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(NEW REDUCED PRICE!) 

BEYOND TRS-80 
When M ICROSOFT put Level II BAS IC 
on TR S-SO, you got a glimpse of i ts fu ll 
potentia l. 

Now Microsoft introduces : 

TRS-80 FORTRAN 
and TRS-80 will never be the same! 

Plus 
TR S-SO FO RTRAN includes the finest 
Z-80 development software availa ble: 

l-BO Macro Assembler 
Versatile Text Editor 

linking loader 
TOTAL PRICE: $~ 

TRS·80 FORTRAN IS supplied on 

two rn nldlskettes anc "equlres a 
32K system with one (1151( drive 

Order from 

TSE TRS-eo Softwa,e IlIChonge 
11 B ~I.A CU FF D~IVI! MILFOAO, NEW HA",.SHoRE _ 
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SoltSId& magazine is continually seeking original articles 
and software for publication. Imagination and variety in 
concept and content are the rules at SoftSIde ~ not the 
exceptions. Articles are purchased on a per-page basis, 
based on content and applicability. Our policies with 
respect to software purchase are highly Indivldulalized, and 
oller the programmer several optionS. irn:ludlnQ one-time 
publication rights, outright purchase, and royalties on sale 
01 pre-re<;orded cassette5. -For more information, please 
write; SoftSide, PO Box 68, Milford, NH 00055. 

For uniformity, we have ailOpted the RMio Shack TRS-SO 
Level II BASIC as the BASIC dialect used within the pages 
of thiS magazine. It was chosen because it stands to become 
the most commonly used dialect among mocrocomputer 
users and because it shares a common heritaQe with the 

microcomputer languages produced by MiCl"OSOft. 

STAFF 

P",,,~ 
'OO"'W ,,,,,,.,," ,. .. ,,~ 
0"'00 "'~. 

COpy .,,"" 

"",,"'" ",,---, 
"'''''''''" .... ",'' .. , ... _ "'-
""""", "o''''''~ .. ......... -J=<" .,~'o 

... ,,-~ ......... , ,,,,,,o,,,,"m .. ,, 
L""",,,-, ... 
"<e"~"" ,,,,,,M,',,, ,--
.~"''''~ _._, 
0," ..... 0 • ...,. 

........ --"'" ",~t .. ", """Om"" 
,~ ... ~"'~_ <o,,~, 

Cl ........ "." 
JU""'~''''''' "',,",' ... ~ .".",._,"--"""'" ...... -. ... ".p "".0 ... ".""",,, "''' .... '-' .. --",,"-,~ "'--' _"~I" -.... m""~P' ... 0"", 

SoItSide is published monthly 
by $o/1Side Publications, 17 Briar 
Clift Dr. Milford, NH 03065 
Telephone: 603-673--5144. Sub
scription rates: USA bulk rate ~ 
$18 per year. USA first class, 
APO, FPO, Canada, Mexico, 
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tions, PO Box 68, Milford, NH 
03055. Entire contents copyright 
1979 '9SoftSide Publications. All 
Rights ReserVed. 
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U.erof the Month 
Our TRS-80 user of the month for September is FLW 

Associates of Alexandria, Virginia. These creative folks have 
developed a computer application that does not require any 
software (except Blackjack, Backgammon, and Level I BASIC). 
They use the TRS-80 to recruit "programmers, systems 
engineers, software engineers, and digital engineers" for 
placement with another company. How do they do this without 
a program? They give away the computer to anyone they place 
with the firm! So if you are in the indicated categories and don't 
want to pay for yourTRS...ao, contact them. 

Here's a challenge tor youl 
Why not develop a program on your TRS-80 to find the largest 

known prime number? We can offer a few hints. First of all, 
you are going to have to develop something better than double 
precision accuracy. The most recently discovered largest prime ! 
has 13,395 digits. Naturally, I would like to print the whole ~ 
thing here, but due to lack of space In the magazine, you will ! 
have to settle for scientific notation. The number Is (2 44497 )-1. f 
If you find a larger one, let us know! The present number took 
300 hours to find on CRAY-1 computer outputting one trillion 
bits per se(:ond, starting with the previous largest known prime 
and trying all likely numbers. As another hint to help you get 
started; you don't need to check any even numbers. 

New Hampshire Happenings 
Things are nice and busy at the home office, where we are In 

the process of purchasing larger quarters and moving. We're 
also planning two new magazines; one to support the Apple 
computer (AppleSeed'''), and one for computer chess, 
(MicroPawn'"). Plans to reactivate the cassette version of 
SoftSide are also afoot. It will fill the gap between the software 
we publish in the magazine and that sold through the TA5-80 
Software Exchange. 

So many of the good programs that we are now receiving use 
machine language subroutines or supergraphics, or come from 
other publishers, that there will be few overlaps between the 
programs we offer In the magazine and the ones we sell. 
Therefore, we feel that a cassette version of the magazine may 
be the only way to provide our programs to thOse who are not 
willing to type them in. Incidentally, that means that if you 
have been waiting for one of our advertised programs to be 
featured in the magazine, it Is unlikely that your hopes will be 
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realized. Future programs will largely be offered in one 
medium only. 

Considering a disk drive? 
Our June reader's poll indicated that while only a few of you 

have disk drives, many more are considering them. Perhaps it 
will be helpful jf we share our own love/hate affair with you. 
Why would anyone In his or her right mind pay $500 for a front 
loading toaster that only accepts ultra thin bread? On the other 
hand, why is it that there is a half inch of dust on the last 
cassette I bought? 

For many people the decision to go disk comes when you run 
out of things to do while a 16K program is loading into your 
computer from tape. For the rest, the moment comes when you 
realize that It didn't load correctly and you have to do it again. 
My own disk drive paid for itself rapidly in time spent 
programming Instead of CSAVElng, CLOADlng, and 
CLOAD?ing, not to mention starting. from scratch because of a 
flaw on a tape or because I put It down on top of the power 
supply. I had the disk drive six months before I ever used it for 
anything except as a replacement for tape loading and 
unloading. The problem of loading SYSTEM tapes was so bad 
that I might have spent the $500 with a psychiatrist if I hadn't 
bought the disk. It is so nice to be able to reliably load a 16K 
program in seconds, and not even worry about a volume control! 

Even without using disk flies, some nice fringe benefits came 
with the disk system. I like the enhancements of disk BASIC, 
Including the expanded error messages, the real time clock, and 
the automatic keyboard debounce loading. The ease of making 
backup copies of my programs meant that I did it more often, 
which saved my neck a number of times. I learned to use 
machine language with the DEBUG monitor, and would 
probably have never bothered with Assembly language if it 
were not for the ease of loading the Assembler from disl<. 

But the real purpose of a disk unit is Its file handling 
capability. If you are a business user of the computer, that 
is probably why you bought the computer. Almost all prac
tical commercial programs require disk files, whether for 
accounts, Inventory, reports,or statistical analysis. If you can 
use a commercial software package, or have hired someone else 
to write one for you, you will be using this capability of your disk 
rapidly. However, If you are writing your own software, It may 
be some time before you are using your disk drive fully. It is 
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ea$Y to learn level I BASIC. It Is moderately difficult to gain 
skill with Level II BASIC. It is downright demanding to become 
accomplished In Oisk Input/Output Operations, especially with 
random files. Once you gain skill with file handling, you will 
discover the difference between a fancy calculator and real data 
processing. 

Unfortunately, by that time you will also have discovered the 
limitations of your disk drives. First of all, you will learn that a 
disk does not really hold a great amount of data. When you first 
started programming on a 16K computer, you may have thought 
you had memory for any use, but when you havea mailing list or 
a large inventory, even the 350K bytes of a four disk system fill 
up fast. Even to store my programs now requires forty disks, 
and it is hard to find the one with the program I need. 

Worst of all are the reliability problems; Radio Shack's DOS 
2.2 has solved the worst nightmare, but there are still ways to 
spoil a complete disk. One of the most unforgivable, because it 
could easily be aVOided, is when you try to KILL an open file, 
it scrambles the directory, giving you a disk full of garbage. 
But power failures, voltage transients, nearby radios and power 
supplies, and many other gremlins can aso crash a disk and 
bring heartache and tears. 

There are ways to go even beyond Radio Shack's Disk System. 
Percom Drives hold more data and access it faster, and 
NewDOS from Apparat is greatly superior to even DOS 2.2, with 
extra features and extra reliability and speed. Another 
DOS from the original author of the Radio Shack DOS has been 
advertised for monthS, but no one we know has been able to get 
a copy. Months ago we ordered one by phone and were 
promised delivery in a few days, but have not received it. 

To those of you stlll weighing the pros and cons on disk 
drives, we have to say, on balance, that most of us with disk 
experience - despite the faults and frustrations - would 
rather fight than switch. 

- ----,-- -
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D1INC"EON 2 

DAVID E. WHITE 

Playing the Game 

You will be exploring a dungeon of rooms and passages, In this 
dungeon you will find a variety of monsters. Defeat the monsters, and 
you will usually gain treasure. But if you are weakened, you may be 
killed. 

The screen will display the section of the dungeon you are in as 
viewed from above. You are represented by a small figure in the center of 
the room . North is to the top, East to the right, etc. The boundaries of the 
room represent Ihe type of walls around you . A solid line means a solid 
wall (or perhaps a secret door), a solid line with a '0' means a dosed 
door. on '0' means an open door . A gap in a line mens an open paSsage, 
and no line at all means that you can see no wall in that direction . 

The basic commands are: N, E, S, W, D, Q. The first four move you 
in the indicate<"! diredion , ' 0 ' redraws the room , and 'Q' reports on your 
c urrent status (strength, treasure, etc .). When you move in any 
direction, if there is a passage or no waU, you will automatically go to the 
ne xt section . If the wall has a door, you may then listen or try to open it; if 
the door is open, you may pas s through it . If there is a solid wall, you may 
search for secret doors and if you find one, you may listen or open as 
above with a regular door . Some doors may only go in one direction and 
not allow you to return the way you came; sometimes you may fall 
through a trap into a new room. 

Drawing the dungeon on a piece of graph paper as you go alon g will 
make the interconnections of rooms and passages much dearer (and will 
also help you find your way back if you become [ost). 

