“mobiles”. There are over a hundred of these, so
be careful of them. You will earn points for killing
them. Certain actions will cause you to receive
points. On my first night playing, | was hugged by
a lady player and received points for it!

Attacking another player is very dangerous.
Normally, when you die, you will simply be
returned to the starting point of the game,
sometimes suffering a slight loss of points. But, if
you die from a fight with another player, or from
radiation sickness, you will lose everything and be



dead permanently. As in the other two games,
you can communicate by enclosing what you
want to say in quotes. Becoming a Wiz is a great
achievement. You will become an immortal, and
be able to affect the destiny of other players, by
summoning monsters, placing treasures, and a
variety of other methods. You must play at least
once every sixty days or your character will be
purged from the Sriis/7 Legerids database.

Sumynary

CompuServe is a bit more expensive than
GEnie, at $12.50 an hour for 1200 baud, comp-
ared to $5.00 an hour for GEnie, so this should
be considered when deciding which game to go
with. Both CompuServe and GEnie have
numerous other features, such as a °‘CB
Simulator®, files and support for dozens of
computer types, special interest forums for many
things, online shopping, an electronic encyclope-
dia, and much more. Joining either service is a
worth while investment. /(séarnd of Aesmar slows
down slightly during peak usage, resulting in a
several second delay before your command is
executed. GemSione //will occasionally encoun-
ter such problems as well. All three games are
highly enjoyable, with my personal favorite being
GemsStone K British1 Legends and /[sland of
Kesmai are pretty much °complete®. GemSrone
/ still somewhat new, is still having new features
added regularly, with new skills, new areas,
monsters, commands, quests, and much more in
the making. If you are online and see an "*Omar”
playing, be sure to say hil @

Omar Siddique is an expert in telecommunications and plans
to expand his computer knowiedge into programming soon.
He is a frequent user of many online networks, including
GEnie, CompuServe, and many other Bulletin Board Sarvices
throughout the country.

Cc Serve Is a regl d trad rk of CompuServe, Inc. GEnie Is a registered
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trademark of the General Electric Company. GemStone Il is a registered
trademark of Simutronics, Corp. Island of Kesmal and British Legends are
trademarks of Kesmal Corporation. Zofk s a registered tademark of Infocom,
Hinc. Dungeons & Dragons (D&D) is & registered trademark of TSR, Inc.




By: The Gamer’s Lonrnection Stalf

Welcome to Starship Idiot

“Greetings Commander”, spoke Susan, the
onboard computer, as you strode aboard your
ship, Starship Pinhead. “Guesss whaaat?” ques-
tioned Susan as you began to check your
scheduled departure time. You shoot a quick,
“Yeah, what?” over your shoulder and mumble
something about the good old days when
computers weren't so snipity. Susan snickered in
a low droning tone and stated, “| am having a
nev: hyper extender value put in tonight and YOU
could fill in for the sick Commander Bonehead
and fly to Cygnus 4 with Percivile!” Hearing this
you immediately stamp over before Susan’s
visual interpreter. As you begin to scream at
Susan, she merely laughs slowly and shuts
herself down. Kicking her in the tushalator, you
stomp off the ship and take the long hike past
the refuse dock to deck 3 7/8th. There she sits,
Starship Idiot, the most poorly designed, screwy
looking ship in the fleet. Climbing aboard via a
broken step ladder, you crawl through a pile of
beer cans and old candy bar wrappers into the
cockpit. After attaching your seatbelt, you begin
to look for the directional thrusters. Instead, you
find a four speed on the floor. Sighing, you throw
the starship into gear with a loud “screeech!”
and peel out into open space.

Percivile, the onboard computer speaks in a
quick, high pitch to you, “Hiya, Hiya, Hiyall
Ready to kick some Starbooty Commander? We
have a bunch of loose words floating around
between here and Cygnus 4. We have to take
‘em out. OK?”

You return, “Yeah, whatever, lead the way.”
Percivile replies, “Okee Doke. Oh, by the way,
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don't you think it must have been a reeal slow

day at the office for 7he Gamers Connsciion staff

= VinLve R = & AL

to write such a pointless game like this?”
You reply “Noooo kidding.”

