
Title Page Description Issue Year Month

A MERGE EMERGES  24  ROUTINE TO MERGE PROGS. IN BASIC               61 88 5

A SOUND START    20  Q+A.RE.SOUND AND PLAY COMMANDS THROUGH CASSETTE 52 87 8

ADDRESS LOADING  23  PUT ML PROGRAMS INTO MEMORY WHERE YOU WANT THEM 27 85 7

ADVENT.TRAIL (01) 15-8 MADNESS,"FRANKLIN","BONKA","DRONE" REVIEWED  4 83 8

ADVENT.TRAIL (01) 15-8 COLOSSAL CAVE,"CALIXTO","R.OF DARKNESS"REVWED 4 83 8

ADVENT.TRAIL (02) 41  PIMANIA,"RING OF DARKNESS","TOUCHSTONE"      16 84 8

ADVENT.TRAIL (03) 45  PETTIGREW'S DIARY,"OPERATION SAFRAS"         17 84 9

ADVENT.TRAIL (04) 45  INCREDIBLE HULK,"THE GOLDEN BATON"           18 84 10

ADVENT.TRAIL (05) 50  ARNOLD BLACKWOOD,"ARROW OF DEATH (PTS.1&2)"  20 84 12

ADVENT.TRAIL (05) 45  FEASIBILITY EXPERIMENT,"WAXWORKS","CALIXTO"  19 84 11

ADVENT.TRAIL (06) 43  REVIEWED-"TIME MACHINE"                        21 85 1

ADVENT.TRAIL (07) 35  REVIEWED-"SHRUNKEN SCIENTIST","THE SKULL LORD" 23 85 3

ADVENT.TRAIL (08) 35  REVIEWS OF "CIRCUS"&"HORROR CASTLE"            24 85 4

ADVENT.TRAIL (09) 29  REVIEW OF "CAVERNS OF DOOM"                    26 85 6

ADVENT.TRAIL (10) 36-7 COLOSSAL CAVE AND "ADVENTURELAND" REVIEWED   31 85 11

ADVENT.TRAIL (11) 35  PIRATE ADVENTURE AND "VOODOO CASTLE" REVIEWS 32 85 12

ADVENT.TRAIL (12) 26  SECRET MISSION,"SYZYGY"HELP+ADVENTURE CONTACT 33 86 1

ADVENT.TRAIL (13) 32-4 CASTLE BLACKSTAR&"SAM BUICK"REVD.+ADV.CONTACT 34 86 2

ADVENT.TRAIL (14) 29- HINTS ON "MADNESS/MINOTAUR","TRKBOER",LOINSPCE" 35 86 3

ADVENT.TRAIL (14) 29- HINTS ON "FRANKLINS","SEC.MISSION","WINGS/WAR" 35 86 3

ADVENT.TRAIL (14) 29- HINTS ON"SYZYGY","JUXTAPOSITION","ICE KINGDOM" 35 86 3

ADVENT.TRAIL (14) 29- HINTS ON "DIABLERO","TOWERS/DEATH","TIME MACH." 35 86 3

ADVENT.TRAIL (15) 29- DIABLERO,"JUXTA..","R.RING","COLOSSAL" HINTS 36 86 4

ADVENT.TRAIL (16) 30- HINTS ON "STAR-TREK 1","DIABLERO","SEA QUEST"  37 86 5

ADVENT.TRAIL (17) 30-2 REVS."WEIRDS/KESH","SPACE TREK 2"              38 86 6

ADVENT.TRAIL (18) 26-8 HINTS ON "FRANKLIN","SAFRAS","SYZYGY"          39 86 7

ADVENT.TRAIL (18) 26-8 HINTS ON "ICE KINGDOM","TOWERS/DEATH","TREKBOER 39 86 7

ADVENT.TRAIL (18) 32  HINTS ON "JUXTA","KET TRILOGY","RETURN/RING"   38 86 6

ADVENT.TRAIL (19) 28  DRAGON MOUNTAIN,"SEA QUEST","LOST IN SPACE"  40 86 8

ADVENT.TRAIL (19) 28  CAVERNS/DOOM,"WINGS/WAR","DIABLERO","SANCTUM" 40 86 8

ADVENT.TRAIL (19) 28-9 AQUANAUT 471,"SYZYGY","VORTEX","TREKBOER"    40 86 8

ADVENT.TRAIL (20) 29  SORCEROR/CLAYMORGUE,"CASTLE ADVENT.","SYZYGY" 41 86 9

ADVENT.TRAIL (20) 30  INFO ON 'MADNESS/MINATOUR'+TIPS,HINTS,CLUES,ETC 41 86 9

ADVENT.TRAIL (20) 29  JUXTAPOSITION,"WIZARD/AKRYZ","WINGS OF WAR"  41 86 9

ADVENT.TRAIL (20) 29  ROUTINE-INSPECTS DATA IN BASIC ADVENTURES      41 86 9

ADVENT.TRAIL (21) 29  COMPLETE SOLUTION TO 'JUXTAPOSITION'           42 86 10

ADVENT.TRAIL (22) 31-2 FERNANDO POO,"SPACE TREK 3","DREAM MACHINE"  43 86 11

ADVENT.TRAIL (22) 31  TIME MACHINE SEARCH+ ADVENTURE CONTACT       43 86 11

ADVENT.TRAIL (23) 32  HINTS ON "TANGLEWOOD","COLOSSAL CAVE"          44 86 12

ADVENT.TRAIL (23) 32  HINTS ON "HERCULES","UNDERBEINGS OF CROTH"     44 86 12

ADVENT.TRAIL (24) 26-8 HINTS-"TRANS.TOWER","SYZYGY","EMPEROR/DIE"     45 87 1

ADVENT.TRAIL (24) 26-8 HINTS-"TREKBOER","GOLDEN BATON","VORTEX","JUXTA 45 87 1

ADVENT.TRAIL (25) 27-8 VORTEX,"JUXTAPOSITION","AQUANAUT 471"        46 87 2

ADVENT.TRAIL (25) 27-8 RETURN/RING,"SYZYGY","TREKBOER","TANGLEWOOD" 46 87 2

ADVENT.TRAIL (26) 28-9 HINTS-"TREKBOER","CALIXTO ISLAND","SHENANIGANS" 47 87 3

ADVENT.TRAIL (26) 28-9 HINTS-"WIZARD'S Q.","CUTH/CHALICE","TANGLEWOOD" 47 87 3

ADVENT.TRAIL (27) 27-8 PYRAMID OF DOOM,"DEATH MINES OF SIRUS"       48 87 4

ADVENT.TRAIL (27) 27-8 THE EMPEROR MUST DIE,"IF I HAD A MILLION"    48 87 4

ADVENT.TRAIL (27) 27-8 GOLDEN BATON,"RETURN/RING"+ RING/DARKNESS MAP 48 87 4

ADVENT.TRAIL (27) 27-8 MISSION MOONBASE,"LOST IN SPACE","TREKBOER"  48 87 4

ADVENT.TRAIL (28) 28-9 EL DIABLERO,"TANGLEWOOD","CALIXTO","SYZYGY"  49 87 5

ADVENT.TRAIL (28) 28-9 AQUANAUT 471                                 49 87 5

ADVENT.TRAIL (29) 28-9 HINTS ON "TANGLEWOOD","SYZYGY","LOST IN SPACE" 50 87 6

ADVENT.TRAIL (29) 28-9 TEMPLE/VRAN,"SYZYGY" MAPS +"HUEY-14"(?) HINTS 50 87 6

ADVENT.TRAIL (30) 27-8 HINTS/SOLUTION TO "COLOSSAL CAVE" ADVENTURE    51 87 7

ADVENT.TRAIL (31) 29- INFO-"TANGLEWOOD","GI-ANTS",COMPRESSOR,MAGS.   52 87 8

ADVENT.TRAIL (31) 29- INFO.ABOUT"STARCRASH"(UNRELEASED),"KEYS/WIZARD" 52 87 8

ADVENT.TRAIL (32) 24-5 T.ECLIPSE,"SYZYGY","SAFRAS","VORTEX","JUXTA" 53 87 9

ADVENT.TRAIL (32) 24-5 BLACK SANCTUM,COMPLETE SOLUTION-"AQUANAUT471" 53 87 9

ADVENT.TRAIL (33) 24-5 TREKBOER HELP +INFO.ON NEW PROGS.+MAGAZINE   54 87 10

ADVENT.TRAIL (33) 24-5 HELP-"BLACK SANCTUM","SYZYGY","TANGLEWOOD"     54 87 10

ADVENT.TRAIL (34) 25  AQUANAUT 471,"EL DIABLERO"                   55 87 11

ADVENT.TRAIL (34) 24-5 SYZYGY,"VORTEX","MAD/MINOTAUR","SHENANIGANS" 55 87 11

ADVENT.TRAIL (35) 22-3 SYZYGY,"JUXTA","TREKBOER","ECLIPSE","MISSION" 56 87 12

ADVENT.TRAIL (35) 22-3 DETAILS OF INLAY NOTES FROM "EL-DIABLERO"      56 87 12

ADVENT.TRAIL (35) 22-3 SHENANIGANS,"VORTEX","SEA QUEST","RETURN/RING 56 87 12

ADVENT.TRAIL (36) 20-1 FISHY BUSINESS,"MADNESS/MINOTAUR","SYZYGY"   57 88 1

ADVENT.TRAIL (37) 23-4 SOLUTION TO "TREKBOER"                         58 88 2
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ADVENT.TRAIL (38) 23-4 SYZYGY,"TANGLEWOOD","TREKBOER","JUXTA"       59 88 3

ADVENT.TRAIL (38) 23-4 ADVICE ON THE COPYRIGHT LAW                    59 88 3

ADVENT.TRAIL (39) 20-1 'R/RING','TREKBOER'+ADVICE -WRITING ADVENTURES 60 88 4

ADVENT.TRAIL (41) 24-5 HINTS FOR "THE HULK"                           62 88 6

ADVENT.TRAIL (41) 24-5 RETURN OF RING MAP,HINTS FOR "DEMON KNIGHT"  62 88 6

ADVENT.TRAIL (43) 24-5 SOLUTION TO "PYRAMID OF DOOM"                  64 88 8

ADVENT.TRAIL(40) 20-1 HELP WITH "THE CRICKLEWOOD INCIDENT"           61 88 5

ADVENTURE (01)   24-5 NEW SERIES ON WRITING YOUR OWN ADVENTURE GAMES 49 87 5

ADVENTURE (02)   26-7 USING TEXT INPUT WHEN WRITING ADVENTURES       50 87 6

ADVENTURE (03)   25-6 MORE BUILDING OF A VOCABULARY                  51 87 7

ADVENTURE (04)   27-8 LISTING FOR PARSER TO ASSIST WITH ADV.WRITING  52 87 8

ADVENTURE (05)   22-3 ADDING VOCABULARY,DESCRIPTIONS,HUMOUR,MOVEMENT 53 87 9

ADVENTURE (06)   22-3 INCLUDING OTHER CHARACTERS IN AN ADVENTURE     54 87 10

ADVENTURE (07)   22-3 ADDING VERBS & ADDING CHARACTERS TO ADVENTURES 55 87 11

ADVENTURE (08)   20-1 FINISHING TOUCHES,HINTS AND IDEAS              56 87 12

ADVENTURE (09)   22-3 INTRODUCING CHARACTERS INTO A GAME             57 88 1

ADVENTURE (10)   22-3 USING CHARACTERS                               58 88 2

ADVENTURE (11)   24-5 LISTINGS DEALING WITH "DROP ALL" IN ADVENTURES 59 88 3

ADVENTURE (12)   19- LOOKING FOR MATERIAL(SCI-FI)FOR SOFTWARE IDEAS 60 88 4

ADVENTURE (13)   19- LISTINGS TO LOOK AT 'GET' COMMAND IN ADVENTURES 61 88 5

ADVENTURE (14)   23-4 SELECTING CHARACTERS FOR AN ADVENTURE GAME     62 88 6

ADVENTURE (15)   23-5 ERROR MESSAGES AND BUG-FINDING                 63 88 7

ADVENTURE (16)   23-4 SUGGESTIONS FOR ORIGINALITY                    64 88 8

ADVENTURE CLASSCS 9-11 REVIEWS-"PIMANIA","KEYS/WIZARD","CAVERNS/DOOM" 27 85 7

ADVENTURE CLASSCS 9-11 FRANKLIN'S TOMB,"SYZYGY","PULSAR 7"          27 85 7

ADVENTURE WRITER 2   EXTRA INFO ON 'ADVENTURE WRITER' BY COWEN      43 86 11

AIRBALL MAP      21  MAP OF "AIRBALL"                               50 87 6

ALLDREAM ON DISK 31  SAVING AND LOADING 'ALLDREAM' FILE FROM DISK   27 85 7

AMATEUR RADIO    2   INFO RE.DRAGON AMATEUR RADIO USER GP.IN WALES  40 86 8

AMERICAN COLORS  3   LETTER ON MONITORS(RYB-RGB)+P.WHITTAKER'S W.P. 60 88 4

AMSTRAD DMP-2000 23  Q+ANS.RE.USING AMSTRAD PRINTER WITH DRAGON     45 87 1

ANADEX PRINTERS  20  PIN CONNECTIONS FOR MODEL DP-8000 DOT MATRIX   52 87 8

ANALYSER CORR.   4   ROUTINE TO CORRECT ERRORS RE.ROW INSERT COMMAND 44 86 12

ANALYZER         20-4 WORKSHEET TO UPDATE ACCOUNTS AND MANAGE FINANCE 43 86 11

ANALYZER INFO.   3   CORR.AND INFO. RE.ANALYZER PROGRAM             48 87 4

ANALYZER UPDATE  4   BASIC PROG.TO ALTER PROG. IN 12'86 EDITION    49 87 5

AND ADD NUMBER... 26  EXPLANATION OF 'HAILSTONE' NUMBERS +COMPETITION 62 88 6

ANIMATION        25-7 EXTRACT FROM "ADVANCED SOUND AND GRAPHICS"     5 83 9

ANIMATION        29  ARTICLE+LISTING TO GIVE BASICS OF ANIMATION    10 84 2

ANS.TO QUEST/LIFE 2   LETTER RE.SUPPORT FOR D32/USA SOFTWARE         60 88 4

ARCADE ARENA 01A 9   NEW SECTION FOR GAMES TIPS,POKES,MAPS ETC.     37 86 5

ARCADE ARENA 01B 9   NEW REVIEWING SYSTEM-GRAPHICS,PLAY,ADDICT,VALUE 37 86 5

ARCADE ARENA 02A 28  POKES FOR "DUNKEY MUNKEY","ASTRO-BLAST""ABDABS" 38 86 6

ARCADE ARENA 02B 28  POKES FOR "JET BOOT COLIN","MUDPIES","M.MINER" 38 86 6

ARCADE ARENA 02C 28  POKES FOR"CAVERNS","COSMIC","CUTH.IN COOLER"   38 86 6

ARCADE ARENA 02D 28  POKES FOR "CHAMBERS","MOONHOPPER",QUAZIMODO"   38 86 6

ARCADE ARENA 02E 28  POKES FOR "ROMMEL","TUBEWAY","JETSET","FIGHTER" 38 86 6

ARCADE ARENA 02F 28  POKES FOR "GALACTIC","HOR/SKIING","ROBIN HOOD" 38 86 6

ARCADE ARENA 02G 28  POKES FOR "SEA DRAGON","SHOCKTROOPER"          38 86 6

ARCADE ARENA 02H 28  FORMULA FOR POTTING ALL BALLS IN"8-BALL"+COMP. 38 86 6

ARCADE ARENA 03A 24  POKE FOR NINJA WARRIOR                         39 86 7

ARCADE ARENA 03B 24  RATINGS-NINJA,RUBY,PUB CRAWL,GRABBER,SUPERBOWL 39 86 7

ARCADE ARENA 04A 26-7 LISTING TO EDIT SAVEGAME ON "TOTAL ECLIPSE"-64K 40 86 8

ARCADE ARENA 04B 26-7 HINTS ON "PAINTER","HUNGRY HORACE","TL.CRICKET" 40 86 8

ARCADE ARENA 04C 26  THE DARK PIT-MAP OF 64 SCREENS               40 86 8

ARCADE ARENA 05A 28  POKES FOR "BEANSTALKER","RUBY ROBBA","ESCAPE"  41 86 9

ARCADE ARENA 05B 28  BEAMRIDER,"CAVERNS/CHAOS","DEATH MINES"      41 86 9

ARCADE ARENA 05C 28  ROUTINE TO BREAK INTO MICRODEAL/T.MIX/POCKET M. 41 86 9

ARCADE ARENA 05D 28  POKES TO WORK WITH PREVIOUS ROUTINE(PROG.C)    41 86 9

ARCADE ARENA 05E 28  'TOTAL ECLIPSE SAVEGAME EDITOR' FOR DRAGON 32  41 86 9

ARCADE ARENA 06A 27  MAP+TIPS ON 'COPTA SNATCH'                     42 86 10

ARCADE ARENA 07A 28-9 COMP.& CHEATS FOR 'TIME BANDIT'                43 86 11

ARCADE ARENA 07B 28-9 'KEYS OF ROTH' SOLUTION+ TOTAL ECLIPSE CORR.   43 86 11

ARCADE ARENA 07C 28-9 ALTERING/STORING SCREENS ON 'CHUCKIE EGG' INFO. 43 86 11

ARCADE ARENA 07D 28-9 'JUXTAPOSITION' MAP                            43 86 11

ARCADE ARENA 08A 24  POKES-"ASTRO","BEAN","BUBBLE B.","BUZZARD BAIT" 44 86 12

ARCADE ARENA 08B 24  BEAM RIDER,"CAVERNS/CHAOS","COSMIC CRUISER"  44 86 12

ARCADE ARENA 08C 24  CU*BER,"CUTH.COOL","CHAMBERS","CAVE FIGHTER" 44 86 12
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ARCADE ARENA 08D 24  PAINTER,"DUNKEY MUNKEY","DARK PIT","DUNG.RAID 44 86 12