If you find a monster, the display will show a huge monstrous figure 
in the center of the room. You may run or fight. If you fight. you both 
exchange blows until one is defeated or you retreat . If you keep on 
fighting against a strong mon ster, you may be killed. If you run away, the 
monster may strike a parting blow and you may drop some treasure. If 
you defeat the mon ster, you wililhen gain its treasure if one eXists . It IS 
always a good idea to check your strength after a fight to see if you need 
rest. 
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When you find and defeat all the monsters, the game is over, You 
may then rate yourself on how long it has taken you. For the first 
adventure, anything less than 100 hours in dungeon time is pretty good. 
If you wish to quit before all the monsters are defeated, you may do.so by 
going back to the entrance and pressing 'Q', you will then be asked if you 
want to quit or not. ' . 

Program Design: 

The program is desil,l:ned in a top-down structured fashion:" The 
following diagram shows this more dearly. All major program b'locks 
llave dearly defined functions and are accessed as subroutines 'using 
GOSUBs. Within sub-blocks the execution flow is generally sequential 
with only limited use of GOTOs to control the programming flow. 

All input uses the INKEY$ function which provides instantaneous 
response withour ever needing to press the ENTER key. The VAL 
function is used to strip numeric values off of the alphanumeric 'room 
pointer data. 

The basic program and the particular adventure are independent 
entities. The program provides a structure which can run any num~r of 
dungeon adventures. The actual adventure is represented entirely by 
data, stored here as data statements. An entirely different adventure 
could be created by changing these data statements. Or a different 
dungeon description could be stored on tape or disk, and a short 
subroutine could read the data from there. 

VARIABLE NAMES 

Program variables: 
PA 
PD 
PT 
MK 
TM 
PR 
1M 
IR 
IT 
IX 
0' K' 
1$ 

P' M' 
WH' 
WV$ 
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Player Attack Factor 
Player Defense Factor 
Player Treasure 
Monster Defeated 
Elapsed Time 
Previous Room 
Monster Key 
Current Room 
Treasure Key 
Next Room 
Current Command Key 
Current Wall Key 
INKEY$ Value 
Player Graphic 
Monster Graphic 
Horizontal Wall 
Vertical Wall 

Dungeon description variables:, 

AD$(1-4} Adventure Description 
NR Number of Sections 
NM Number of Monsters 
NT Number of Treasures 
I R Room Number 
RD$(NR) Room Description 
RP${NR,4) Room Pointers 
RM(NR) Room Monster Key 
1M Monster Number 
MD$(NM) Monster Description 
MA(NM) Monster Attack Value 
MD(NM) Monster Defense Value 
MT(NM) Monster Treasure Key 
IT Treasure Number 
TD$(NT) Treasure Description 
TV(NT) Treasure Value 

, , 
! 
1. , 
~ , 
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Creilltins ill Dun,eon: 

The best way to create a dungeon is to draw it out first on graph 
paper. Keeping it consistent with Euclidean geometry will make it much 
less confusing for the adventurers. Then number each section of dungeon 
with a continuous series of numbers. Do the same for the mon sters and 
treasures. Decide al so what the descriptions are going to be . 

You are now ready to enter the data . The data lines in the program 
provide an example. First are four lines of string data describing the 
dun geon . Then the number of rooms, monsters, treasures . Then you are 
ready to enter the room , monster and treas ure data in that order . 

The room data is: room#, room descri ption, room pointers 1 thru 4, 
monster#. The room pointers show the linkages with the other rooms . 
The format is ' Rm#Key', e .g . ' 12D' means that that wall has a door 
which leads to room 12 . The keys are as fo llows: D - door, O - open 
door, S - secret P - passage , C - dear, T - trap, W - solid 
wall The mon ster# appears in the room, 
usuallyO. 

; j\,on," • .-jj , description , 

t~~" .,;uc.# " description , v,I,";', \" 
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ROUTINE: 
LINE: 
PURPOSE: 

PROCESS: 

PROGRAM COMMENT AllY 

SETUP 
100-195 
This part sets up the program variables and reads the 
dungeon data. 
The player starts at full strength with no treasure 
IPA=10, attack strength; PO=10, defense; PT=O, 
treasure). String variables are defined for the graphic 
display elements: P$, player; M$, monster; WH$, 
horizontal wall; WV$, vertical wall. Since the graphic 
displays occupy several screen lines, CHR$(26j is used 
to go down to the next line and CHR$(8) is used to 
backspace. The Subroutine at 9000 reads the 
descriptive dungeon data. The adventure always starts 
in room 1 (IR=1, current room; PR=1, previous 
room). 

10 ' TREASURE OOI«;E1ll 2 
20 ' B'I DftI'ID E WHITE 
30 ' Je APRIL 1979 
J:i ' REVISED 27 JLtE 1979 
98' 
100 ' SETTING UP TI£ _ 
192 u.s. PRINT@ 209, CIR$(23); "TREASURE IiWlEIll 2 
105 CLEIf! see. DEl'INT R-Z 
120 f'A=10. PD=10. PT,g 
139 ' GRff'IIICS 
148 P$=CHR$(174)+CHR$(Il2).CHR$(~)+CHR$(8).CHR;(8)+CHR$(I29)+CH 
R$(129) 

150 ~(I30)'CHR$(I91)'CHR$(IJJ)+CHR$(26)'SlRING$(5,S) • CHR 
$(140)'CHR$(14J)+CHR$(171)+CHR$(191)tCHR$(I51)tCIR$(14J)'CHR$(14 
9)+CHR$(26)+STRING$(6,S) + CHRS(168)+CHR$(191)+CHR$(151)tCHR$(i9 
ntCHR$( 144 ) 
168 WH$=STRING$(7,Sl'SlRINGS(I5.148) 
165 V$--cHR$(I91)+CHR$(~)tCHR$(8) 
170 WV$=SlR ING$(2, 27ltQiR$(I88)+CHR$(26)'CIR$(S)+V$tV$tVS.CIR$(1 
43) 
100 DIM L(41. KS="'. Il$z .... W$='" 
189 ' 
198 GOSW 9800 'REID Dlmlll Of\1R 
195 IR=L PR=1 
199 ' 
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ROUTINE: 
LINE: 
PURPOSE: 
PROCESS: 

200 CLS 
295 PRINT 

DUNGEON INTRODUCTION 
200-270 
This section introduces the player to the dungeon. 
First several lines of general introduction are given. 
Then four unique strings of dungeon description which 
were previously read as part of the dUngeon data are 
printed, AD${1-4). The player is also told how many 
sections and monsters there are in this particular 
dUngeon. The subroutine at 5000 is a commonly used 
one which merely waits for the player's response. 

219 PRINT"YOO ARE ABOOT TO ENTER 00 fIl fl)ll£NTURE. 
228 PRINT"IF I'OlJ ARE WARY AI() WISE. 'IIlJ It'll SIJIMYE. 
230 PRINT 
248 FOR 10 1 TO 4: PRINT AD$(I): NEXT 
243: PRlNl' Pf.:lNl"-fHERE ARP;NR;"SE(;TlC!6 AND 
245 PRINT"HERE ARE';N/\; "mNSTERS IN THE ouaON 
250 PRINT: PRINT'CO-.os. N-NCiRTH. HAST. S-5OJm W-WEST. D
DRAW. ll-IltJERy 
270 OOSUB 5000 
499 • 

ROUTINE: 
LINE: 
PURPOSE: 

PROCESS: 

COMMAND SECTION 
500-690 
Display current pOSition and interpret basic player 
commands. 
This is the primary control section which calls on other 
program elements and can be viewed as the top 
element in the program hierarchy. The subroutine at 
6000 draws the graphic display of the room. If there is a 
monster in the room, the monster routine section at 
7000 is then immediately called. Otherwise the 
command line is printed at the center of the screen and 
the INKEY$ function is used to wait for a response. If 
the player command indicates a direction (N, E, $, W), 
then the direction index t is set and control iumps to 
the movement block at 700. If another valid command 
(D,Q) is specified or an invalid command is giVen, then 
the program calls the appropriate subroutine, returns, 
and loops back to accept the next player command 

500 • CCtII1ANf) SECTiON 
528 CLS: GOSUB 6800 
550 IF RI'i<IR)()\l G05UB 7000 
616 PRINT@ 576. 'CO_O (N. E. S. II. D. Q) 
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620 1)$=ltl<Ey, IF DS="' GOTO 6.'6 
61e IF D$="N" lHEJI 1:::1 GmO 700 
646 IF O'="E' THEN 1=2. GOTO 780 
658 IF D'='S" Tf£N 1=). GOTO 780 
660 IF O'="W" THEN 1=4. GOTO 7i0 
676 IF D'="O" Tf£H GOSUB 600S 
600 IF DS="Q" THEN GOSUB 1000 
691) GOTO 610 

ROUTINE: 
LINE: 
PURPOSE: 
PROCESS: 

768 'MOVEMENT 

MOVEMENT 
700-800 
Control movement in the dungeon. 
After a movement direction. is specified, the room 
pointer key RP$(IR,I),is decoded using the current 
room number JR and direction index I to determine the 
type of wall on that side of the room. The room pointer 
keys are dimensioned string variables consisting of a 
number followed by a letter: the number indicates the 
adjacent room (if any) in that direction, and the letter 
indicates the ty~ of pdssage or wall. By pulling off the 
rightmost Jetter using RIGHT$, the type of passage is 
determined as follows: 

o Open Door 
W Solid Wall 
5 Secret Door 
D Closed Door 
F False Door 
P PASSAGE 
C Clear, no wall 
T Trap Door Passage 

Based on this key the appropriate subroutine is called. 
Then upon return, control is transferred back to the 
start of the Command section again. 

710 Kf=RIGHTt(RP$<IP~ l), 1) 

715 IF K$="O" THEN UO&IS S500 
r"" IF K'="W" OR K'="5" THEN GOSUB 2800 
730 IF Kt="O" OR K'="F" THEN G05(£ 3600 
?4B IF K'="P" OR K'="C" TH£H G05UB 4000 
7<00 IF K'="T" Tt£N PRINT"I'OU FALl THRU A TRAP 
EKT GOSUB 4000 
BOO GOlD 500 
999 

'4 
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ROUTINE: 
LINE: 

PLAYER STATUS 
1(J()().. 1190 

PURPOSE: Informs the player of the current status of the 
adventure. 

