SR




Charles R. Haight
Publicher &
Editor~in-chief

Bev R, Haight
fsspriate Editor

Julie Joringdal
Editorial Assistant

Beryl Flynn
Subscriptions &
Distribution

Karen Fitzfatri:k
Coaptroller

Contributing Writers:
Robb Canfielc
Bev. B. Haight

B. Bryte
Bobby

Fublished by
Softkey Publishing
P.0. Box 445349
Tacoma, Wh 78444
{286} SB1-4638

Printed by
Penincula Gateway

Entire contents cuﬁ righted

1982 by Softkey Publishing.
ALl rights reserved. The
editorial statf assuses no
lizhility or respensibility
for the products
adverticed. The opinions
expressed by the authors
are not necessarily those
of Hardcore Computing or
Suftkey Publishing.

Mo resporsibility can be
assumed for unsclicited
maruscripts. He suggest you
send only coples. Refurn
 postage must accompary all
submissions if they are to
be returned. Serd a self-
addressed, stamped envelope
for all inquiries that rieed

INPORTANT ANNOUNCEMENTS

Nue to a shortage of people
and computers. ..

Starting with issue R4, the
HARDCORE Program iibrary will be
selling programs by the issue or
volume instead of by irdividual

am,

pm%is means that, like NIBBLE,
each issue will have its owr disk
of %roqrams.

n this way, we can maintain a
low overhead and keep the prices
1o our readers low.

Go this 15 the last chance for
you to order individual programs.

The volumes will be:

Disk contral......... $18. 2@
{DiskEdit & DisklUiew)

T B2, vwemosvinues $18.84
tArtist's Easel, Amber's Te, Text
Trvaders, Relief Mapper)

(Map Editor, Zyphyr Wars, Menu,
L.0:B.- Hyperngg';

DOUBLE
your

DISKETTES

The only reasons your Apple ][
cannot use the back side of your
diskette are:

1. There is no notch.

2. The diskette manufacturer did
not test the back side, or worse,
put the {lawed front to the back.

A nibbling tool will solve problem
number 1,

DISK PREP will solve problem
number 2.

DISK PREP formats and tests your
disk. Sectors with flaws are left so
that they cannot be used. Your disk
is left ready to boot, complete with a
flaw report program saved on it,

$25.00

sympathetfc software
9531 Telhan Drive
Huntington Beach, CA 92646
California residents add
$1.50 sales tax
Dealer inquiries invite?l

Subscriptions
B e I e ey e $20
(G |50 o o T S, 529
MEXICO . vt oo e e §3
SLAMBNIOE o i wvwwn pan s $38
allothers. ..o en ... .542

All foreign subscriptions must be In
U.S. funds and prepaid. No credit
cards, yet. D PURCHASE ORLERS

DOMESTIC DEALER RATES sent upon
request, or call (206) 534-1684,

UPDATES will focus on the subject of
Softkeys, “How to make backup coples
of so-called uncopyable diskettes.”
Updates are available only fo sub-
scribers and are not sold in stores.

If HardCore is not published on sche-
dule, your subscription will still be for 4
issues and 4 updates regardless of the
time it fakes to fulfill that order.
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DVERTISER'S INDEX

Syapathetic Software......2
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The Gravity Carmon can be made
to appear anyhere on the city
scape: atop intact buildings,
in the streets, amid burning
rutle of blasted buildings
and within the molten craters.
(But shoating from such a
crater will cause the camnun
to melt down.

your Gravity Cannon is your Only defense after._.




REQUIREMENTS:

48K RIT+ with Applesaft in ROM

MUFFIN

HYFERGFALE ®ARS &y Continental
Softuare

& Blark Diskette

Wher 1 tpoted *Hyperspace Wars,' |
was intrigued hy their graphics demo
fthe picture drips down froa the top
of the screen as 1f meltingd, |
wanted to know how thev managed to do
1t, sc ay first thought wae to exs-
pine the pragram,

After looking at the progras, my
cecand thought consisted of & host of
foul phrases directed at copy-protec-
tion. Instead of finding out how the
graphics deao worked, ! was once
again forced to enter the battle of
locked software.

BACKGROUND

"Hyperspace Wars” is pubiished
b; Lontinental Software tcopyright
198%) and consists of two games on a
single disk:

f) “48K TREK," & test "Star
irek" type of stretegy arcade game,

2t "3-D Space Battle," one cof
the pipneers in "real-view" space
arcades.  [n this game, the player is
shown an "ocut-the-window” view in
which stars move and aliens abound,
zooming towards and away from the
player,

"Hyperzpace Wars" 15 on a DOS

3.2 disk, In order te run e D05 3.3
sastens. the game reauires gither the
BRSILS disk or the BOOTIZ program
from the paster disk.

In the following sectians, I
will first explain how | applied my
own methods to unlocking "Hyperspace
kare", and then provide a step-by-
step method that will make it easy
for znyane to do.

NOTE: I+ the ilocking method on
2 pore recent version of this package
kas been aitered, the following
unlacking teahniiue may apply enly to
the oid version {pre-HardCore!, in
any case, it will show another method
that can be used to unlock your own
proyrams.,

HARDCORE Computing Update 3.2

by ROBE CANFIELD

HOW I DID IT

Te dizcover what locking method
was used, 1 booted "Hyperspace Wars®
ingd, after the Hells praEraa was
toaded, entered the somitor,

The next step wWas to compare the
DS in memory to a normal 3.2 DOS,
Te do this, 5 moved the "Hyperspace
Wars” RHTS down to $4884, using the
Monitor Move commang:

$48@¢< B8@E . BFFFM

| then placed & 3.2 disk thet
had been upgraded to boot on either a
3.2 or 3.3 syster tn the drive.

After the dick had booted, !
compared the two RWTSs.

The only differences that |
found were in the address marks and
in the Translate Tables. "Hyperspace
Wars" uses a data sark of D&
instead of the rnormal DOS 3.2 mark
¢t DS, The Translate Takle
had two bytes switched:

(24 and &8)
Angther byte was thanged from D&
to DS.

It was also necessary to clear
the Checksum Value.

fill of these changes were easy
to make to "Muffin”, Since "Muffin”
has a 3.2 image of the RWTS
‘Read-Write Track/Sector) in 1t
fstarting at $198@), ali I had to do
Wat make a few changes and, viola, !
had an uniocked (normalized) 3.3
version of the game.

YOU CAN DD IT, TOO
From my own nethods, discussed

above, I have written an eaan guide
for normalizing "Hyperspace Wars'

i} Beot the 3,3 MASTER disk to
insure that there is a good 1.7 D05
iR MEROTY.

! Make sure ybu are in
fippiesott by typing:
Fr

F.0. Box 44349
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3} Initialire a disk with HELLO

#s the Hello prograe,  Enter;

INIT HELLO

_ Set this disk aside for use in
Step 3.

41 BLOAD "Mutfin" from your
System Master disk!

BLOAD MUFFIN

3 Enter the monitor:
CALL —-151

b Rnd make the follawin
charges toc "Muffin® thit RE?UEN after
gach linel:
1A#8: D&
1474: D6
1A63: 18
1BDS: 68 24
1DAL: DS

The first two changes are to
the address marks, ang the third
change ciears the Checksum, The }ast
thgge bytes change the Read Translate
Table,

7) From the monitor, run
"Muffin":
8E36

§! Use the initialized blank
disk from Step J as the target disk
te put vour copy of "Hyperspace Wars”
0%,

9) #hen asked for the FILE
NAME, enter an equal sxan f=} and
copy over the existing Rello name.

You now have norealized
"Hyperspace Wars®.

1 am interested in seeing a des-
cription of the "Hyperspace Wars'
democ mentioned above, as | spent all
my time unlocking the program and
couldn’t write a description betore
Update 3.2 was published,
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Wouldn’t it be great if you could
buy top guality games for only

$5. 975

each even when there’s only one game
per disk?

There is 2 may to bring the price
down to that wonderful figure...

But first
why are

computer games
s0 expensive?

The retail prices of games average
about $30 !some are as high as $168')
Eet disks cost only $2 to $5 each,

dd to that the rost of copying,
labeling, packaging, shipping....

a publishers’®s
point—of-view

My own experience reveals that the
inflated price of software is caused
by severa] factors:

1. The number of potential
custosers is small relative to the
general population,

2. The active sales lifetime of
gases {only about 2 to & sonths) is
short.

3. The actual number of new
?anes being written is not yet enough

o enable competition to reduce the
price.