ARCADE ARENA 08E 24  DANGER RANGER,"DEATH MINES","ESCAPE","EDDIE" 44 86 12

ARCADE ARENA 08F 24  FEARLESS F.,"GALACTIC","HUNGRY/HORACE/SKI"   44 86 12

ARCADE ARENA 08G 24  ICE CASTLES,"INVD.REV.","JETSET","JETBOOT"   44 86 12

ARCADE ARENA 08H 24  KING,"LUNAR","MUDPIES","MANIC","MOON HOPPER" 44 86 12

ARCADE ARENA 08I 24  M.CHESS,"NINJA","PLANET INV.","PEDRO","PENGON 44 86 12

ARCADE ARENA 08J 24  QUASIMODO,"R.HOOD","ROMMELS","R.ROBBA","SHOCK 44 86 12

ARCADE ARENA 08K 24  SEA DRAG.,"SPACE RAIDERS","ABDABS","T.TIME"  44 86 12

ARCADE ARENA 08L 24  T.L.CRICKET,"TUBEWAY ARMY","ZAK'S SON"       44 86 12

ARCADE ARENA 08M 25  FANTASY FIGHT MAP                            44 86 12

ARCADE ARENA 09A 21  POKES-"DRAGONHAWK","AQUANAUT","TREKBOER,"VORTEX 45 87 1

ARCADE ARENA 09B 21  SHENGANS,"ZAXXON" +LOADER PROGS FROM P.BURGIN 45 87 1

ARCADE ARENA 10A 21-2 MAPS OF "WIZARD'S QUEST","BROCK'S KINGDOM"     46 87 2

ARCADE ARENA 10B 21-2 MAPS-"CASTLE/DOOM","COPTA SNATCH","TANGLEWOOD" 46 87 2

ARCADE ARENA 11A 21-2 GAMES ROUNDUP (RATINGS ETC.)                   47 87 3

ARCADE ARENA 12A 16-9 GAMES ROUND-UP +MAPS OF "TANGLEWOOD"&"T.ECLIPSE 48 87 4

ARCADE ARENA 12B 17  FIRE FORCE,"STONE RAIDER 2","FRANKIE" CHEATS 48 87 4

ARCADE ARENA 13A 20  HINTS FOR "MISER'S DREAM" AND "FRANKIE"        50 87 6

ARCADE ARENA 14A 15-7 SHAOLIN MASTER,"MOON CRESTA"                 51 87 7

ARCADE ARENA 14B 15-7 MAPS FOR "EDDIE STEADY GO","TOTAL ECLIPSE"     51 87 7

ARCADE ARENA 15A 20- P.BURGIN'S "HACKING SHEETS" -POKES,LOADERS,ETC. 54 87 10

ARCADE ARENA 16A 7   POKES/CHEATS/HINTS FOR VARIOUS GAMES           56 87 12

ARCADE ARENA 17A 7   CATEGORIES IN THE EXPERT'S SOFTWARE SURVEY     57 88 1

ARCADE ARENA 18A 13  AIRBALL POKES & HINTS                          58 88 2

ARCADE ARENA 19A 17  HINTS FOR "PIT FIEND","COPTA SNATCH","W.QUEST" 59 88 3

ARCADE ARENA 20A 10- 'MODULE MAN'MAP/'MOONCRESTA'&'CATACOMBE'CHEATS 60 88 4

ARCADE ARENA 21A 12-3 CHUCKIE EGG SCREEN DESIGNER,"NITEMOVE" SOLN. 62 88 6

ARCADE ARENA 21B 12-3 AIRBALL HINTS                                62 88 6

ARCADE ARENA 22A 6-8 CHUCKIE EGG SCREEN DESIGNER                  63 88 7

ARCADE GAMES     9   REV.OF"KING","MANIC","SCRAMBLE","ROMMEL'S REV" 26 85 6

ARCADE GAMES     13  REVIEWS OF "CUTH.JUNGLE" AND "FROGGER"         26 85 6

ARRAY SAVING     45  LISTING SHOWING HOW TO SAVE ARRAYS TO TAPE     16 84 8

ARRAYS           31  USING THE DEF FN COMMAND IN ARRAYS             25 85 5

ARRAYS TO CLEAR  24  POKES TO CLEAR MEMORY                          61 88 5

ARTIST           10  CREATES ILLUSTRATIONS FOR GAMES                24 85 4

ASC FUNCTION     53  INFORMATION ON THE 'ASC' FUNCTION              6 83 10

ASCII SAVING     65  ANS.RE.CSAVE"",A + SIMULATING 'COLD START'     13 84 5

ATOM HUNT        25-8 LOGIC GAME WITH 'COMPUTER STYLE TEXT ON HI-RES' 14 84 6

ATOMS FOUND AGAIN 3   LETTER + CORR.TO 'ATOM HUNT' (JUN'84.PP.25-28) 55 87 11

AUDIO ON/OFF     31  M/C ROUTINES TO ACCESS HEADERLESS PROGS+AUDIOON 29 85 9

AUTHOR RIGHT     3   LETTER RE.STYLOGRAPH AND OS9.                  55 87 11

AUTO BOOT        8-9 ARTICLE + LISTING -HOW TO USE BOOT COMMAND     54 87 10

AUTORUN          3   SHORT BASIC PROG.TO AUTO-RUN BASIC FILES       52 87 8

AUTORUN BASIC    21-2 M/CODE ROUTINE (2 LISTINGS) FOR AUTORUNNING    15 84 7

B&W TO COLOUR    28  Q+ANS.ON GIVING COLOUR SIGNAL AT MONITOR SOCKET 62 88 6

BACK ISSUES      2   INFO ON OBTAINING PAST EDITIONS OF DRAGON USER 40 86 8

BACK ISSUES      31  PEAKSOFT ADVERT.RE.BACK NUMBERS OF DRAGON USER 40 86 8

BACK ISSUES      2   LIST OF DU BACK NOS. AVAILABLE FROM PEAKSOFT   41 86 9

BAD NEWS LETTER  2   REQ.FOR INFO.ON 'NEWS FROM THE DRAGON'         60 88 4

BANBURY CLUB     2   NAME/ADD./TEL NO. OF NEW DRAGON USER'S CLUB    41 86 9

BASIC & M/C DATA 20-2 DEMOS TO PASS VALUES BETWEEN BASIC-M/C ROUTINES 35 86 3

BASIC 42         18  REVIEW OF "BASIC 42" UTILITY                   44 86 12

BASIC ADVANCED   13-1 ARTICLE+LISTINGS GIVING ADVANCED BASIC FEATURES 33 86 1

BASIC BASIC      8-13 SOME EXTRA ADVICE ABOUT BASIC PROGRAMMING      30 85 10

BASIC COMMANDS   28  CHANGING BASIC WORDS+INFO ON CHECK ROUTINES    37 86 5

BASIC EXTENSION  2   LETTER RE.REVIEW OF "BASIC42"                  52 87 8

BASIC INTERPRETER 5   LISTING TO PRINT COMMANDS FROM BASIC INTERPRETR 2 83 6

BASIC PROBLEM    21  STRUCTURED BASIC v DRAGON BASIC SOLUTION       55 87 11

BASIC PROGRAMMING 26-7 ARTICLE ON 'BASIC PROGRAMMING'                 12 84 4

BASIC WORD DEFINE 31  DEFINING YOUR OWN BASIC COMMANDS               27 85 7

BASICO9          21-2 LISTING-SETS UP PRINTER BEFORE RMS,STYLOGRAPH  62 88 6

BASICO9          20-2 DETAILED EXPLANATION OF OS9 BASIC UTILITY      62 88 6

BATTLE FOR JIRDHA 45-9 ARCADE GAME USING GET/PUT IN HI-RES GRAPHICS   7 83 11

BATTLESHIP GAME  12  LISTINGS FOR HI-RES GRID GAME                  24 85 4

BAUD RATE        28  Q+ANS ON MODEM+RS232 SERIAL INTERFACE          42 86 10

BAUD RATE        28  EXPLANATION OF BAUD RATES                      62 88 6

BAUD RATE CODE   27  ROUTINE TO SET ARRAY-CONVERT BAUD RATE TO CODE 41 86 9

BCD              28  EXPLANATION OF BINARY CODED 12IMAL +LISTINGS  57 88 1
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BELGIAN USER GRP 5   LETTER RE.POSITION OF DRAGON IN EUROPE         31 85 11