PROCESS: The dungeon time variable TM which is kept in 
minutes is converted to hours (by dividing by 60) and 
minutes (the remainder) for the display. The player 
attack strength variable PA and defense strength PO 
are converted to desscriptive adjectives to give the 
player a verbal indication of his current strength and 
wounds. The monsters defeated and treasure collected 
are next reported. If the pleyer's strengths are below a 
certain level, he may then rest to recover. The use of 
the INKEY$ fUnction allows him to rest from 0 to 9 
hours. If the player is in room 1 or has defeated all the 
monsters, he may quit the game. 

1800 I STATUS 
1619 Cl5 
1015 IH=INT<TH/6Q). I"~TK-60*IH 

1820 ~INT~, "YOU HAYE IlEEN GONE F~">lH, 'HIllI<S AND"; 1M; 'MINUT 
E5 ... 
1816S$="STRONIl 
1032 ,IF PB(=6 THEN SS="WEARYM. IF PA<=J THEN S$="WEAK" 
1835 C-S=-NQT ft 

1037 IF PDN THEN C$o"SLlGHTLY": IF PD(06 THEN C;o"OODERATELY". 
IF PD<0, THEN C$o"SEVERELY" 

ia48 PRINT"VOU FEEL ";SS;", ANI) FIRE ~;C$;" WOUNDED." 
lOSS.PRINT: PRIIH"YOU HAVE DEFEATED"; 11K.. "MON$TEii::<S)." 
1068 ~INT: PRINT"yOU HAVE TREASURE WORTH",PI; "GOLD PIECES." 
1078 IF PA+PO)16 THEN GOTO 1100 
1088. ~INT. PRINT"YOU NAY REST TO RECOVER STREtIDTH" 
1005 PRINT~HOW 11ANY HOORS WIll ','(JU REST I" 

li39\l lfoINKEY$. IF 1$0"" GOTO 1[1;8 
1091 H=VAl(IS). IF H(l GOTO 1100 
1092 PRINT"RESTING ",. FOR IH=l TO H. FORX=1T01000 !£XTX. PRIN 
T" c"; . NEXT ~INT 

1093: PRINT"'t'OIJ REST FOf...·; H; "HOLRS. ": TM=TM+60+H 
1[1;4 PAoPA+RNO(H) IF PAn8 THEN PfF10 
1[1;6 PDoPD+RNi)(H) IF PD>1B THEN PDolS 
11815 IF MK{)NI'1 GOTO 1120 
1110 ~INT ~INT"YOU IfNE DEFEATED fill THE H0II5TERS. 
1115 P"RINT"THE GAME. IS NOW CIl1PLETED ". HID 
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HARDWARE 
TItE ItARDSIDeM O~ SO~T)IDE ? 

NEW! TRs-8D Computers 10% off! 

Effective July 1, Radio Shack dropped the price of IRS-SO equipment. On the same 
date, we received authorization to sell the complete IRS-SO line, at 10% below the new 
low Radio Shack price. This all new equipment, with Radio Shack warranty and service, 
Is now made more affordable than ever! 

If you're looking to save even more, consider Hardside's used equipment 
department for prime condition, previously owned IRS-SO equipment 

Do you have something to sell? Hardside will buy any used Radio Shack IRS-SO 
equipment in gool1 condition. Refer to our price list below. 

So . . . if you 're looking to buy or sell TRS-BO equipment, look to us first! 

NEW USED 

UNIT HEW IUS HAROSI DE W E' LL PAY "'" LIST PAIC~ DISCOU NT 
PRICE 

L .... el l . K '''' ... , "" 1375 
Level II 4K '''' "" "" $475 
Lave l l16K ,m ,0>, "" S475 
Levol II 16K ,." '''' '''''' "'" Level II 1 6K nu keypad "" "'" ,olo 
Expansion Interlaca 
--- .. OK sa. SlU $175 om 
--- . .. 16K snt $311 "" """ ... . 32K sn • Slit "" "" Dilk Drives • "" "" SJOO "" , 

"" "" "" "" (Percom diu dr;ves S399 -
Prln!er~ Friction feed' "''' $1169 .. ". ..", 

Tractor Fee<!" $1559 '''OJ "'" , .. 
Line Prlnlerll S999 "" New Item NOI I .... iltllle 

Quick Printer'· "" "" "50 "" Quick Printer II '''' 5197 "', 5175 
"(Requiresaoble $40 

'" I RS-232C S99 ... ... '" Telephone Inl. I Oisconllnued ... '" Teleptlone 111111 '''' ,m "00 "50 
15K MIonory ,,,. ... , 

'" SPECIAllNTROOUCTOIIY O FFER FADM HARDSIOE 16K expansion I"' erlace with ling le disk 
drive 1750. 

TELEPHONE: 603-673-5144 Price. Do Not Include Shipping 
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HEADOUARTERS 
EXIDY SORCERER 

Until recently, you couldn't buy a microcomputer with the power and 
features of the Ex idy Sorcerer. Now, an 8K RAM, 12K ROM Sorcerer 
is only $995.00. Advanced features include built-in monitor In ROM 
(including memory and video tests), ultra-high resolution graphics 
(512 x 240), upper/lower case, user-definable character set, and 1200 
baud cassette 1/0. Plus, 64 x 30 video (displays twice as much text as 
TRS-80), built In RS-232, parallel port, and the most complete 
keyboard of any microcomputer on the market. And, best of ali, the 
Sorcerer is compatible with both CP/M and the S-100 bus for 
unlimited software and hardware expansion . Take a step up to 
Sorcerer power today! 

Sorcerer Computer 

PRICE LIST 

16K RAM 
32K RAM 
48K RAM 

$995 
$1095 
$1195 

ROM Software Cartridges ~ 
Word Processor $99 
Editor I Assembler $99 
BASIC (Included fr&e with computer] $99 

Hardware Expansion 
S-1OO Expansion Unit $349 
8-100 110 Expansion Kit $199 

lEEDEX Video 100 monitor $139.95 

(The Sorcer8f requires a ~Ideo mo~itor or connflClion 10 a TV through an RF lTKlIiu lator.1 

U-....~ocTMy~ur market for. new and used 
rvlCL}JI microcomputer eqUipment. 

·17 Briarcliff Drive Milford, New Hampshire 03055 
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1129 IF IR01 GOTO 1150 
1125 PRINT" 
YOU AI<E Bf1CK AT THE ENTJ<fm: 
00 YOU WISH TO OU]]?" 
1Be K$=INKEI't. IF K'='" ooTO 1139 
1135 IF K$="¥" TIEN PRINT"eM BfICK fIlAI •. ". ENO 
1150 00SlJ8 5000 
1179 GOSUB 6800 
11ge ~TURN 
1999 ' 

ROUTINE: 
LINE: 
PURPOSE: 
PROCESS: 

2800 / WfU 

WALL 
2{)()()-2080 
Possible actions at a blank wall. 
The player may search a solid wall. If he searches and 
there is a secret doo-r. there is a 50% chance that he 
will discover it. If it is discovered, then the door routine 
at 3000 is called. If the player does not wish to search, 
then the subroutine returns to the command section. 

2016 PRlNT@ 576, "I'(IJ fIRE AT THE ";D';" WALL" FOR X=1 TO 500 " 
EXT 
2828 PRINT@ 646, "00 \W WISH TO SEARCH IT '" 
21136 IS=INI'.EI'j IF IS='" GOTO 2e311 
2040 IF l$()"¥" THEN ~TURN 
2045 TM=TI1+5 
2050 IF KS()"S" OR 00(1»=2 THEN PRINT-YOU FIN£) HOTHlNO. n; OOT 
o 2eUl 
2B60 PRINT"WU FIND A SECRET OOOR"; 
2079 00Sle 3:000 
2008 ~TlI(N 
Z999 ' 

ROUTINE: 
LINE: 
PURPOSE: 
PROCESS: 

:eoo DOOl 

DOOR 
3000-3080 
Actions at a door, 
This section controls the possible player actions at a 
closed door, where he may listen (ll, attempt to open 
(0), or return to the promary command mode (R). 

)010 IX=VAl(RPf(lR,l) 
"028 PRmT@ 576, "¥OJ fiRE ~T THE ",0$;" OOOR" FOR X=l TO 500. HE 
~~T 
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WJ:e IF K$=HO" GOTO 3;58fY-Of'£N 
3e40 PRlNT@ 64(1."llSTEN (l), OPEN (0), OR RETURN (R) ?" 
J:65B l.$=INK£'t'$ IF IS="" GOTO 1e5e 
J:a66 IF U="L" GOTO 3100 
1.8713 IF l$=uo" GOTO me 
J:ar) IF U='~R" THEN RETURN 
2:.0813 0010 3t348 
3:89'9 ; 

ROUTINE: 
LINE: 
PURPOSE: 

LISTEN 
3100-3190 
L:::~cning at a dosed door, 

PROCESS: When the player listens at a door there is a 33% chance 
that he will hear some random sound if there is a 
monster in the next room, and a 10% chance if there is 
nothing there. 

3100 'LISTEN 
3105 TM=TI'I+2. IF RH(I:<}C:.e GOTO 312e 
3110 IF RI-ID(10)1 11-£1-1 PIUiWYOU HERR NOTHING",. GOTO 3190 
2115 GOlD 3E0 
312~! l~ KN~!Gi)c2 THHl PRINT"YOU HEAR NOTH1NG"; GOTO 3:19tI 
31313 ON RND(4) GOTO 3132,3134,3136,313S 
3132 PRINT"THERE IS fI STRFlNGE SOlHl", G010 3.1913 
3134 PFIHI-A MUfFLED SCREAM IS HEARO .. "; 6010 3:190 
3136 PRINT"A ClANKING"; . GOTO 1190 
311:8 PRINT"SOMETHINIJ ]S BEING DRfIGGED"j. GOTO 31ge 
}:19€! GOTO 382(t 
}199 ' 

ROUTINE: 
LINE: 
PURPOSE: 
PROCESS: 

OPEN DOOR 
3200-3240 
Attempting to open a door. 
The player has a 50% chance of opening a closed door 
on each attempt, but a false door (F) will never open. 
The room pointer key is then changed from "0" to 
"0" to indicate an open door. If the adjacent room also 
has a door at the appropriate spot (e,g. on the West 
wall if an East door is opened), then that door is 
opened as well. In that case J is used as the direction 
index for the next room by rotating clockwise 18.0 
degrees from the current room direction index I 
U=I+Vd. 
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3200 '!l'£M ATmI'T 
3285 JM.ll1+ 3 
3210 IF RNI)(2»=2 OR K$o'F" lHEN PRINl'IHE DOOR IXB 001 OPEN',: 

GOTO 3620 
3215 PRINT'THE OOOR OPENS",. FilRX--iT0500:NEX1 
1228 IF RIGH1$(RP$(IR, I), 1)()'O" THEN 0010 l568 
3225 RP$(IR, i)oSTR$<IX)+'O" 
3210 J=I+2. IF J>4 THEN J=J-4 
3240 IF VAi-(RPWx, J»oIR fW RIGHU<RP$(IX, J), Do'O' THEN RP$ 
(l){, J)=STRf(lR)+"O· 
,499 ' 

ROUTINE: 
LINE: 
PURPOSE: 
PROCESS: 

OPENED DOOR 
3500-3550 
Actions at an open door. 
If the- door is open and there is a monster in the next 
room, then there is a 50% chance that the player will 
be warned. The player may decide to enter or not to 
enter the next room. If he enters, then the' Room 
Movement routine is called. But in any case, control is 
next transferred back to the main Command section. 