4, Publishers must spend a lot
of money just to proscte (advertise)
the products

9. still more money to Ercduce
t?e printed documentation, labels,
ELC. ¢ .

6. and still more money to
screen the submissions, suggest or
nake alterations, make thousands of
copies, mail free samples to dealers
and reviewers, print docusentation,
register :oprriﬂhts, trademarks,
etc... all of which sust be paid for
before the product even begins to
produce revenue.

If the product fails to produce
the revenue to cover these initial
expenses, the publisher will have
lost money.

A That's the publisher’s side of the
story.

Let's examine the same story from

a witer’s
point-of-view.

The writer has expended 2 lot of
time and, yes, money to turn an idea
intp & game. The finished product is

i | e | e f da
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introducing...

AUDARPARD/DARPA

submitied to a publisher. It may be
rejected after a week to even §
nonths of waiting, The writer then
subeits it to ancther ﬁublisher until
it gets accepted, or the writer gives
up, or decides to self-market it,

It accepted, the publisher will
want certain alterations made so that
the aaae will confors to their high
standards, That’s more time and money
spent by the author,

After 3 to 9 months, the first
advertiseaents for the game appear in
pajor magazines and the product
he%ins preducing revenue of which the
author ?ets approximately 26% (of the
wholesale price which is about 44%
lower than the retail pricel. That
neans, on a $36 game which wheoiesales
at $1B, the author gets $3.68.

ThaE’s payment for time and effort
that began more than a year ago. In
other words, the author doesn’t get
any monetary return for effort spent
until after the game sells, more thap
a year later.

From the standpoint of the
Rublishgr, a higher price tag means

igher initial revenue.

From & writer’s standpoint, a
higher price tzg means a higher
rovalty.

But that higher price tag also
means that fewer peopie can afford to
buy it. But software is prohably
price elastic, which means that a
drop in price will usually rause a
substancial increase in demand that
will result in a higher total revenue
due to greater sales,

a pirate’s
point-of-view

And for a product that can be
easily and inexpensively duplicated
by the consumers, a hig rrice tag is
2 way of askin #or trouble...and, of
tourse, the industry gets it where it
hurts most: in the pocketbook...
software thett via casual duplication
and distribution, .

So h;?h prices are going to stay
with us for a long time because the
industrg ig hed?iﬂg its investaent,
since they can’t reduce the financial
risks involved.

Then there are the investers
{speculators) who see that the prices
are not %allxni as they shouid...
they see that the prices are, in
tact, rising! That’s what thev mean
by *software is going to be the sost
lucrative investaent in the coaputer
revolution’,

N A R O I R o A e B o B/ e e

a user’s
point-of-view

_ However, as a consumer, I don’t
like high prices' It liaifs ay
enjoyeent of games by limiting the
games in my inventory... and ? don't
care to receive stolen goods because
['m alst & game writer, And as a
writer, [ dan’t like being blamed for
the high price of games even though
ry own income depends upon it,

There’s ?at to be a nay to lower
the price ot scftware while still
Rain g:n:ng the lucrative aspect of
the field both for the writers and
the publishers.,. and I've found one
way.

Please follow
my logic:

1} If high Erices are the result
of the financial expenditures and
risks required to market a gase, then
find a ua{ to reapve the cost of the
risk and the pre-revenue expenditures
from the price of the gane.

2) 1f the high price of promotion
{advertising) is keeping the price
tag sky hig thern find a way to
regove that expense from the price,

Simple, right?
So, how can this be accoaplished?

the solution

. Let the buyers take the risks
involved in producing a game and
that way, lawer the Erice. In other
wards, buyers would buy a qame that
is in the pre-sale stage thereby
relieving the publisher of that huge
initial expense of preparing a gase
for sale.

And let 5nnethin2 else swallow the
huge cost of product prometion... for
example! & mesbership fee that would
be used to pay for prosotion,

IRennvin% just those factors would
bring a $3¢ game dosn to $16 or less.

Now add on the security created by
a large number of buyers who have
already purchased that gase... and !
Egnqgfup the price down to & paltry

. become a
micro-publisher!

Would you step into the shoes of
the publisher and spend only $5.95 in
order to buy a game that, when
ééggily released, will cost $26 to

“P.0. Box 44549

Tacoma, WA 98444 284-581-46838




QUEST US.A. (User's
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Are you bu!ing a pig-in-a-pake?

You would be 1f you had no way of
paking a selection as to what games
you will buy. My system would give
you the opportunity to make that
decision... the same type of decision
a publisher must make... except you
will not be investing tens of
thousands of dollars. And when the
game is marketted at the
usual retail price, Enu will have
pade an investment that returned a
value of 404% or more. In other
words, you get a price break because
you were, in a way, one nf the
publishers, .

Let me explain this in more
detail.

First, the amortized advertising
expense will be gaid for by a nominal
nesbershig fee, This fee would alse
pay for the publication and
distribution of a monthly newsletter
magazine that would promote the
products available and pay the
expenses of the organization that
would maintain it.

Secondly, aesbers would invest
inte games and game ideas accepted hy
this urEanizatian... by buying the
game betore it is released to nen-
members. The earlier in the pgame’s
developeent you purchase it, the
greater the risk you take. So
naturally, the cost to you, the
investor, is lower. The closer to
toapletion is the game, the less the
risk and the higher the cost until,
finally, the game is released. At
that time the price of purchase will
be its retail price.

Thirdly, a ?aae will not be
narketted until a large nuaber pf
buyers {investors) is ?uaranteed
feinimizing the production expenses).
That means that at least 1069 copies
of the gane sust be sold before 1t is
prfduce tor outside (non-member)
sale,

How will these pre-release games
be sold when there isn’t yet a
product to be sold in the first
place?

"pre-sale”
certificates

Three types of "CERTIFICATES OF
PRE-SALE" will be sold to members:

The first type is the most risky.
Called the WHITE SERIES, users uiir
be buyinﬂ games from first-time
authors fwriters for whoe this is

by B. Bryte

their first marketted game}.

The second, the RED SERIES, will
be certificates for games pruauced by
authors who have previpusly had 2
gane marketted by theeselves or by
another ﬁuhlisher.

The third, the GOLD SERIES, will
ke gares b{ authors who have had a
?ane narketed by this organization

pr its mesbers.

Detzils of each class will be
explained later in this article.

benefits
for writers

This arganization will alsp have
benefits for authors! How else can it
paintain its high qualit{ of games?

The first benefit will be simply
the royalty... uq to 257,

The secand will be the advances or
soney paid to authors before the game
produces revenue on the outside
parket. That’s right, advance payment
betore the game is published; money
paid when the gase 15 accepted for
publication. In some cases, maney
gill qe paid even hefore the game is

equn’!

The third will be their enhanced
status among the users and a drop in
the rate of software theft,

Let ae explain...

an end to
piracy?

By keeping the price of games
under $18, I hope to deter software
theft by the kids and adults who
tan’t afford to pay 38 for a gase,

At the same tise, this
arganization’s newsletter will reveal
to users just how long it takes to
develop & game because they will be
buying & game in the developeent
stage, sometimes even hefore it is
aritten. That comsitment seans {aith
in the game’s author. Users will
become aware of the authors of the
games and find that they are pecple
oo people just like thes, people whe
work hard to produce a game for sale
to the users, Seme authors may even
acquire fans, much like some authors
of books,

By revealing the genple behind the
games, users will put greater value
on the game, even though the price
will be lower than those outside the
erganization,

________

_____________________________

That is the idea ! like best;

LOWERING THE PRICE (OF GAMES,
YET INCREASING THEIR VALUE to users,

That’s the founding idea, the
aotivating concept behind ..,

SOFTQUEST U.S.A.

tUser’s Software Alliance)

Peaple use ?eles, and people
create games, in this computer-based
form of entertainment, people become
sore aware of people, Writers and
Users become friends, not adversaries
in a price-product war,

And maybe, just maybe, the host of
saftwarp thieves will think twice
before stealing from a friend.

What is a User's Software
Alliance?

It’s the consumer’s side of
SOFTAUEST {the other “side" is the
Uniorn of Software Authors...!,

SeftBuest is an organization that
unites the creative talents of
program writers with the desires and
needs of the Users. It permits the
users to hecome investors into the
publicatipn of the games they want.

By being a meaber and taking on
sore 0f the risks of a publisher
USers ran bu{ games for oOne fiftﬁ of
the final retail price.