BENCHTEST FOR D64 22-5 DRAGON 64 TESTED-CONCLUSIONS/ALTERNATIVES/DOCNT 8 83 12

BETTER VIDEO     3   INFO. ON AN UPGRADE BOARD NEC 7220             54 87 10

BETTER VIDEO     2   REQUEST FOR DETAILS ON NEC 7220 CHIP           59 88 3

BIG FOR ITS SIZE 18  ARTICLE ON CUMANA 40T DISC DRIVES              61 88 5

BINARY FILES     26  Q+ANS ON LOADING/SAVING BIN. FILES TO/FROM DISK 43 86 11

BINGO            17  THREE PAGE LISTING FOR 'DRAGON BINGO'          31 85 11

BLACK - GREEN    28  HELP WITH GET AND PUT, RE.SYNTAX ERROR         59 88 3

BLACK/ORANGE SCR. 4   M/C ROUTINE -GIVES BLACK ON ORANGE DISPLAY     14 84 6

BLACK/WHITE      21  Q/ANS ON USING B/W MONITOR WITH DRAGON         55 87 11

BLACK/WHITE MOD. 2   MODIFICATION ON 64 AND 32 (STEADY B&W DISPLAY) 62 88 6

BLITZ            25-7 M/C "BOMBING" GAME BY D.CLANCY                 3 83 7

BOOK ERRORS      4   DRAGON M/C LANG.FOR ABSOLUTE BEGINNERS FAULTS 35 86 3

BOOK REVIEWS     33-8 INSIDE THE DRAGON-POKES,USR CALLS,USEFUL INFO 15 84 7

BOOK REVIEWS     33-8 ADV SOUND+GRAPHICS WITH WORKKNG EXAMPLES     15 84 7

BOOK REVIEWS     36- REVIEWS OF 36 BOOKS FOR DRAGON (PP.36-44)      14 84 6

BOOKBYTES (01)   39  6809 MACHINE CODE PROGRAMMING                19 84 11

BOOKBYTES (02)   39  TRAINING-DRAGON,"EXPLORING ADVENTURES-DRAGON" 19 84 11

BOOKBYTES (03)   23  BRAINTEASERS,"GIANT BOOK OF GAMES FOR DRAGON" 20 84 12

BOOKBYTES (04)   23  DRAGON MACHINE CODE                          20 84 12

BOOKBYTES (05)   41  CREATING ADV.GAMES ON THE DRAGON BY C.GIFFORD 21 85 1

BOOKBYTES (06)   41  BASIC FOR YOUR DRAGON 64/32 MADE EASY REVIEW 21 85 1

BOOKBYTES (07)   41  PROGRAMMING THE DRAGON BY P.LAFFERTY (REVIEW) 21 85 1

BOOKBYTES (08)   37  CONT-"POCKET HANDBOOK FOR THE DRAGON","FORTH"  22 85 2

BOOKBYTES (09)   37  BOOKS-"DRAGON PROGRAMS","INTRODUCING PASCAL"   22 85 2

BOOKBYTES (10)   37  BOOKS-"BOOK OF PERSONAL COMPUTING","FORWARD100" 23 85 3

BOOKBYTES (11)   37  CONT-"FORTH FOR MICROS","ARCADE GAMES IN BASIC" 23 85 3

BOOKS & M/C      12- LIST OF BOOKS FOR DRAGON+INFO ON M/C SOFTWARE  41 86 9

BOOKS AND M/C    2   ADDITIONS TO LIST OF BOOKS IN SEP'86 ISSUE     45 87 1

BOOT FROM 64 MODE 4   A PROG. TO "REVERSE BOOT"(FROM 64 TO 32 MODE)  25 85 5

BOOT IS PATCHED  2   CORRS.TO RUN 'AUTO BOOT'(10'87) ON DOS 4.0    61 88 5

BOSS DOS         6-8 ARTICLE ON DRAGONDOS 2.3+LISTINGS              46 87 2

BOXING DATA      22-3 LISTING FOR SCREEN FORMATTER WHEN ENTERING DATA 50 87 6

BREAK KEY        5   CORRECTION TO "BREAK KEY"LETTER IN JUN'83 ISSUE 4 83 8

BREAK KEY        49  POKES FOR DISABLING &ENABLING 'BREAK' KEY      2 83 6

BREAK KEY        28  LISTING TO ALLOW 'BREAK KEY' TO BE DISABLED    35 86 3

BREAK KEY DISABLE 47  DISABLING 'BREAK' INC.INPUT LINES              18 84 10

BREAKING THE '64 3   ROUTINE TO WORK IN CONJUNCTION WITH ABOVE PROG. 62 88 6

BREAKING THE 64  8-9 SOLUTION TO BREAK KEY WITH PRINTERS ON D64     58 88 2

BROCK'S KINGDOM  21  MAP OF SCREENS                                 46 87 2

BROTHER EP-22 TYP 31  ANS.RE.EP-22 TYPEWRITER + DRAGON 64            26 85 6

BUG ZAPPER       12  EPROM PROGRAMMER FROM WINDRUSH                 18 84 10

BUGS IN BASIC    31-4 CORRECTING THE BUGS IN DRAGON BASIC            6 83 10

BUILD-A-DRIVE    24  Q+A ON BUILDING DRIVE INTERFACE/CHIPS USED     60 88 4

BULLETIN BOARD   7   DETAILS OF BBSO9 BOARD WITH OS9 SOFTWARE       31 85 11

BULLETIN BOARD   6   BULLETIN BOARD DETAILS FROM 11'85 ISSUE(OS9)  33 86 1

BULLETIN BOARD   6   SOME FREE NOS. FOR 24-HR.300 BAUD(POKES LETTER) 33 86 1

BULLETIN BOARD   4   INFO. ON BULLETIN BOARD SERVICE IN SHEFFIELD   35 86 3

BULLETIN BOARDS  15  ARTICLE ON RBBS B.B.FOR DRAGONS                24 85 4

BULLETIN BOARDS  6   NUMBERS FOR BBS AND VARIOUS HINTS              36 86 4

BULLETIN BOARDS  10  TANDY USERS B.BOARD NOS.(TUG)+LIVERPOOL MAILBOX 38 86 6

BUSINESS SOFTWARE 19- DRAGON SALES LEDGER,"DATA RETRIEVL",MST RANGE 15 84 7

BUSINESS SOFTWARE 20  PAYROLL,"TIMS","PURCHASE LEDGER",ETC.        15 84 7

BUSINESS SOFTWARE 23-6 HOME FINANCE,"PERSONAL BANK ACC","FILMASTR"  13 84 5

BUSINESS SOFTWARE 23-6 SPREADSHEET,CD SERIES,"PERS.BANKING","RMS"   13 84 5

BUSINESS SOFTWARE 23-6 ELITE-CALC,"INFOMANAGER","DYNACALC","FILING" 13 84 5

BUSINESS SOFTWARE 32  STOCK RECORDING,"SALES+PURCHASE LEDGER"+OS9  33 86 1

BUST-OUT GAME    24-5 VERSION OF THE GAME "BREAKOUT" IN BASIC        6 83 10

C LANG.CONVERT   14  PROG.TO HELP CONVERT 'C' PROG TO BASIC         47 87 3

C LANGUAGE       14-6 ARTICLE+SIMPLE 'C' PROG.                       44 86 12

CALENDAR CORRCTNS 4   CORRECTIONS TO "CALENDER"(8'83) IN OPEN FILE 7 83 11

CALENDAR INFO    4   INFO ON COMPETITION CORNER LISTING RE.LEAP YRS 37 86 5

CALIFORNIAN COCO 3   DETAILS OF AMERICAN USER GROUP                 51 87 7

CALL & RESPONSE  2   LETTER RE.HANDICAPPED CHILDREN+LISTING RE SOUND 46 87 2

CANOE            7-11 M/C GAME-STEER CANOE DOWN RIVER-BY M.CROUCHER  39 86 7

CARDIFF USER GRP 2   TEL.NO & ADDRESS OF CARDIFF DRAGON/TANDY CLUB  45 87 1

CASTLE OF DOOM   22  MAP OF FLOORS                                  46 87 2

CAT AND MOUSE    38  EDUC GAME FOR 4-6 YR OLDS-TEACHES ALPHABET     32 85 12



Title Page Description Issue Year Month

CATERPILLAR      27-9 LISTINGS FOR "SURVIVAL"-CATERPILLAR GAME       13 84 5

CATERPILLAR IMPRV 5   AMENDMENTS TO "SURVIVAL" GAME (5'84.PP.27-29) 16 84 8

CAVE BIRD        18- BASIC LISTING FOR GAME BY STEVE GATHERCOTE     18 84 10

CC REGISTER      28  ADVICE ON ACCESSING CONDITION CODE REG. IN M/C 42 86 10

CHAINS           41-6 WORD GAME FOR UP TO 9 PLAYERS LISTINGS         8 83 12

CHANGING BASES   19  SHORT LISTING TO CONVERT NUMBERS TO ANY BASE   50 87 6

CHAR.PEEKS       51  USING 'PEEK' TO DETECT CHR ON SCREEN IN GAME   12 84 4

CHASE THE ACE    22-3 LISTING FOR CARD TRICK PROG.+ COMPETITION      60 88 4

CHEAT SHEET      2   POKES,TIPS ETC. FOR DRAGON GAMES FREE OF CHARGE 44 86 12

CHIP SHOP        15-6 A LOOK AT BASICODE LANGUAGE FOR DRAGON         20 84 12

CIRCLES          31  BASIC PROG.TO DRAW PIE CHARTS WITH COLOURS     29 85 9

CIRCUITS-SCREEN  12-8 V.LONG PROG.TO DRAW CIRCUIT DIAGRAMS+LISTINGS  60 88 4

CLAYSHOOT GAME   8-13 M/C GAME TO SIMULATE CLAY PIGEON SHOOTING      31 85 11

CLEAR COMMANDS   5   ADVANTAGES OF POKE 25,6 OVER PCLEAR1           1 83 5

CLEAR SCREEN     4   CLEARING THE SCREEN ROW BY ROW IN ALL COLOURS  7 83 11

CLEAR SCREEN     4   SHORT PROG TO CLEAR THE SCREEN IN ANY CHARACTER 11 84 3

CLOCK LINES      28  DRAWING THE SECOND HAND OF A CLOCK WITH 'LINE' 64 88 8

CLS IN ASSEMBLY  45  ROM 'CLEAR SCREEN' ROUTINE+LOCATIONS           21 85 1

CLUB INFORMATION 2   DETAILS OF NEW USER GROUP (LOCAL & NATIONAL)   53 87 9

CLUSTER CORR.    3   CORRECTION TO 'DIRECTORY'(5'87) RE.SECTORS   54 87 10

COCO BREAK DISAB. 23  LISTING TO USE BREAK DISABLE ROUTINE ON CO-CO  51 87 7

COCO CHANGE      31  ALTERING 'AUTORUN' AND 'BREAK DISABLE' FOR COCO 27 85 7

CO-CO CLUB       4   REQUEST-READER WISHES TO FORM CLUB IN BASILDON 38 86 6

CO-CO FLEE       4   ROUTINE TO ALTER 'FLEE'(3'86)FOR TANDY 32K   38 86 6

CODING           11  INTERCEPTING PRINTER OUTPUT -ROUTINE           46 87 2

COLOUR FAULTS    24  HELP REQ.TO CORRECT COLOURS ON DRAGON 32       56 87 12

COMMS BOARD      24  INFO. ON NEW RS232 PORT COMPATIBLE WITH SERIAL 61 88 5

COMMUNICATIONS   10  ARTICLE ON'DEMON MODEM','CHATPLUS2','VIEWDATA' 38 86 6

COMPANAGRAM GAME 38- ANAGRAM GAME TO DEMONSTRATE STRING MANIPULATION 7 83 11

COMPETITION CORNR 46  GAME LISTING FOR 'NIM'                         32 85 12

COMPETITION CORNR 42  LISTING-DISPLAYS CALENDAR FOR MONTHS AFTER 1800 33 86 1

COMPETITION CORNR 26  LISTING TO CONVERT INPUT 'GRAY CODE' TO BINARY 59 88 3

COMPUSENSE ADDR. 4   RE.NEW ADDRESS OF 'COMPUSENSE'                 48 87 4

COMPUTERKLUBB    4   DETAILS OF NORWEGIAN COMPUTER CLUB             59 88 3

CONCEALING DATA  17- LISTINGS TO HELP ENCODE AND 12ODE TEXT FILES  42 86 10

CONNECT-4 GAME   27-9 COMPUTER VERSION OF CONNECT4 AGAINST THE DRAGON 6 83 10

CONNECT-4 IMPROVD 5   IMPROVEMENTS TO GAME IN 10OBER'83 ISSUE       10 84 2

CONUNDRUM        18-9 GAME OF ANAGRAMS FOR TWO PLAYERS(LISTING)      46 87 2

CONVENTION REPORT 4   DETAILS OF UMIST 6809 SHOW IN 4            39 86 7

COPIER           21-2 LISTING TO SIMPLIFY FILE COPYING               63 88 7

COPTA SNATCH     22  MAP OF STAGES TWO AND THREE                    46 87 2

COPTA SNATCH MAP 27  MAP OF GAME SCREENS                            42 86 10

COPY AT SPEED    26  REPLY+POKES TO SPEED 'BACKUP'ON SINGLE DRIVE   38 86 6

COPYRIGHT        5   LETTER RE.COPYRIGHT(JUN'83)-METHOD TO ERASE IT 4 83 8

COPYRIGHT ROUTINE 5   ROUTINE STORING 'COPYRIGHT'AT LINE 65535       2 83 6

CORE WARS        16- LISTINGS+INFO ON 'RED CODE' LANG-STRATEGY GAME? 41 86 9

CORE WARS FAULT  2   LINE FAULT IN 9 PROGRAM                     43 86 11

COUNTDOWN GAME   14- M/C GAME-'SAVE EARTH IN 90 SECONDS'-LISTINGS   36 86 4

COUNTIES QUIZ    7-12 PROG.TESTS KNOWLEDGE OF MAPS OF UK+IRE-LISTINGS 41 86 9

COUNTIES QUIZ ERR 2   LINE CORRECTIONS TO PROG IN 9 EDITION       43 86 11

COUNTIES QUIZ ERR 3   CORRECTION TO FAULT IN 'COUNTIES QUIZ' (SEP'86) 47 87 3

COVENTRY USER GRP 3   REQUEST TO FORM DRAGON CLUB IN COVENTRY        48 87 4

CROSSWORD        10  CROSSWORD WITH SOFTWARE PRIZES                 56 87 12

CROSSWORD (02)   9   PRIZE-TAPES                                    57 88 1

CROSSWORD (03)   12  SOFTWARE                                       58 88 2

CROSSWORD (04)   10  CLUES TO 3 CROSSWORD                       59 88 3

CROSSWORD (05)   3   X.WORD USING CONUNDRUMS+WINNERS OF NO.3        60 88 4

CROSSWORD (06)   3   CLUES FOR 5'S XWORD                          61 88 5

CROSSWORD (07)   5   CLUES FOR THIS MONTH'S CROSSWORD               62 88 6

CROSSWORD (08)   8   'DRAGON QUIZ'                                  63 88 7

CROSSWORD (09)   10  PRIZES FROM THE MAGIC BOTTOMLESS BOX           64 88 8

CROSSWORD ANSWERS 3   SOLUTIONS TO 12 AND 1 CROSSWORDS            59 88 3

CSAVE READING IN 33  ROUTINE TO READ IN A PROG.SAVED BY CSAVE"",A   32 85 12

CUMANA 2.0 ADDR. 3   POKES AND ADDRESSES OF SECTOR READ/WRITE IN ROM 42 86 10

CUMANA PROGRAMS  28  Q+ANS RE.USING DRAGONDOS PROGS. ON CUMANA DOS  37 86 5

CUPID            24-7 M/C GAME LISTINGS BY S.GATHERCOLE              35 86 3

CURSOR COLOUR    39  POKES TO CHANGE THE COLOUR OF THE CURSOR       31 85 11

CURSOR CONTROL   47  SHORT PROG TO MAKE CURSOR REVEAL A SENTENCE    17 84 9



Title Page Description Issue Year Month

CURSOR DEFINING  4   POKES FOR DEFIN.CURSOR+DATA TO'RUN'AFTER'RESET' 14 84 6

CURSOR RATE      3   RATE OF CURSOR FLASH ON DRAGON 64              57 88 1

CURSOR SHAPE     2   ROUTINE TO CHANGE SHAPE OF CURSOR(IN BASIC)    40 86 8

CURSOR SHAPE     30  SHORT ROUTINE TO STOP CURSOR 'BLINKING'        34 86 2

CURSORS OLD & NEW 3   INFO.TO ALTER SHAPE OF/TURNING OFF CURSOR      62 88 6

CURTAIN UP       14-5 PROG TO SPLIT SCREEN & SCROLL GRAPHICS         43 86 11

CURVE WARPED     2   CORR.TO "DRAGON CURVE" PROG.LISTING (6'87)  52 87 8

CYCLIC ERROR     26  Q+ANS ON CRC ERRORS+ROUTINE TO SALVAGE DISK    38 86 6

DAISYWHEEL GRPHCS 6   GETTING SQUARES & CIRCLES FROM DAISY-W PRINTER 45 87 1

DANGER ZONE      24  'CLEAR'COMMAND ARTICLE DETAILS BY P.D'ARCY     38 86 6

D'ARCY'S SURVEY  19  RESULTS OF A DRAGON SURVEY                     62 88 6

DARK PIT MAP     26  MAP OF 64 SCREENS BY S.DICKSON                 40 86 8

DATA ON TREES    15-8 ARTICLE+LISTINGS+DIAG.ON DATA STORAGE/STRUCTURE 63 88 7

DATA PROTECTION  4   LETTER RE.ACT +TEL.NO.IN WILMSLOW              38 86 6

DATA PROTECTION  5   INFO.ON DATA PROTECTION ACT                    52 87 8

DATA STORING     32-5 ARTICLE+LISTINGS ON DATA STORAGE IN MEMORY     4 83 8

DATAPEN          39  CONVERTS PMODE4 COORDS INTO PRINT@ POSITION    31 85 11

DATASORT         6-13 DATABASE PROG.(BASIC LIST.) WITH SORT,ETC,ETC. 53 87 9

DATE PROG.       20  LISTING TO STORE DATE PERMANENTLY ON DISK      52 87 8

DELTA DOS        6   ADVICE ON SAVING M/C PROGS FROM DISK TO TAPE   34 86 2

DELTA DOS        26  OFFER OF HELP FOR DELTADOS OWNERS-NAME & ADDR. 43 86 11

DELTA DOS LOADING 13  M/C ROUTINE TO SWITCH OUT DOS AFTER DISK LOAD. 40 86 8

DELTA DOS POKES  4   LOAD LONG PROGRAMS ON DELTADOS WITHOUT OM ERROR 28 85 8

DELTA USERS'     2   DETAILS OF DELTA USERS' DATA EXCHANGE(DUDE)CLUB 52 87 8

DELTADOS TOOLKIT 3   OFFER OF HELP FOR TOOLKIT AND ENCODER 09       56 87 12

DESIGN OR CHANCE 30  LISTING GIVES VISUAL DISPLAY ON HI-RES (COMP.) 45 87 1

DEVICE CHANNELS  11  LINKING NEW 'DEVICES'INTO BASIC WITH 'OPEN'ETC 46 87 2

DIRECTORY        16- 7 PAGE ARTICLE+LISTINGS ON DOS DIR.,OS9,BASIC09 49 87 5

DISABLE ROUTINES 17  SHORT PROGS.FOR DISABLING BREAK,LIST,LLIST     53 87 9

DISABLING BREAK  58  Q/ANS.ON DISAB.'BREAK'/'RESET'+NEG.OFFSETS     14 84 6

DISASS.EXTENDED  26-7 PRINTER OPTION FOR DISASS.&LOADING M/C+OFFSETS 29 85 9

DISASS.FAULT     5   CORRECTION BY PAM D'ARCY FOR "6"DISASS.PROG. 29 85 9

DISASSEMBLER     15-9 DISASS FOR BEGINNERS BY PAM D'ARCY+CHECKSUM    26 85 6

DISC DOUBLING    2   INFO. ON HOW TO USE BOTH SIDES OF A DISK       45 87 1

DISC DRIVE ERROR 21  WP ERROR ON SUPERDOS-LETTER REQUESTING HELP    55 87 11