This game was written on a 32K ECB CoCo,
so0 we recommend that you play it on at least that
(it will run on a CoCo | 84K and a CoCo il 128K).
Feel free to change the data in lines 86 and 87.
We recommend that for every word you add, you
delete one of ours. Otherwise, if you must add a
lot of words, here’s how:

Add the new data, add the number of data to
62, and change the value of the W$ dimension in
line 8 to your new total. Then, change the 62 in
line 9 to your new total and change the RND(62)
in line 47 to RND(your new total). ®

2 st

B 3 3696 I b6 9 b 3 9 36 I R R

DIMWS (62, L (3@)
FORX=1TDEZ : READWS (X) s NEXTX

i@ CLE

11 FDRA=1TOS:PRINTEIZ7+X," THE &
AMER®S CONNECTION"j;:NEXTX

18 FORX=1TD17:PRINTESS33-X,; "PREBE
NTE "3 :NEXTX

13 FOR X=1 TD 2

14 FORX=1TOI:PRINTE3IOL4— (X232), "~
——————————— “:PRINTTREB{12) " IDIDT
WARS: " s PRINTTAR{(1Q) Ve e
—" e PRINT::NEXTX

1 0% W RN R
2 0 wxewx IDIDT WARES #xes
3 Y Eaw By L2 2
4% st GRAMER® S 33
S % wwwxr CONNECTIDN e
6 * s STAFF s
-
8
9



15 PRINTE452,
RUCTIONE OR
RT":

16 I$=INKEY$: IFIs="I"THENEGSELSE]
FIs="8"THENI7ELBELE

17 CLBR:H=1483:D=1: POHEH-3&, 33
18 L=1:8H=3; 80=0: 807055

19 FORX=1TOQINT(L/2) : POKE1 121 +RND
{30R) , 42 s NEXTX

2@ IFC=1 AND F=2 THEN 48

21 IFC=1THEN41 ELSESOTD3S

o 3

23 IFPEEM {3432 =547RNDHY 1472THENP
OMEH-3@,; 32 s H=H—1 : POKEN+5, 32 : POKE
H~3@, 33

4 IFPEENK (344)5=247 AND H{1499THE
N POKER-3@, 3&: H=H+1:POHEH~-1, 3&:
POKEH-38, 33

3 PDKEH, 9:POXEH+1, 4z PORKEH+Z, 92 P
OHEH+3, 15: POKEH+4, SR

26 IFPEEM (345 =247 THENES

27 BOTOE@

=8 B=H--3@:F=1

=9 FOR Y=1 TO 12

& IF PEER{B-32)=4F THEN POKES-3
2y 32 POKES, 32 :F=0:POREH-32, 33:8C
=[C+5: B5OTOSEE

21 IFPEEK(8-327 {:32& AMND PEEM(B-3
2) {» 33 AND PEEH{B-32) {38 AND PE
EMIE-32) {3 1S8THEN POHEB-ZZ, 32:P0
HES, 33:F=0:C=0: 3C=80+Z@::L=_+1:F0
RA=1TOLEN (WS (R) 7 s PORER~1+X, 32 :NE
XTX ¢ POHES, 32 : POMER-30, 33:1=1:B07
0ss

35 PROHEB, 232:B=8-3i
I3 BOTO=®

34 IF Y {13 THENMN NEXTY
35 POKEH-3@, 33

26 PDHES, 32 :F=@

27 BOTOER

28 BOBURST

39 W=RND{(2IF W

=1
LBE B=112@-LEN{WS{RY?
4@ C=1
431 IF W=1 THENBE=EB+1 ELBE E=Ek-1
4% FORX=1TOLEN{WS (R) ) : POKER+X-1,
LAXY sNEXTH
4% IF W=1 THEN POKEER-1,32 ELBE P
DHE E+LEN{WS (A, 32
44 IF W=1 AND BR=112@-LEN(WS{A))
THEN W=2:505UR47 :R=1120-LEN{WS (R
r:
43 IF W=& AND B=1289 THEN W=1:80
SUR47
46 IF F=1 THEN34 ELSE BOTDE:E
47 G=RND(ED) sFORX=1TOLEN{WE (A} 2
LEXy=RBC{MIDS (WS (R, X, 17 7—96:NEX