3500 'OPENEO OOOR 
35e5IX=¥fll(RP$(IR,I») 
35113 IF RI1(iX)Oe AND RtIH2)=2 THEN PRINT@ 576, "THERE IS A MONS 
TER THERE ~" 

3:520 PRINTl! 646, "THE DOOR IS OPEN, 00 ~'OU WISH TO ENTER ?" 
me UolNI(EY$: IF Uo'" GOTO 3536 
3548 IF I$=~"'V TI-£N GOSUB 4flOO 
3550 RETURN 
3999" 

ROUTINE: 
LINE: 
PURPOSE: 
PROCESS: 

20 

ROOM MOVEMENT 
4000-4090 
Move player in the dungeon. 
As the player moves from one section to another either 
through doors, passages, traps, etc., this subroutine is 
called to change the current room indicator variable IR 
and the previous room indicator PRo Also, open doors 
closed behind the player 50% of the time by changing 
the room pointer indicator keys from "7" to "0". 



4000 ' MOY(M(NT 
406'5 1M=T11+5 
40113 IX=\IAL.(RP$(IR,I) 
4015 IF IX<1 00 IX)NR THEN PRINT@ 640, "CflN NOT GO IN THAT ~IRECT 
ION ";FORX"lT0500NEXT RET~N 
4020 'CLOSING DOORS 
483e IF RN[)(6){=3 OR K${)"O" (jaTO 40813 
4040 RP$(IR,I)=5TR$(iX)+"D" 
4050 J=I+2. IF J)4 THEN J=J-4 
4060 IF VfIL(Rf'f.<IX,J)=IR THEN RP$(IX,J)=STR$(JR),+"DH 

4080 PR"IR Ii<'IX 
4090 RETURN 
4999 ' 

ROUTINE: 
LINE: 
PURPOSE: 
PROCESS: 

5800 '>lilT 
5816 )($"INKM 

WAIT 
5000-5040 
Wait for player response. 
This is called several times;to halt all program action 
until the player responds. ., 

5e20 RRINT~ 960, "(PRESS ffI'I KEV TO COIHINUE)"; 
5039 IF lIl<EY$=~" 0010 5030 
5840 RETURN 
5999 ' 

ROUTINE: 
LINE: 
PURPOSE: 
PROCESS: 

ROOM DESCRIPTION 
6000-6100 
Graphic room display. 
The room description data RD${I R) is printed at the top 
of the screen, The screen locations for the centers of 
the four walls are specified by l{1-4). The four walls 
are displayed in sequence using the vertical and 
horizontal wall variables (WV$ & WH$). In the center 
of each wall, the 0$ variable is printed to indicate the 
type of opening as given by the room pointer key RP$ 
for the appropriate direction. If there is a monster in 
the room, then the monster graphic is printed in the 
center, otherwise the player graphic is displayed. 
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6IlII8 ' ROCI1 DE5(;!(IPTlIll 
68iI1 ClS PRINT~ e, R\)$(!R); 

&e25 L(I)"I56: L(Z)"2S2: L(1)"412: L(4)"276 
68lJ3 FOR 1"1 TO 4 
6635 IF I~ OR 1"3 TIEN WNii' aSE W'"W'/$ 
6840 K~IGHT'(RP'(IR, 1),1) 
6845 0."'" 
600£1 IF KS="D" OR KS::;:"Fn li£N Of::;:" D • 
_ IF K,""O" THiN 0$"' 0 ' 
6070 IF K,"'P' THEl' 0$"" 
6Et8e IF KS=NC" n£N~. " 
6987 PRINT@ un, 1<$; : PRINT@ L(J)-J., 0,; 
6890 NEJ(T I 
6895 IF MI)(RM<1R)){"O TIEN PRINT@ 284,P'; aSE PRIN1~ 219,M$; 
6100 RETURN 
6999 ' 

ROUTINE: 
LINE: 
PURPOSE: 
PROCESS: 

7000 ' ~0N5TER 

MONSTER 
7()OO..7080 
Monster interaction. 
This procedure prints the monster description" 

MD$(IM), and gives a warning based on the relative 
strength of the player and the monster. The player has 
the choice of running or fighting. 

701& I~=R"(IR) IF MD(IM)(=G THEN RM(IR)=B. RETURN 
7&20 PRINT~ 511, MO$(lM) 
1025 PRINT IF NA(IM»)PD THEN PRINT"I! LOOKS PRETTY DANGEROUS,": 

ELSE PRINT"YOU MIGHT IlE ABlE TO HfWlE THIS, " 
7040 PRINl@ 896, "R\..t1 (In OR FIGHl (F) ?~ 

7fS50 U"IN!(EI', IF If""" ooTO 70'5ol 
7060 IF It:::"R" THEN GOTO 7100 
7070 If U""F',THEN ooTO 1200 
7000 ooTO 7~ 
7~39' 

ROUTINE. 
LINE: 
PURPOSE: 
PROCESS: 

22 

RUNAWAY 
7100-7190 
Escaping from the monster. 
If the player runs, the monster has a chance 

(depending on the relative strengths) of striking a 
parting blow and wounding the player, The VAL 
function is used to scan through the current room 

" 

, 



. ---

7100 'RUN AWAY 

pointers to determine if there is a direct connection to 
the previous room from which the player entered, The 
VAL function returns the numeric portion of the room 
pointer data RP$, which thus gives the adjacent room 
numbers If there is a direct return connection, then 
the player is returned to the previous room, otherwise 
the player is sent to an adjacent room at random. The 
player may also lose some treasure as he runs, which 
the monster then gains. 

71fJ5 T""TII+2 CLS: PRINT~ 448,CII($(23); 
7118 IF OO(MA(]H)))PD THEN PRINT "THE I'IONSTER WOlIDS 'IOU ' PD= 
PD-i ELSE PRINT"YOU ESUIPE UNHARMED. " 
712" FOR J=l TO 4 
7122 IF VfIL(RPS({R, J))=PR THEN I=J 
7124 NEXT 
7126 IF ])8 AIf) 1(=4 THEN OOTO me 
7128 1=00(4): IF YAURP'(]R, ]))=8 OOTO 7128 
7119 IF RN)(6»=] OR PT=8 THEN GOTO 7188 
7148 LT=PT*RHO(S)/10: PT=PT-lT 
7150 PRINT. PRINT~YOU DROP TREASURE WORTHa;LT; UGPH 
7160 TV(MT(l~»=TV(MT(lM))+LT 

7188 FOR X=\ TO 2008: NEXT 
7185 GOSUB 4e0a. GOSlJB 6000 
7198 RETURN 
7199 ' 

ROUTINE: 
LINE: 
PURPOSE: 
PROCESS: 

FIGHT 
7200-7300 
Combat with the monster. 
Line 7204 is used to clear the previous combat lines 
from the screen, using CHR$(30) which erases to the 
end of the line and CHR$(13) which goes to the start of 
the next line, The combat procedure is based on the 
relative strength differences between an attacker's 
attack strength and a defender's defense strength, the 
greater is the chance of hitting and the greater the 
damage. For example, MP is the difference between 
the monster's attack strength, MA(IM), and the 
player's defense strength, PO, (with a minimum 
difference of 2 set if it is less than that) The amount of 
damage is auniformly distributed random number 

----
generated from this base minus one. e.g if MP=3, 
there is an equal 33% chance of damage 0, 1, 2. The 
same procedure is applied for the player attacking If 
the monster defense strength, MD(IM), falls to 0 or 

Continued on page 48 23 
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PERIODICAL 

by Dava Stambaugh 

YOU DON'T HAVE TO BE A LIBRARIAN 
Every professional or serious hObbyist who 
relies on current li terature to update his! 
her knowledge can benefit from this pro
gram. Build a l ile using any subjects or 
publications you like (18 per file). Allows "1'Ji~"',:ji 
you to add, delete, edit; search by sub- I 
ject or publ ication; list on CRT or line 
printer all or selected entries. SAVE. LOAD with 
both tape and disk versions. 
level II , 16K $14.95· Disk $19.95. 

Soft5iae. 
BACK ISSUES 

OCTOBER 
.Cribbage .Slate Capital Qu i z ' Oeath Slar 
' Calculator .Plllbo •• Programmlng H ints 

NOVEMBER ,_ 
' End Zone . Troll's Gold ' Shopplng LiSI . {)ctal 
to Hexadecimal 'L8IIellto Level II Convefl;ion 
' Sad Code Puzzler .What They Never TOld You 
About Levsl II 

DECEMBER 
. Speiling Bee , Santa Paravia en Fiumac(:io 
' Blorhythms ' Sl~ M illion Oollar Clod< ' CheS$ 
Clock .Mortgage Calc" lat!on 

JANUARY 
. Round I he Horn . Writing Good Computer 
Games . Ten Pin Bow ling ' Hlgh Speed 
GraphiCS · Comp"I_A·Sketch -Kiddy Slot 

FEBRUARY 
'Form 1040 · Corl<8lt.atlon 'Elements Quiz 
' Cr ibb61ge UPDATE 'Writing Good Compute. 
Games (Part 2) . Hl nl5lor Disk Users 

MARCH 
. Taro! oM!ttric/Engl lsh cooverler - Dive Bomb 
' Personal f'iflllnce (Ch«kbOOk) "Jig Sa .... 