DISK CONTROLLER  18- LIST.OF MENU UTILITY TO HELP USE CUMANA SYSTEM 47 87 3

DISK DETECTIVE   17-9 DISK DETECTIVE FOR DRAGONDOS BY PAM D'ARCY     28 85 8

DISK DRIVE & DOS 3   QUESTIONS RE.BUYING A DISK DRIVE AND DOS       47 87 3

DISK DRIVES      12-3 CHOOSING DISK DRIVE-ADVICE ON DOS AND SOFTWARE 39 86 7

DISK EXPLORATIONS 25-7 TWO DISK UTILITIES FOR DRAGONDOS               28 85 8

DISK 'READY'     23  ROUTINE TO CHECK IF DISK IS IN DRIVE           45 87 1

DISK RESCUE      7-8 ARTICLE+LISTING-RESCUING GOOD SECTORS ON DISK  42 86 10

DISK TO TAPE     28  LISTING+ARTICLE FOR BACKING UP DATA ON CASSETTE 44 86 12

DISK-KIT REVIEW  4   CORRECTION TO REV.AWARD TO PROG.-4 STAR NOT TWO 38 86 6

DISSASEMBLY      29- CONVERTS M/C INTO ASSEMBLER-TYPE MNEMONICS     5 83 9

DLOAD/DLOADM     49  Q+ANS ON CHR FORMAT AFTER DLOAD/DLOADM COMMANDS 15 84 7

DLOAD/DLOADM     24  ADVICE ON COMMANDS FOR SERIAL PORT             60 88 4

DMP105 PRINTER   2   LETTER RE.PURCHASE OF ABOVE TANDY PRINTER      54 87 10

DONKEY'S TAIL    22-8 M/C LISTINGS FOR GAME IN CONJ.WITH"ARTIST/ZIPPY 34 86 2

DOODLING         18  TURTLE GRAPHICS TYPE DRAWING PROGRAM (PP.18-21) 23 85 3

DOS DETACH       39  D.O.S DETACH PROGRAM WITHOUT UNPLUGGING        23 85 3

DOS GRAPHIC PAGES 39  MOVING THE GRAPHICS PAGES FURTHER UP INTO RAM  31 85 11

DOS PIN CONNECT  31  PIN CONNECTIONS FROM DOS CARTRIDGE TO DRIVE    30 85 10

DOT Vs DAISY     11  Q+ANS ON DOT MATRIX Vs DAISY WHEEL PRINTERS    46 87 2

DOWN IN THE DUMPS 17-9 PRINTER DUMPS-EPSON FX85,OKI 80 MICROLINE,TANDY 52 87 8

DOWN IN THE DUMPS 8-10 SCREEN DUMPS FOR TANDY CGP-115 & BROTHER M1009 55 87 11

DOWN IN THE DUMPS 16- SCREEN DUMP LISTING FOR TANDY DMP110 PRINTER   54 87 10

DOWN IN THE DUMPS 20-1 SCREEN DUMPS FOR EPSON FX-80,TANDY CGP PRINTERS 53 87 9

DOWN IN THE DUMPS 25  BROTHER HR-5 DUMP                              58 88 2

DOWN IN THE DUMPS 24  SCREEN DUMP FOR MEMOTECH DMX80                 57 88 1

DOWN IN THE DUMPS 18-9 LISTING FOR SEIKOSHA GP100A PRINTER SCREEN DUMP 59 88 3

DRAGBASE         19  DRAGONDOS DATABASE.(PP.19-21)                  27 85 7

DRAGON & MOTORS  14- 8 PAGE ARTICLE ON DRIVING MOTORS AND BUGGIES   58 88 2

DRAGON COMMS     20-1 INTRO.ARTICLE ABOUT COMMUNICATIOS              59 88 3

DRAGON DIALECTS 1 11- STRUCTURE,TYPES,DEFINITIONS,ETC.ON PASCAL LANG. 40 86 8

DRAGON FORTH     16-7 ARTICLE ON 'FORTH' + REV.OF 'NDUG PACKAGE'     46 87 2

DRAGON INVOICER  14-8 LISTING TO COMPILE AND PRINT INVOICES          64 88 8

DRAGON ON PRESTEL 18- INFO.ON PRESTEL+MODEMS+ACCESS NOS.ETC.         63 88 7



Title Page Description Issue Year Month

DRAGON PLUS      9-10 DIAGRAMS+ARTICLE ON EXPANSION BOARD-EXTRA RAM  33 86 1

DRAGON PRO.      2   LETTERS RE.THE PROPOSED 'DRAGON PROFESSIONAL'  59 88 3

DRAGON SOCIETY   2   DRAGON/COCO USER'S GROUP IN DOVER-ADDR.+DETAILS 40 86 8

DRAGON TO 10AL  3   LETTER RE.10AL TO 12IMAL CONVERSIONS USING & 56 87 12

DRAGON USER      4   LIST OF BACK ISSUES OF D.U. AVAILABLE          54 87 10

DRAGON/TANDY     38- TOKENS AND LISTINGS TO CONVERT T-D/D-T(9 PAGES) 20 84 12

DRAGONDOS        6   FAULTS CONNECTED WITH 'CHAIN' AND 'RUN'        9 84 1

DRAGONDOS        45  ADDRESSES FOR SAVING M/C DISK PROGRAMS         21 85 1

DRAGONDOS        37  CONVERTING CASSETTE TO DISK FILE COMMANDS      33 86 1

DRAGONDOS ERROR  7   CORRECTION TO 5 ARTICLE BY P.BROOKS          26 85 6

DRAGONDOS FAULTS 4   CORRECTING PATCH PROBLEMS IN DRAGONDOS         27 85 7

DRAGONDOS FAULTS 17  TWO PAGE ARTICLE ON FAULTS/PROBLEMS ON D.DOS   25 85 5

DRAGONDOS FAULTS 30  Q-ANS.ON 'CC' & 'FM' FAULTS ON DISK DRIVE      34 86 2

DRAGONDOS FORMAT 37  PROBLEMS WITH FORMATTING AN 80-TRACK DISK      33 86 1

DRAGONDOS LOCATNS 32  FIRMWARE/HARDWARE LOCATIONS HEX+12IMAL        36 86 4

DRAGONDOS MEMORY 31  M/C ROUTINE TO GIVE EXTRA MEM.WITH D.DOS       25 85 5

DRAGONDOS 'SAVE' 31  REPLY TO LETTER RE.KILLING PROGS USING SAVE""  26 85 6

DRAGONDOS TIP    6   SHORT BASIC PROGRAM TO RETRIEVE M/C PROGS IN DD 36 86 4

DRAGONDOS TIP ERR 2   CORRECTIONS TO 'MORE TIPS'-4'86 P6.        40 86 8

DRAGONDOS-1'86 28  CORRECTION TO ANSWER IN 1'86 EDITION RE.FN$  36 86 4

DRAGONDOSvDELTA  21-5 DRAGON DATA DOS COMPARED WITH PREMIER DELTA DOS 7 83 11

DRAGONDOSvDELTA  6   LETTER RE.ARTICLE IN 11'83 ISSUE-RANDOM ACCESS 9 84 1

DRAGONDOSvDELTA  65  COMPARISON OF 'RAM' IN BOTH DOS SYSTEMS        13 84 5

DRAGONS CLAW     42-3 ADD-ON FOR CONVERTING BBC HARDWARE TO DRAGON   32 85 12

DRAGONSOFT (01)  11  REVIEWED-"KATERPILLAR","STORM",RACER BALL"     6 83 10

DRAGONSOFT (01)  11  SCARFMAN,"DRAGON INVADERS","COSMIC ZAP"      6 83 10

DRAGONSOFT (01)  11  LIONHEART,"SOUND EXTENSION MODULE"           6 83 10

DRAGONSOFT (01)  11  SPACEWAR,"FLIPPER","ATTACK","VULTURES"       6 83 10

DRAGONSOFT (01)  11  NINJA WARRIOR,"DEATHS HEAD HOLE" REVIEWS     6 83 10

DRAGONSOFT (02)  12-3 THE FALL OF ROME,"RETURN OF THE RING"        19 84 11

DRAGONSOFT (02)  12-3 CHICKEN RUN,"CU*BER","CECIL-21","ANDROID INV" 19 84 11

DRAGONSOFT (03)  12-3 DEMON SEED,"TIME BANDIT","BACK TRACK"        20 84 12

DRAGONSOFT (03)  12-1 MANIC MINER,"BORIS-BOLD","CASHMAN","DARTS"   20 84 12

DRAGONSOFT (04)  10-1 SNOW QUEEN,"YUMPING YOSSER","PO-GO-JO"       21 85 1

DRAGONSOFT (04)  13  PROGRAMMERS UTILITIES,"TAPE D10OR(5 STAR)"  21 85 1

DRAGONSOFT (04)  11  REVIEWS OF"FURY","THE BELLS","PERILOUS PIT".   21 85 1

DRAGONSOFT (04)  12  MAZERACE/SPELLBOX,"TEACH ME","INSTANT GRAPH" 21 85 1

DRAGONSOFT (05)  11  DUNGEON RAID                                 22 85 2

DRAGONSOFT (05)  10  REVIEWED-"TELEPATH","TIME ATTACK","KATERPIL 2" 22 85 2

DRAGONSOFT (06)  11  REVIEWS-"DRACONIAN","SPEED RACER","CUTH-COOLER" 23 85 3

DRAGONSOFT (07)  21  REVIEWS OF"M/STROKE2","MONEYBOX"&"DOWNLAND"    24 85 4

DRAGONSOFT (08)  9   REVIEWS OF"LINKWORD","SKY JOUST"&"BLOCKBUSTER" 25 85 5

DRAGONSOFT (09)  27  REVIEWS OF"JET SET WILLY","SYZYGY","JIGSAW"    26 85 6

DRAGONSOFT (10)  9-11 REVIEWS-"FOOTBALL MANAGER","COMBAT AIR PATROL" 28 85 8

DRAGONSOFT (10)  9-11 HOME BASE,"PRINTER CONTROL","DICKIE" GAMES   28 85 8

DRAGONSOFT (11)  21  REVIEWS OF"BRITANNIA","BANDITO"&"SCREAM.ABDABS" 29 85 9

DRAGONSOFT (11)  25  REVS"DAYBOOK ETC",FEARLESS FREDDIE"&"TEA-TIME" 29 85 9

DRAGONSOFT (11)  22-3 REVS.OF "ALLDREAM","SLIDE","DISC D10OR"       29 85 9

DRAGONSOFT (11)  23-4 REVIEWS OF "ROBIN HOOD" AND "PIT FIEND"        29 85 9

DRAGONSOFT (12)  30  REVIEWS-"DUMPER","BUBBLEBUSTER","GAME CASSETTE" 30 85 10

DRAGONSOFT (13)  33  LEARN BASIC...,"TOPPLER","OLYMPIA","FINGERS" 31 85 11

DRAGONSOFT (13)  29  COSMIC,"SWOOP","DIAMOND DASH 1&2" REVIEWS    31 85 11

DRAGONSOFT (13)  30  0'S AND X'S,"BLACK TOWER","CAVERNS OF CHAOS" 31 85 11

DRAGONSOFT (14)  29  JUXTAPOSITION,"DARKSTAR","TREKBOER","MAILBOX" 32 85 12

DRAGONSOFT (14)  29  EDDIE STEADY GO,"SHOW JUMP" REVIEWS          32 85 12

DRAGONSOFT (15)  24  SWORD/SORCERER,"DARK PIT","MUSIC MASTER"     33 86 1

DRAGONSOFT (16)  29  REVIEW OF "SHOCKTROOPER"(5 STAR ARCADE GAME)   34 86 2

DRAGONSOFT (17)  19  DISK UTIL,"MAILWAR","DRAGONDOS PROG.GUIDE"RVD 35 86 3

DRAGONSOFT (18)  26  COPTA SNATCH,"DRACONIAN","ZAK'S SON" REVIEWS 36 86 4

DRAGONSOFT (19)  8   TOTAL ECLIPSE,"BEANSTALKER","DISK-KIT(D-DOS)" 37 86 5

DRAGONSOFT (20)  8   MOON CRESTA,"DISKPIX","PRINTER CONTROL"REVWS 38 86 6

DRAGONSOFT (21)  6   AQUANAUT 471,"VORTEX FACTOR","ROMMEL 3D" REVS 39 86 7

DRAGONSOFT (22)  6   SUPERBOWL,"LAZER ZONE","RUBY ROBBA" REVIEWS  40 86 8

DRAGONSOFT (23)  6   BOULDER CRASH,"TEMPLE/DOOM","CURSE OF CA3C" 41 86 9

DRAGONSOFT (24)  5   REVIEWS OF "CASSETTE 50","ELECTRONIC AUTHOR"   42 86 10

DRAGONSOFT (25)  6   SOURCEMAKER,"WIZARD'S Q.","CUTHBERT/CHALICE" 43 86 11

DRAGONSOFT (26)  10  DISK SUPPORT TOOL,"SUPERDOS CONTROLLER"      44 86 12

DRAGONSOFT (26)  11  GORDON B.,"NINJA","DRAGON MUSIC","12ATHLON" 44 86 12



Title Page Description Issue Year Month

DRAGONSOFT (27)  12  SHAOLIN,"6809 EXPRESS","LOGO 3.4"            45 87 1

DRAGONSOFT (28)  10  REVIEW OF TELEWRITER                           46 87 2

DRAGONSOFT (29)  13  REVIEWS-"FIREFORCE"+LETTER FROM FIRM,"DMODEM"  47 87 3

DRAGONSOFT (30)  6-7 TANGLEWOOD,+3 "FIRE FORCE" REVIEWS           48 87 4

DRAGONSOFT (31)  8   STONE RAIDER II,"DISKFIX","DOS PLUS 2.7"     49 87 5

DRAGONSOFT (31)  23  REVIEW OF "HI-TEXT"                            49 87 5

DRAGONSOFT (32)  6-7 2"AIRBALL"S,"SUPERKID","PREDICTOR","ADV.WRITER" 50 87 6

DRAGONSOFT (33)  4   MUSIC MAKER,"SUPERKID","MISER'S DREAM"       51 87 7

DRAGONSOFT (34)  5   REVIEW OF DRAGON 64 PRISM MODEM COMMS PACKAGE  52 87 8

DRAGONSOFT (35)  5   REVIEWS OF "MAGBASE" BY PULSER,AND "DRS"       53 87 9

DRAGONSOFT (36)  5-7 KAMAKARZY,"GALACTIC GUS","TOOLKIT","SCRIBE"  54 87 10

DRAGONSOFT (36)  5-7 DRAGON/PC CONVERT,"CRAZY FOOTA","BIORHYTHMS" 54 87 10

DRAGONSOFT (37)  6-7 TELEWRITER(DELTA),"AIRBALL","IMMORTAL STRAIN" 55 87 11

DRAGONSOFT (37)  6-7 STONE RAIDER II,"TRUN","ADV.WRITER","FRANKIE" 55 87 11

DRAGONSOFT (37)  6-7 CATACOMBE CRISIS REVIEWED                    55 87 11

DRAGONSOFT (38)  6   COMRON EPROM,"STARCRASH" REVIEWS             56 87 12

DRAGONSOFT (39)  6   THE KING'S QUEST,"THE QUEST/MEANING OF LIFE" 57 88 1

DRAGONSOFT (40)  5   DISKBASE,BY PULSER, AND "BOULDER CRASH 2"    58 88 2

DRAGONSOFT (41)  6-7 INDOOR FOOTBALL,"ZOTOKA","HEIR/TYOS" +VARIOUS 59 88 3

DRAGONSOFT (42)  4-5 REVIEWS OF"SPY AGAINST SPY" &"FORMULA ONE"     60 88 4

DRAGONSOFT (43)  11  REVIEW OF "PICTURE MAKER"                      61 88 5

DRAGONSOFT (43)  14  REVIEW OF"PRINTER CONTROL"                     61 88 5

DRAGONSOFT (43)  8-9 PYRADVENTURE,"SPACE TREK/REVERSI","CRZ.FOOTA2 61 88 5

DRAGONSOFT (44)  10-1 PYRADVENTURE-AMENOPHIS 3,"ORANGE-BOOT","KLIK" 62 88 6

DRAGONSOFT (44)  6-7 SUPER11A,"FOREST OF DOOM","MATCHMAKER"      62 88 6

DRAGONSOFT (44)  7   COMPUTEXT,"SCRIPT"                           62 88 6

DRAGONSOFT (45)  9-11 EVERYTHING YOU ALWAYS WANTED TO KNOW ABOUT OS9 63 88 7

DRAGONSOFT (45)  9-11 LUCIFER'S KINGDOM,"UNDERBEINGS OF CROTH"     63 88 7

DRAGONSOFT (45)  9-11 LARKSPUR WALDORF,"INDOOR FOOTBALL","ROLA-BALL 63 88 7

DRAGONSOFT (46)  6,11 DESTINY TRIO,"UTOPIA","PICTURE MAKER"        64 88 8

DRAGONSOFT (46)  11- MANDRAGORE,"GREAT FISH VAN SCANDAL"          64 88 8

DRAGONSWORD      7   PAUL GRADE EXTENDS HIS MOANING INTO DRAGON USER 64 88 8

DRAGONvBBC/VIC/ZX 18- COMPARING DRAGON WITH ACORN/VIC20/SPECTRUM     1 83 5

DRASTAR 4        21-3 ATARI-STYLE "STAR RAIDERS" GAME IN PMODE4      16 84 8

DR8HTS CORR.   3   CORRECTIONS TO PROGRAM IN 'ENTER THE DRAGON'   47 87 3

DRAW COMMAND     3   NUMERIC VARIABLES IN DRAW (AND PLAY) COMMANDS  56 87 12

DRAW IN 2-DIMEN. 9-15 LISTINGS (4) FOR DRAWING IN TWO DIMENSIONS     32 85 12

DRAW IN 3-DIMEN. 16-9 MATRICES,DIAGRAMS & LISTINGS TO GIVE 3D MOVEMNT 34 86 2

DRAW WITH STR$   45  MOVING 'DRAW'N PICTURES USING STR$             21 85 1

DRAWING ARM      24-5 BUILD A DRAWING ARM-DIAGRAMS+LISTINGS          19 84 11

DREAM            4   CORRECTING INPUT/OUTPUT ON "DREAM"             7 83 11

DREAM            4   FAULTS WITH 'ORG/PUT'LABELS IN DREAM ED-ASS-MON 12 84 4

DREAM            28  PATCH TO COPY BASIC TO RAM FOR USE IN '64 MODE 35 86 3

DREAM I/O PROBLMS 47  GETTING "DREAM" TO SAVE/LOAD FILES ON TAPE     18 84 10

DREAM SAVING     2   SPEEDING UP SAVE ROUTINE ON ASSEMBLER          56 87 12

DREAM SAVING     19  Q+A.ON CASSETTE HEADER LENGTH ON "DREAM"       50 87 6

DRIVE NUMBER     23  ALTERING DRIVE NUMBER WITHIN A PROGRAM         45 87 1

DUCKSHOOT GAME   31-3 LISTING FOR PMODE3-GRAPHIC-GAME                7 83 11

DYNAFAST         25  DYNAFAST BASIC COMPILER FROM COMPUSENSE        22 85 2

EDIT             3   'A' KEY ON EDIT TO RESTART LINE                58 88 2

EDIT MODE        2   USING 'INSERT' MODE TO DELETE WHEN EDITING     42 86 10

EDITOR'S LETTER  4   EXPLANATION FROM EDITOR RE.REPLIES TO READERS  54 87 10

EDUCATIONAL      13-9 TALKING SPELLER,"SILLY SYNTAX","ALPS" REVIEWS 10 84 2

EDUCATIONAL      21-3 MATHSNAP GAME-LISTING                        10 84 2

EDUCATIONAL      13-9 TIGER IQ+TIGER GP,"TYPE","EDUQUIZ 1","SUMS 2" 10 84 2

EDUCATIONAL      13-9 BABY DRAGON,"CIRCUS ADV","TELETUTOR","ZOO"ETC 10 84 2

EDUCATIONAL PROGS 15-7 CHEMISTRY,"WORDPOWER","SUPERSPY",ETC.ETC...  18 84 10

EDUCATIONAL PROGS 15-7 TELL-TIME,"MUSIC TUTOR","MEASURING INSTRMNTS" 18 84 10

EDUCATIONAL PROGS 15-7 O LEVEL-PHYSICS/GEOGRAPHY/MATHS,"ABC","MATHS 2" 18 84 10

EDUCATIONAL PROGS 15-7 FIRST LETTERS+WORDS,"FACE MAKER","SHAPE-UP"  18 84 10

ELECTRONIC AUTHOR 23-4 EXPLANATIONS & EXAMPLES OF WORD PROCESSOR      52 87 8

EPROM PROG.      16-7 REVIEW OF EPROM PROGRAMMER                     21 85 1

EPROM PROGRAMMERS 28  INFORMATION ON THE ABOVE                       64 88 8

EPSON COMP.PRINTR 12-4 LISTINGS+ARICLE FOR BASE PROG.+LABELLER+OPTIONS 46 87 2

EPSON CORR.      4   FAULTS CORR.IN 'EPSON, OR NOT' ARTICLE(7'87) 53 87 9

EPSON DUMPING    17  PRINTING HI-RES GRAPHICS TO THE EPSON(PP.17-21) 22 85 2

EPSON MX-80 PRBLM 49  POKES TO HELP WITH CARRIAGE RETURN-EPSON PRINTR 15 84 7

EPSON PRINTERS   3   LETTER RE.EPSON COMPATIBILITY WITH OTHERS      48 87 4



Title Page Description Issue Year Month

EPSON SCREEN DUMP 5   COMPUSENSE SCREEN DUMP FOR EPSON FX-80 PRINTER 19 84 11