YRPREBE (I} FOR INEST
{8 TO BTH

h‘mr

s POMEES, 33

0

T : RETURN

48 B=RND(2Q@)+L:IF G)S8®@ THEN S@
ELBE IF &) 19@ THEN4D ELSE 21

49 FOR Z=& TO RND{9)+1:POKE B+ (Z
#BE)FINTALEN (WS /), 452 POKE R+ ( {
Z—17#3E) +INTILEN(WS) /27, 38 NEXTZ
:BOTREE

5@ FORZ=2TO1S:POKER+ (Z#32)+INT (L

EN{WSE)Y /2), 35: POKER+ ((Z—1) #38) +IN

TILEN (W) /2, 32:NEXTZ

S1 Z=I~1:IF E+{Z#38)+INT(LEN (WS>
/2YYH-1 AND B+ (Z#32) +INT(LEN (W$)
/2y {H+S THEN S& ELSE POKEER+(Zx38&
P EINT(LEN WS ) /27, 385 GOTOSE

S& CLS@:POKE1Z93, £:POKE1294, 15:P

OHE 1295, 15: POKE1296, 13: POKEL297,
33:POME1£98, 33: POKE1S99, 33 : SH=5H

-1

S3 FORX=1TOSQR:NEXTY :CLEQ

54 IFSH=@THENG&3ELSESS

S5 PONE1204, 190: PONEL1@SS, 61 : POHEL

238, 19: POKEL 239, 61

56 AS=STR$ (L) :Mi=1856 : BOSURER

S7 AS=8TRS (SH) :M1=1242;: GOSURER
S8 AE=STR®(BL) :M1=1248:BOSURER

59 IFI=1THENI=2:G0T019 ELSE 2@

6@ FORX=1TOLEN{R$) s;KR(X)=VAL (MIDs$
(A%, X, 177 +48: POREMItX, B(X) s NEXTX

61 POKEH-3@, 33

&5 RETURN

63 CLS:PRINT:PRINTSO ENDS THE \
DYRBE DF THE STARSHIP IDID
T. “sPRINT: PRINTTRE(8) "FINAL SCOR
E:"SC:PRINTTARIS) "FINAL LEVEL: "L

&4 PRINT:PRINT:PRINT"WOULD YDU L

IKE TGO PLAY ABRIN 2?0

S8 Is=INHKEYS$:IFIs=""THENES

E6 IFIS="Y THENRUNELSEIFI$="N"TH

ENCLEB:ENDELSEES

£7 END

&8 BOTOE@

&9 GOSURAS

72 PRINT“AB CARTARIN OF THE STARS

HIP IDIOT, THE TASK HAS FAL

LEN TO YOU TO PROTECDT THE UNIV

ERBE FROMTRHE RTTRCK OF TRHE EVIL
LITERATARIANS.

71 PRINT:PRINT“GAME PLAY:"

78 PRINTYEARCH ENEMY BHIP WILL BT

ART ITE ATTARACK RUN FROM EITHER

SIDE OF THE COMPUTER BCREEN. A
FTER COMPLETING ITE ARTTRACK R
U, ANDTRER SBHIP WILL ATTAC
K InN ITS PLACE. "

73 IFINKEYS$=""THEN7ZELBE7 4



74 GOBURBS

75 PRINT“ENEMY WERPONRY:™

76 PRINT“ERCH ENEMY BHIP 1B ERQUI
PPED WITREITHER PHOTON MINEE OR

STAR BOMES. PHOTON MINES AR
E NON-— LETHAL AND SERVE ONLY 7T
0 IMPEDE YDUR SHDTE. EBTRR EBOMES
ARE LETHAL, ONE HIT WILL DE

STRDY THESTARBRIP. *

77 PRINT:PRINT"NUMBER OF 8HIPB:"
fPRINT"YDU BEBIN WITH THREE BTARR
SHIPS. EXTRA SBHIPS CANNOT RE ORT
ARINED. ®

78 IFINKEY$="“THEN7BELBE79

79 BOSURSS

8@ PRINT“TOP OF SCREEN:"