APRIL 
'Safarl - Rabbits and Foxes - Personal Finance 
(Checkllnder) -Series Circuits oOon', 11 Make 
My Brown Eyes Blue ' Spring Flowers 
oE)C>!'pt : A page Irom TlMI BASIC Handbook. 

MA' 
' Dog Star Adventure . Awarl .Leller Crunch 
'Math Drill -Super Sub 

JUNE 
' Atlanlic Salloon Crossing . German Wo, d 
O"iz ' Nim 'Home ApptianCE! Record System 
' Entrapment 

JULY 
'AII Star Ba5ebaU ' Yahtzee .Tank . Spe\tinQ 
Bee 'Collisioo 

AUGUST 
'N uclear Reactor ' Storybook 'Cr~ptogram 
. Shooting Gallery .MorseCode T"tor 

Ordering Information 
While 11111 avail a ble, blIc~ In u n ere $2.50 
EACH , I hlppad v ia Fir" ellS. Mill. Send 
dleck , money order Or t,4l stflf Charge /VISA 
Ply",."t ... ith ord. r 10: SoUSid., PO eo. 68, 
Milford, NH 03055. If~" really un'l ..... 1 any 
longer thin n_",'Y. Ielephone you, charge 
card orM. any weekday baI_n 9;30 and 5;30: 

603-673-5144 



It's Back to School Time! 

If you're heading back to school, or work, 
this fall, you probably have often 

thought that it would be a lot easier 
if you didn't have to "hunt and 
peck;" at the typewriter or 

computer keyboard. If you 
could only double your typing 
speed, the job would be done 
in half the time! And, with 

Increased speed and confidence 
comes Increased accuracy. 

TYPING TUTOR 
by 80 US 

Typing Tutor is a set of programs designed to teach you touch 
typ ing - from the basics of learning where the keys are , to 
practice drills at speeds that would make a Selectric shudder! Each 
lesson is displayed on the screen, including, at the early slages, a 
keyboard diagram. You are quizzed and graded, and you progress 
at your own pace. When you have mastered a lesson, Ihe computer 
advances to Ihe next , using CAl (computer aided instruction). 
Progress is fasl , painless, and even fun as you keep pushing to 
break your own record. 

So , whether you're going back to school or just want to enter 
programs from SoftSlde that much fasler, Typing Tutor can help. 

Order a copy today and be a better typist by next week. 

levell!, 16K - $19.95 
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THEN THERE WAS LEVEL II 

A 
Now do more than ever before 

With the most powerful Basic you can buy 
For the TRS·80. 

c 

Open ,he m.nu.1 "nd lood Ille c, .... ,1<. Then , ., .cody 10 w",k wi,l> ,II< m"'iI J>OW'<rful !Wi< tn .. rpr< ,<r 

yoo\c ever had yoor "Rd, on . . Level III B.nk for bdio Sh.ck C<rnpul.n. It Iood, rii»' ,..,,~ or,h. 

uvd II ROM, ond in j"" 51( of . pa«. "1><" up ~"If ".pobili,y 'Q". ... dimen,;o",. ~'", "'''''' . [1> .. nC" 

co,W .. -ba><d int.rpr<tor ,i,'.' ~"" til< .... hol. co,.l", of di,k prOjlumm;ni pOWer. "IWI "ap/lk> comma."". 
Plu, """ . rrul ed iti". command •. Ph .. Ion, e"or "",,, .. e •. hex and octo! con"." .. and """ •• "jOll>, u'" 
<>: fined functi"", ond • ""mix, of .;«nmond, ne'er bdOlc a ,.ilable on .i,h •• ea".lt. or di,k inte,prct • .,1 

2. 

EASIER LOADING, fEWER KE~DOARD ERRORS. ()1 L< •• I lU Ib.ii< ,lim;nal" o. .. ,.va';on, yoo .... 

"'d. including ~.yboord "boon«" ond 'hoo< , ,,,,,,, ... noili, . t.p< deck '<";1\1'. P,,,,rams wiUload .. ,;er, 

and )'001\ havelar I ... "",bl< witl> inp", err", •. 

BASIC AccrSS TO RS·2J2. !jn.il flOW. jf ~"" ,.·an.e<!'o &CaS> yow RS ·l.Jl in,erf.c<. you had 1o w"'~ in 

.ss.mbly l.nguo~ •. Gl L.vel II I l!.a>i.e dOl"~ work for yOOl . I."i", Y()lI u'< you, in" ,fa« wi.h l!a.", 

"otem'n' ,. 

HAVE YOU WIS HE D FOR MORE I'OWER?Thi. ne .. in'<lp,,'" I,ve. yoo 10 machi". ian."Ol!< u • ., calb 

I", ,ub,,,,,ti n ••• lon~ ."or ""'.US« • • new TI ME5 call [or 1OU' , •• 1 ljn,. """" .. ory, plu. "' .... u,. or limi. 

input .imin • • hot leu you [>lI' I , im< limi, on '''1><'''''' ... h.n y",, ·, e ployina gam.> or ,ivlr\l: exam •. And .he 

Ii" doesn\ .I"" h .... 

EASIE R AND MORE POWE RF UL GRAP HI CS. Th i:r new Sa.i.e include. , h,« ' impl. commands lha. can 

.Iimino •• dOl. n, of proc,om .. . ps . PUT lIo .. f ... in forma.ion f,om I <Io,i,n'''d array '0 you' .c, •• n; GET 

'ev ..... to. p' '''' .... Llr-'E ma k« YOIIr """'p"te, do ,h • .... or k .... ~n yoo in [>ll' betinnina and .ndl"'in". 

Give il ..... 0 diOl!OOolly <lPpOIi" ""'n.r lo;:.o,ion •• and i , 11 """ine ,h. ,.",o.gl< you\< look inl for. 

ONLY MICROSOFT COULD 00 JT . ill 1.<,".1 III B.a,ic .... a. e' .... d b)' Micr<>'oIi •• tIe '0"" com~y '''"' 
.... '01. L.v.11I Ba,k for tr..dioSh. d . And i, "",uoll)" u." 1.< .. 1 II .., a ["".da.i"" ft>r .hlS .nhon~d add ...... 

By .h. ,ime you'" m."er . d all il can <10. callin, up .be n • • ibilj,y of.1>< ,'aph,,,, oonrmood •• and .«n 

.nj",, 'n, 'h. coo •• nlOrI« oIrenumbe,ing YOII' I ,."",,<10, h"" ; . .... .. all ",,",;bl •. It·, I;~. S.",n, ' .. hole n'''' 

;om"" •• , for you, OOO1P"" '. 

AV AIl-ABLE NOW FOR ONLY S<l9.95, You , e' .h< pow.r ,h., milh' ", her"';" """ , you hunJr.d. O( d<ol~" 

;~ &<\d"ictl.1 "qulpm<:nl let only $49.9S. Pr i<;< I~clllde •• 1Ie U •• " Manual •• Quk~ Il.f.r.n<c o.,d •• r>d • 
prep'",,'.m~d "", •• ". ' "PC . l""d ,lie ' op<. ope n.he m,,"ual. ~r>d , .. ,udy '0 .... 0<1; "nh ' ho ",,,,. 

_erful ll.sic I"«'pr«" yOll ..... >0, hod you, h.nd. on. L.v.1 III 1I .. ;e ror 'he TIlS-30, 



HANGMAN 
by Russell Starkey 

Do you remem ber how boring a rainy afternoon could be when 
you were a kid? How you and your brother would gel into a fig ht, and 
your mother would start to yell, and f inally get you both settled down 
and qu iet by suggesting a good game of HANGMAN? Now that 
you're all grown up and you r brother has Joined the Air Force and 
your mother has gone back to college, you can still d ispel boredom 
wi th a good game of HANGMAN - even if you're alone, although a 
fr iend helps. 

The computer adds the excitement of a visual countdown, and 
spices the game with graphics as the hangman's victim takes shape 
on the screen with every missed guess. If you exceed the time limit , 
or miss seven times, you've had it - the rope appears around his 
neck, and you're HUNG! 

In the two-player mode, the competitive aspect Is emphasized as 
one player invents the word or phrase on the spot and the other 
attempts to gUElSS it. You guess a letter at a time and, jf you pick one 
that's a hit, the leiter appears in every position in which it belongs in 
the word or phrase. 

Solitary HANGMAN, on the other hand, depends on words and 
phrases put Into the program. As it is now constructed, this program 
is for young and old alike, with words and phrases ranging from' 'see 
spot run" to " expansion interface" . However, you can freshen the 
program with new words or alter its nature considerably by changing 
the data statement starting at line 2400 (a simple task) . A whole new 
set of words, simpler or more difficult - some famous quotations, 
perhaps a foreign language, or a scientific vocabulary? With thought , 
many possibilities will suggest themselves. Perhaps you can 
ingeniously arrange to ,lave a friend insert material you are 
unfamiliar with, to retain the mystery. 