In some instances, the users even
have a voice (by voting) as to who
will write the games.

fnd, since certificates are
usually sold for specific categories
{tyqes of games), authors best
gualitied to write that tyfe of game
will conpete to be the writer
coamissioned to create it because a
game comnissipn means a pre-advance
when the game is started, a reguiar
advance when conpleted, and up to 25%
royalty when the gaae 15 sold outside
the club 2t competitive prices (%24
to $54),

Now... down to the details of how
SuftDuest morks,

Ysers invest in games Eet-tu-he-
warketted, They do this by buving
'CERTIFICATES OF PRE-SALE", These
certificates are divided into 3 or
pore series and may either he “fpen"
pr "Closed",

4n "Open” certificate is the first
gtfering of the ?ame. Depending upon
the class, it will mean different
things ranging from "game idea is
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accepted® to ‘gane prograe accepted
but needs work”,

& certificate is "closed" when
1888 certificates are sold. The price
of a "closed" certificate is higher
than an "open" one because the risks
have been all but removed. |

What fpllows is a serigs-by-series
explanation of “open® and “closed’
certificates, their price, and any
options avaifahie to purchasers.

WHITE SERIES

You are buyin% games that are
gither being written by our local
staff or b{ tirst-time authors who
have submitted games in various
stages of completion.
Open: $5.93
This i5 the least expensive game
deal SoftBuest can offer, You are
bufing a game that is not assigned
et. UWhen it is closed (1998 sold),
1t will usually be assigned to a game
submitted by a first time author. If
g game has already been accepted, the
na?ure of the game and its author
will be anngunced when this series’
certificate is closed.

Closed: $9.93
The writer has been paid an

advance of $508 (out of the sales of
the open certificates! and is being
readied for cutside marketting by
Softfuest or by another publisher.
Nhen the game 1s ready for sale, the
author is paid 15X royalty on the
tlosed certificates which were soid.

Completed game

Retail price: $28 - $35
Meaber price #12 - $21
Dealer price: $12 - $21

On these sales (which we call
"Normal Sales") the author gets a 28]
royalty (industry standard},

Open certificate savings: ]
$ 6 - $l3 off the aember price
§14 - $29 off the retail price
Closed certificate savings:
$ 2 - §l1 off the meaber price
$18 - §29 off the retail price

RED SERIES

These are games and game proposals
by writers who have already produced
2 game sold commercially outside of
Soitﬁuest. The financiaY risk is less

and the price reflects this favorable
status,
These ?ane certificates are sold

in saﬁara e categories (which overlap
somewhat). These include:

1. Adventure games:
including text, lo-res and hi-res
adventures.

2, fArcade games:
shoot-em-ups, eat-em-ups, Etc.

5 Stra{egy games:
usually computerized versions of
strateqy combat games.

4, Sface gases!
a catch-all for space game fans.

3. Simulations:
of the space shuttle, reactors,
nuclear war,.,

&, Conventional games:
cards, casing, classical games.

% Sports;
sisulations of popular sports.

8. Educational games:
math, spelling, states, etc.
presented in & fun way,

9. Original format games:
arcades in new formats,

18. Original fantasy games:
role-playing %anes in a style not
presently in the market.

Open: $6.95

These are the "perpetually open'
series, When a 1886 are sold, that
particular 1084 are closed while all
new sales go into the next 1688, In
otherwords, the cate?nr never really
tloses, just the collection of 1948
are prepared for game assignment.

Closed: $18.93

An author is commissioned by a
vote of the registered certificate
owners, That author is paid 2 $1,008
pre-advance and must begin work on
the gase. It nust be completed in 4
sonths. Upen completion, the author
is Eaid 287 on all the closed
certificates sold for that game.

Completed game

Retail price: $25 - $48
Member price: $13 - $24
Dealer price: %13 - §24

On these sales, the author gets a
25% royalty (qrealer than industry
standards!.

Open certificate savings:
$ B - 817 off the meaber price
$18 - #13 off the retail price
Closed certificate savings:

PABE &
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4 - %13 off the member price
$14 - $29 off the retail price

GOLD SERIES

This is top-cf-the-line series and
we expect anIE the very best. These
authors have had a gaee marketted by
SoftQuest and are creating yet
gnother game. Certificates are spld
based on the marketting success of
the suthor and the game idea being
suggested,

Open: $7.93
The author will present an idea in

the Softluest newsietter. You will be
buying the author’s promise to
Eroduce a top quality game based on
he author’s sarlier earkettin
success(es), Certificates uil? be
sold based on that game idea and the
buyers’ faith in the author. While
the certificates are selling, the
author will be turning an idea into a
game. Only 1689 certificates will be
spid at the "open" rate. The author
will then recelve & pre-advance of
$1,588 when it is closed,

Closed: $13,93

The author is contracted to finish
the game in 4 months from the closing
of the series, The sooner the first
1668 are sold, the sooner the author
begins calleciing an the closed
certificates for which is paid a
rovalty of 25% (higher than the
industry standard of 2011,

Completed game
Retail price: 438 - $38
Heaber price. $18 - $36
Dealer qrzce: $18 - $36
On these normally marketted Sases,
the author gets a rayalty of 257,
higher than the industry stendard,

Open certificate savings:
$11 - $23 oft the eeaber price
$23 - $43 off the retail price
Closed certificate savings:
$ 6 - 410 off the member price
$18 - $38 off the retail price

MONEY BACK GUARANTEE
In order to give some financial
se:uritr, Softluest makes this offer:
If, for any reason, the open
certificate is not closed in 12
sonths, the reqistered certificate
DWREr Aay.

Tacoma, WA 98444 204-581-5830




1) get a full refund of the
certificate value, or

2] have the certificate charged
inte {transferred ta) another
certificate of egual value in the
same status {open or closed), or

3} have the value of the
certificate subtracted from any
purchase of products from Sn{t&ueet.

Closure of a certificate means
that the game is being prepared for
sale, Closure may occur before the
1888 are sold either because a
conpleted game has been received and
approved for sale, or sales of open
certificates are proceeding so
guickly that oversell may become a
probles.

Remeaber... | moved the cost of
product Erpmotiun from the game price
and stuck it in the membership fee.
Promction is via a monthly newsletter
as well as any Softluest U.5.A.
advertisements in cther media.

When the ﬂraduct is ready for
noreal sale, the cost of promotion
will be again placed inte the game
price and advertisements for the gase
1tsel will appear in various media.
Only members can purchase game
certificates,

membership fees

Nembership fees depend on what
type of membership you are applying
or.

t} Reqular membership: $19.95

This fee must be paid annually to
renew membership status. Renewals may
be reduced ar even reacved when the
total rumber of members exceed
& 898

This membership entitles you to
ﬁurthase all regular game software,
hardware, accessories and
certificates except adult context
games and certificates.

2) Adult Membership: $29.95
Thic fee is also apnual. But it

entitles the member to purchase
adult-context games and certificates.
SottBuest must mazke certain that this
nembershig is granted only to adults
over 18, rayment for this membership
is by Eersnﬁal or business check
only, Adult-tontext %ane inforeation
is not inctuded in the SoftBuest
newletter but leaflets of appropriate

| SOFTOUEST U.8.A. f{User’s Software Alliance) MEMBERSHIP AND ORDER FORM HC3.2 |

$4.
{ ) Yes

Otfer enpires: FER, 28, 1983

i { ) Yes, enroll me as a REGULAR MEMBER at the special price of $9.95 plus i
1 85 for this Red Series Open Certificate:

enroll me as an ADULT MEMBER at the special price of §19.93 plus
$4.95 for this Red Series Open Certificate: e
With this signature, I certify that ! ae indeed over 18 years oldl

become effective: Regular mempership: $19.95

when the fullaa;pidprzces for membership I

ult Memhership: $29.9%

U.5. orders ONLY,

Annual membership fee (PLUS> ONE RED SERIES OPEN CERTIFICATE = $
{quantity) Red Series Oper Certificates at $4.93 each §
tquantity) Blue Series Open Certificates at $9.93 each = § - |
fquantity! White Open Certificates at only $5.95 each = §
Members ordering ONLY certificates MUST add 81 for hapdling:! §
}ommelimany mRnl aam¥ Shcl ame) susd o ewnd -noBithe Total % 8

In WA add &.2% sales tar,
Make Check payable to SOFTRUEST U.5.4.

