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PAPERCLIP

“The * I Best Selling Word Processing
Package”
— BILLBOARD’S computer software chart

“... by far the best word processor ever
available for the Atari” — ANTIC

® [diting features include Block Move,
Copy and Delete, Global Search and
Replace

® [nter repetitive words, sentences, or
paragraphs instantly with Macro Command
® [dit two files simultaneously and
transfer text between documents using
Dual Text Windows

® Automatic Page Numbering, Table of
Contents, Headers and Footers

® Editing screen extends up to 130
columns wide and scrolls in any direction
® Print Preview displays formatted text
exactly as it will be printed

® Automatically saves files as you write
NEW! SPELL PACK FOR THE 130XE
WITH A 36,000 WORD DICTIONARY
WITH ON SCREEN WORD SEARCH.

B/GRAPH
“Graph-generating and statistical analysis
... we recommend B/Graph! — INFOWORLD

® graph up to three factors with 100 data
points each

= choose pie charts, line and area graphs,
2 and 3 dimensional bar charts and more
® convert instantly between graph types
without re-entering data

® full screen editor, multiple grid and
graph scaling, automatic labelling,
overlays, “slide show” capability

B statistical analysis functions include
standard deviation, variance, Chi-square,
regressions, plotting and many more

® reads and writes to VisiCalc DIF — use
VisiCalc files with B/Graph and vice-versa
® compatibile with most popular printers,
printer cards, interfaces
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Complete with printar tiles
for il major printers
Auwomutically genaratas
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BATTERIES INCLUDED, an I'TM company, 30 Mural Street, Richmond Hill, Ontario, Canada, L4B 1B5 (416)881-9941, Customer Information (416)881-9816.
If you can't find this product at your local retailer, you may order it direct from us at the full suggested list price plus $5.00 for postage and handling. For
product orders please call 1-800-387-5707 (U.S. only). For most Batteries Included products you can always have the latest version of your program by
returning the original disk and $10.00. Write to us for our full color catalog of products for the APPLE, APPLE MACINTOSH, ATARI, ATARI ST,

COMMODORE, COMMODORE AMIGA, AND IBM SYSTEMS.

1986 Batteries Included. APPLE, APPLE MACINTOSH, ATARI, ATARI ST, COMMODORE, COMMODORE AMIGA, AND IBM are registered trademarks
respectively of APPLE COMPUTERS INC., ATARI CORPORATION, COMMODORE BUSINESS MACHINES INC., AND INTERNATIONAL BUSINESS MACHINES INC.

Some features may vary with computer system used.

*AS COMPILED FROM NATIONAL RETAIL SALES REPORTS FOR WEEK ENDING JANUARY 5, 1985
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HOMEPAK

“... inexpensive, powerful, integrated
software. As such, HomePak is the winner of
InfoWorld’s Best Buy Award.”

— INFOWORLD MAGAZINE

“...quite simply, the best ... the highest
rating possible.” — ANALOG COMPUTING

Three easy-to-use programs on one disk:

1. HOMETERM TELECOMMUNICATIONS
® Puts you in touch with bulletin boards,
public databases and on-line services

® Powerful user-defined Macro facility —
log on to your favorite service or bulletin
board with just one command

® Store up to 10 macros per document
® X-Modem protocol, the virtual on-line
standard

® Download files of any virtually any
length

® Flexible data handling — save incoming
text to disk, edit it, print it

2. HOMETEXT WORD-PROCESSOR

® Over 20 full-screen editing and
formatting features: move & copy,
word-wrap, justification, automatic paging
and many more

® What You See Is What You Get
(WYSIWYG) — screen is an exact
representation of the printed page

® Supports most major printer functions
including boldface, underlining and
extended characters

3. HOMEFIND DATABASE MANAGER

® Natural English-language data
entry/retrieval system for simplified
electronic filing

® [ncludes the key search/sort functions,
flexible queries, easy output commands
and sophisticated Report Composer

All three HomePak programs reside in
memory together — it’s easy to transfer
data between them and perform integrated
tasks.

Integral
Solutions























































































































































































































































































































































































32K Cassette or Disk

by Donald E. Glover

When I purchased my Atari 1020 printer/plotter, I was
disappointed that no program was provided to plot on pa-
per screens drawn in the standard Atari graphics modes.
The Dump1020 gives you such a screen dump routine
(DUMP1020), written in BASIC. This article includes in-
structions for the program and examples of its use with
programs published in ANALOG Computing.