EPSON,OR NOT     18- CONTROL CODES FOR EPSONS AND... COMPATIBLES ?  51 87 7

EQUATIONS        55  ACHIEVING INVERSE 'SINE' AND INVERSE 'COSINE'  6 83 10

ERROR CODES      60  EXPLANATIONS OF 'JF,UF,NE,DN' ERRORS           9 84 1

EXPANSION PORT   13  RACE ELECTRONICS "DRAGON EXPANSION SYSTEM"     23 85 3

EXPERIMENTS      37-8 JOYSTK & LIGHTPEN EXPERIMENTS+CIRCUIT DIAGRAMS 12 84 4

EXPERT SYS(LOGIC) 8-11 PROGS.TO CONSTRUCT OWN PERSONAL EXPERT SYSTEMS 36 86 4

EXTRA COLOURS    53  GETTING STRIPED COLOURS IN GRAPHICS            6 83 10

EXTRA COMMANDS   10- LISTINGS TO INVERT TEXT SCREEN AND SCROLL RIGHT 54 87 10

EXTRA EDIT KEYS  5   EXTRA 'EDIT' COMMANFS                          23 85 3

EXTRA GRAPHICS   18- SOFTWARE FOR TOUCH TABLET-LISTINGS IN M/C+BASIC 39 86 7

EXTRA IGNORED    41  ANSWER TO QUESTION ON"EXTRA"                   24 85 4

EXTRA MEMORY     28  Q+ANS.RE.ADDING EXTRA MEMORY AND CPUS          64 88 8

EXTRA MEMORY POKE 14  CREATING EXTRA 6K OF MEMORY WITH DISK DRIVE    39 86 7

EXTRA RAM + DOS  13  USING EXTRA 32K ON DRAGON 64+DOS-SAVING SCREENS 40 86 8

EXTRA 'RAM'?     28  Q/ANS ON SWOPPING 'RAM'/'EPROM'ON MEM.PORT     35 86 3

EXTRC GRAPHICS   2   LISTING TO OBTAIN 4 EXTRA PAGES ON DRAGON 32!! 43 86 11

FAC              24  RETRIEVING NUMERIC VARIABLES- Q+ANS.           56 87 12

FANTASY FIGHT    4   POKES FOR 'FANTASY FIGHT'                      27 85 7

FANTASY FIGHT    5   POKES FOR 35 SCREENS+WEAPONS AND SPELLS        29 85 9

FANTASY FIGHT    25  MAP OF SCREENS                                 44 86 12

FAULT LINE       9-11 PROGRAM GENERATES ARTIFICIAL LANDSCAPES-LISTING 42 86 10

FC ERR.CORRECTION 2   FAULT IN 'MIXING IT WITH BASIC'-3'86 ISSUE 42 86 10

FD ERRORS        49  INPUT #-1 PROBLEM RE.DOUBLE BRACKETS NEEDED    15 84 7

FD ERRORS CORRCTN 5   SOLVING PAM D'ARCY'S PROBLEM(7'84)ABOUT FILES 18 84 10

FILE HANDLING    5   ADVICE ON CASSETTE FILES,PCLEAR1 & ARRAYS      3 83 7

FILE HANDLING    34-5 DATA FILES ARTICLE USING CASSETTE(BEGINNERS)   1 83 5

FILE HANDLING    31-6 DATABASE TO SHOW DATA STORAGE & MANIPULATION   10 84 2

FILE PROCEDURES  5   MODIFICATIONS TO 5 PROG.LISTINGS             3 83 7

FILMASTR/ANALYZER 2   CORRECTIONS TO "FILMASTR" & "ANALYZER" (11'86) 51 87 7

FIRE FORCE       2-3 VARIOUS LETTERS FOR AND AGAINST THE GAME       49 87 5

FIRE FORCE CHEAT 2   ROUTINE TO GET PAST JUNGLE IN 'FIRE FORCE'     48 87 4

FIRMWARE (01)    19  ROM 'MAP'OF LOCATIONS FOR CASSETTE HANDLING    29 85 9

FIRMWARE (02)    19  ROM ROUTINES FOR THE CASSETTE OPERATING SYSTEM 30 85 10

FIRMWARE (03)    41  TEXT INPUT/OUTPUT LOCATIONS                    31 85 11

FIRMWARE (04)    23  GRAPHICS AND SOUND MEMORY LOCATIONS            32 85 12

FIRMWARE (05)    38  NUMERIC AND STRING VARIABLES LOCATIONS IN MEM  33 86 1

FIRMWARE (06)    37  MEM LOC.FOR 'RESET','INTERRUPTS'&'EXPANSION'   34 86 2

FIRMWARE (07)    23  MISCELLANEOUS FIRMWARE DATA LOCATIONS/ROUTINES 35 86 3

FIRMWARE (08)    32  BASIC ROM ROUTINES+DRAGONDOS LOCATIONS         36 86 4

FLEE!FLEA!       8-12 LISTING FOR 'MAZECHASE/PACMAN' TYPE GAME       35 86 3

FLEX             23  FLEX AS AN ALTERNATIVE TO THE OS9              22 85 2

FLEX             15-6 REVIEW OF"FLEX" BY ROY COATES                  29 85 9

FLEX             2   REQ.INFO.ON FLEX USERS GROUP                   61 88 5

FLEX OR OS9      20  Q+A.RE.THE BEST OPERATING SYSTEM TO BUY        52 87 8

FLEX PRINTING    16-7 PROG.TO SET UP PRINTER WHILE USING 'FLEX'      47 87 3

FLIGHT SIMULATORS 10  REVIEW OF "WORLDS/FLIGHT" AND "747 FLIGHT SIM." 23 85 3

FM ERROR         31  REPLY TO PROBLEM WHEN SAVING USING EXEC46756   26 85 6

FOR NEXT LOOPS   49  LISTING TO CORRECT USER'S PROGRAMME            1 83 5

FOR NEXT LOOPS   6   METHOD OF PAUSING USING PLAY"P1"               9 84 1

FOR/NEXT STACK   52  Q+ANS RE.BASIC STACK USING FOR/NEXT LOOPS      20 84 12

FORTH            35-7 INTRODUCTION TO 'FORTH' BY K&S.BRAIN           3 83 7

FORTH            8-14 LISTINGS +EXAMPLES FROM G.LEE PUZZLE PAGE      52 87 8

FORTH PROTOCOL   16  3 PAGE ARTICLE ON FORTH LANG.                  24 85 4

FRACTAL PICTURES 8-10 ARTICLE+LISTINGS+DIAGRAMS RE.TREE GROWTH ETC.  45 87 1

FREEZE ON RESET  39  POKES FOR MAKING THE SCREEN FREEZE UP ON RESET 23 85 3

FUNCTION KEYS    29- M/C LISTINGS FOR FUNCTION KEY ROUTINES         18 84 10

FUNCTION KEYS    5   ASSEMB.LISTING FOR FUNC.KEY ROUTINES           21 85 1

FUNCTIONS        23  ROUTINES FOR CONVERTING ATN TO ACS AND ASN     45 87 1

FUNCTIONS+STRINGS 28  PROBLEM WITH SETTING UP FUNCTIONS FROM STRINGS 63 88 7

GAMES PROGRAMMING 27-8 CONSTRUCTING SIMPLE GAMES (ARTICLE K&S.BRAIN)  2 83 6

GAPPED FILES     26  EXPLANATION OF ASCII DATA LOADING ON CASSETTE  43 86 11

GERMAN GRUPPE    3   DETAILS OF SIEGFRIED USER GROUP IN GERMANY     51 87 7

GERMAN USER GP.  2   LETTER & ADDRESS OF BRIT.GP.IN NORDERSTEDT     46 87 2

GERMAN USER GROUP 4   LETTER FROM SIEGFRIED COMPUTER GRUPPE+ADDRESS  37 86 5

GET and PUT      30-3 ARTICLE+VARIOUS LISTINGS CORRECTING MANUAL     1 83 5

GET and PUT      49  DEMO PROG SHOWING GET+PUT INVOLVING INKEY$     15 84 7

GET and PUT      41  PROBLEMS WITH GET-PUT IN READER'S PROG.        24 85 4



Title Page Description Issue Year Month

GET and PUT IN MC 52  GRAPHICS COMMANDS IN ASSEMBLY LANGUAGE         20 84 12

GETTING THE POINT 12-4 LISTINGS TO GIVE NON-DESTRUCTIVE POINTERS      61 88 5

GOLF             29- LISTINGS FOR GRAPHICS GOLF GAME (3 PAGES)      3 83 7

GOLF CORRECTIONS 5   CORRECTIONS TO "GOLF" GAME IN 7'83 ISSUE    10 84 2

GRANDPRIX        21-2 M/C LISTING FOR GAME BY B.CADGE                14 84 6

GRAPH DRAWING    41  PLOTTING EQUATIONS ON A GRAPH                  19 84 11

GRAPHIC ARRAYS   4   SAVING MEMORY WHEN USING GET AND PUT ARRAYS    7 83 11

GRAPHIC ART      33-4 'CREATING MODERN GRAPHIC ART' LISTING          13 84 5

GRAPHIC DISPLAY  18- 'GRAFTEXT'M/C LISTING-5 PAGES-ORANGE SCREEN+TXT 38 86 6

GRAPHIC W/P.     12-8 LISTING FOR A GRAPHICS SCREEN WORD PROCESSOR   50 87 6

GRAPHICS         13  SEE SEMIGRAPHICS +DOS                          40 86 8

GRAPHICS HINT    5   LETTER+LISTING FOR GETTING CHR BLOCKS IN PMODE3 5 83 9

GRAPHICS IN M/C  63  HOW TO GET PMODES 1,3,4 IN ASSEMBLY LANGUAGE   7 83 11

GRAPHICS IN M/C  52  MOVING SHAPES ROUND HIRES SCREEN-PIXEL BY PIXEL 20 84 12

GRAPHICS LOADOVER 28  LOAD 1 SCREEN 'OVER' ANOTHER-SHORT BASIC PROG  36 86 4

GRAPHICS SAVING  47  SAVING GRAPHIC SCREENS USING CSAVEM            18 84 10

GRAPHICS SAVING  45  USE OF CSAVEM TO SAVE A GRAPHICS PAGE          21 85 1

GRAPHICS TO TAPE 53  SAVING GRAPHICS PAGES TO TAPE USING CSAVEM     6 83 10

GREATER/LESS     25  EDUCATIONAL PROG.TO TEACH GREATER/LESS THAN.... 27 85 7

GREEN - BLACK    16  INSTRUCTIONS TO ALTER HARDWARE TO INVERT SCREEN 59 88 3

GREEN ON BLACK   2   INVERTING SCREEN WITH SHORT PROG+Q.ABOUT SPLITZ 39 86 7

GREEN SCREEN     27  Q+ANS ON CHANGING TEXT COLOUR ON DRAGON        41 86 9

HANDICAPPED HELP 2   REQUEST FOR SOFT/HARDWARE+NAME&ADDRESS         41 86 9

HARD BARGAIN     2   OFFER (NAME&ADDR.) OF A HARD COPY SERVICE      47 87 3

HARD DISKS + OS9 12-3 LINKING HARD DISKS TO DRAGON, AND USING ON OS9 64 88 8

HELPFUL SOUNDS   2   CONTROLLING CASSETTE MOTOR AND AUDIO           42 86 10

HI SCORE CORNER  3   VARIOUS HIGH-SCORES FOR "CHUCKIE EGG",ETC.     53 87 9

HI SCORES        3   VARIOUS HIGH SCORES ON "CHUCKIE EGG",ETC.      50 87 6

HIGH NOON        21-4 M/C LISTING FOR COWBOY ARCADE GAME             48 87 4

HIGH NOON CORR.  5   CORRECTION TO "HIGH NOON" LISTING IN 4'87  50 87 6

HI-SCORE CORNERS 3   VARIOUS TOP SCORES FOR "CHUCKIE EGG" (+OTHERS) 59 88 3

HOOKS AND Ns     24-6 LISTINGS ETC.TO HOOK ON EXTRA BASIC FACILITIES 47 87 3

I/O ERRORS       30-1 DIAGRAMS TO HELP ERADICATE I/O ERRORS          16 84 8

I/O ERRORS       37- 'VERIFY' PROGS-"SETSCAN"+"TAPESCAN" BY P.D'ARCY 10 84 2

I/O ERRORS       29- M/C PROG TO RECOVER FILES AFTER'NEW' OR 'I/0'  14 84 6

I/O LETTER       4   CORRECTIONS TO'TAPESCAN'(2'84)/MC CODE(1283) 12 84 4

I/O PORT ON D64  27  Q+ANS.ON I/O CARTRIDGE PORT ADDRESSES          41 86 9

I/O ROUTINES     45  EXPLANATIONS OF I/O ROUTINES                   11 84 3

IF...THEN IN M/C 26  ROUTINE TO SPEED UP BASIC IF...THEN STATEMENT  43 86 11

IMPROVED DISPLAY 2   LETTER RE.IMPROVING QUALITY DISPLAY OUTPUT     43 86 11

INDEX FOR DU     2   MAGBASE AS A LIST OF PAST ARTICLES           63 88 7

INDEX INTEREST   4   RE."MAGBASE",A DATABASE FOR INDEXING MAGAZINES 48 87 4

INPUT USING      36  ROUTINE TO GIVE 'INPUT USING' FACILITY         44 86 12

INPUT USING INKEY 5   INPUT ROUTINE USING INKEY$-FOR DISABLE 'BREAK' 20 84 12

INPUT/OUTPUT     38-9 MEMORY LOCATIONS FOR INPUT/OUTPUT (I.NICHOLSON) 3 83 7

INPUT/OUTPUT     5   CORRECTIONS ARTICLE IN 7 ISSUE RE.I/O       5 83 9

INSIDE THE 32    13-9 DIAGRAMS,LISTINGS+ARTICLE ON MEMORY MAP OF 32  45 87 1

INTERFACING      52-3 DESIGN OWN INTERFACE WITH DIAGRAMS             7 83 11

INTERFACING      33-7 HOW TO BUILD AN INEXPENSIVE INTERFACE(DIAGRAMS) 5 83 9

INTERFACING      17  SIMPLE INTERFACE FROM BASIC USING PRINT #-2    20 84 12

INTERFACING      43-9 DIAGRAMS+DEMOS FOR ANALOGUE/DIGITAL INTERFACE  10 84 2

INTERFACING      39- DEMONSTRATION PROGRAMS FOR 2'84 ARTICLE      11 84 3

INTERFACING CORR. 4   CORRECTION TO 2'84 ARTICLE ON ANALOG/DIG INT. 13 84 5

INTERFACING FAULT 4   CORRECTION TO "INTERFACING" IN 9'83         8 83 12

INTERFACING HELP 61  Q+ANS RE.INTERFACING CASSETTE+PIN CONNECTIONS  10 84 2

INTERRUPT SOUND  18-9 USING IRQ INTERRUPT TO GIVE CONTINUOUS SOUND   55 87 11

INTERRUPTS       33  HOW TO USE INTERRUPTS IN PROGRAMS              32 85 12

INVERT THE 64    15  ROUTINE TO INVERT TEXT SCREEN IN 64 MODE       48 87 4

ISRAELI DRAGON   2   REQUEST FOR INFO. ON HOW TO RUN A CLUB         42 86 10

JAWS             12-5 M/C LISTING FOR ARCADE GAME BY S.GATHERCOLE    38 86 6

JETSET WILLY     4   POKES AND CHEAT ROUTINES FOR JETSET WILLY      32 85 12

JETSET WILLY MAP 25  MAP OF 77 ROOMS-NUMBER OBJECTS,ROPE-BY C SMITH 39 86 7

JOURNEY PLANNER  15-7 BASIC LISTING-PLANS TIMES,COSTS FOR CAR HOLIDAY 39 86 7

JOYSTICK ADVICE  61  EXPLANATIONS FOR JOYSTK COMMANDS               10 84 2

JOYSTICK VALUES  4   ALTERNATIVE TO 2'84 ANS(P61-USING JOYSTK(0)) 14 84 6

JOYSTICK WIRING  49  DIAGRAM SHOWING CONNECTIONS FOR JOYSTICK       2 83 6

JOYSTICKS FAULT  49  CORRECTION TO JOYSTK FAULT IN EARLY 'MANUAL'   1 83 5

JOYSTK OPERATION 17-8 DEMO PROG/TYPES OF JOYSTK/FIRE BUTTON LOCATIONS 33 86 1



Title Page Description Issue Year Month

JOYSTK PORTS     11  ACCESSING JOYSTICK PORTS IN M/C                46 87 2

JOYSTKS COMPARED 17-9 EIGHT JOYSTKS COMPARED WITH SPECIFICATIONS     2 83 6

JUSTIFICATION    36  ROUTINE TO PERFORM RIGHT JUSTIFY ON A STRING   44 86 12

KDC FT-5001 PRNTR 4   PROG. TO MODIFY EPSON DUMP TO KDC FT-5001      25 85 5

KEY NOTES        27  USING INKEY$+PLAY COMMAND TOGETHER             49 87 5

KEY REPEAT       27-9 M/CODE ROUTINE TO CHECK FOR CONT PRESSED KEYS  16 84 8

KEYBOARD SCANNING 73  READING KEYBOARD IN M/CODE                     8 83 12

KEYPAD INPUT     15  JOYSTK CONN. TO USE WITH NUMERICAL KEYPAD      48 87 4

KING OF THE HILL 23-9 LISTING OF A "CUBERT" GAME IN BASIC            21 85 1

KNIGHT GAMES     12- 5 PAGE GAME LISTING IN M/C-BOARD GAME          37 86 5

LHEX             12  ASSEMBLY PROG. FOR LISTING HEX ON FLEX         44 86 12

LIGHT PENS       20-1 ARTICLE COMPARES ACCORD/TRO1/MICRODEAL PENS  4 83 8

LIGHTPEN/JOYSTK  51  PORT MEM.CONNECTIONS TO D/A CONVERTER          12 84 4

LIGHTPEN/JOYSTK  5   LISTING TO BE USED WITH 4'84 LIGHTPEN PROG 17 84 9

LINE CMD IN M/C  26  Q+ANS ON '3-D' PROG.-SLOW LINE COMMAND         38 86 6

LINKING COMPUTERS 30  JOINING TWO 32'S TOGETHER TO COMMUNICATE/BUFFER 34 86 2

LINKING DRIVES   19  INFO.ON USING TWO OR MORE DISK DRIVES          50 87 6

LIST DISABLE     65  SHORT ROUTINE TO DISABLE LIST & LLIST          11 84 3

LIST DISABLING   4   FURTHER COMMENT ON'LIST'ANS.(3'84)           13 84 5

LIST FUNCTION    4   3 POKE NOS.AS OPTION TO LIST ROUTINE(3 P65) 14 84 6

LISTING          5   REPLY TO JUN'83 LETTER RE.'LISTING','ROM'&'TAB' 4 83 8

LISTINGS         5   TIPS TO SELECT PORTIONS OF LISTINGS            2 83 6

LOG COMMAND      47  MICROSOFT BASIC BUG WHICH GIVES INCORRECT LOGS 17 84 9

LOG FUNCTION     31  ANS. TO LETTER RE.CALCULATING LOG TO BASE 10   30 85 10

LOGIC ON DRAGON  20  EXAMPLES+OPERATIONS FOR BASIC INTERPRETER      33 86 1

LOGIC ON DRAGON  16-8 DISCUSSION+LISTING RE.'ARTIFICIAL INTELLIGENCE' 35 86 3

LONDON SHOW      4   DETAILS OF 6TH 6809 SHOW IN LONDON             55 87 11

LO-RES GRAPHICS  63  LETTER RE.DIFFICULTY IN LO-RES COLOURS+ANSWER  7 83 11

LOSING COLOUR    20  Q+A.ON MODULATOR FAULT                         52 87 8

LOWER CASE       61  ACCESSING SHIFT+0 FROM PROGS USING POKES       10 84 2

M/C ADDRESSES    65  ADDING NEW COMMANDS TO DRAGON BASIC            13 84 5

M/C ARTICLE      25-9 HINTS ON WRITING M/C PROGS.+DEMO               9 84 1

M/C AUTORUN      31  AUTORUN IN MACHINE CODE AND DISK 'RUN' IN M/C  28 85 8

M/C AUTORUN      23  'QUICK AND DIRTY' METHOD FOR M/CODE AUTO-RUN   51 87 7

M/C BOOKS        38- INSIDE/DRAGON,"INTRO DR/MC","PROGRAMMING 6809 17 84 9