|
N |
AUDRE S5 S ) VICRO Y I D 1 cer, YOO | i | S
23 T S . - S STATE. ... 13t
please print carefully I
=6 6.95 RED SERIES OPEN CERTIFICATES  § 9.95  BLUE SERIES OPEN =
= [ ) Adventure { ) Simulation { | Fantasy { | Arcade =
= { ) Arcade { ) Conventional =
I= ( ) Strategy { ) Sports z
j= ) Space t ) Educational $ 5,90 WHITE SERIES OPEN =
: Check the ones you are purchasing. { ) Unassigned ==

o

|

NO cred:t orders r1ﬂht now. |
P.0.Box 44223 Tacoma, ¥ 98444|

286-581-6838

Tacoma, WA 98444

infarmation are inserted into each
indavidual newsletter going to this
membership, The higher fee retlects
this addigiunal eonrt te keep
adult-context information in the
approprizte audience.

special offer
only to readers
of HARDCORE

Active rscruztln% of aembers will
begin in early March., But for
HARDCORE readers, a special “charter
pemtership” is offered:

Regul ar
membership

Orly $9.95 (save §18 off the
regular price of $19.9%) ) with the
purchase of at least ONE Red Series
Certificate. This offer i1t good only
until Feb 28,

The following certificates in the

RED SERIES
are being OPENED on Feb. [, 1%83:

series #  category price

AP-19882  Fdventure $ 6,95
AP-18883  Brrade $ 4,95
RP-18054  Strategy $ 4,95
AP-16@63  Space $ 6,95
AP-18866  Simulation $ 6,95
AR-1P387  Conventional $ 6,95
AP-18868  Sports $ 6,95
AF-1888%  Educational $ 6.95

Adult

memberships

Oriv 19,95 (save $18 péé the
regular fdult mesbership price of
$29.95 1 with the purchase of at
least ONE Red Series Certificate.
This offer alco expires Feh. 28,
1987, '

fvailable only to those with Adult
Memberships, the following

BLUE SERIES
have been cpened Feb. {, 1983

series #

category price

AP-18818X Adult Fantasy
RP-18811X Adult Arcade 2
AP-1BEIZX Adult Educational $9.95

SHIPFING/HANDLING FEE:

Far all certificate orders, glease
agd 1 per order for handling. Rllow
4 to b weeks for delivery of
certificates,

For APPLE I1+ ONLY:
These are Certificates only for

ontinued on page 16




how to survive

by bev. r. haight

{NOTE: It seems that some Apple users
are so accustomed to locked-up
software that they don’t bother to
find out if a program is
copy-protected or not before taking
credit for "bresking" 1t, I mention
this sad fact becasse a friend of
aine revealed that he had seen 5
girated cepI of Night Falls that

cots up with a screen jmage that
sald "BROKEN BY IERD:...". That is
patently silly because Night Falls is
NOT locked. Whoever wrote that absurd
text was prabably so brainwashed bl
this era of locked-up software tha

no effprt was made to discover its
open format! And that’s too bad...
50, to that particular "Zeros® 1 say:
You’ve taken credit for sunethini
that is impossible to do... and that
is to "break" into suaethinT that was
never locked in the first piace...
Your little ego trip has led you to
coeait an act of libel that, unlike
thett, directly harms me! You've lied
and passed arpund copies of that lie,
and that lie has harmed me because !
have been one of the most outspoken
cpponents of locked software! By the
way, it was Dave Alpert of Omega
Nicroware that first suggested that
the Erngras be sold unlocked. |
heartily agreed. There should be more
publishers like Dave arpund, ==-BRH)

l nr:einallv wrote Night Falls in
Applescft. However, it didn’t play
Fast-enough so [ compiled it with
Online’s Expediter. Then I tinkered
with it some pore and added some
more... The final version mas
compiled using Microsatt™s TASC
because Microboft was the anly
putlisher that allowed ocpen csale of
spftware that was re-coded using
their product. The others were
charging fees and royalties just to
sell a product re-coded by their
compller.,

As you know, cnmpilin? 2 progras
can be an effective way to prevent

Soas elements of the illust-
ration for "How to survive
Night Falls® are froe parts of
its screen images.

its alteration, But since it was not
By intention to make the program
unzlterable, I ingluded tﬁe Eppiesoft
Sourte code as well. Of course, you
sust compile it zfter making the
modifications. And, of course, |
suggest you use TA§C.

Night Falls was over a year in the
raking i{on and off while editing
HARDCURE! so it 1snt a short and
szmgle game. In fact, I was going te
publish ar earlv version of 1t in the
fagazine., . but the code was so lon
that [ doubted anvone would type i%
ln.,.so [ re-wrote it starting from
scratch, simplified it a hundred
times, and out came IYPHYR WARS.

The tinal version of Night Falls
published by Dmega is5 quite a bit
ditferent from even the early versian
that I first sent to them. 5o 1t
evolved quite a bit after Dave sade
5u%gestians as to how it should be
altered,

For those of you who have already
played it, vou know how cifficult it
15 {0 survive level nine, For one
thing, the night is % times as long
as level !, and there are nearly
ninety UFQs waitzng to gitack, and
their power of desfruction is 9 times
greater than level one...and to make
natters worse, most of them are
1nvisible sp {eu frave to use the UFD
Detector-Counter to determine how
many are still atta:kin? and use
their deathrays to locafe thenm.

You also know that the stellar
vartex gust doesn’t ?ive you & break,
the Mother Shlf 15 always madder than
a hornet, and the UF0s are so small
you have to sit exactly in the center
just te shoot thes...and that leaves
you wide open to attack from their
deathrays. The city crumbles so fast
that you just want te cry. And the
radipactive craters seem to appear
everywhere, wiping out your gravit
cannons one by ane...tifi that las
ane vanishes in an explosion that
disintegrates the remaining ruins,

And 1f you still have cannons
left, it seems that every mothership
heads for {nur reactor, melting away
its protective shell until the very
tore 1s exposed and bye-bye city...

Yet vou keep trying betause you’ve
established & record number of days
survived in all the other 8 levels,.,

P.0. Box 44549

and vou're not Euzn? te guit tili vou
can survive at ieast ore night at
ievel 9, right?

Have you thought of trying to
eaploy Robb’'s Advanced Plavin?
Techniques or APT on Night Falls?

That's really the secret of
survival, Level nine was meant tg be
nearlE impossible to survive,
Remember what Captain Kirk said he
did fin the seccnd Star Trek moviel
in grder to survive the final test of
a Federation [adet. He was the anlx
ane to survive that test, a test that
was des:igned so that no one could
survive, What was his secret? Since
the test was a computer simulation of
3 scenaric, he modified the scenaric
0y chanﬁlng the rﬁ%ram! In other
words, he used APT to pass his final
gram!

So, to survive at level nine,
you are urged to examine the program
ittself and find cut how to survive,

I'1l give vou some clues and leave
1t up to you to make the changes:

SCORING

The following lines use the
variable SA% which 1s used to
increment or decreaent the score:

2919, 3276, 3284, 3488, 1504,
3718, 4518, 41984230 |

The score is vartable SCU and 15
attered in lines 4248 - 4298,

CANNONS

The number of cannons is held in
CA% and is altered in these lines!
1918, 2948, 5484,

DEATH RAYS

Ta shoot or not to shoot is
governed by lines 3368 (mothership)
and 31948 (UFDs). And whether the
whole huilding is vagarlzed is
centreolled by line 3394,

INVISIBILITY

The cloak of ravisibility is
granted in lines 4466 and 449¢.

EMERGENCY STASIS

"% orly going to say that it's
Line 4294,

OTHER MEANS

There are other uays to applt APT
to Night Falls but I'1l leave those
to you who have & desire to alter the

Continued on page 1&
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Note: The current version of Back It
Up I+ is 2.4. The version # can be
found on the logo page above the

copyr ight. notice.

Some software houses have greatly
increased the accuracy of their
synchronization requirements. The
accuracy of the option can be
increased if the tracks are not
erased before each write cycle. To
do this, parms BF and 18 to
Bl. Also, changing parm 6C to x8
iq{ox).-essymaccwacy (where x = any
value).

It has become common practice to
test for a nibble caqy vritcier one
or more of the bit slip marks at
the self-sync timing rate. To do
this, cra'%:

parm 11:

m 15: or 68 tr
parm 15:38 {or 68 try both if

recaasarl;}
parm 17:03

parm 2A:84

parm 18-1A to whatever the address
marks are as shown in the upper left
hand corner of the screen.

NOTE: Any time parm 11 is changed to
88, it is likelgrﬂ\at you must also
compress tracks.