As you can see, the old game of HANGMAN can be lots of fun In 
many ways, and also a great learning aid. So, on your next rainy 
afternoon, draw a chair up to your computer and start keyboarding 
this program! 
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9' * * * * * * * * • * • * * * * * * • , 
• 

S(fTSIDE PRESENTS -B'I RUSSElL STflll(EY 

• 
• 
• 

* * * * • * * * * * * * * * * • * 
1B REHEV ( 2) 

28 REI1 _ Till PLIMR ILSO S(I.ITfRI' B'I RlISS£LL STlIII(EV 
38 REI1 4J( S\~ID1S LOOD IN TWO PiRTS : 
40 REI1 LlI£S 128 TO BOO fR[ FOR TIl) PLIMR _ 
58 REI1 LINES 668 TO 3468 fR[ Fffi SOLlTiRY_ 
68 POKE 16553,255:a.EfR5B:GOSlII658 :PRINTi13S, 'H R N G" R N ' 
7B PRINTi!l2B, 'ENTER 1 Fffi SOI.lTfRI" 
80 PRINT_, 'ENIE1 2 Fffi TWO Pl./MR' 
98 S$=III<EV$IF 5$=" ll£N 98 
180 IF 5$="1' OR S$='S' ll£N M81~ 
UB IF S$='2' THEN RIJN128 ELSE RIJj 

128 CLEAR 2BB ·DEFSTR S : DEFINT I, H : _ : 01" 56(38) 
138 GOSUB65B .PRIHT!518, 'H R N G " R N' : FOR 12 " 1 TO 
_: NEXT 

140 ~":GOSlII65B . PRINT@128,'ENTER YOOlIllRDS TO IE Gl.(SSED. , 
158 PRINT@76B, 'PRESS / TO START OI{R , 

168 S1"11f(E'/$ ·IFS1""THEN 168 ELSE IF LEN(Sz> }"26 OR 13_( 
51) T_OO ELSE IF 51""/' THEN 149 ELSE52"52'S1:PRINT'J84,S2 
:60T0168 
178 STOP 
189 IFS2='''THErti6tl ElSE S2=S2+" ":OOT0190 
198' GlI'SS COIlE POINT .... 
289 B "S32:H4"1516B:~:H"0:H3~:H7~20 
219 ' UHf LOOP --' 
220 Fffi 12 " 1 TO 26 . 56(12) " "-" : NEXT 
230 G05UB658 . Fl"O HI "-1 
240 PRINT@12& 'ENTER GUESSES TiLL I'OJ'RE 1Uffi. ' 
250 PRINT!514, "TiME LEFT 128 SEC. ',.FORX~ T092:SEHX(22):SE 
](X, 27) :NEXT:Fffi ~23T026SET(O, X):SET<92, X):NEXT 
268 53"" , : GOTO 338 
270 ' COIlE 8fO( POINT .... 
200 Fl~Hl : IF F1"26 FI"O : H7"ffi'-1 : IF H7"-1 THEN 610 
2ge PRINT!53!, H7, 
Yle 5NNKEyt 
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l1lI IFSJ=" MN 278 
l29 IF Flo! _ 278 
J38 ' TEST lOOP 0 . 
J48 Fo! ; ~ 12 • 1 TO lEI(52) 
JS9 IF "11)$(52,12,1)·53 _ 56(12). 53 ; F.2 
J6IlI£)(T 
370 IF Fo! THEN PRINTm,53, ; IF 53 0 58 _ 1J.13'4 
;_3 

180 IF Fo! _1:_ 
390 IF F·2 Hl~I'1 
499 PRINT~56, H1; "HITS",H; "KISSES"; 
410 ' PRINT lOOP . 
420 57·" .F~ 12 • 1 TO lEN(S2) . 57.57'56(12) ; rEXT 
; PRINT!3S4,S/; 
430 IF 57·52 THEN 46B 
44li 1I;H)·7 THEN 500 
450 ooT0278 .68 ' CrmeT COIlE POINT .. 
470 _ ;FIR !F1T01B.FIR X.eTre455TEP RND<18H24;PRINTI!)(,' 

WIIf6 !!! ";:NEXTX,g 
488_ 
490 Q2::Q2+1:PRINTf128, ·WItta WINtER WIHR !!!. 
500 PRINT@25I),·YOO rEEDED "; 129~7j· SECOODS • 
510 PRINT_, 52 
529 PRINT~2, ftyoo }fI) OJ Hi ·'HISSES... • 
538 FIR 12 • ITO 2680 ; rEXT 
540 PRINT!7&\, '00 1'00 ~T TO PUll' 1IliUN ? 
558 INPUT 51 : IF S1="'r{S" a1: S1="V· OR S1="RW" OR 51 = "@" T 
lEN 140 
5GB GOS1Il650 ;PRINT!320,"W iEIIE 1I.IIl", Q1;' TIMES', ; PRINTI!19 
2,"VOO Q ',Q2;" lItES .j :F~1T01800:1£XT 
570 PRINT@7&\, 'SEE 1'00 1IliUN SOI£TIME' ;PRINT ;PRINT;EII) 
500 FOR Xo! TO 100 ; rEXT ; , Iml C<IE POINT 
5ll!l GOStII650 
600 Q1=Q1ti:PRINT@128,·~ !!!!!!!! tt.Hl!!!!!!!! • : 00 
T0500 
618 ' OUT Of TIME COIlE POINT 
626 FOR GFlT07-Ii3;GOSlIl660 ;I£)(T;F_1 TO 200B ;NEXT 
638 G05UB650 
648 Qi=Q1tl:PRINTIH28."oor OF TJtE !!! TItE IS GONE!! ': GOT 
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-6S0 QS : PRINT ~$(23) :iETIMl 
660 'GRIl'HICS PRINT 
678 _3+1:00 HlllJTO 690 ,716 ,726 ,738 ,740 ,158 ,76il 
600 511}' 
690 fffi H50H4+564 TO H4+570 :POkE H5,1l1.PMH5+128.131:NEXT:Pa< 
EH4+564,I51:POkEH4+578,171 
766 Pa<EH4.628.149: P(I(£H4'634.170: RETlUlN 
718 SE1<100, 26):SE1(113, 26):RETIIm 
726 fOR H5030T035:SE1(112,H5) :SE1(I89, H5):IEXT:iETlUlN 
738 fOR H5--100T0121. SEHH5, 36): NEXT :iETIMl 
740 fOR H5036T044:SE1<100, H5) :SE1(124, H5) :NEXT:iEllUlN 
158 fOR ti5"39 10 43 STEP2 :SET<189,H5):SE1(l12,H5):NEXT:REllUlN 
76il fORH5=)2T034: SE1(I0$ H5) :SE1(117, H5):NEXT :fORH5=19S10117:SET 
(H5,)2) :SE1(H5,34):1EXT 
778 FOR H5:117T012J SET (H5, m : NEXT : FOOH5: J3100sTEP-l : SET (124, H5 
):NEXT:f0RH5~1 TO 17:H6--H6'2 
700 PRINT@H6,·HIMJ ! !";:GOSIJ8S98 ,PRINTH.." .;:Gt1SI.l!8 
66 :NEXI H5 
790 fOR H5~1 TO fJl8:1EXT :l<ETll<ll 
IlOO fORX~1 10 40 NEXI X: iETlUlN 
318 RB;------------------------------------------------------
828 ReI DAIA LINES MAY 8E CiftNGEO 10 NEW WORDS. 
838 QEAR 200 :O£fSTR S : O£fINI I,H : GOSIID440 : OIN 56()8):01 

" )(258) 
B40 PRINI~J28, "SOLITARY _. 
B45 REfI)5$: If S$O"XXX'II£N _1:IlJI0845 
858 POI<E1655J,255 
2400 DAIA RUSSELL'S ClJIPUTER,Olff((ll) RING. PRESIDENT JntW CllRIER 
, RAO 10 SHACK, IlJlF 
2418 DATA Q\.(EN,1lJ FIV A KIILHASTERHIND,HINIU fI'IE-o,cAlENDAR. 
5PAC£ SHIP, ctl'I'UIER 
2428 DATA _S,J LOVE YOO,IHKOA'I, INSTANT iEPlAY, KAlElOO5COP(, S 
EASON. CORRESmIIENI 
2588 DATA f1iE TONER, VII)EO OISPlAY, VICE-PRESIDENT I'Ilm.L Ifl.lO, 
OA'IIO 1M) SlEVEN. SIPiS 
2510 DAIA EIERGEIIC'/, IffiGI'IAN GIfE, SEE SPOI ROO, IRS-88.lEl'S (£f A 

PIZZA.ClOCK. CIITFISH 
2528 DATA ZUCCHINI, KILIJiETERS, 1LPHfIIEJ, SIm(, EXCiMITlON. Clll<REOCY 
, HONE\'SOCI(L£, J_ 
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_ DATA FOOTllALLLlIIIR IJijlIT, mEPHlJE,5T~ All) IUTCILIllIICK 
fIID WHITE, 1II\SKE1lIft.l 

2610 DATA iHS5 Ifl)?, TAf{ RECORI)ER, BllLSE\'E. /ERR'! CHU5Tl1RS, CIIfIN 
IJE JUIIL HOTI£R All) DfI)I)'/ 
2629 DATR KIlIBfLl _ MffiK All) !INDI', TOOIGliT SIIOII, _ PIN 
SCJiER, !Rll~ DC-18 RIRPlfI£ 
2639 DATA FflNTRS\' ISlRHO, EDEN, IW(E'MEIUI' 8DARf)S, fl'PLE aJltPIITE 
R. stfTl&1RL BIG BIR!) 
2648 DATA SOFTSIOL FORTRRlHINE PRINTER, JACK RHO JIll, DISNEI'UW 
,INOIfINfI, INPUT OOTPUT 
2650 DATA DYERTIfE, EIIPRNSIIll INTERFIU, SESP/IE STREET, Ilf'fINT, fill) 
WOOlS @ LINE 2789 
2999 DATR lOO( 

_ RESTORE;»;ItI)()IR);l~IStI;IF UI)2tlI! TI£H 3%8 ElSE IF W)
lT1ENl8il9 ELSe 1(X)'I;FOR IN TO X;REfI) 52; I~ 
3919 NEXTl9 
3029 52=52+" • 
J9J9 13 =;H4--!5J68;~;H-9;H3«l;H7'129 

. _ FOR 12 • 1 TO 26 ; 56(12) • '-' ; NEXT 
J95II 00SIlll448 ; Fl«l; Hi ~1 
3868 PRINTti28,·* IfI«imN * G.ESS Ti£ 1llRD .• 
3971l PRINTI!514,'TJIIE lEFT 129 SEC. ", ;FORX«l T092;5mx(22);S 
El(X, 27);NElI! ; FOR X-2lTIl26; SET<9, X) ;SET<92, X); NEXT 
JOO9 53" • ; GOlO )150 
_ REM WE BACK 

1111!1 Fl.rl+l ; IF Fl'26 Fl«l ; H7.w-l ; IF H7"-1 THEN 3411!1 
3118 PRINTt!5J6, H7, 
)129 591N1(EI'$ 
3139 IFS3="" TI£N 3990 
)140 IF Fl"i Tl£N 3899 
)150 REM TEST 
116B F-l ; FOR 12 • 1 TO lEN(S2) 
)178 IF MlI)$(52.J2, 1)-5) TIEN 56(2)' 53 ; F·2 
)188 NEXT 
3199 IF F'1 THEN PRINT!IJ, 5), ; IF S) 0 58 TNEN 1913+4 