81 PRINT“AT THE TOP OF THE FIBHT

ING SCREEN YOU WILL FIND YO
UR CURRENT LEVEL, NUMEER O
F SHIPS LEFT, AND THE CURRENT S

bl T g tmih F N

CDRE. ":PRINT"LEVEL BGDES UP EY 1
FOR EVERY ENEMY DESTROYED. "
85 PRINT:PRINT"SCORING:"“:PRINT"P
HOTON MINES = 5 POINTS":PRINT“EN
EMY SHIPS = S@ PRINTS®

82 PRINT:PRINT“PRESS A KEY TO ERE
GINY;g

84 IFINKEY$="“THEN&S4ELSE17

85 CLS:PRINT@E1@, "#IDIDT WARS#":F
ORX=1TO32 s PRINT"~" 3 sNEXTX : RETURN

86 DATH game, stupid, adventure, st
ar, bomb, &, z, rack, ship, dragon, war
s monster, the, reagan, bush, leader,
gquest, league, lard, sword; captain,
ranger, computer, psychaotic,; lunati
cyorazy,wark, yellaow, blue, red, far
ce, fake, insanity, fire, gun,; lazer,
missile,coco, tarzan; maste

87 DATA creator,; bullet,; rambo; sty
le,disk,cut, Lithium, fFaleoan, quagg
a, rhinaceras, stern, gnu,; arsor, but
terfly, candor, orystal,eye, fez, gl
adiator, heln, iguana, death
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So,You Want to

be a Master?

By: Glen R. Dahlgren

Janthom Vore rubbed the wooden staff in his
hands with familiarity. He stared pointedly at the
miserable shack before him.

*So, this is the dwelling of a Master.*

His eyes wandered to the weary traveling
leathers he wore, showing the marks of countless
leagues traveled to gain this very clearing. Using
the staff as a walking stick, he trod up the rotting
steps, into the open doorway. The door itself had
fallen onto the side wall, an ancient warding word
etched into the wood. Janthom glanced at the
symbol, and with one swift strike of the staff,

S U PR S S S i i, oe

cieanly broke the door into two eguail pieces.

*| hope you can do better. I'm not here to learn
from a fool.”

Impatient with his delay, and feeling his trek
might have been in waste, Janthom stormed down
the hall and threw open the first door he encoun-
tered.

Behind the door was a bearded old man seated
in front of a green glowing sphere. His back was
to the doorway. Janthom had an urge to knock him
out of his complacency, furious that he had wasted
months of travel to find a great Master of MACHINE
LANGUAGE (he thought that word only in awe)
only to find a doddering old fool who couldn’t even
keep the door to his own house on its hinges.

He stepped meaningfully forward only to be
stopped cold by a low, "Just what art thou planning
to do?*

Janthom paused, confused.

°| be curious.’, the man continued as he turned
to face the stunned warrior. °Pray tell, what is thy
intent?®

Janthom looked down at his staff "ROM", gripped
it with new assurance, and met the gaze of the
Master. *I'm going to kick you into next Tuesday *

The Master leveled his gaze, a slight smile on his
lips. *I have not the time. Fight this, and then we
shall talk® With a measured movement of his
hands, and a murmuring from his lips, the Master
brought into creation the biggest, most horrid (not
tc mention dangerous) demon that Janthom had
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At least Janthom knew

ever laid eyes upon.
where he stood.

Half an hour later, Janthom rose unsteadily to
his feet and kicked aside the bloody corpse of the
demon. °L..I'm done.”

*Ah, art thou still here? What took you so long?
LOOK WHAT A MESS THOU HAST MADE OF
THIS PLACE!!

Janthom wearily looked around the room, barely
able to distinguish the blood and gore from the
status quo dirt and grime. "Well, it was tough!
Damn demon just wouldn’t quit! Nobody could
have done it faster or cleaner!*

The Master got that slight smile look. Janthom
groaned. *Oh, yes?", the Master queried, and with
a slight wave of the wrist, another demon appe-
ared, twice as big as the first.

Janthom almost screamed.

Then the Master waved the other hand and the
demon gasped, turned blue, and fell into a pile of
ashes which quickly scattered themselves evenly
across the floor.

*Thou forgets, my friend, that | am a Master of
MACHINE LANAGUAGE. Thy BASIC training is
clumsy and slow. Thy use of thy staff "ROM", of






































































