These ¢ instructions must be
taken in . Please follow them
in 1, 2, 3 order, or they will not
produce a workable copy.

Some copy protection methods
irmvolve looking to see if the copy

diskette is write-protected. This
notation follows several c
instructions: IF THE DISK IS NOT
WRITE PROTECTED, IT WILL NOT BOOT!

One final note: Before calling to
ask a{:ﬁ copy instructions
apparently do not work, ensure
have done the following t.l'tirlgs.wu

1. Be certain you followed the
mgy instructions IN ORDER.

. Be certain you followed ALL of
the instructions, such as write pro-
tecting the befare using.

3. certain you are using high
quality diskettes to make the copy.
You can be certain the original was.
16 sector programs require double
density such as Verbatim DATA LIFE
DISKETIES or equivalent.

4. If the status line shows Write
errors, compress the track. This

will compensate for drive speed to

some extent.
5. Try ing drives, that is
the original in drive 2 and the
in drive 1. MAKE CERTAIN YOU
E PROTECT THE ORIGINAL, otherwise
mi accidentally write to it
arwllé destr?‘toy it. 4
4 ting the c on another
disketter}.' P‘?&m encounter defec-
tive disks in even the best brands.
7. Try the copy on at least one
other set of drives. Some drives are
i S,
. ey to 81.
This reduces error mking a little
bit, but usually does no harm to the

copy.

How To Read The Parm List

The format for the parsmeters has
been changed from the original SOURCE
list, to make them essier to read.

Look for your program in the list
(The names are in a tical order)

On the far left hand side of the
screen Will be a letter. This letter
corresponds to one of the following

required changes.

S - set SYNCRONIZATION wmode.
D - set DECODE mode.

P - set COMPRESSED mode.

N - set NORMAL mode.

C - set NIBBLE COUNTING mode.

There may be the word BY following
the track number. This is the value
of the increment. If no value ap-
E'e:rs here use 1. HNext will appear

parameter changes for copying the

Tacoma, WA 99444 2p6-581-4638
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given tracks. The format is:
PARAMETER : UALUE

Where PARAMETER is the paraseter
mumber to and VALUE is the
number to set parameter too.

The dash (-} is used to indicate a
range. The notation @4-0A:88 means
set all of the parms from 4 through
and including 84 to 8. The same
holds truE fg{ ﬁu‘:tims such as
copy tracks A-E. This means ¢
tracks A, B, C, D, and E, e

REMEMBER: ALL DISKS MUST BE COPIED IN
THE GIVEN ORDER.

EXAMPLE:
1) PROGRAM NAME

2008
3) S 1-16 BY 3 @@:FC @1:EE
#3-6A:BB

4) P25

1) This is the program name.

2) Set the DECODE mode before copy-
ing track 8.
n%l Set the SYNCRONIZATION mode and
c parameter 89 to FC, A1 to EE
and B9 thru PA to BB. Set the incre-
ment to 3 and copy tracks 1-16.

4) Set ihe C SSED mode and copy
track 2.5.

A list of the PARAMETERS to BACK IT
P II can be found by accessing the
following file from the source:
TY{12)CL YBACK-IT-UP-PARMS

PARM LIST OM NEXT PABE

PAGE 9
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PARAMETER AND COPY INSTRUCTIONS:

program name
tracks change parms

A I HI-RES GRAPHIC ADVENTURES
N @-2]
cC 2 16:FF

AKEM-STONE
D &2

ALIEN RATN
N 85
N 6-F

APPLE ADVENTURE
N B2

Ba:FE @D:2]1 @E-80

B@:FE

APPLE PANIC
N 85
N 6D 80:FE

APPLEWRITER ///
$ @2
NOTE: On ver. 2.1 change 11:82

ASTEROID FIELD

It'lt}lTEa_l2 need ack
toc ess tracks

-2 quhmay e

ol e Rl T TR oo Bl oo BOTOR so RO e JETaR Do Al Do B oo el oe BESE S IO an SO oo

BPI GEN LGR, ACC RCV, & PAYROLL
N @18
N 1222
N 1l 11:80 15:18 17:84
18:AD 19:FB 1A:E6

1B:FF

BUG ATTACK note:req. ver 2.2 or later

N 612

S0 1D-22 BY 5 @:FE B1:AA 82:05
@3-0A:08  @B:0C
@r:@1 1p:@81 l6:FF
2:02 24:082 25:81

NOTE: of
ad jﬁtmch ni
original disk.

le count of

COUNTY FAIR
N g1l

CRANSTON MANOR
N BV

N 1922

N 1B

CROSS CLUES
b g2

13:1F

14:FE 15:68 17:84
19:BF 1B:AA

CROSSFIRE
§ &2

CROSSWORD MAGIC
s g2 Pa:FE

THE CROSSHORD MACHINE
N B2

CRUSH CRUMBLE AND CHOMP
I

@:FE 93:08 85-6A:00

DARK FOREST
D @
50 1-5

ShD 9-IF

DB MASTER (NEW)
S &5 #:FE

S 65225

NOTE: Do NOT use the decode option on
track 1.

DB UTILITY PACK Same as DB MASTER

DESK TOP PLANNER

D @2 11:89 15:48 17:83
18:AA 13:EB 1A:FD

DIC'-TIO-NARY (Req. ver 2.2 or later)

N @-IF

D 2@ gB:65 l6:FF

DOG FIGHT (OLD)

N 8]
N 4-18

@3:A5 B84-84:00

A2-PB1 PINBALL
N @-15
AUTOBAHN
5 @ 0d:FE
S 46
S 955
BAG OF TRICKS
C 814 00:FE 11:00 15:40
17:82 18:FE 19:FD CANNONBALL BLIT?
N 12
giERﬂR‘-N D @ #B:06 @5-0A:00
§ 1505 AREER
CASINO
BILL BUDGES SPACE ALBUM D g2 02:08 11:00 15:C0
N &1l 17:08 19:A7 IE:DB
BILL BUDGES 3-D GRAPHICS PACKAGE L
§ Tk CASTLE WOLFENSTEIN
L L D 822 06:FE
CASTLES OF DARKNESS
Emﬁg N 82 04:08
ps 1.5-B.S 6a:fE @1:00 @2:AD COPTS & ROBBERS
@3:04 B4-9A:00 D B
#B:0C S0 1.5F.5 @0:FE @2:AD ©@3:DA
DS D-14 G4-BA:00 9B:6C
PAGE 16 Hﬁﬁi}a_ﬂﬁi‘ﬁa;putwq Update x)

P.0. Box 44549

Tacona, WA 98444 266-381-6838




DRAGON FIRE
N 82
NOTE: This is a 16 sector diskette.

ELECTRIC DUET
N B8-22 11:68 15:68 17:82

18:DE 19:AA

ELIMINATOR
N @28

N 2

c 21

EPOCH
N @
N L5F.5

EXPEDITER
N B2
N 3

N 1D

E-Z DRAK
s @-22

FALCONS
N @
0 1.5-458BY15 mFE

16:FF

55

7-A

18-12
13.5-14.5
16-17.5 BY 1.5
19-1A

B.5

-

@
1.5B.5

#a:FE
#3:D4

FLIGHT STMULATOR
N 22
N 8-2lbyl5

N 7-8
N 95

FOOSBALL
D @
Sh 1.59.5

R2
S

R
ERY 38
SE8 BR

&
S8
2A
£5
=
g
8
8

b 13

EES
=
$
2

oDooo
T N
[ ~¥ ] (55 ]
it
s dar

&%
5
&
B

Tacoma, WA 98444 294-501-6838
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GENERN_ MANAGER
a-22
N 4 13:1D
GENERAL MANGER (alternate version)
N 1-2
oc @ Po-PA:08 9B:06 16:FF
GOLD RUSH
s g2 Ba:FE 063:06 05-0n:00
@8:8C
GORGON
N @
5 1.5Fk

NOTE: Newer versions may use SNEAKERS
copy instructions.