Program logic.

(1) The graphics mode is determined by a variable
set by the user.

(2) The user is given the option of just outlining
(fast) or completely filling (slower) pixels not set to
background color (color 0).

(3) An appropriate frame is drawn.

(4) Each pixel of each row on the screen is tested
for a non-background color. If a non-background col-
or is found, the pixel is outlined or filled on paper,
depending on the decision made in (2), above. Note
that the screen is completely scanned once for each
color. This is more efficient than scanning the screen
once and checking for all three colors, because of the
length of time required to change pens.

A BASIC screen dump.

After entering Dump1020 (Listing 1), it should be LISTed
to disk or tape. It can then be merged with a main pro-
gram by using the BASIC command, ENTER. Dump1020,
by starting at Line 32000 and using variable names which
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begin with ZZ, is designed to be merged into most BA-
SIC programs without conflict. (Dump1020 can be easily
renumbered by a renumber utility, or the RENUM com-
mand in BASIC XL, if the main program has line num-
bers within its range.)

The picture on the TV screen is plotted on paper by call-
ing the plotting subroutine (GOSUB 32013) from the ap-
propriate part of the main program. Before you make this
call, the variable ZZFILL must be set to 1 if you desire
to fill the pixels, or 0 if you do not. Next ZZMODE should
be set to a legal BASIC screen mode (3-8, 19-24, 15 or 31).
Note that mode 15(7+) is supported, even on non-XL com-
puters (see the example below).

Finally, the initialization subroutine (GOSUB 32087)
must be called prior to the plotting subroutine. This call
should be made at the beginning of the main program.
If the initialization routine is called at some other point,
it may move BASIC arrays which the main program as-
sumes are fixed. This could cause problems, if the main
program is to continue running after the plot has finished.

Examples.
The BASIC version of Dump1020 is demonstrated us-
ing the program Space Assault, found in issue 13. After
you’'ve loaded Space Assault, add the following lines:

i858 GOSUB 320887
1335 ZZMODE=7+16:ZZFILL=1:GOSUB 32813

Now, merge Dump1020 with the Space Assault program
by using the ENTER command, then run the program.
When the joystick trigger is pressed to shoot an enemy
ship, the screen (including the “fission beam”) will be fro-
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Dlnnp1020 continued

zen and dumped to the 1020 plotter. The player shapes
will, of course, not be plotted.

The program from the article Graphics 7+ Handler
(from issue 11 of ANALOG Computing is used to demon-
strate Dump1020 in graphics mode 15. After loading that
program, add the following lines:

16 GOSUB 32887
418 IF PEEK(764)<{>255 THEN ZZFILL=1:ZZ
MODE=15+16:G05UB IZ813:END

Again, merge Dump1020 with this program and run it.
When you wish to plot the display on paper, hit the SPACE
BAR.

Speeding things up.

BASIC is slow. For example, it will take four to five
minutes before the first pixel is plotted for Space Assault.
However, if the main program doesn’t use Lines 0 through
8 (or if Lines 0-8 are just comments and can be deleted),
the following modifications to Dump1020 will make the
plotting subroutine run much faster.

(1) Renumber Lines 32024 to 32030 of the plotting

subroutine to 1 through 7.

(2) Change the new Line 2 to:

2 IF IF ZZMODE=15 THEN GOSUB 32673
GOTO 4

(3) Add the following lines:

8 GOTD (first line of mWain program
-18088 for SPACE AS5SALLT)

8 RETLURN

3z8z4 GOSUB 1

(4) Delete Lines 32025 through 32030.

The program, as modified here, works in a way identi-
cal to the original. However, the modification moves the
most often executed inner loop of Dump1020’s three nest-
ed FOR loops to the beginning, which greatly speeds up
execution. (With BASIC XL from OSS, the above modifi-
cations are unnecessary. Simply run the program in the
FAST mode.)

Program enhancements.

These routines can be added to any program using stan-
dard graphics modes, but beware of programs that start
with a standard display list, then change it. An interest-
ing modification would have to be Dump1020 switch
graphics modes and screen memory locations as dictated
by the commands in such nonstandard display lists.

Also, if more pen colors were available, the program
could easily be modified to work in graphics modes 9, 10
and 11. The program would have to stop every four colors,
to allow the pens to be changed.