M/C CODE GRAPHICS 15  ARTICLE BY ROY COATES FOR DOING GRAPHICS IN M/C 31 85 11

M/C DISK FILES   28  LOADING AND SAVING ON DISK IN MACHINE CODE     63 88 7

M/C DISK ROUTINES 47  M/C LOCATIONS FOR DISK TRACK/SECTOR ROUTINES   18 84 10

M/C FAULTS       4   CORRECTING FAULT IN M/CODE ARTICLE IN 1'83   11 84 3

M/C GRAPHICS     37  DRAWING SPRITES IN M/C-AVOIDING FLICKERING     33 86 1

M/C MONITOR      32- TITLED-"TAKING CONTROL" BY P.WHITTAKER-LISTINGS 37 86 5

M/C MONITOR CORR. 2   CORRECTIONS TO "MONITOR" IN 5'86 ISSUE       39 86 7

M/C PROGRAMMING  50-5 INTRO TO 6809 M/C+LOADER                       8 83 12

M/C PROGRAMMING  25-9 EXPLANATION OF M/C BY S.SAMPSON                12 84 4

M/C ROUTINES     41  CLOAD/CLOADM AND PRINTING NUMBERS IN M/CODE    19 84 11

M/C ROUTINES     16-7 SIMPLE M/C ROUTINES FOR DRAWING AND TEXT PROGS 32 85 12

M/C SERIES 1     14  INTRODUCTORY ARTICLE OF PROPOSED SERIES ON M/C 35 86 3

M/C SERIES 2     22-4 PLANNING M/C PROGS. USING FLOWCHARTS +REGISTERS 36 86 4

M/C SERIES 3     10- OPERATION CODE EXPLAINED+ASSEMBLY ROUTINES     37 86 5

M/C SERIES 4     16-7 NUMEROLOGY-CHANGING BASES-J.ORBAUM ARTICLE-PT 4 38 86 6

M/C SERIES 5     8-9 'FLAG AND BRANCH' ARTICLE + DESCRIPTIONS       40 86 8

M/C SERIES 6     9-10 ADDRESSING MODES' ARTICLE+BINARY CODED 12IMAL 40 86 8

M/C SERIES 7     22  BOOLEAN THEORY + BINARY MATHS EXPLANATIONS     41 86 9

M/C SPECIAL      23-7 SS-22,"ACE-TRACE","ADVANCED SOUND/GR","DREAM" 18 84 10

M/C W.PROCESSOR  8-14 WORDPROC(DISC)/GREEN-BLACK/AUTO -4000/4500 WORD 29 85 9

M/C W.PROCESSOR 2 6   CHANGES TO PROG(9'85)FOR EPSON PRINTERS     33 86 1

M/C W.PROCESSOR 3 6   POKES FOR OTHER PRINTERS ("WORDPROC",9'85)  36 86 4

M/CODE LOADING   5   ALTERNATIVE TO "M/CODE LOADING" IN 6 ISSUE  4 83 8

MADNESS/MINOTAUR 2   CORRECTIONS TO 7'86 'POKES FOR GAMES'       41 86 9

MAGBASE PRICES   4   PRICE LIST OF PULSER SOFTWARE'S "MAGBASE"      54 87 10

MAINS NOISE      45-7 TECHNIQUES TO PREVENT MAINS NOISE+DIAGRAMS     13 84 5

MAINS TRANSFORMER 4   TIPS TO HELP AVOID POWER PACK FAILURES         35 86 3

MAKE A MAZE      26  LISTING FOR CREATING A MAZE                    56 87 12

MALTA MESSAGE    3   PRINTER POKES +ERRORS IN "INSIDE THE DRAGON"   52 87 8

MANIC MINER      5   LETTERS -INFINITE LIVES & ACCESS TO ANY SCREEN 26 85 6

MANIC-MINER      23  OFFICIAL MANIC-MINER CHEAT ROUTINES            27 85 7

MANNESMAN TALLY  3   INCREASING THE INPUT BUFFER TO 4K              54 87 10

MAPLIN INTERFACE 28  USING 32 I/O PORT ON 64                        57 88 1



Title Page Description Issue Year Month

MASTER DISK CORR. 4   FREAD/EOF CORRECTIONS TO "DISK EXPLRTNS"-8'85 37 86 5

MASTER DISK FILES 25-7 PROG.TO KEEP LISTS OF ALL DISKS ON ONE MAST.DSK 28 85 8

MASTERMIND GAME  14-7 COMPUTERISED VERSION OF "MASTERMIND"           23 85 3

MATHS GLOSSARY 1 30  1ST PART OF COMMONLY USED TERMS IN MATHEMATICS 46 87 2

MATHS GLOSSARY 2 30  2ND PART OF LIST OF TERMS FROM D TO M          47 87 3

MATHS GLOSSARY 3 29- LAST PART OF MATHS TERMS FROM M TO Z           48 87 4

MATHS PROBLEMS   73  FLOATING POINT NUMBERS-BUGS IN MICROSOFT BASIC 8 83 12

MEMORY BROWSER   20  LISTING TO ALLOW USER TO LOOK THROUGH MEMORY   45 87 1

MEMORY CORRUPTION 2   READ/WRITE/SEEK ERRS ON DELTADOS CARTRIDGE     46 87 2

MEMORY LOCATIONS 4   USEFUL POKES FOR MEMORY LOCATIONS              8 83 12

MEMORY LOCATIONS 4   SOME USEFUL MEMORY LOCATIONS NOT IN MANUAL     7 83 11

MEMORY LOSS      2-3 REPLACING RAM CHIPS WHEN FAULTS OCCUR          64 88 8

MEMOTECH DISKS   14  PROG.TO READ FILES ON DRAGON FROM MEMOTECH DISK 47 87 3

MENU PROGRAMMING 14  Q+A. ON USING 'ON...GOTO' FOR MENUS IN PROGS.  47 87 3

MERGING FILES    53  MERGING BASIC PROGRAMS WITH A SHORT BASIC PROG. 6 83 10

MERGING PROGRAMS 49  MERGING TWO BASIC PROGS TOGETHER INTO MEMORY   4 83 8

MERGING PROGS.   65  METHOD FOR APPENDING BASIC PROGS USING POKES   13 84 5

MICROCOSM 68     4   CORRECT ADDRESS FOR 68 MICRO GROUP             59 88 3

MICROLINE 80     5   INFORMATION ON MICROLINE-80 PRINTER (LETTER)   5 83 9

MICROLINE80 PRNTR 41  OS-9 SYSTEM+MICROLINE-80 PRINTER-ANSWER        24 85 4

MID$ COMMAND     30  GETTING 'FC ERROR' USING 'MID$'                34 86 2

MIDI INTERFACE   14  Q+A. ON BUILDING MUSICAL (MIDI) INTERFACE      47 87 3

MINI LOGO        24-6 SHORT BASIC VERSION OF TURTLE GRAPHICS-M.HOSKEN 41 86 9

MISSILE ATTACK   16-9 VERSION OF ARCADE GAME 'MISSILE COMMAND'       43 86 11

MISSILE COMMAND  5   CORRECTIONS TO 6 LISTINGS                   3 83 7

MISSILE COMMAND  23-4 LISTING FOR INV.TYPE GAME BY ANDREW BLACK      2 83 6

MISSION IMPOSS.  12- LISTINGS FOR 'RAPIER' GAME IN MACHINE CODE     42 86 10

MODE 24          20- LISTINGS(5 PAGES) TO ASSIST GRAPHICS+LOWER CASE 42 86 10

MODEMS           8-9 INTRODUCTION TO MODULATORS/DEMODULATORS        57 88 1

MONITOR PROBLEMS 28  HELP WITH VDU MONITOR TO AVOID FLICKERING      37 86 5

MONITOR SOCKET   14  Q+ANS.ON POWER SOURCE AT MONITOR+AUDIO SIGNALS 39 86 7

MONITOR(RGB) PINS 30  CONNECTING 7PIN DIN RGB SOCKET VIA 5PIN SOCKET 34 86 2

MOON CRESTA      2   LETTER RE.MESSAGE ON SCREEN ON "MOON CRESTA"   49 87 5

MOON MINER       21  STAR GAME BY STEVE GATHERCOLE-(PP.21-25)       26 85 6

MOON MINER POKES 4   CORRECTIONS TO POKES IN 1'86 WITH/WITHOUT DOS 37 86 5

MOONBASE ALPHA   27-9 BASIC GAME WITH HIGH LEVEL GRAPHICS(LISTING)   1 83 5

MOTORBIKE REPAIR 4   CORRECTION TO 'MOTORBIKING' PROGRAM (11'87)   56 87 12

MOTORBIKING      12-7 6 PAGE LISTING FOR ARCADE GAME "STUNT BIKER"   55 87 11

MOTORBIKING      2   CORRS.TO LISTING(11'87)+CONVS.TO DRAGONDOS    61 88 5

MOUNTAIN BUILDING 14-6 BASIC LISTING TO DRAW HILLS USING CONTOURS,ETC. 53 87 9

MOVEMENT ROUTINES 29- ARTICLE+GAME TO DEVELOP MOVEMENT ROUTINES      4 83 8

MOVING PROGRAMS  21-2 PEEKING DISK M/C PROGS.-M/C & BASIC LISTINGS   51 87 7

MULTI-SOUND      28  ADVICE ON SOUND IN MORE THAN ONE CHANNEL       36 86 4

MUSIC CONTROLLER 37  UTILITY FOR CONTROLLING MUSIC AT KIDS PARTIES  7 83 11

MUSIC EDITOR     14-6 LISTING FOR PROG.TO INPUT/EDIT/PLAY/ETC MUSIC  56 87 12

MUSIC EXTENDER   12-9 TIPS ON "MUSIC MAKER" PLUS NINE LISTINGS       57 88 1

MUSIC INTERRUPTS 28  Q+ANS ON PRODUCING INTERRUPT-DRIVEN MUSIC      42 86 10

MUSIC LIBRARY    2   REQUEST FOR OPERATOR OF SERVICE TO PUBLIC      53 87 9

MXT CONTROLLER   12-3 HARDWARE ADDITION TO CONTROL EXTERNAL DEVICES  36 86 4

MYSTERY DRAW     2   ADDITIONAL LISTING FOR 'GRAPHICS' PROG.(8'86) 54 87 10

NATIONAL DU GROUP 4   INFO.ON USER GROUP                             42 86 10

NDUG             25  DETAILS OF NATIONAL DRAGON USERS' GROUP +UPDATE 49 87 5

NDUG BARGAIN     3   DISCOUNT FOR NDUG MEMBERS FOR MODEM PURCHASE   56 87 12

NEGATIVE OFFSET  5   NEG.OFFSET+CLOADM USING 'WRAP-AROUND'METHOD    4 83 8

NEGATIVE OFFSET  39  HOW TO LOAD PROGRAMS WITH A NEGATIVE OFFSET    23 85 3

NEWS DESK        4   INFO ON 1.FREE DRAGON CARDS,2.CHEAP 32s,64s    41 86 9

NEWSDESK         5   CORR.TO GRAPHICS SCREEN WORD PROCESSOR(6'87) 52 87 8

NEWSDESK         4   SOUTH COAST SHOW -DETAILS OF PROPOSED SHOW     52 87 8

NEWSDESK         4   DETAILS OF DRAGON SHOW IN ROCHDALE IN 9EMBER 52 87 8

NEWSDESK         5   EDUCATIONAL SOFTWARE AVAILABLE                 60 88 4

NEWSDESK         5   DETAILS OF SIEGFRIED COMPUTERGRUPPE            60 88 4

NEWSDESK         4   NEW OWNER OF D.U.+NEW COMPUTAPE ADDRESS        62 88 6

NEWSDESK         4-5 NEW ADDRESS FOR 'DUDE'/ QUICKBEAM CLOSURE      61 88 5

NIMBO            24-5 NIM GAME LISTING IN BASIC                    17 84 9

NOMADIC CODE     41-3 ARTICLE ON THE'POSITION INDEPENDENT PROGRAMME' 13 84 5

NORTH EAST CLUB  3   ADDRESS OF USER GROUP IN TYNE & WEAR           57 88 1

NORTH EAST USERS' 4   DETAILS OF CLUB IN SUNDERLAND                  59 88 3

NORWAY CLUB      3   ADDRESS OF SCANDINAVIAN CLUB                   57 88 1



Title Page Description Issue Year Month

NORWEGIAN MAG.   3   SCANDINAVIAN MAGAZINE                          58 88 2

NUMERIC VALUES   5   SHORT PROGRAM FOR EASE OF CALCULATING NUMBERS  18 84 10

OM ERRORS        33-7 AVOID OM ERRORS & MAKE MOST OF AVAILABLE MEMORY 11 84 3

OM PROG.ERRORS   4   CORRECTIONS TO 'OM' ARTICLE (3'84 PP33-7)    13 84 5

ON ERROR RUN     17  SHORT ROUTINE FOR AUTO RE-RUN IF ERROR OCCURS  53 87 9

OPEN FILE (01)   39  LISTINGS FOR"HEX","PACMAN","CHAR.GENERATOR"    1 83 5

OPEN FILE (01)   45-7 DRAWING,"DRAGONET","O's AND X's"LISTINGS     1 83 5

OPEN FILE (02)   44-7 LISTINGS FOR "M.CLOCK","MUSICAL","SINE WAVES"  2 83 6

OPEN FILE (02)   39- DUCK SHOOT,"QUILT","BRAINBOX","MILLIPEDE"REVS 2 83 6

OPEN FILE (03)   45-7 LOADING HEX,"LABELLING" & "REACTION" LISTINGS 3 83 7

OPEN FILE (03)   41-7 LINES,"SCORING","SPACE RACE","BRICKOUT" LISTS 3 83 7

OPEN FILE (04)   39  LISTS-"CONVERTING","NAIL/THREAD","JOY OF MUSIC" 4 83 8

OPEN FILE (04)   41-7 LISTS-"COLOUR","BRAIN TEASER","DICE","CALENDAR" 4 83 8

OPEN FILE (05)   39- LISTS-"SKETCHING","SQUASH","PONTOON","YAHTZEE" 5 83 9

OPEN FILE (06)   41  CONT-"PUZZLE MAKER","SLOW DOWN LISTING SPEED"  6 83 10

OPEN FILE (06)   41  LISTINGS-"INSTR","SPEED POKES","MORSE CODE"    6 83 10

OPEN FILE (06)   41  CONT-"STRING MANIPULATION","MUNCHY","KEYBEEP"  6 83 10

OPEN FILE (07)   54-9 CHASER,"MATHS","LIGHT CYCS","MUSIC COMPOSER" 7 83 11

OPEN FILE (08)   59- MAP,"BIRTHDAY","DODGE","SKY DIVER","3D BAR"  8 83 12

OPEN FILE (09)   49- SOLIT-SOLITAIRE GAME LISTING(PP.49-54),"WAVE" 9 84 1

OPEN FILE (09)   54-9 SCREEN PRINT,"3TIAN LANDINGS","HCF/LCM"    9 84 1

OPEN FILE (10)   51-9 CHESS,"DRAG","WEAVING","DRAWING","PRINT UTIL" 10 84 2

OPEN FILE (11)   47  PATTERN,"SPELL","ROADRIDE","DATASAVE","BREAK" 11 84 3

OPEN FILE (12)   40-9 MASH,"MOTOR CROSS","COMPOSER" LISTINGS       12 84 4

OPEN FILE (13)   49- NIMITRON,"MEMORY","NUMBERS","REACTIONS" LISTS 13 84 5

OPEN FILE (13)   49- STRING INPUT,"TRANSMAC","SOUND","DATABASE"   13 84 5

OPEN FILE (14)   45- TICTAC TOE,"HUNT DRAGON","MATHS",TANDY CNVRT" 14 84 6

OPEN FILE (15)   39- CONNECT 4,"MASH"(REVISED FROM O.F.APR'84 P39) 15 84 7

OPEN FILE (15)   40-4 DIRECTORY(FOR CASSETTE MASTER-TAPE),"MOWER"  15 84 7

OPEN FILE (16)   32-9 CATERPILLAR,"CONVERTER","BUDGET","TRON BIKES" 16 84 8

OPEN FILE (17)   30-3 ESCAPE,"EASY-EDIT","SHOOT"-BASIC LISTINGS    17 84 9

OPEN FILE (18)   33- SNAKE,"MASTERMIND","HANGMAN"                 18 84 10

OPEN FILE (19)   27- JIGSAW,"ROTATOR","KEYBEEP 2" LISTINGS        19 84 11

OPEN FILE (20)   29- SCREEN EDIT,"SWAPOVER"-BASIC LISTINGS        20 84 12

OPEN FILE (21)   33-9 LISTS FOR "STITCHET","SOUND","SKI"&"ULTRA-UTIL" 21 85 1

OPEN FILE (22)   26  MEANDER,"DIRECTORY","ALIEN","STOCK CONTROL"  22 85 2

OPEN FILE (23)   28  LISTINGS-"BRICK","MANTUKAN PYRAMID" (PP.28-33) 23 85 3

OPEN FILE (24)   29  LISTINGS FOR"HEARTBEAT" AND "CONVERSION"       24 85 4

OPEN FILE (25)   21  LISTINGS FOR "FLASH","DISCWASHER"&"DUMP"       25 85 5

OPEN FILE (26)   24  LISTING FOR "REVERSE" GAME-SHUFFLING NUMBERS   28 85 8

OS9              31-4 ADVANT.+DISADVANTS OF OS9 MANAGEMENT SYSTEM    12 84 4

OS9              2   LETTER FROM FINLAND GIVING ADDR.IN GERMANY&USA 49 87 5

OS9 & BASIC09    16- 5 PAGE LISTING-TRANSFERS DRAGONDOS FILE TO OS9 49 87 5

OS9 & STYLOGRAPH 39  INFORMATION FOR STYLOGRAPH AND OS9 PRINT CODES 22 85 2

OS9 BLUES        9-12 GETTING THE MOST FROM OS9 STYLOGRAPH-LISTS ETC. 47 87 3

OS9 GROUP        2   OS9 GROUP IS RESTARTED                         62 88 6

OS9 READD        2   CORRECTIONS TO INFO ABOUT READD UNDER OS9      56 87 12

OS9 REQUEST      2   LETTER FROM FRENCH READER NEEDING OS9 SOFTWARE 41 86 9

OS9 SOFTWARE     31-3 ARTICLE ON PASCAL V2.0/C-COMPILER FOR OS9      14 84 6

OS9 'SPELLCHECK' 37  PROCEDURE FOR PRODUCING A WORKING SPELL DISK   33 86 1

OS9 STYLOGRAPH   36  PROBLEMS RE.PRINTER ROUTINES ON 'STYLOGRAPH'   44 86 12

OS9 STYLOGRAPH   3   CORRECTING VARIOUS PRINTING/FILING FAULTS      47 87 3

OS9 STYLOGRAPH   3   CORR. TO "OS9 BLUES" IN 3'87 EDITION       49 87 5

OS9 USER GROUP   6   DETAILS OF NEW OS9 USER GROUP                  36 86 4

OS9 USER GROUP   4   ADDRESS OF USER GROUP                          58 88 2

OS9,STYLO,MFREE  2-3 LETTERS RE.'THREE LITTLE WORDS' ARTICLE(JUN'87) 55 87 11

OSSETT '88       18-9 REPORT BY HELEN ARMSTRONG                      62 88 6

OSSETT COMPOSER  18  ARTICLE ABOUT SHOW +LISTINGS FOR COMPOSER, ETC. 54 87 10

OSSETT SHOW      7   INCOMPLETE REPORT BY ??? (NO MENTION OF Pulser) 40 86 8

OSSETT SHOW (2)  8-9 REVIEW OF SECOND OSSETT DRAGON SHOW (APR'87)   50 87 6

PACMAN ADVICE    5   CHANGES TO 'PACMAN'(5)-USING CURSOR KEYS     3 83 7

PAMCODES (01)    11  SERIES OF ARTICLES ON M/C FOR BEGINNERS        55 87 11

PAMCODES (02)    8-10 ROM ROUTINES,REGISTERS,ADDRESSING MODES,ETC.   56 87 12

PAMCODES (03)    10- LISTINGS AND ARTICLE ON LABELS AND BRANCHES    57 88 1

PAMCODES (04)    10- KEYPRESSING, POS.DEP.CODE, MOVING ON SCREEN    58 88 2

PAMCODES (05)    8-10 LISTINGS FOR "THE YELLOW BLOB",INTRO.TO M/C    59 88 3

PAMCODES (06)    6-8 CONT.OF INTRO.TO M/C +LISTINGS                 60 88 4

PAMCODES (07)    6-8 INTRO.TO M/C-AUTO INCREMENT/12REMENT/LISTINGS 61 88 5
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PAMCODES (08)    14-5 INDIRECT ADDRESSING, POSITIVE/NEGATIVE NUMBERS 62 88 6