; SS--s:l 
_ IF F'1 _1: GOSUB)450 
121B IF F~ Hi~ +1 
3229 PRINT@2$, H1; "HITS", Hi NMISSES" j 
l2J9 REM P lOOP 
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3248 57'" :F~ 12 • 1 TO lEN(S2) . 57057+56(2) NEXT 
. PRINT@JS4.s7; 
J25e IF 57'52 THEN J2B0 
3268 mO·7 THEN JJ10 
3273 GOTOJ090 
3280 REM iXllR 
3290 G05UB144e 
:noo IR=IA+l:PRIHTl!Il28, -CORRECT III • 

J310 PIUNT@256,"1'OO N£EOO) ";12B-H7;' SECOHOS " 
3J2e PRINT@lB4,52 
l3JO PRINT!512. '1'00 HAJ) "; H; , MISSES. .. 
JJ40 PRINT@640,'1lf1I1E TOTAlS:" :PRINT" 
# CORRECT '; IA:PRINT', HIJI«l "; IB:PRINT"# TJI1E '; Ie 
ll5lI f~ IN TO 4BOO:/£XJ 
JJ60 GOJOlOO1l 
3l7Il FOR X'1T0730: NEXT 
3300 GOSlIlJ448 
:nse 18= IB+l: PRJ NTf128. -lUll !!!!!!!!.: OOT01318 
34811 REIf TIlE 
3410 f~ IFlJ07-HJ:GOSlIlJ4511 :I£XT:F~ TO _ :!EXT 
34211 GOSlIlJ448 
3438 IC=IC+l:PRINTf128.. lOOT (f TlJ£ !!! • : OOT03l18 
J448 ClS : PRINT 0«$(23) :IIET\RII 
l45II GOJ0668 
J468 I""':RR IMT058:J(X)00:/£XJ:GOT0J988 
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Correction For TANk, July, 1979 SoftSide 

Our thanks to Bruce and Joy Blevins of Urbana, Ohio for the 
following correction and useful addition to the game of TANK 
by James Garon: 

Correction: 
line 71,6 should read: IF P-812 IF P-876 IF P-8&lifIF P-2W IF 
P-324IF P-328 IF P> 191 IF P+8-64"INT((P+8)/64) o=f# 
Addition: 
To keep the tanks from rUnning over each other, and add the 
tactics of blocking the other tank's path, add line 626: T A = 
ABS{P+O~Q~V}: IFTA{ 80RTA=f)JfOR TA=64OR 
TA=68 THEN O~p:V=p. 
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Finlln~e 
> 

by Lance Micklus 

First, we took the tape version of PERSONAL FINANCE and 
" converted it for use under DOS. Then many new features were 
added such as self-verifying files which protect themselves from is 
most common hardware fau lts, and the BUDGET program 
which collects data . automatically from the CHECKING 
program, and manually from the keyboard . Advanced P~rsonal 
Finance will produce a 3O-page report that gives you the total 
picture of your financial posture. To complete the package , a 
SAVINGS account program lets you use the one savings account 
as if it were ten individual accounts. This way you can set a 
certain a mount of money aside for Christmas, save an additional 
amount for a rainy day, and keep track of how much is for what. 

Also included are programs to convert the data file on tape 
~ from the regular personal finance progra m to disk. 

On a 32K disk system, the package will' handle about 200 
checks per month and 900 checks per year. There ar~ 33 
different account names which are set up with DATA statements , ~~ 
in each program on the disk. 

"7 The minimum system required is 32K Disk BASIC with one 
dr'ive. The addition of a line printer, a second drive , and 
upper/ lower case video display all enhal1C€ the features . A 
second disk (not supplied) is required to s tore your data, as the 
program disk is very full . ' Price , $24.95. 

Reduced Featured Tape Edition $9.95. 
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What Is A CompuNovel? 

To nnd the answer, take your seat at the keyboard of a micro
computer and run one of these programs. You will enter a world 
of choices , booby traps , dangers, secrets, puzzles, surprises. 
You will be part novelist, part character. 

Far more than playing a game, you will be playing a role -
and your ind ividual characteristics help determine the outcome. 
The computer plays a role, too, taking on human characteristics, 
It is in turn amusing , coy, sarcastic, helpful or inscrutable. 

WARNING: You 'd better have plenty of time for this activity! 
You'll return again and again to your magical world for more 18 
faSCinating adventures. The starting point is the only thing that 
remains the same; from there your course is determined by the A: 
choices you make and (sometimes) the time it takes you to make 
them. 



NOTE: 
During normal business hours, 

programmers will ONLY be available from 

9-10 a.m . and 5-6 p.m. 

New HOTLINE Hours 

Tuesday nights -7-10 p.m. (EDT) 

Introducing the newest accessory 
for your TRS·80! 

"n·tE UG}-rf PEN 
An entire new world of software 

applications now ready and waiting 
for the touch of your hand. 

Available now for only $19.95 
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Itistograph/ScattergrQln 
by Gary S. Breschini 

Histograph constructs a five- to 
fourteen-element bar graph. 
User specifies the range of data 
and number of bars in graph; 
program sets upper and lower 
response limits for each bar 
element. Graph composed in 
"real time" as data is entered . 

LJEJUlllM 

Scattergram plots XV i nfor
mation for visual analysis of 
trends. Extensive documen
tation. 

Level II, 16K ................ $9.95 

TRI·IO lolt ..... '. Exchang. 
" 0 ,;0< "",, "'~. .. .... ,. ~.~ H ... _. 0,0., 

DISK DRIVES 
Now in Stock 

The TRS-80 Software Exchange is pleased to 
offer sing le and dual Percom Disk Drives for 
your TRS-80. These are reliable, high qua li ty 
drives, fully compatible with the TRS-80 and 
Radio Shack' s dri ves . 

Enjoy these advantages: 
• Fast access time 
• 110K/40 tracks vs. Radio 

Shack! s 89Kj35 tracks 
• Lower cost - save $100 over 

comparable units 
• Available NOW! 

Single Drive 5399.00 
Dual Drive $799.00 

Cable (required) - $29.95 
NOTE: All diSks require TRSDO$ software, available on ly from RMio Shac~ . • ,E TRS·IO Softwa.e Exchange 

• ~ 17 BRIARCLIFF DRIVE 
MILFORD, NEWHAMPSHIRE03055 
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A",aaa 

The familiar little game you find in 
gift shops and res tau- .. .. rants now comes to the 
computer. You have 15 pyramids. You start 
by removing one. .. .. .. Then, you jump one 
over another one and each jumped 
piece is removed" .. .. .. from the board. 
The object is to end with one 
pyramid. It .. .. .. .. .. sounds easy, 
and indeed the concept is simple. Gaining the objective 
is not , a nd can provide quite a challenge! 
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10'**************. * 5(fTSID[ PRESENTS • 
• P\'Rfll'lI~S * 
* ~IGfT FER 1979 * 
* BY LEWIS E, Gfei:lSOO * 
******.******** 

28 eLS; PRINT!25, 'P\'RftlllJ5' ;PRINT INPUT'OO I\JIJ IRlT INSTROCTJOOS 
(YESINO)";A$ 
III eLS; IF LEFH(A$,1) ,'N" THEN Illl 
40 DEFINTA-Z 
56 PRINT:PRINT"IN THIS P\~AIU~ liM, III 15 P'IRfIIIIIJ5 1ft ON AT T 
IE BEGJlfUNG" 
68 PRINT;PRINT'jF 1/£ GfI£. TO START, ROO'oE!WI 01£ MAMJD. TH 
EN_" 
711 PRINT ;PRINT"OI£ P\'IIIl'II~ O'.IR ftlOT1ER INTO fII Elf'TV S1'fI:E ~ 
11£ JlIftI)" 
IIEI PRINT;PRINT'P\'RAI1JD WIll BE 1<EJ1M[>. COOII«.( UNTIL YOU _ 
NO JlIJ'f'S LEfT" 
911 PRINT:PRINT'THE OBJECT IS TO lEIII'E !H.Y [JE MftlJD ON TIE eo 
~." 

100 PRINT;PRINT "T\'PE 99 TO RESTPKr, (R 999 TO 0011" 
118 PRINT:PRINT:PRINT"GOO) UCK!!!!" 
I2Il IIfUT"PRt5S ENTER TO START';B$ 
Illl CLS;_;_;00Si.E968;ooSlll9711:1lOSlIl988;00SlIl99II;00 
SUB11lOO; GOSlIl181B ; 00SUB1B28; GOSl818lll; GOSlHllB4B; ooSUB1ffiB ;GOSUB1 
B6B; 00SlIl18711 ;GOSlIl1B8B; GOSU81B9lI 
140 PRINTM64, "REJ«l\£'; ;Itf'UT R 
156 IF (R(1) (R (11)15) TJ£N 198 
168 ON' 00SlIl77II, 7110, 798, 800, B19-B28. 830, 848, 85B, B6B, 8711, see, B9B 
J 989. 918, 928 
178 PRINT@164,STRlOOf.(28.· "); :PRINT@l164,"FROIi"; 
1IIEI IIfUTA;PRINTH7l. "TO'; ;liI'UT B;PRINT';18, '''; 
1911 IF (fF99) OR (~99) Ti£N Illl 
28B 1f(B--m) (R (~999) 1/£N U1B 
218 OOA ooT0228, 2lll, 240, 256, 268, 2711, 288, 2ge. 300, liS, 120, llll, J48, 
J59- J6B 
220 IF(IF4)~ NO](POINT(J6,25»~(POINT(45, 16»(R(B06)fII) NOH 
POINT (77, 25»fII) (POINT (67.16) ) 1/£N4OOEl5EJ7Il 
2lll IF(~7)fIIO ooHPOINT(26, l4»~(POIN](l5, 25»(R(B--9)fII) 00]( 
POINT(6il,]4) )fII)(POINT(59, 25) )TJ£N420ElSE378 
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2411 If(IFMItID NOl(PI)It;!(46, 34) )fIII)(PI)I1IT(,9, 25) )1iR(B:10)fIU) NOT 
(PI)INT($9,]4»fIII)(PI)INT(79,2,»THEN440ELSEJ70 
250 If(B--!)AND NOT(POINT(56,7»AND(PI)INT(45,16»)IiR(IF6)AND NOT(P 
OINT(78,25»AND(PI)INT(,9,25»)1iR(1F11)ANP NOT(PI)INT(16,4))AND(PI) 
un (26-, 34) )OR(B=11)RND NOT {POINT<5$, 4}) )fiNI)(f'OINT( 47,34) )THEN468 
ELSE370 
260 If(B"l2)AND IIlI(POINT<37,43) )AND(PDIIIl(47, 34) )1IR(I)o14)fII!) NO 
T (POINT<OO, 43:) )f'IN[J.(PDINT<6S.. 34) )THEN500ELS870 
27!) IF<I)o1)fII!) IIlf(PI)INf(56, 7) )fiND<PI)INT(6/, 16) )OI1(B--4)AND NOHP 
OINT Cf., 25) )fIII)(POINT<59, 25) )1IR(I)o1J)AND NOT (F~INT (58, 4}) lANP(PI) 
INT(69, 14) )QR<E=15)RIID NQTCPOHlT <99,43.) )fI/{l(POINT(89, 34)) THEH520 
ElS87fl 
2811 If(1F2)fII!) IIlI(POINT<45.!6))AND(POINTG6, 25) )1IR(B-~)fII!) NOl( 
POINT(67. 14»flHD(POINT(47, N.') THEN560EL5870 
298 IF(1F3)fII!) NOT(POINT(67, 16»fIII)(PI)INT(59,25»OR(IFI0)fIII) NOT 
(PI)INT(89, 34) )A!II)(PI)INT(68, 34) )THEN5OOELSE370 
3Il0 If (1F2)fII!) NOI(PI)INT(45, 16) )R/I)(PI)INH59, 25) )OR(IF7)fIII) IIlI( 
POIIII(26, )4) )AND(PI)HIT<47, ]4) )TI£N6OOEl.SEJ70 
318 IF(IF)fIII) IIl](PI)IN](6), 16) )fINl)(PI)INT(I9, 25) )1IR(IFB)fII!) NOf( 
POINT(46,l4»AND(PI)INT(68,34»~SEJ70 