Finally, Dump1020 could be expanded to work in graph-
ics modes 1 and 2. This would require using the data in
screen memory as pointers into the character memory.
With these modifications, the program could be turned
into a generalized plotting routine, which would plot vir-
tually any display created on the Atari. &
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The two-letter checksum code preceding the line
numbers here is not a part of the BASIC program.
For further information, see the BASIC Editor II,
in issue 47 of ANALOG Computing.

Listing 1.
BASIC listing.

: IZ2000 REM 300000
Y 328681 REM
T 32002 REM
¥ 32803 REM
'K 32004 REM
yJ 32685 REM
H 32806 REM ZZFILL=1--FILL PIKELS
320087 REM ZZFILL=8--NO FILL
32808 REM ZZMODE=3,4,5,6,7,8,15 OR THE
SE MODES+16
. 32089 REM MUST INITIALIZE BEFORE CALLI
NG MAIN PROGRAM LUSING GOSUB 32882
QT 32818 REM ZZ0,ZZN AND ZZ5 ARE THE SAME
A5 DLDCOLOR,NEWCOLOR AND SCREENCOLOR
_IN ACTION! PROGRAM
32811 REM ALL OTHER VARIABLES ARE THE
SAME A5 THE ACTION! UARIABLES PREFIKED
BY ZZ
2 32812 REM EXCEPT FOR ZZA-ZZF,ZZYINCYPD
5 AND ZZXINCKPOS WHICH WERE NEEDED TO
 HOLD INTERMEDIATE CALCULATIONS
EB 32013 REM 366%¥%MATIN PROGRAM-—CALL AS
fi SUBROUTINE M3
K& 32014 GOSUB 3I2185:REM SET UP SCREEN PA
 RAMETERS
PC 32015 GOSUB 32088:REM INITIALIZE PLOTT
ER
MP 32016 IF ZZMODE=15 THEN GOSUB 3IZ118:RE
M GRAPHICS 15(7+) ONLY
IE 32017 GOSUB 32113 :REM DRAMW FRAME
HJ 32618 FOR ZZ5=1 TO ZZNUMCOLORS (ZZMODE}
~ -1i1REM FOR ALL COLORS
KF 32019 IF ZZMODE=15 THEN POKE 89,INT(ZZ
SCREENADD/256) : POKE 88,ZZ5CREENADD-256
¥PEEK (89) :REM GRAPHICS 15(7+) ONLY
W5 32026 PRINT #2;"C";ZZ5:REM PICK PROPER
 COLOR PEN
FK 32021 FOR ZZYP0S=8 TO ZZYMAX:REM FOR A
LL ROWS
GT 32022 IF ZZMODE=15 THEN GOSUB 320877:G0
 TO 32624:REM GRAPHICS 15(7+)
RU 320823 LOCATE 8,ZZYP05,ZZ0
A5 32024 FOR ZZXPOS5=8 TO ZZXMAX-1:REM FOR
 ALL COLUMNS EXCEPT LAST
HG 32025 IF ZZMODE=15 THEN GOSUB 32873:G0
~ TO 32627:REM GRAPHICS 15(7+)
KP 32826 LOCATE ZZKP0S,ZZYPO0S,ZZN
PG 32027 IF ZZN=ZZ5 THEN GOSUB 32841:REM
 THIS IS5 CURRENT COLOR
DB 320628 IF (ZZN{>ZZ0) AND (ZZ0=ZZ5) THEN
GOSUB 320846:REM WE NEED TO DRAW & BOX
¥T 32629 ZZ0=ZZN
UI 32838 NEXT ZZXPOS
TG 32031 REM NOW DO LAST COLUMN WHICH IS
 SPECIAL
32832 IF ZZMODE=15 THEN GOSUB 32873:G0
TO 32034:REM GRAPHICS 15(7+)
32033 LOCATE ZZKMAX,ZZYP0S,ZZN
32034 IF ZZN=ZZ5 THEN GOSUB 32841:REM
_ THIS IS5 CURRENT COLOR
E 32035 IF ZZ0=ZZ5 OR ZZN=ZZ5 THEN GOSUB
32046:REM WE NEED TO DRAW & BOX
32836 ZZO=ZZN
32837 NEXT ZZYPOS
32838 NEXT ZZ5
32639 IF ZZMODE=15 THEN POKE 8%,INT(ZZ
SCREENADD/256) : POKE 88,ZZSCREENADD-256
. ¥PEEK(89) 1 REM GRAPHICS 15(7+) ONLY