PAMCODES (09)    12-4 ASSEMBLERS/MEMORY LOCATIONS                    63 88 7

PASSWORD         5   METHOD OF PREVENTING ILLEGAL ACCESS TO DATA    16 84 8

PATTERN GENERATOR 20  SHORT LISTING TO CREATE 'INTELLIGENT' PATTERNS 45 87 1

PCW PRINTER      17  Q+A.LINKING AMSTRAD PCW 8512 PRINTER TO DRAGON 53 87 9

PEOPLE'S CHART 1 7   RESULTS OF D.U FOR 2'86 (SOFTWARE TOP 5)     36 86 4

PEOPLE'S CHART 2 6   1-JUXTA,2-SP.RACER,3-SHAOLIN,4-EDDIE,5-SHOCKTRP 37 86 5

PEOPLE'S CHART 3 5   1-SHOCKTRP,2-JUXTA,3-JETSET,4-SP.RACER,5-EDDIE 38 86 6

PEOPLE'S CHART 4 2   1-SHOCKTRP,2-JUXTA,3-SHAOLIN,4-SP.RACER,5-EDDIE 39 86 7

PEOPLE'S CHART 5 3   1-JUXTA,2-BEANSTALK,3-SHOCK,4-M.CRESTA,5-JETSET 40 86 8

PEOPLE'S CHART 6 3   1-JUXTA,2-SHOCK,3-BEANSTALK,4-JETSET,5-ROMMEL3D 41 86 9

PEOPLE'S CHART 7 5   1-JUXTA,2-SHOCKTRP,3-ECLIPSE,4-CRESTA,5-SYZYGY 42 86 10

PEOPLE'S CHART 8 3   1-SHOCK,2-JUXTA,3-SHAOLIN,4-VORTEX,5-JETSET    43 86 11

PEOPLE'S CHART 9 3   1-BEANSTALK,2-JUXTA,3-SHAOLIN,4-SHOCK,5-JETSET 44 86 12

PEOPLE'S CHART 9A 3   1-JUXTA,2-SHOCK,3-SHAOLIN,4-BEAN,5-SPEED 45 87 1

PETTIGREWS DIARY 4   CORRECTIONS TO SHARDS "PETTIGREWS DIARY"       11 84 3

PIA INTERRUPTS   4   CORRECTIONS TO 9'83 LETTER RE.I/O INTERRUPTS 7 83 11

PIN CONNECTIONS  37  CONNECTIONS FOR '02 CLOCK' AND 'VMA'           33 86 1

PIN CONNECTIONS  23  PRINTER PIN CONNECTIONS                        45 87 1

PLUS CARTRIDGE   25-7 REVIEW OF A 'PLUS' CARTRIDGE FOR USE WITH FLEX 31 85 11

POINT/PPOINT     49  TESTING POINT/PPOINT WITH SHORT ROUTINE        3 83 7

POKE ERROR       4   CORRECTION TO SCREEN DUMP IN 4'86 ISSUE    38 86 6

POKES            5   USEFUL POKES FOR "KING","INVASION" ETC.        26 85 6

POKES FOR GAMES  6   SKRAMBLE,"KATERPILLAR","CUTHDIG","HUNCHBACK" 34 86 2

POKES FOR GAMES  6   LUNAR,"SCARFMAN","BORIS","PAINTER","CUTHJUNG" 34 86 2

POKES FOR GAMES  6   INVADERS REV,"KING","INVASION","SCARFMAN"    34 86 2

POKES FOR GAMES  6   GALACTIC,"TOUCHSTONE","COSMIC","CUTHWALK"    34 86 2

POKES FOR GAMES  6   FOR-"MOON MINER(JUN'85)" TO RUN ON DRAGONDOS   33 86 1

POKES FOR GAMES  2   MADNESS/MINOTAUR POKES-STRENGTH,MAX.SCORE    39 86 7

POKES FOR GAMES  4   MONSTERS,"DUNKEY MONKEY","EDDIE STEADY GO!"  35 86 3

POKES FOR GAMES  4   BELLS,"CUTHSPACE","BLOCHEAD","TEATIME","POGO" 35 86 3

POKES FOR GAMES  9   THE BELLS,"CHAMPIONS","MINED-OUT"(LINE CHNGS) 37 86 5

POKES FOR SPEED  37  ARTICLE ON 'SAM' CHIP RELATED TO SPEED POKES   4 83 8

POKES GALORE     6   SEE 'POKES FOR GAMES'                          34 86 2

POKES GALORE CORR 2   CORRECTIONS TO LOADER PROGS A+B IN 2'86      41 86 9

POKES-SLOW BASIC 31  SOME POKES TO SLOW DOWN THE BASIC              30 85 10

PONTOON          6   IMPROVEMENTS TO GAME IN OPEN FILE (9'83)    9 84 1

PORTS AND PINS   27  INFO.ON SERIAL PORT ON 64 (PIN CONNECTIONS)    49 87 5

PPOINT           33  SMALL DEMO PROGRAM SHOWING USE OF 'PPOINT'     32 85 12

PRESTEL          23-4 INFO. ON 'PRESTEL'-ADVANTAGES+DISADVANTAGES    12 84 4

PRINT USING ZERO 11  ADVICE ON VARIABLE PRINTED WITH TWO 12.PLACES 46 87 2

PRINTER ECHO     6   ROUTINE OF POKES TO SIMULATE TYPEWRITER        36 86 4

PRINTER ERROR    14  DN ERROR WHEN USING PRINTERS+DISC DRIVES       39 86 7

PRINTER FORMATTER 5   PROG TO TIDY UP BASIC LISTINGS FOR PRINTOUTS   16 84 8

PRINTER INTERRUPT 28  POKES TO DISABLE INTERRUPTS (ON 'DOS')ON PRNTNG 35 86 3

PRINTER LINK-UP  23  USING TWO PRINTERS AT ONCE- SERIAL PORT        45 87 1

PRINTER POKES    13  SET UP PRINTER+POKES FOR CARRIAGE RETURN+L.FEED 40 86 8

PRINTER PORT     28  MEMORY ADDRESS OF PRINTER SOCKET               59 88 3

PRINTER PORT PINS 30  PIN CONNECTIONS & I/O LOCATIONS TO PORT        34 86 2

PRINTER PORTS    41  POKING DATA TO LOCATION 65282                  24 85 4

PRINTER REVIEW   5-14 AMSTRAD,BROTHER,CENTRONICS,PANASONIC PRINTERS  51 87 7

PRINTER REVIEW   5-14 MANNESMANN TALLY,SAMLECO,SHINWA,TANDY PRINTERS 51 87 7

PRINTERS         17- REVS.OF EPSON(2),NEC,OLIVETTI,AMBER&SEIKOSHA GP 3 83 7

PRINTERS COMPARED 20-5 MCP-40 AND TANDY COLOUR PRINTERS COMPARED      11 84 3

PRINTERS COMPARED 18- SHINWA CP80vSMITH-CORONA TP-1 PRINTERS         17 84 9

PRINTING CORR.   3   CORRECTIONS TO 1UARY SPELLING MISTAKES       58 88 2

PROBABILITY      37-9 'MONTE CARLO' TECHNIQUE DEMO-LISTINGS          13 84 5

PROGRAMMER WANTED 2   REQ.FOR SOMEONE TO WRITE A PROG.FOR KENT READER 60 88 4

PULSER "STARSHIP" 4,21 DETAILS OF STARSHIP SOFTWARE FROM PULSER       56 87 12

PULSER SOFTWARE  4   DETAILS RE.MAGBASE,ZAPPER,COPYCAT,DISCUP, ETC. 48 87 4

PUT...EOR        15  LISTINGS-ALLOWS 'PUT' TO USE 'EXCLUSIVE OR'    41 86 9

PUZZGRID         31  LISTING FOR 'CONUNDRUM CREATOR'(WORDS IN GRID" 35 86 3

PUZZLE COMP.     26-7 ARTICLE ON MAZES + XMAS PUZZLE GAME            55 87 11

PUZZLE PAGE      2   LISTING FOR 8'86 COMP. WHICH WAS OMITTED     41 86 9

QUICK CLS        26  CLEAR SCREEN ROUTINE FOR SEMIGRAPHICS MODE     42 86 10

RADIO COURSE     3   INFO.ON RADIO AMATEUR COURSE                   64 88 8

RADIO SHACK TP-10 28  RESETTING BAUD RATE TO 600 (ROUTINE)FOR 'SHACK' 35 86 3

RAM AND ROM      28  RE.HARDWARE CONVERSION FOR RAM-CARTRIDGE +LIST. 59 88 3



Title Page Description Issue Year Month

RAM CARD         24  REPLY TO LETTER(1'88)-ROM CAN'T BE RAM       60 88 4

RAM UPGRADES     20-3 'CMOS' AND 'ROMMOVE' UPGRADES                  9 84 1

RANDOM NUMBERS   60  Q-ANS RE.'TRULY RANDOM NUMBERS'                9 84 1

RANDOM NUMBERS   3   INFO.RE.RND TO SUPPLEMENT MANUAL               42 86 10

READ PC+FOOTNOTES 3   LETTER FROM FINLAND RE.READ-PC +LISTING        62 88 6

READPC           12-5 PROGRAM TO READ PC DISKS ON A DRAGON +LISTINGS 59 88 3

REBOOT           6-7 USING BOOT COMMAND+CORR.TO 'AUTO BOOT' (10'87) 58 88 2

RECOVERING BASIC 28  Q+ANS RE.'NEW' AND 'I/O ERROR'-SEE ALSO 6'84 37 86 5

RECURSION PROG.  31  ARTICLE ON STRUCTURED PROGRAMMING BY P.GRIEVES 21 85 1

REMOTE CONTROL   28  Q+ANS-USING ADM3A TERMINAL WITH RS232-PATCHES  36 86 4

REMOTE FACILITY  37-9 PUTTING A REMOTE FACILITY ON CASSETE RECORDERS 6 83 10

RENUM LARGE PROGS 23  ERROR WHEN RENUMBERING LONG PROGRAMS +ADVICE   51 87 7

RERUN ON ERROR   73  LISTING FOR 'ON ERROR RUN' STATEMENT           8 83 12

RESTORE          52  'RESTORE TO A LINE NUMBER' ROUTINE             20 84 12

RESTORE DATA     23  READING DATA STATEMENTS AT RANDOM              45 87 1

RETRIEVING ARRAYS 5   LOAD,STORE,RETRIEVE AN ARRAY UP TO 3 DIMENSIONS 23 85 3

RETURN OF RING   30-1 CHEAT SHEET FOR 'FOREST MOON' ON "RETURN/RING" 33 86 1

REVIEWER'S LIFE  2   LETTER RE.REVIEWING + TEL.NO.OF N.W.TRS80 GROUP 62 88 6

REVOXED          2-3 SOUND EFFECTS THROUGH A CASSETTE RECORDER      52 87 8

RIGHT JUSTIFY    3   BASIC LISTING FOR RANGE RIGHT ROUTINE          57 88 1

RING OF DARKNESS 27  MAP OF "THE RING OF DARKNESS"                  48 87 4

RND FUNCTION     4   PROG TO MAKE RND 'TRULY RANDOM'                8 83 12

RND NOS. IN M/C  58  ROUTINE GIVING RND NO.IN'B'REGISTER            14 84 6

RND NUMBERS      45  GENERATING RANDOM NUMBERS IN MACHINE CODE      16 84 8

ROBOT ARM        63  ANSWER TO READER ON PORT MAPPING FOR ROBOT ARM 7 83 11

ROBOT INTERFACING 39  PIN CONNECTIONS FOR INTERFACING A ROBOT        22 85 2

ROLL OUT THE SHOW 24  REPORT ON CARDIFF AIRPORT SHOW                 61 88 5

ROM BOARD        13  ABOUT RACE ELECTRONICS EPROM PROGRAMMER        22 85 2

ROM CAN'T BE RAM 28  Q+ANS.RE.USING GAME EPROMS FOR EXTRA MEMORY    57 88 1

ROM ROUTINES     41  LETTER ASKING FOR INFO.ON COMMAND INTERP.LOOP  24 85 4

ROM SWAP         23  EMULATING TANDY COCO ON DRAGON 64              51 87 7

ROTATOR          5   IMPROVEMENTS TO 3-D GRAPHICS IN "ROTATOR"      21 85 1

ROUTINE RIGHTED  2   CORRECTIONS TO RANGE RIGHT ROUTINE (1'88)    59 88 3

RS232 INTERFACE  28-9 ADD-ON FOR DRAGON 32'S TO ALLOW PRINTERS/MODEMS 17 84 9

RS232 INTERFACES 26  QUERY ON RS232 PLUGS TO CARTRIDGE/PRINTER PORTS 38 86 6

RS232 PIN NUMBERS 28  CONNECTIONS+INFO ON DLOAD AND DLOADM FOR D64'S 36 86 4

RUBICUBE         28- LISTING FOR RUBIC CUBE GAME (PP.28-31)         11 84 3

SAM CHIP         8-10 EXPLANATIONS,LISTINGS RE.USING THE SAM CHIP    64 88 8

SAME OLD BUG     3   CORR.TO LONG MULTIPLICATION(2'88-P.26)       60 88 4

SAVE/LOAD CONVERT 17  EQUIVALENT DISK ROUTINES ON TANDY/DRAGON       53 87 9

SAVING GRACE     8   A LOOK AT THE DRAGON'S AND OTHERS' PROBLEMS    47 87 3

SCOPY ON SUPERDOS 12- 4-PAGE LISTING +ARTICLE FOR DISK COPYING       54 87 10

SCOTT ADAMS 1    22  GENERAL HINTS+TRENDS FOR 'ADVENTURELAND'       41 86 9

SCRAMBLE ERRORS  7   CORRECTING ERRORS IN THE SCRAMBLE GAME (2.85) 23 85 3

SCRAMBLE GAME    14  STAR GAME BY STEVE GATHERCOLE IN BASIC         22 85 2

SCREEN 64 COLUMN 12-3 LISTINGS FOR 64 COLUMN TEXT WITH LOWERCASE     56 87 12

SCREEN 64 DISK   3   USING 12'87 64 COLUMN SCREEN ON DISK +HR5 DUMP 63 88 7

SCREEN CHANGE    2   ROUTINE-CHANGES TEXT SCREEN TO GREEN ON BLACK  39 86 7

SCREEN CHANGE ERR 2   CORRECTIONS TO 7'86 'GREEN ON BLACK' PROG.  41 86 9

SCREEN COMPRESSOR 19- SQUEEZING SCREENS INTO SMALLER SPACES(LISTINGS) 63 88 7

SCREEN DESIGNER  15-7 HELPS DESIGN TEXT SCREENS WITH 'ARTIST' (APR85) 30 85 10

SCREEN DESIGNER  14- ARTICLE+4 LISTINGS TO CREATE CUSTOMISED SCREEN 40 86 8

SCREEN DESIGNER  2   CORRECTIONS TO 8'86 PROG.                    42 86 10

SCREEN DESIGNER  3   CORRECTION BY AUTHOR TO 8'86 PROG.           42 86 10

SCREEN DESIGNS   24-7 BASIC LISTING FOR DESIGNING GRAPHICS SCREENS   20 84 12

SCREEN DUMP INFO. 2   CORRECTION TO 11EMBER SCREEN DUMP. RE.PENS    58 88 2

SCREEN DUMPS     31  HELPING WITH SOME SCREEN DUMP PROBLEMS         27 85 7

SCREEN LOCATIONS 14  GIVING TEXT SCREEN DIFFERENT START ADDRESSES   47 87 3

SCREENS RESOLVED 24  ADVICE ON LO-RES SCREENS IN OS-9               60 88 4

SCROLL SIDEWAYS  61  SCROLLING HI-RES SCREEN SIDEWAYS USING GET+PUT 10 84 2

SCROLL SIDEWAYS 2 4   PROG.IN M/C CODE+BASIC IN REPLY TO 2'84(P.61) 12 84 4

SCROLL SIDEWAYS 3 5   CORRECTIONS TO SCROLL PROGRAM IN 4'84 ISSUE 17 84 9

SCROLL SIDEWAYS 4 14  USING 'FRAME FLYBACK' TO ACHIEVE HI-RES SCROLL 39 86 7

SCROLLING        49  AUTOMATIC SCROLLING MODIFIED                   4 83 8

SEA BATTLE SN.ERR 49  USING 'RESTORE' TO READ DATA IN TITLE GAME     1 83 5

SEARCH TECHNIQUES 10-2 LISTINGS TO IMPROVE SEARCHING METHODS FOR DATA 49 87 5

SECOND LANGUAGE  36  ROUTINE TO USE SECOND EPROM FOR BUILT IN LANG. 44 86 12

SEIKOSHA GP-100A 36-7 CONTROL CODES AND SCREEN DUMPS FROM PRINTER    1 83 5



Title Page Description Issue Year Month

SEIKOSHA GP100A  56-7 REVIEW OF SEIKOSHA GP100A PRINTER+DUMP LISTINGS 8 83 12

SEIKOSHA GP100A  2   LETTER RE.SWITCHES ON 3K 2 PRINTER           42 86 10

SEIKOSHA PRINTER 5   INFO.ON DIPSTICK ALTERATIONS FOR GP100A        2 83 6

SEMIGRAPHICS     12-5 DESIGN GRAPHIC SCREENS WITH TEXT AS WELL       28 85 8

SEMIGRAPHICS     31  ADDITIONAL GRAPHIC MODES LISTING IN 'ANSWERS'  26 85 6

SEMIGRAPHICS +DOS 13  BASIC ROUTINE WITH PMODE/SCREEN-SETS UP MODE 24 40 86 8

SEMIGRAPHICS 24  49  POKE NOS. TO GIVE TEXT+GRAPHICS ON 64*192 GRID 15 84 7

9EMBER STATS  5   LIST OF ARTICLES IN 9EMBER'87 FOR PHOTOSTATS 57 88 1

SEQUENTIAL FILES 22-5 SEQUENTIAL FILES ON TAPE. DATABASE TECHNIQUES  23 85 3

SERIAL DRAGONS   24  Q/ANS ON DRAGON DATA SERIAL NUMBERS            61 88 5

SHAREBOX REVIEW  26- SHARE MANAGEMENT PROGRAM REVIEWED BY B.CADGE   37 86 5

SHARPS AND FLATS 28  USING SHARP AND FLAT NOTES ON "COMPOSER"       57 88 1

SHELL SORT       27  Q+ANS +LISTING FOR FASTER SORT ROUTINE         49 87 5

SHOW DETAILS     4   INFO.ON N.W.ENGLAND DRAGON SHOW/CONVENTION     53 87 9

SHOW REPORT      16  A "SLIGHTLY LATE" REVIEW OF LONDON 6809 SHOW   52 87 8

SHOW REPORTS     6-7 FOUR REVIEWS OF 6809 SHOW IN LONDON IN 11EMBER 47 87 3

SHUFFLEWORD      20-1 ANAGRAM GAME+LISTING IN BASIC                  44 86 12

SILVER REED EB50 14  PROMBLEMS WITH PENGRAPH MODEL/STROBE/LEAD      39 86 7

SIMON            5-7 BASIC LISTING FOR GAME                         49 87 5

SIMULATION-747   4   LETTER RE.OM ERROR                             25 85 5

SINE WAVES       28  SHORT PROG.TO DRAW SINE WAVES ON DRAGON        62 88 6

SIXTH 6809 SHOW  5   IMPRESSIONS OF LONDON SHOW IN 12EMBER         59 88 3

SLIDING GRAPHICS 23-5 NON-ARCADE GAME IN BASIC USING GRAPHICS        40 86 8

SLOW STRINGS     27  Q+ANS RE.SEARCHING THROUGH STRINGS             49 87 5

SLOWING IT DOWN  16-7 LISTINGS TO RUN ALL CUMANADOS PRINTOUTS SLOWLY 62 88 6

SNAKES ALIVE     18- PAC-MAN TYPE GAME-BASIC LISTING              20 84 12

SOFTWARE REGISTER 3   INFO.ON NATIONAL REGISTER ON SOFTWARE COPYRIGHT 51 87 7

SOFTWARE REV.(01) 12-4 SOFTWARE FROM "SALAMANDER","GEM","VIDEO" FIRMS 1 83 5

SOFTWARE REV.(02) 12-4 ALIEN BLITZ,"DEFENSE","GRAND PRIX","LANDER" + 2 83 6

SOFTWARE REV.(03) 15-8 COMPOSER,"MOROCCO GP","PACDROIDS","GRID RNNR" 7 83 11

SOFTWARE REV.(04) 15-8 CUTHWALK,"GOLF","FROGGER","SPACE SHUTTLE"    7 83 11

SOFTWARE REV.(05) 14-9 CUTHBERTS,"SHARK","STORM","DOODLE","PAINTER" 8 83 12

SOFTWARE REV.(06) 16-9 BESERK,"SHUTTLE","MAZE","CUTHJUNG","FRANKLIN" 9 84 1

SOFTWARE REV.(07) 16-9 NINJA,"R.DARKNESS","VULTURES","CRIB","MACE"  9 84 1

SOFTWARE REV.(08) 12-7 GIANTS CASTLE,"CRUSADER","MAURICE MINOR"     11 84 3

SOFTWARE REV.(09) 12-7 CYCLOPS,"STRATEGIC COMMAND","ROMIK CUBE"     11 84 3

SOFTWARE REV.(10) 12-7 WHIRLY,"UXB","WHITE CRYSTAL","CONVOY ATTACK" 11 84 3

SOFTWARE REV.(11) 12-7 UP PERISCOPE,"EMPIRE","PETTIGREWS","LOST/SPC" 11 84 3

SOFTWARE REV.(12) 12-7 DEATH MINES OF CYRUS,"SEARCHWORD","MICROPOLY" 11 84 3