HELL FIRE HARRIOR
b &2

HI RES CRIBBAGE

N 82

N 42

N 3 13:1F

HI RES ADVENTURE #2
N p-22

HUNGRY BOY

L5 @@ FE
@3:BE

D

N B1:AD @2:DE
N 3.513.5 by 4

N

24-pA:08 @B:BC

INVENTORY MANAGEMENT SYSTEM
D 82

JAWBREAKER
N &2
N 3 13:10

KAVES OF KARKHAN
b e

LAFF PAK
b I-22
D @
LOGO

N 8

N 2-22
P | 16:FF

LOWER REACHES OF ASPHAI
D g2

#5-0h:08 @b:06 16:FF

#-0A:00 PB:@6 16:FF

MOUSKATTACK

N -2

D 8

MISSION ESCAPE
N I-1D

MISSILE DEFENSE
N &2

NEUTRONS
D @2

00-TOPOS
D e

00-TOPOS (NEW)
S -2

@5-PA:00 PB:86 16:FF

93:08 Po-95:00

g

ORBITRON

pc

DS 1.5E.5
DS B.S

I~
SES
528
585

nEeH

SB8
R

2 81:93 @2:F3 @3:FC
O4-04:08 11:00 15:t0
17:84 18:93 19:F3
1A:FC 1B:FF
NOTE: Write protect copy diskette
before using.

PFS & PFS REPORTS (new release}
DsC @-1

DSC 3-22
DsC 2 11:02 14:F8 15:60
17:84 19:F3 lA:FC
IB:FF

NOTE: Set max retries to 2. Mrite
protect the copy disk before using.

PHANTOMS S

N @

N 2-IC

PRISM PRINT ( Ver. 2.3 or later)

S @21 :88 @F:81 19:81

sh 22 @0:FE 8l:A @2:D5
93:9F 84-9A:060 ©B:0C
11:82 15:180 17:83
18:A 19:D5 1A:9F
25:82 26:3 28:63

THE PRISOMER

N B-22

PABE 11




PULSAR 11

N @ 0a:FE

N 2L

N 11-1%

N 18.5-10.5

RASTER BLASTER

s @

s 1.5 B2:FE @l:AD @2:DE
#3-04:64 @B:6C

DS 3.5-F.5 by 4

BS 5-1l by 4

DS 6-12 by 4

REAR GUARD

N 8-20

N 22 .

c 2t 16:FF

RETRO-BaLL

D @ 28:FE

D 46

D 9

D E-lg

D i2-14

0D 17-1D

D 282

REVERSAL

N @2

N 35

N 5-22

RINGS OF SATURN

D @22

SABOTAGE

N -2

SAT ENGLISH (SIDE 1)

NOTE: this requires version 2.2 This

is a two sided diskette.

sy @

0D 1-3 @A1:EE B2:FC $3:97
#4-0A: 90

D &2

0s 45 Pa:FE @1:FF @2:FF
@3:08

Note: the ¢ ocess :

duri &anygremde;‘?ytrm?&
5. This is normal; if it haEpens,
press RESET and try the trac in,
If you fail to copy these tracks

ly, the diskette will
continously attempt to reboot.

SAT ENGLISH (SIDE 2) note:

this requires version 2.3

See all notes for side 1. Side 2 is

very similar.

SD 9

O <3 @1:97 @2:EE @3:05
p4-04: 08

D 6-22

sh 4-5 B9:FE @L:FF @2:FF
#3:DB 26:066 28:66

SCREENGRITER

N 1-22

b 8 #5-p4:00 8B:P6
16:FF

PAGE 12

SNACK ATTACK
N B-11 11:98 15:48 1782

18:4F 19:DE
SNAKE BYTE
P B
& 1.5F5

SNEAKERS
N @
8 1.5F5

SNEAKERS (NEW)
DS @

DS D.5

ps 1.5-C.5 @@:FE £1:00 ©2:AD
93:D4 84-9A4:00 BB:0C

ps 2.5 Ba:FF

SNOGGLE (JOYSTICK)

N 82
N 3D @0:FE

SOFT PORN
N 822
N 3 13:1D

SOUTHERN COMMAND
0 @ @7 .06
D 1-22 @i:D4 @3:87

SPACE EGGS
N @

N 2-6

N 11-13
N 14-14

SPACE RATDERS
N 6-4

&’{CE HARRIOR

1-5 by 4 @O@4:FE @l:DF 82:4D
@93:DE 04-Gn:08 ©B:@C
%.2"6.5 by 4

g-11

SPECIAL DELIVERY SOF TWARE
b é22

STAR BLASTER

D @

D 7-20by 1.5 83:FE @1:DF @2:AD
33:0F @94-04:08
#B:BC

STAR THIEF (MOTE: Requires Vers. 2.2)
NC 8-13

NG 22 16:FF 21:05 22:@82
NOTE: You will have to open the copy
drive to adjust the [-speed. This is
required to preserve the nibble
count.

STEP BY STEP (new)
b 822

|} v

oo

SUICIDE

D 8

B 11-5"2&5[:%1.5 PA:FE B1:DF
2

;A0 03:0F @4-64:08

88:6C

P.0. Box 44549

SUPER SCRIBE

Nog-2

N 3 13:1D

SUPES STELLER TREK

b 12 #9:FE BL:EE B2:FF
@3:FE @4-0A:08 OB-GC

1-22

SWASHBUCKLER

b @22 #g:0B 11:A9 15:C@
17:68 19:AA 1E:DB
1F:DB

TEMPLE OF ASPHAL

b g2

TETRAD

N @-22

THIEF

D @

b 13 @a:FE BL:AE @2:DE
@3:FE p4-9A:08 @B:6C

D 622

DS 4 @1:0B P2:AD MA3:fE

; or : 08

0sP & aF:01

NOTE: Drive must be exactly set

acccrding to APPLE's D-speed test.

Vers. 2.2 and above may copy tracks 4

& 5 by preserving the nitble count.

To do this, change parms: 16:FF,

@r:@l, 19:81, then copy tracks 4 and
5 synchronized.

THRESHOLD

N 822

N 13:1D
TIME ZONE (disk 1)
s B-22

TIME ZONE (remaining diskettes)
N 822

THERPS
P @
N L5ES
N 1A

WTIMa (pl master side)
N B—?zpa?er

ULTIMA {program side)

N @22 @a:FE 25:08

NOTE: Set retries to 3 and recopy
tracks with read or write errors as
mary times as required to copy
properly.

LLYSSES AND THE GOLDEN FLEECE
N g2
N 3 13:1D

VISICALC ///
5 @22
NOTE: On Ver. 2.1 change parm 11:@.

VISICALL 16 (Early versions)
N &2

Continued on page 15
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let’s map ULTIMA

A S e Ty S T e T e T T T T T T A TR T N R S T R R R R R T T T T T e N

Reﬂ.riremmts:
1tima (both sides on normal DOS)

by Bobb
Access to a printer Y ¥
Use the Copy Ultims program from )
Update 3.1 Egycepy the pr‘ogg'am side Ltr Code Object
of Ultima. The player side is normal 8 land
13 sector DOS with a slight change. . 5 trems
iy Cagfultima Bl X 30 wmountains
changed before it will handle the —
layer side of Ultina. Make the M 48 castle (2 on each map
?ol owing changes: I 54 tower (2 on each map)
i ) B 68 town (8 on each map)
B16Dv=1:C0=RD:I0 =79 : ¢ mmiameachmapi
GOSUB 5@ : GOSUB 8@ N 9 Eeorse
= C Al cart
1815 IF TK = 17 THEN POKE 1228329 R BB raft
i F (8 frigate
Making Meps A D@ aircar
i S E8 shuttle
The binary files BTERRAG thru . 2 F@ iime mchine

BTERRA3 are the four island maps
The maps are 64x64
nibble of each
te determines the character. In
case of castles, towns, towers

encoded form.

characters. The high

in
m Ultima disk.

numbers.

The Map Ultima am will print a
of ggch of tt'g?g.r islands on
The pr

letters to imitate the different

characters as shown in the chart.
At the right edge of the map are

They correspond to the

al uses

actual town, castle, tower or
and are listed in the chart by map
number .

A Simple APT

The file BEVERY on the player disk
contains all the variables. "It is
loaded into memory and the zer
pointers are changed to the correc
values to let the program know where
i'imetwés- e to this file would

to a runni am.

Use the normalbysave ngomggd to
save the file BEVERY after any

changes.

A siﬁler APT would be to modify
the INIT DISPLAY program. This pro-
?‘am sets up your character when

irst start a The veriable DIS
in line 484 is the number of points
you may use. It is set to 9 but you
may change it to whatever you wish.
If you change line 46 then change
lire 528 to:

520 VTAB (5+X) : HTAB 27 : 0 = 3 ;
GOSUB 20000 : 0 = UAL (NAS)

LISTING OM NEXT PAGE

Ld-2 6.8 4 2-4-8-4-8-8-3-2-2-24-2-%-2-3-3-2-8°2-2-3-2°2-2-2.5.8-1-2-2-3-2-8-3-3-8-4-8-2-3-2-2-4-2-%-4-3-8-2-2-3-F-2-F-3-8-3-8.2-3 8.2 3.8 3-2 -3

and , the low nibble will
determine which town, castle, etc
you are in.