DUMP18286
BY DONALD GLOVER
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. 22650 PRINT HZ;"D'";ZZKINCHPOS;",";-ZZY
- INCYPOS

- 32051 PRINT HZ;"D'";ZZKINCXPOS;",";-ZZY

32040 RETURN

32041 REMH 36000005 1IIBROUTINE EXECUTED
IF PIXEL COLOR IS CURRENT COLORMX

k2.3

32042 ZZKINCHKPOS=ZZXKINC*ZZXPOS:ZZYIHCY

POS=ZZYINCXZZYPOS

32843 IF ZZXPD5=8 THEN PRINT H2;"H';8,

MMy —ZZYINCYPOS:IZZKSTART=8

320844 IF ZZ0<>ZZ5 THEN PRINT HZ;"'M';ZZ

KINCKPOS;"," ;—ZZYINCYPOS:ZZKSTART=ZZKI

NC®XZZXPOS

32845 RETLURN

32846 REM 06000000 S5UBROUTINE TO DRA

H B 0 X366 0000000000

32047 ZZHINCHPOS=ZZHINCHZZKPOS5:ZZYINCY

POS=ZZYINCXZZYPOS:ZZA=(ZZN=ZZ5) :ZZB=(Z

ZHXPOS=ZZHKHMAK]

32048 IF ZZB AND ZZa4 THEN GOTO 32853

320649 REM NOT LAST COLUMN 50 DRAW NORM

INCYPOS-ZZYLENGTH

326852 GOTO 32856

32653 REM LAST COLUMN 50 DRAW SPECIAL
BOX

22854 PRINT HZ;"D";ZZXKINCHPOSH+ZZHLENGT

CHEL;M, M —-ZZYINCYPOS
32655 PRINT H2Z2;"D";ZZXINCHKPOS+ZZHLEKGT

Ht1;", " —ZZYINCYPDS-ZZYLENGTH

32856 PRINT HZ;'D";ZZKSTART;",";-ZZYIN

CYPOS-ZZYLENGTH

32857 PRINT HZ;"D";ZZHSTART;",";-ZZYIN
CYPDS

32058 IF ZZFILL=1 THEN GOSUB 3IZ862:REM
FILL PIHKEL IF FLAG SET

32059 PRINT HZ;"M";ZZHSTART;",";-ZZYIN

- CYPOS

320608 RETURN

- 32061 REM 30000000 SUBROUTINE TO FILL

P I X E L 3000000

32862 FOR ZZLINE=8 TO ZZKINC

32863 PRINT HZ;"D';ZZXKSTART;",";-ZZYIN
CYPDOS5-ZZLINE

320664 IF ZZB aND ZZa4 THEN GOTO 32668
32865 REM NOT LAST COLUMN

32066 PRINT HZ;"D';ZZKINCKPOS;",'";-ZZY
INCYPOS—-ZZLINE

32667 GOTO 32078

32868 REM LAST COLLMN

22669 PRINT HZ;"D";ZZKINCHPOS+ZZHKLEKNGT
H+1;","; -ZZYINCYPOS—-ZZLINE

32878 HEXKT ZZLINE

326871 RETURHN

32072 REM b *SPECIAL LOCATE ROUT
INE FOR GRAPHICS 15 (7+)30000000060¢
320873 IF ZZYPOS=ZZCHANGE THEN POKE 88,
ZZLOMOD :POKE 89,ZZHIMOD

32874 LOCATE ZZXPO05,ZZYPOS-ZZCHANGE*(Z
ZYPOS>=ZZCHANGE) ,ZZN

32675 RETURN

32876 REM ¥000EXSPECIAL LOCATE ROUTINE
FOR GRAPHICS 15(7+)-—-ZZKP05=0 ONLY¥%
32877 IF ZZYPOS=ZZCHANGE THEN POKE 88,
ZZLOMOD : POKE 89,ZZHIMOD

32878 LOCATE 08,ZZYP0S-ZZCHANGEX({ZZYPOS
>=ZZCHANGE) ,ZZ0

320679 RETURN

32088 REM 300EO00SUBROUTINE TO INITIA

LIZE PLOTTER IN GRAPHICS MOD E¥ s

';32981 CLOSE HZ:REM JUST TO MAKE SURE
32882 OPEN #2Z,8,08,"P:":REM OPEN CHANNE

L TO 1626

32083 PRINT H2Z;CHR$(27) ;CHRS(7):REM PR
INTER IN GRAPHICS MODE

320684 PRINT HZ;"H":PRINT HZ;"I":REM HO
ME AND INIT PLOTTER
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312885 PRINT #z;"M";8;",";8:REHM HOVE PE