SOFTWARE REV.(13) 15-9 RAIDERS,"8BALL","FISHY BUSINESS","GLAXXONS"  12 84 4

SOFTWARE REV.(14) 15-9 ATC,"RANGER","ASSAULT","SP. FIGHTER","LEGGIT" 12 84 4

SOFTWARE REV.(15) 15-9 SKRAMBLE,"OSSIE","KRIEGSPIEL","TOWER",PUZZLER 12 84 4

SOFTWARE REV.(16) 16-9 LUNAR,"BLOCHEAD","FIREBALL","WITCHWAY" REVWD 13 84 5

SOFTWARE REV.(17) 16-9 JAVA STAR,"CRICKLEWOOD","WINGS WAR","TURTLE" 13 84 5

SOFTWARE REV.(18) 12-8 HORACE,"PEDRO","SHAFT","JUMP JET","JUNIORS R" 14 84 6

SOFTWARE REV.(19) 12-8 JOHNNY REB,"SPRITE MAGIC","MAD MONTY","UGH"  14 84 6

SOFTWARE REV.(20) 13-7 SPRINT COMPILER,"ANIMATOR","PETITE PASCAL"   15 84 7

SOFTWARE REV.(21) 13-7 CUTHMINE,"RAINBOW WRT","TELEFORTH","CHUCKIE" 15 84 7

SOFTWARE REV.(22) 13-7 NERBAL,"COSMIC CLONES","FROGGY","BUG DIVER"  15 84 7

SOFTWARE REV.(23) 14-9 PENGON,"MEANIES","TLC","ELECTRON","12ATHLON" 16 84 8

SOFTWARE REV.(24) 14-9 3D SEIDDAB ATTACK,"BUZZARD BAIT","CUTHSPACE" 16 84 8

SOFTWARE REV.(25) 14-7 HORACE/SKIING,"MISSION XK1","B-RIDER","M.DIG" 17 84 9

SOFTWARE REV.(26) 14-7 QUASIMODO,"MISSION MOONBASE","TUBEWAY ARMY"  17 84 9

SOFTWARE REV.(27) 14-7 TOUCHSTONE,"GRABBER","COSMIC CRUISER","HIRES" 17 84 9

SOFTWARE REV.(28) 14-7 CASTLE/DOOM,"HUNCHBACK","SUPERBOWL","B.DIVER" 17 84 9

SON ET LUMIERE   18-9 USING DRAGON AT SLIDESHOWS. INFO/LISTINGS/DIAG. 56 87 12

SORTING          28  SORTING BY READING AND WRITING TO/FROM DISK    42 86 10

SOUND ABILITY    20-2 LISTINGS(7) TO GIVE ADVANCED SOUND EFFECTS     40 86 8

SOUND IN M/C     28  USING THE BASIC 'SOUND' COMMAND FROM M/CODE    64 88 8

SOUND IN M/CODE  58  Q/ANS.ON ACCESSING AMPLITUDE CHANGES IN M/C    14 84 6

SOUNDBOX         22-5 LISTINGS BY P.D'ARCY TO MAKE OWN"BOX OF SOUNDS" 24 85 4

SOUND-TO-LIGHT   4   IMPROVEMENTS TO R.STRANGE'S PROG.IN 1.EDITION 24 85 4

SPACE BUGGY      2   HELP WITH 1.3 VERSION OF "TOTAL ECLIPSE"       59 88 3

SPANISH USER GRP 2   NAME & ADDR. OF CONTACT IN SPAIN               43 86 11

SPEECH RECOGNSING 24-6 LISTINGS TO ENABLE COMP.TO IDENTIFY MUSIC/SOUND 46 87 2

SPEECH SYNTHESIS 28  LOCATIONS FOR USING SOUND VIA CARTRIDGE PORT   37 86 5

SPIDERS WEB      17-9 BASIC LISTING-"HARRY'S WEBB"                   19 84 11

SPLIT-SCREEN     28  PROBLEMS WITH MIXING TEXT AND GRAPHICS IN GAMES 64 88 8



Title Page Description Issue Year Month

SPLITZ           21-5 ROUTINES/DEMOS FOR MIXING TEXT AND GRAPHICS    30 85 10

SPRITE GRAPHICS  15  PREMIER'S SPRITE GRAPHICS BOARD REVIEWED       19 84 11

SPRITE MAGIC     2   ROUTINE TO RUN SPRITE MAGIC WITH DOS 4.0       44 86 12

SQUASH/PONTOON   4   CORRECTIONS TO "SQUASH","PONTOON" IN 9'83   8 83 12

STCK KYS         28  ADVICE ON UNSTICKING KEYBOARD                  62 88 6

STR$ FUNCTION    65  Q+ANS RE.MISUNDERSTANDING OF STR$ COMMAND      11 84 3

STRING CREATION  19  AVOIDING OS ERRORS WHEN CREATING NEW STRINGS   50 87 6

STYLOGRAPH       3   DOUBLE SPACED PRINTING HELP (SHORT LISTING)    54 87 10

SUPER SAM        21-2 ARTICLE, DIAGRAM & M/C PROG.EXPLAINING SAM CHIP 52 87 8

SUPER WRITER II  5   REFS.TO 9'85 LETTER(P.5) RE.FAULTS IN CARTRG 31 85 11

SUPERDOS         2   COMMENTS ON ISSUES RE.SUPERDOS DISK WORKINGS   64 88 8

SUPERDOS E6      3   REQUEST FOR HELP RUNNING TELEWRITER            56 87 12

SWITCH BACK      31-3 LISTING FOR "BOUNCING BALL GAME"               9 84 1

SWITCHING JOYSTKS 27  ARTICLE+DIAGRAMS OF MODIFICATIONS              44 86 12

SWITCHING TO MAP1 39  WHERE THE INTERRUPT VECTORS ARE MAPPED IN ROM  23 85 3

T.LOVE'S CRICKET 31  CORRECTING SN ERROR ON LINE 9620 IN GAME       26 85 6

TAKE COMMAND     8   LIST OF ASSEMBLER COMMANDS                     44 86 12

TAKING CONTROL   3   ALTERATIONS TO 5'86 PROGRAM                  46 87 2

TANDY CGP115 DUMP 23  M/C LIST.-COLOUR SCREEN DUMP ON TANDY PRINTER  51 87 7

TANDY CLUB       2   REQUESTS OF SETTING UP COCO CLUB-BASILDON AREA 39 86 7

TANDY CONVERTER  4   CONVERTING TANDY PROGS USING CSAVE"NAME",A     11 84 3

TANDY DATA       27  INFO.RE.READING TANDY DISKS DIRECTLY ON DRAGON 49 87 5

TANDY DISKS      3   INFO.ON DISK FORMAT ON TANDY DRIVES            63 88 7

TANDY INTERFACE  13  PROBLEM USING DISK INTERFACE ON DRAGON         40 86 8

TANDY PRINTER    27  ROUTINE TO PREVENT BLANK LINES WITH FLEX SYSTEM 41 86 9

TANDY PROBLEMS   5   DIFFICULTIES ARISING FROM DRAGON/TANDY CONVRTER 16 84 8

TANDY ROUTINES   24  DRAGON EQUIVALENTS OF TANDY ROM ROUTINES       56 87 12

TANDY SPEECH     24  Q+ANS.ON COMPATIBILITY OF SOUND CARTRIDGE ON 64 56 87 12

TANDY TP-10      2   BUILDING PRINTER PARALLEL-SERIAL CONVERTER-INFO 41 86 9

TANDY v DRAGON   36-7 COMPARISON BETWEEN TANDY COLOUR AND DRAGON     2 83 6

TANDY/DRAGON CONV 8-13 BASIC CONVERTER; ARTICLES,LISTINGS,TABLES      48 87 4

TANGLEWOOD       23  MAP OF VARIOUS SCREENS                         46 87 2

TANGLEWOOD MAP   17-8 MAPS OF 'DWARF DIVE' & 'CASTLE SCHARK'         48 87 4

TANGLEWOOD TIP   2   HINT FOR "TANGLEWOOD" ADVENTURE                53 87 9

TAPE RECORDERS   5   VARIOUS LETTERS AND SOLUTIONS TO'LOAD & SAVE'  1 83 5

TAPE TO DISK     37  DISK SUBSTITUTES FOR CASSETTE FILE HANDLING    34 86 2

TAPE TO DISK     27  ADVICE ON SAVING FROM TAPE TO DRAGONDOS        41 86 9

TAPE TO DISK     24  FINDING M/C ADDRESSES ON TAPE                  56 87 12

TASK MASTER      26-7 MAKING USE OF THE INTERRUPT ROUTINE IN M/CODE  23 85 3

TELEWRITER       65  ALTERING LENGTH OF CASSETTE LEADER WITH POKE   13 84 5

TELEWRITER       3   LETTER RE.DISABLING WORDWRAP ON PRINTER        49 87 5

TELEWRITER       2   USING TELEDISK PROG.ON SUPERDOS E6 (SOLUTION)  58 88 2

TEN-PIN BOWLING  35- LISTING AND INSTRUCTIONS FOR GAME              9 84 1

TEXT & GRAPHICS  23-9 LISTING FOR LOWER-CASE USING GRAPHICS SCREEN   15 84 7

TEXT & GRAPHICS  10  PROG.BY P.BROOKS TO MIX TEXT/GRAPHICS(PP.10-14) 25 85 5

TEXT COMPRESSION 15  BASIC PROG.TO CONVERT CODES INTO COMMON WORDS  48 87 4

TEXT SCREEN DUMP 30  LISTINGS TO DUMP SCREEN TO PRINTER IN ASCII    44 86 12

THE ANSWER (01)  5   SOLUTION TO 10'86 COMPETITION +LISTING        45 87 1

THE ANSWER (02)  29  LISTING BY G.LEE-SOLUTION TO 11'86 COMP.      46 87 2

THE ANSWER (03)  27  LISTINGS+SOLUTION TO 12'86 COMPETITION        47 87 3

THE ANSWER (04)  20  SOLUTION TO 3 COMPETITION +SHORT LISTING   50 87 6

THE ANSWER (05)  7   SOLUTION+WINNERS'POEMS TO 4 COMP.          52 87 8

THE ANSWER (05)  6   SOLUTION TO 5 COMP.-DATABASE +LISTING        52 87 8

THE ANSWER (06)  27  SOLUTION TO 6'87 COMPETITION                53 87 9

THE ANSWER (07)  27  LISTING & SOLUTIONS OF 6 COMP.              54 87 10

THE ANSWER (08)  27  SOLUTION TO 8'87 COMP.+ LISTING              55 87 11

THE ANSWER (09)  27  LISTING FOR SOLUTION TO 9'87 COMP.          56 87 12

THE ANSWER (10)  27  SOLUTION TO 11EMBER'87 COMPETITION            57 88 1

THE ANSWER (11)  27  1UARY- GENERATING POSSIBLE 6-LETTER WORDS    58 88 2

THE ANSWER (12)  27  CORRECT SOLUTION TO 12EMBER COMPETITION       59 88 3

THE ANSWER (13)  23  LISTING + ANSWER TO 1'88 COMPETITION         60 88 4

THE ANSWER (14)  23  SOLUTION TO 2.COMP.+ WINNERS(P.22)           61 88 5

THE ANSWER (15)  27  GRAY CODE TO BINARY CONVERTER (LISTING)        62 88 6

THE ANSWER (16)  27  SOLUTION TO THE 4 COMPETITION              63 88 7

THE GORDON RATIO 22-3 COMP.TO COMPUTE 'GOLDEN RATIO' TO 125 PLACES   61 88 5

THE KET TRILOGY  28-9 REVIEW OF 'THE KET TRILOGY' FROM INCENTIVE     27 85 7

THE OUTSIDE TRACK 16-7 LISTINGS TO ADD EXTRA TRACKS ON A DISC !!      61 88 5

THE TANDY DISC   10-1 ARTICLE ON DISC SET-UP FOR TANDY COCO          61 88 5



Title Page Description Issue Year Month

THREE ...WORDS   10-1 SEE 'WORD PROCESSORS'RE.MINITEXT,STYLO,TELEWRIT 50 87 6

THREE ...WORDS   10-1 SEE 'WORD PROCESSORS'RE.MINITEXT,STYLO,TELEWRIT 50 87 6

TIMER DELAYS     61  USING TIMER AS A DELAY LOOP                    10 84 2

TIMER FUNCTION   15  BASIC PROG. 48 87 4

TOKENISED        21  INFO.ON TOKENISED BASIC STORAGE IN RAM         55 87 11

TOPSY            31-5 PROG.TO ALLOW EASIER METHOD OF ENTERING M.CODE 2 83 6

TORPEDO GAME     27-8 ARCADE GAME 'TORPEDO'                          32 85 12

TOTAL ECLIPSE MAP 19  MAP OF 'UNIVERSE 1' ON "TOTAL ECLIPSE"         48 87 4

TOTAL PROFITS    11  ARTICLE ABOUT THE PLAYING OF "TOTAL ECLIPSE"   59 88 3

TOUCH TABLET     12-4 ADD-ON FOR GRAPHICS WORK EXAMINED & TESTED     34 86 2

TOWERS OF BRAHMA 26-7 LISTING FOR"ANCIENT HINDU RING GAME"           4 83 8

TRACE ON/OFF     4   CONTROLLING TRACER ROUTINE ON THE SCREEN       7 83 11

TRACKER          25-6 LISTING FOR GAME TO TEST KEYBOARD SKILLS       10 84 2

TRANSFORMER FUSES 11  LETTER GIVING ADVICE ON REPAIRS TO TRANSFORMERS 46 87 2

TRANSFORMERS     6   ADVICE-STEPS TO TAKE WHEN POWERPACK BURNS OUT  36 86 4

TRON TO PRINTER  28  ECHOING THE TRACE (TRON) TO A PRINTER (LISTING) 63 88 7

TRUCKING         26-7 TRUCK SIMULATION GAME                          11 84 3

TRUE PROFESSIONAL 2-3 TWO LETTERS RE.'DRAGON PROFESSIONAL' PRODUCTION 61 88 5

TURTLE GRAPHICS  20-1 TURTLE GRAPHICS WRITTEN IN FORTH               19 84 11

TV TEST          45-7 PROG TO TEST SUITABILITY OF TV FOR DRAGON      9 84 1

TYPEWRITING(ECHO) 28  ROUTINE TO GIVE SCREEN-PRINTER ECHO            36 86 4

ULTRA DRIVE      27  ARTICLE BY B.CADGE ON HI-SPEED STORAGE SYSTEM  17 84 9

UPDATE THE DRAGON 8-10 ARTICLE ON ALL HARDWARE FOR THE DRAGON         62 88 6

UPGRADED 32K     24  Q+A ON DRAGON 32 + DISC DRIVES                 60 88 4

UPPER,LOWER-CASE 4   ALTERNATIVE METHOD FOR SWITCHINGTO UPP,LOW-CASE 25 85 5

USEFUL COMMANDS  19  DRAGON-TAMER.USEFUL INFO FOR PROGRAMMERS     6 83 10

USER CLUB (68)   4   ADDRESS AND INFO OF GROUP                      56 87 12

USER GP-68 MICRO 4   ADDRESS FOR 68 MICRO GROUP                     43 86 11

USER GP-68'MICRO 5   LETTER RE.DETAILS OF LONDON-BASED 68XXX USERS  31 85 11

USING 64K RAM    28  SHORT M/C LISTING FOR USING EXTRA 32K ON D64   37 86 5

USING DISKS      8-11 ARTICLE+LISTING BY D.ROTHERY RE.DISKS AND DOS  43 86 11

USR CALLS        5   LETTER RE.BUG IN ROM AFFECTING 'USR' M/C CALLS 5 83 9

USR FAULTS       45  CORRECTING 'USR' COMMAND ON DRAGON 64          21 85 1

UTILITY OFFER    2   VARIOUS PROGS(SEARCH,AUTORUN,PROTECT,LIST,ETC.) 40 86 8

UTILITY REVIEWS  15-7 REVIEWS-"TELEWRIT","TEXTSTAR","EDITOR","MACE"  5 83 9

UTILITY REVIEWS  15-7 WORDPROC,"HI-RES","DASM/DEMON","ARTIST DESGN" 5 83 9

VAL COMMAND      26  BASIC PROG.TO GIVE"SIMPLE EXPRESSION EVALUATOR" 38 86 6

VARIABLES        19  KEEPING VARIABLES IN MEMORY WHEN LOADING PROGS. 50 87 6

VARIABLES IN M/C 33  BASIC VARIABLES IN MACHINE CODE                32 85 12

VARPTR AND USR   41  EXPLANATIONS OF VARPTR AND USR COMMANDS        19 84 11

VIDEO RECORDER   14  Q+ANS.ON USE OF VIDEO TO SAVE COMPUTER PROGS.  39 86 7

WARM/COLD START  47  EXPLANATIONS OF WARM AND COLD STARTS           17 84 9

WARP GAME        22-3 HI RESOLUTION SPACE GAME                       5 83 9

WINDOWS          12  TEXT WINDOWS BASIC EXTENSION PROGRAM.(PP.12-17) 27 85 7

WINDOWS (CORR.)  13  EXTRA LINE TO ADD TO BASIC LOADER PROG         40 86 8

WINDOWS HELP     17  CREATING MORE WINDOWS ON PROG.IN 7'85       53 87 9

WINNERS & LOSERS 25  PROBABILITY GRAPHS OF COMPETITION RESULTS      48 87 4

WINNERS & LOSERS 15  REPLIES TO 3 COMP.+SOME SOLUTIONS          52 87 8

WINNERS & LOSERS 25  COMP.TO ASSIGN DIGITS 1-9 TO PHRASES           56 87 12

WINNERS & LOSERS 20  SOLUTION AND EXPLANATION OF 9'86 COMPETITION 46 87 2

WINNERS & LOSERS 24  INDEPTH LOOK AT 8'86 COMP.+LISTING           45 87 1

WINNERS & LOSERS 24  2RUARY COMPETITION EXPLANATIONS              51 87 7

WINNERS & LOSERS 24  7 LISTINGS FOR GRAPHIC DEMOS (1.COMP.ENTRIES) 50 87 6

WINNERS & LOSERS 23  EXPLANATION AND SOLUTION OF 10OBER COMP.+LISTS 47 87 3

WINNERS & LOSERS 26  SOLUTION+LISTING OF ALPHAMATIC COMP.           49 87 5

WINNERS & LOSERS 26  SOLUTION TO CHRISTMAS COMPETITION              49 87 5

WINNERS & LOSERS 20  LISTING + SOLUTION TO 'MULTIPLES OF 17'COMP.   55 87 11

WINNERS & LOSERS 19  ARTICLE +LISTING OF SOLUTION TO 5 COMPETITION 54 87 10

WINNERS & LOSERS 19  CUBE-TESTING ROUTINES +CORR.TO 7 ARTICLE    53 87 9

WINNERS & LOSERS 9   SOLUTION TO 11'87 PUZZLE                      60 88 4

WINNERS & LOSERS 9   ENTRIES TO PREVIOUS COMPETITION                58 88 2

WINNERS & LOSERS 25  ENTRIES TO 8'87 COMPETITION               57 88 1

WINNERS & LOSERS 14  DETAILS OF BOOKS TO TEACH PROGRAMMING          63 88 7

WINNERS & LOSERS 22  COMPETITION ENTRIES (INCL.LISTING)             59 88 3

WINNERS & LOSERS 15  INFO.ON "GIVEN NOS.BEING EXACT POWERS(SQ/CUBE)" 61 88 5

WIZARD'S QUEST   21  MAP OF FLOORS                                  46 87 2

WORD PROCESSING 1 13-4 2 PAGE ARTICLE ON TEXT HANDLING                49 87 5

WORD PROCESSOR   28- LISTINGS IN M/C-DESIGNS WORD PROCESSOR         8 83 12



Title Page Description Issue Year Month

WORD PROCESSORS  10- REVIEWS OF "MINITEXT","STYLOGRAPH","TELEWRITER" 50 87 6

WORD PROCESSORS  3   REPLIES TO COMMENTS ABOUT 11EMBER ARTICLE     58 88 2

WORDPROC         8-14 SEE "M/C W.PROCESSOR"                          29 85 9

WORDPROC HELP !! 2-3 LETTER REQUESTING HELP SAVING TO DISK          54 87 10

WORDY PROBLEM    26  ROUTINE TO CHECK FOR PASSWORD IN PROG.         38 86 6

WRITE TO PAM     2   REQUEST BY P.D'ARCY FOR IDEAS RE.NEW SOFTWARE  59 88 3

WRITE-A-DOS      2   REQUEST FOR BETTER INFO. ON DOS                54 87 10

WRITER DEMO      5   A DEMO PROGRAM FOR PHIL BROOKS' 'WRITER'       30 85 10

ZOOMING ON SCREEN 21-3 ZOOMING IN ON GRAPHICS SCREENS                 28 85 8