%

: TRANS. ARMOR

g HORSE LEATHER ARMOR

» CART CHAIN MATL

% RAFT PLATE MAIL

% FRIGATE UACUUM SUTTY

3 AIRCAR  REFLECT SUIT

% SHUTTLE

%

-3

4

%

BTERRA#

THE TOWER OF KNOWLEDGE
THE PILLARS OF PROTECTION
THE DUNGEON OF PERINIA
THE LOST CAVERNS

THE MINES OF MT. DRASH
MONDAINS GATE TO HELL
THE UNHOLY HOLE

THE DUNGEON OF DOUBT
THE DUNGEON OF MONTOR
DEATHS AWAKENING
BRITAIN

MOON

Fall

mwmmnmhn—wwmm-hmwn—m»»wn—

Teroms, Wh 98443 206-581-6638
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THE CASTLE OF LORD BRITISH
THE CASTLE OF THE LOST KING

=

BEM SPELLS WEAPONS CHARACTERS %
RED GEM OPEN BLINK DAGGER AMULET GUARD 1
BLUE GEM  MAGIC MISSILE DESTROY  AXE STAFF THIEF P
WHITE GEM  STEAL KBL ROPE & SPIKES TRIANGLE MERCHANT %
LADDER DOWN SHORD PISTOL WENCH 5

LADDER P GREAT SWORD  LIGHT SWORD NESS CREATURE %

BO & ARRoks R 3

BTERRAL

THE CASTLE BARATARIA

THE CASTLE RONDORLIN

THE PILLAR OF 0ZYMANDIAS
THE PILLARS OF THE ARGONAUTS
SCORPIAN HOLE

THE SAVAGE PLACE

THE HORROR OF THE HARPIES
ADVART 'S HOLE

THE LABYRINTH

THE GORGONS HOLE

WHERE HERCULES DIED

THE DEAD WARRIOR'S FIGHT
ARNOLD

LINDA

HELEN

P.O. Boy 44549

BTERRAZ

THE CASTLE OF OLYMPUS

THE BLACK DRAGONS
THE SIGN POST
THE SOUTHERN SIGN
THE METAL THISTER
THE TROLLS HOLE
THE VIPERS PIT

THE GUILD CF DEATH

THE END. ...
THE TRAMP OF DOOM
THE LONG DEATH
THE SLOW DEATH
NASSAU

CLEAR LAGOON
sTOUT
GAUNTLET
TMAGINATION
PONDER

HEALTH

Continued on page 16

B R T T T I A R e T A T R A T T T N T A A A T A N A T T Ao ey

BTERRAS3
THE WHITE DRAGONS CASTLE

CASTLE  THE CASTLE OF SHAMINO

THE GRAVE OF THE LOST SOUL
POST EASTERN SIGN POST

SPINE BREAKER

FREE DEATH HOLE

THE DEAD CAT'S LIFE
THE MORBID ADVENTURE
THE SKULE SMASHER
DEAD MANS WALK

THE DUNGEON OF DOOM
HOLE TO HADES
GORLAB

DEXTRON

MAGIC

WHEEL ER

BULLDOZER

THE BROTHER

THE TURTLE

LOST FRIENDS

PAGE 13




HYPER DOS w/o INIT

Here is a program for putting the
fast DOS subroutine into the init
code area of D0S. This will over-
write the format routines so
?g; be able tnllnltlallze a disk.

program only works if the target
disk is a 48K sgave The program >

does no error checking so use it with

caytion,

The name HyperDOS has been
to Speed0S as we have been notified
that a similar packg is being sold

you Will

by Robb Canfield

238 FRINT "DU ANOTHER ONE fv/M)? ¥y
GET A$

26d IF A% = “f* THEN 78
278 TENT o END

289 REN
SECTDORS FOR SPEED-DOS
296 POKE BUF @ POKE BUF + | 44

R T T T N T T T T I T T N N N R N N R N A R R A A R

548
ceg
268
578
Sad

a8
LA

RETURN

S REM
INITIALIZE VARIABLES

TR = TBHLSCT = 7811000 = 788:R)
$ 1R =2

SLT * TITIBUF = T8AOL = 790
FOKE BUF,B: POKE BUF + 1,64
PETURN '

CUDE FOR SPEED DOS

commercially under W Tk = 9:5F = ¢ GOSUR 44@ 618 DATA 173,97, 178,201, 2, 176,3, 76,
label. e TK = a {57 = 9 GOSUR 449 19, 164,138, 37, 234, {61,141 tag.
14 REN 165,135, 46, 152,233 8, 141,241,
1R d e e RO FLAES 526 E%aﬁi?n 283,181, 173
kK 2 3 73, 44,173,
st a Dl HELLD JUMP TO SPEED-DOS 204,131 133,65, 173, 338, 131, 168
BY ROBB CANFIELD 348 Tk = 1157 = 2: GOSUB 444 139 34, 17 70,141,258,183, I?:,‘?'
30 HINEM: 16384 15g REM 199
¥ NORWAL : TEXT CHANGE INIT COMMAND b38 mh 8,141,97, 191,24, 177, 44, 145,
S5 G0SUB 496 68 REM 66,208, 208  24b, 175,281, 181, 133,
i B0SUB 546 TO & NULL COMMAND bd n’,.a.,m 173,45, 168, 14,
T HOE VTN 778 TK = {:§7 = 7: GOSUB 449 238, 24
88 MG 3 3%& RETURN 444 aﬁTA&isahlvﬁ %4 éiih' 76,183,208,
; 398 REM 177, 64,141 25 : 9 145.h¢9
184 UTAB 12: HTAB 5 486 HESTORE . 4’9‘
CONTINUE®:: GET A$ 428 READ A POKE X,A! NEXT ISJ,Egﬂ 18 ?ﬁﬁ 177, b4 »49 55,
128 BRINT 133 RETURN 141 2?,,L93,299 177,69, 141, 237,
(36 HONE : VTAB 12: HTAB 18 449 FEN - ‘3% < G syem ous
14§ FPRINT "READING YOUR DOS* CALL I0B bed DATA 248, 183,72, 173, 241, 183, 72,
155 0= {: GOSUB 28§ 458 POFE TRK,TK: POKE SCT,ST: POKE 145, 54%141 , 248,183, 155, b5, 141
168 HOME :.VTHB 12 HTAB 14 VBLIE? F’bKE Cup, CO i”’ EEV,JZ 181,176, l!.“ ‘41 “1
176 FRINT "MODIFYING YOUR DOS" 468 CALL 10 , i AR i .
i £0SUB 39 479 POKE BUF + 1, PEEK (BUF + 1) + 1 470 DRTA 141,208, 187, 166,12, 298,171,
199 POKE 17816,175: POKE 17817,158; 408 RETURM 133,75g 183, 141{a1 19g,,. iﬂh
REN SET JUNP 70 SPEED-DOS 439 _REN e 16, 141,61,198,75,2%4
289 ons 1;994 441 POKE 17285, 44: Se';ﬂ;%gmﬂ%DDE i BER
214 cng Syt DN BiR0i s 51 I;Eé?;t 195 ing?urf}%: r?}%ﬁ%u?)a NEXT 53%03}% E?R 113098 o
2 i . i F ! Jyift .\.,. 5 Ok
= ﬁ%EETINSTSSSiZ HTAR 13 PRINT  cop FGR X = 768 T0 79: READ A: POKE %%,1,8,9,8,25,1, 6 .f,e i, Lo 8,
239 GOSUB 286 X A *5'1s9>1=fﬂ-—‘b i
4§ HONE : VTAB 12 S36 NENT X 0
PROGRAM LISTING FOR.-.cw« MAFP ULTIMA ....oovv e e L continued from page 13
{6 LOMEM : 8197 : D$ = CHR$ (4) 9 ON T+ 1 GOSUS 176,186,199, 200, 206 PRINT "X'j: RETURN : REM
36 TEXT ¢ HOME & VTAB 12 : PRINT 218,278,238, 248, 259, 260, 278, 285, MOUNTAINS
INSERT PLAVER DISK, PRESS 294,385, 319, 328 248 ERINT "M"i: RETURN : HEM CASTL
RETORN:® 51 BET A$ : FRINT 125 NERT TX 220 PRINT "I'i: RETURN @ REM TOMEF
3 FORB = 6703 : FRINT DS i IFEX O THEN FORC =4 10X : 236 PRINT "#'3: RETURN : REM TOWN
"BL0AD BYERRA" B PRINT & (1) § & NEXT € 74 PRINT “U*i: PETURN : REN DUNGEODN
8 PRINT D$"PRAL 124 PRINT @ NEXT TY 258 PRINT "7*:i1 RETURN @ REN /OU!
5§ PRINT 136 PRINT © PRINT %% PRINT "M*:: RETURN & REM HORSE
B FORTY = BTG 63 : 4 =8 : FOR (40 PRINT CHRS (12) 276 PRINT “2"it RETURN @ REM CART
T =810 63 156 NEXT B 588 PRINT "R":: RETURN : FEN RAFT
78 T{ = PEEK (4896 + TY * &4 + TX)  L&f PRINT DS "PR#S™ @ END 296 FRINT "E";: RETURN ! REM FRIGATE
©T= INT(TL/ 16) : TLsTi- 178 PRINT C4RS (254) | @ RETURM 788 PRINT “A"i: RETURN & REM RIRCAR
iy &F REM WATER 4@ PRINT "5"i: RETURN | REM SHUTTLE
8 IFTS>IANDT C B THEN X=X+ 1 186 PRINT ® *i: RETURN : REN LAND 328 FRINT "8"3 RETURN © REM TINE
S A =T 199 PRINT "s*i: RETURN i REM TREES MACHINE &
PAGE 14 HARDCORE Computing Update 3.2 P.0. Box 44549
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PARAMETERS
continued from page 12