N TO 8,08

FH
NG

ER

32886 RETURN

32887 REM ¥E6E00OOOOOOCKSIIBROUTINE TO I
NITIALIZE ARRAY S r e e a0
32688 DIM ZZMODEXMAX (15),ZZMODEYMAK {15
1 ,ZZMODEYINCC15) ,ZZMODEXINC (15) , ZZNUMC
OLORS(15)

320889 DIM ZZADDFORFULL €15)

32898 REM FILL ARRAYS

32891 RESTORE 32898

- 328692 FOR ZZTHMODE=8 TO 15

320893 REaAD ZZn,ZZB,ZZC,ZZD,ZZE,ZZF

32894 ZZMODEXMAK (ZZTMODE)=ZZA:ZZMODEYI
- NC(ZZTHMODE)=ZZB

32895 ZZMODEYMAK(ZZTMODE)=ZZC:ZZMODEXI
NC(ZZTHMODE) =ZZD

' 32096 ZZNUMCOLORS(ZZTMODE)=ZZE:ZZADDFO
 RFULL(ZZTMODE)=ZZF
32097 NEXT ZZTMODE

320698 REM DATA FOR ARRAYS
32099 pATA 0,0,0,0,0,0,0,0,0,0,0,0,0,0
:9,0,8,8

321088 DATA 39,12,19,12,4,4,79,6,39,6,2

. ,8,79,6,39,6,4,8,159,3,79,3,2,16

GB
EM
™
oL
MI

JH
MR

pu
pB

FK
RF
KZ

LY
KJ

32161 DATA 159,3,79,3,4,16,319,1 1
12,32

32182 pATAh ©,6,08,0,08,0,08,0,0,08,0,0,0,0
,6,08,0,08,0,8,0,0,0,0,0,0,0,0,0,0,08,0,0
,0,8,8

32183 DATA 159,2,159,3,4,32

32164 RESTORE :RETLRN

I2105 REM 3OOEEEM¥¥%SLUBROUTINE TO SET
UP SCREEN PARAMETERSM¥EO0000CENRR
321086 IF ZZMODE)>15 THEN ZZMODE=ZZMODE-
16:EZFULL:1:REM CHECK FOR FLLL SCREEN
HOD

321687 ZZKMAX=ZZMODEXMAX (ZZHODE)

32108 ZZYMAX=ZZMODEYMAX (ZZMODE) +ZZFLLL
¥ZZADDFORFLULL (ZZMODE)

32109 ZZCHANGE=(ZZYMAX+1)/Z:REM USED T
0 FIND MIDDLE OF SCREEN FOR GRAPHICS 7
+

321180 ZZXKINC=ZZMODEXINC (ZZMODE) :ZZYINC
=ZZMODEYINC{ZZMODE)

32111 ZZHKLENGTH=ZZXINC-1:ZZYLENGTH=ZZY
INC-1:REM LENGTH OF BOX SIDES

32112 RETURN

32113 REM ¥EEGEGHOEESIIBROUTINE TO DRA
H FRAME 30

32114 PRINT HZ;"C'";8:REM BLACK PEN FOR
FRAME »

32115 PRINT HZ;"M“;6;",";8:PRINT #2Z;"D
U ZZHMARKZZHINCHZZHINC Y, ;8

32116 PRINT HZ;"D'";ZZXKMAK¥ZZKINCH+ZZHIN
C;", " —ZZYMAKXZZYINC-ZZYINC:PRINT HZ;"
D';e;t, " —ZZYHARRXZZYINC-ZZYINC

32117 PRINT #Z;'D'";0;',";0:RETLURN
32118 REM ¥066GOOEEXSUBROUTINE USED TO
FOOL BASIC LOCATE COMMAND FOR GRAPHICS
15 (7+) HOE0O6E0E000E

32119 ZZSCREENADD=-PEEK(88) +256%PEEK (89
p)

32128 ZZMODADD=ZZSCREENADD+ZZCHANGE*40
32121 ZZHIMOD=INT(ZZMODADD/256)

32122 ZZLOMOD=ZZMODADD-ZZHIMOD*Z56
32123 IF ZZMODE=15% THEN POKE 87,7:REH
FOOL BASIC

32124 RETURN

159,
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ANALOG Computing
Writers’ Guidelines

Make sure your submission
gets the attention it deserves.

Many of the following suggestions are applicable to all computer magazines. They assist us in the typesetting ac-
curacy of your submission and in the speed of publication. ANALOG Computing, a monthly magazine, publishes
new articles, programs and reviews concerning only Atari home computers and their related hardware and soft-
ware. We have published many first-time authors, so by following these guidelines, you may soon find your article
and byline in the pages of ANALOG Computing.

1. The upper left-hand corner of the first page should con-
tain your name, address, telephone number and the date
of your submission. Important: when you submit an article
to us, you must indicate whether or not it is a simultaneous
submission. A simultaneous submission is a photocopied
manuscript submitted to more than one magazine at a time.
Many magazines do not appreciate this practice (we are
among them) and view any photocopied manuscripts wari-
ly. We do accept manuscripts text printed on a word proces-
sor. Your article should also be submitted on disk, along with
any programs which the article requires.

2. The title of the article should be underlined, starting half-
way down the first page.

3. If your article is a product review, please include the fol-
lowing information, in lieu of a title: the product’s official
name; the product’s author (if availabie); the company pro-
ducing and/or distributing it; the company’s address and
phone; memory or hardware requirements; and suggested
retail price.

4. The following pages should be typed normally (double
spaced), except that, in the upper right-hand corner, the ti-
tle of the article should be prominent, along with your last
name and the page number (e.g., Disk/Jones/3).

5. If your article has program listings of between five and
twenty lines, you may include them within the text. Longer
programs should be included with your article, but it is not
essential. However, it is imperative that we have a copy of
the program on disk. The disk should be labeled with the
author’s name and the title of the article or program.

6. It is much easier for our readers to type in your program
if you use CHR$(X) values instead of cursor manipulators
to format your output. In some cases, it may be necessary
to include special control characters to create special dis-
plays. In these cases, control characters are allowable.

7. The printers used for ANALOG's program listings will ac-
cept all Atari control, escape and inverse video characters.
BASIC programs containing machine language subroutines
in string variables should use DATA statements to contain
the machine language numeric values. Authors should avoid
using the assignment of a string variable to a complex ma-
chine language string literal. For example, (ML$="mj+7")
could confuse readers. Authors should provide commented
assembly source code listings for any machine language
subroutines used in their programs. Any machine language
game programs should be located in the lowest possible
amount of memory.

8. Standard manuscript format—rules such as double spac-
ing, one-inch margins all around the text, standard typing
paper and typing only on one side of the paper—should be
followed when submitting an article or review to ANALOG
Computing. The pages of your submission should be pa-
per clipped together, not stapled.

9. The best way to write for us is by studying previous is-
sues. For instance, reviews of hardware and software should
list the information requested in paragraph 3. Your article
should be written in continuity with ANALOG’s style—the
acronym BASIC is always all caps, as are keys like RETURN
and BREAK, while names of other languages are spelled
in various ways (Pascal, FORTH, assembly).

10. ANALOG Computing pays between $25 and $390 for
published articles. The standard rate of pay is $65 per type-
set page, up to six pages total (not including space taken
for advertisements, art and photos). Articles over that length
will be paid the flat maximum fee. If we do determine that
an article may be over eight magazine pages, it may be spiit
into two parts or sent back to the author for editing.

Send all articles, reviews or program submissions to: ANALOG Computing Magazine, Submissions Department,
P.O. Box 23, Worcester, MA 01603.
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MIG Alley Ace: Thrlllmg head-to-head Sab:&
Jet aerial dog fighting.includes single player
flying mode, as well as two player competmon

Hellcat Ace: Excntmg % dimensional aerial
combat over the Pacific in World War 1.

For one to four players.

Air Réscue: Sensational assault
rescue raids for daring pilo
configuration. For one to ei

' Guts
Stamina
Intense concentration
Fast reflexes
Willingness to take risks
Good eye-hand coordination
L

Fly solo or in team configuration -
" Maneuver m 3-D space

“See and avoid” techniques

Advanced aerobatics: loops, rolls, G

Outfly the enemy

“You'll experience the wind.
face and the intense dog fi
action of some of the world'’s
honored and respected combat
aviators: the onginal snck-and-mdder

fighter pilots!”
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