VISICALC 16
b @
D 2-16
VISIDEX
CORRECTIONS T0: CASTLE WOLFENSTEIN b 2 11:80 15:68 17:83
Page 9, mddle coluan, 18:A0 19:EB 1A:FD
Change: &3BIS DATA 169,3,168,8,32,6,146,%6
: 5 X 7 g VISIFILE
tn.P 6}'@1..- : DATA 3&;‘?,-,_16&{,8,3 y 248,224,996 R 100 15:40 17:03
age 18, first column reads "After making all your changes, return 18:4 19'E8 1A'EC
ta BAEIE." This isn’t necessary, since you should already be :n BASIC, ; : :
kiso, wher using FID or any other file-by-file copy method, make VISISCHEDULE
these changes: b 8-22 11:08 15:680 17:683
1. Enter the moritor by typing: 18:A0 19:EB JA:EC
CALL-131 VISTTREND/VISIPLOT
2. BLOAD @INIT D 9-622
1863:E Ichanges & to £] D 8 ) ) ]
187A:F {changes £ to F) g * }éﬁ igég ﬂ;?g
BSAVE EINIT,A$880,L$1243 NOTE: separate versions copy alike.
3. BLOAD RWOLF
9SF:E [changes & to E] L
?76:F {changes £ to F1 b 7-2
BSAVE RWOLF,A$810,L$15ER D 6 gfg o g?g
I+ you are using COPYA, or any other sector-by-sector copy method, the ; : i
ahave changes are not needed. HIZAEDEMD THE PRINCESS
N —
CORRECTIONS T0: BOOT CODE TRACING REVISITED WIZARDRY
Page 7, middle coluan, S B
Line 9p@8: 82 4C 59 4C 59 FF 8 ke
should read: P8@8: 82 4C 59 FF £ A 16:FF
Fage 8, third column. S AE E}ggﬁ ?gg aF:@81
Change SDE@<80@. BFFFM = s
3 te t
to SD@G< IDEH . BEFFM L o
side.
CORRECTIONS T0: USING IOB DATA STATEMENTS
Page 4, third caoluan. ZORK I & IT (nes versions)
[n the &3éiﬁ DATA statement, change the &@ to 148, D @22 25:00
We would like to thank the readers who called and wrote to us with 200M GRAPHICS
cerrections for Update 2.1, s 8-

GIVE A HARDCORE SUBSCRIPTION TO A FRIEND

} gift subscription from !
| ' |
8 HAROGODRE compuling ~ SUBSCRIPTION:  $20 USA.  $20Canada  S33Mesico S42others [
B PO Box44549 B
B  Tacoma, WA 98444 Sampls copy:  USA.$5 ehiewhore 58 U.S. Funds Only  No Credit Cards I
= (206) 581-6038 NO PURCHASE ORDERS | |

[ |
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. ADDRESS ADDRESS l
[ ] [ |
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NOT COPY-PROTECTED

iGs
AL

l A Hi-Res Arcade style game

l
|
|

=]

AlEIlﬂl5‘lil!l'2lEIlﬁlII'ﬂlKllilEllil!il!l!l!il!l!llilil!ll'i

Requires 48K with ROM Applesoft.
1 and game paddles,

HOW
MANY
NIGHTS
1 CAN

|

Pli{ alone, or get help {two can
eap up against the invaders!')

YOuU
SURVIVE ?

s dpn fees e <

The high score at each of the 9
1 skill levels is saved to disk.

.

1 Keyboard cosmands fet you!
Rebuild the city-plex.

Fill in ctraters.

Repair buildings.

Restore a damaged reactor.

Put game into “pause®,

Turn sound on or off.

Change paddles.

Detailed 22 page booklet on gase
is included.
Written by Bev R. Haight,

HARDCORE Computing

29"

e G fmn e Geem

P.O. Box 44549
Tacoma, WA 98444
(206)581-6038

<

Wi residents add 4.2% tax.

e s e s G— s s eew e fE—

NIGHT FALLS i5 a tradesark of
Oaega Microware, Inc.

WD TITIOTIISTOTTTTEI,

SoftKey Publishing

P.0. Box 44549 ngmﬁ

Tacoma, WA 98444 PAID
Tacoma, WA

Permit No. 269

!!lIilIlIllilEllilEllilIiIiIEllilIllil!Il&llil!llil!llil!llﬂl’

AT A Tl T T 7T i i i D T VD 0 o P T

SOFTRUEST ...... R e ety hate voresennes COntinued from page 7

the Apple [I+ system, Members can

purchase certificates and software DONESTIC MENBERS ONLY:

for all systems when they hecome A1l ﬁf1555 {tor certificates,
aemberships, and games) are for

dosestic (U8, nn?yi custoners.,

Foreign prices are hi?her {due to the

postage needed toc mail materials

availahle,

ONE COPY PER CERTIFICATE:
Eacn certificate is a receipt for

the purchase pf finvestment tn: &
single copy of a ?ame. For eore than
gne Copy, you must purchase more than
one certificate,

overseas), so please write for
foreign prices.

piease, USE THE DRDER FORM enclosed.

NIGHT FALLS

progras in more radical nays.

Remember, don’'t remove line 18,
And dont use any line number less
than: ig,

Far those sho trrl ta rup the
applesoft version, here are some
hints to speed up the process:

{1) Tc make the program 5o that it
deesnt need to use the "loader
rrugram", add these lines to the
Spp;esoft versian!

15 IF PEEK (184} ® 254 + PEEK

t183) ¢ » 14385 THEN S6d80¢

--------------------------- ta

continued from page 8

38818 POKELGA, 54: POKE 197 1 POKE
14384, 8! PRINT CHR$(4) "RUN
nane of the modtfied
applesoft version®

(27 The buildieg of the rity 15 a

S10k Process tak:n% several minutes.
In order to get into the main gase
sequence, ado this line:

1975 GOTD 1999

If you compile the program, be
sure to get rid of these additional
Pines,

Sg#8 HOME: PRINT "RE-LDADING Gond Luck.
A80VE HI-RES PAGE i..." 0]

MAP LULTIMA coviviviiinniin, T s continued from page 4
GIANT SQUID KNIGHT VIPER GREMLIN
DRAGON TURTLE NECROMANCER ORC WANDERING EYES
GIANT OCTOPUS EVIL RANGER CYcLoPs WRAITH
HO0D WANDERING WARLOCK  GELATINOUS CUBE | TCHE
e RANGER ETTIN INVISIBLE SEEKER
HIDDEN ARCHER SKELETON MIMIC MIND WHIPPER
DARK KNIGHT THIEF LIZARD MAN Z0RN
EVIL TRENT GIANT RAT MINOTAUR DAEMON
THIEF BAT CARRION CREEPER BALRON
ORC GIANT SPIDER TANGLER