l28 If(I)--4)f'II) NOl(PI)lNl(]6, 25) )AII)(PI)INT(26, 34) )OR(IF1J)f\t{l NOT 
(PI)INT (58,4) )fINI)(POlNl(]7,4J» TI£N64OCLSEJ70 
J30 If(1F5)ffI) NOT(POINT(51, 25) )f\t{l(POINT<47, 34) )1IR(1F14)AII) NOT 
(PI)INT (/9, 43) )fINl)(PI)INT (58, 43) ) Tl£N66IIELSEJ70 
J411 If(B>!)AII) NOT(PI)INTG6, 25) )f\t{l(PI)INT(41, J4) )1iR(B~)AII) NOT( 
POINT <77, 25) )f\t{l(PI)INT (68, 34) )1IR(8"il)f\t{l NOl(PI)lNJ(16, 4J) )f'II)(P 
OINT(J7,4J»OR(8"iS)f\t{l NOT(POINT(99,4J»fINI)(POINT(79,4J»THEN68 
eEI.SEJ70 
J5!I If(IF5)AND NOT(PI)INT(57, 25) )AND(POlNJ(68, ]4))IIR(I)o12)flI!) NOT 
(PI)I IIT<3/, 4J) )f\t{l(POINT (58, 43) ) 11iEN720ELSfJ70 
J68 If(IF6)AII) OOJ(POINJ(77, 2S»ANI)(PI)INT(W, 34) )OR(IF1J)f\t{l NOT 
(POI NT (58, 4J) )AN!)(POlNJ(/9, 4J) )fI£N74l1ElSE370 
370 PRINT~l64, "ILLEGA. OOIlE';fORT"lT05OO:NEXTT 
J8I! PRINm64," ": IlJT0170 
399 REM rlJllES 
400 IFB=4TtiENGtaJB779: GilSUB970: 1lJSUB100: IlJT0178 
418 IfIF6T1£/IJOSUB779IlJSUB990: IlJSOO798IlJT0170 
420 IflF7T1£NIlJSOO100:ilJSUllOO!l:_:IlJT0170 
430 IfIF9TIENIlJS\.Il78l!: 1lJSIB1820 : 1lJSOO818: IlJT0179 
448 IflF8~ :IlJSUB16181lJSl1lS10: IlJTOI78 
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458 1_7lII:00SlIl1839:005Ul828:0010178 
468 1fB=1_:_:00SLIl7ll8:ooI0178 
478 1_:_:00SlIIIl18:00T0178 
4lIII 1fB=11 TlENJ)5I13880: 00SLIl1848 : GIJ5lII839: 1llT0178 
496 1fB=13_:00SLIl1860:1lOSUII848:0010178 
588 1fB.12_:OOSLIl1056:IlOSUII848:ooT0178 
Si8 IFB=141lE1IlOSlII818: 00SLIl1878: OOSlll8Se: ooT0178 
528 IFB=1 TI£NOOSl(!Il2\I:OOSlW48: 00SLIl796:ooT0178 
539 1fB.4ll£NGOSlIl820:OOSUl978:OOSlIlSlll:IllT0178 
540 IFIl'BTIENGOSlIlll28:OOSLIl1068:OOSLIlB50:00T0178 
5Sil IfB.151IEtmWl2I!:00SLIl1888:_:0010178 
568 IFIl'2T11OOOSOOe39 00SLIl958: 1iOSlIIIIOO: 0010178 
578 1~1Il838:GOSOO1I12!lGlJ5lll848:IllT0178 
588 IFIl'1IlENIi05IIl840:GOSUl968:00SIIl81Il:0010178 
596 IfB=18_:GOSU81839:_:0010178 
68Il 1fB.2T1EN>JSl1l1l58: G05UB958: 00SlIIIl10: 0010178 
618 IFIl'71lENGOSOOS50:GOSlIlI008:_:6OT0178 
628 IFB"11I£NGOSLIOOl:00SI£968:00SIIl828:oo10170 
639 IFll'SlHENlOSIJl868:GOSI£1918:_:GOT0178 
640 IFB~ TI£NGOSUB870: G05!.Il978: GOSUlB]l: 0010170 
650 IFIl'BTlIENIllSUBS78 GOSUB1068 :_: OOT0170 
660 IFIl'51lENG05UI3S89: G0SUB9B8 GIJ5lII848: OOT0178 
678 IfB=14_:GOSlIl187B:GOSlI!89II 0010178 
6BB IFB~IIENGOSlllB90:00sW978.GOStIIlB4B:ooT0178 
698 IFB",TI£NGOSIIl898:_:_:0010170 
700 IFB--1!lIENOOSlES98: OOSUB1848:_ :0010178 
718 IfB.15TI£IIOOSU3998:00sUB1888:ilJSl69OO:ooI0170 
728 1 __ :_:_:0010170 

730 IfB=121HEMiOS1.1l9OO:GOSU81850:GOSIR9il:oolO178 
740 IFIl'6U£NOOSI.l1919: ooSlll990: GOSIIl868: 0010178 
75e IF~_8:GOSI.III068:ilJSl69OO:0010170 
768 00 
778 1I£SE1(56, 4) :F~=O:;7 :1I£SE1()(, 5) :IEXTX: FOOX~IO:;S:II£SE[(X 
,6) :/£XTXF~"53Ire9 :II£SETC)(' 7) :/£XTX:1I£11RN 
700 RE5ETC46, Blf_451047I1£SETC)(, 14) :/£XTX :F_44104S:II£SET 
(X, 15): t£X!X: Hll)(--4Jl049:1I£SE1(X, 16) : IEXTX: 1I£1..el 
798 II£SETC 67 .Il) : FOOX"661068 II£SETCX. 14) : tIEX1X: FORX~I069 : II£SEI 
(X, 15) :1EX1X:FOR»«I070:II£SE1(X, 16) :IEXTX :1I£1~N 
008 II£SETG6, 22) : F~" J51OJ7I1£SETCX, 23) : tEXTX: FORX"3410JS : II£SET 
(X, 24) :IEXTX:F_lll039:II£SE1(X, 25) :IEXTX:II£T~ 
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819 RESEH57, 22) :fW(.s6T058:RESmx. 23) :NEXTX:FOR_T059 :RESET 
(X, 24) :NEXTX:FORX=54T060:RESET(X, 15) :NEXTX:RETIRII 
829 RESET (/S, 22) :FOO=77T079: RESET(X, 23): NEXTX:F_76TOO9:RESET 
(X, 24)IEXTX:FORX=75T081 :RESET(X, 15) :NEXTX:RET\R!I 
S30 RESET(26,11) :FORX=15T027: RESEHX, 32)/EXTX:FOO=24T02S:RESET 
(X, 33) :NEXTX:FORX=23T029:RESET<X, 34): NEXlX:RETUIIN 
849 RESET<47, 31) .FORX=46T048RESEHX, 32) :NEXTX: FORX=45T049 :RESET 
(X, mIEXTX:FORX=44T05S :RESET(X, 34)H[XTX:RETUIIN 
S59 RESEH6S, 31) : FOO=67T069: RESET<X, 32) : IlEXTX: FORX=66107B: RESET 
(X, 33) :NEXTX FOO=65T071 :RESET<X, 34) :NEXTX:RET\R!I' 
868 RESEH1!9, 11l : FORX=SST099: RESEHX, 32) . H[XTX: FORX=87T091 : RESET 
()(, m :HEXTX:FOO=86T092 :RESET(X, 34) :IEXTX:RETUIIN 
870 RESEHI6, 49) :F_15T017 :RESET (X, 41l :NEXTX.FORX=14T01S:RESET 
(X, 42) :NEXTX:F0RX=13T0i9:RESEHX, 43) :NEXTX:RETUIIN 
SS9 RESEW7, 49) :F0RX=36T0J0:RESET(X, 41) :NEXTX:FORX=J5T039:RESET 
(X, 42) :NEXTX:FOO=34T049:RESET(X, 43) :NEXTX: RETURIl 
899 RESET(SS, 49) :FOO=57T059: RESET()(' 41) :NEXTX:F{)RX--56T068:RESET 
(X,421 :NEXTX:FORX=55T061 :RESET(X, 43) :NEXTX:RET\R!I 
900 RESEH79, 49) :F0RX=70T0111l:RESET()(' 41) :NEXTX:F0RX=77T081:RESET 
(X, 42) :NEXTX:FORX=76T082:RESET()(, m :NEXTX:RET\R!I 
919 RESET (198, 48) :F0RX=99T0181: RESET ()(, 41) : NEXTX: FORl(..-9ST0192:RE 
Smx, 42) :/EXTX:FORl(..-97T0183:RESET(X, 4ll:NEXT: :RET\R!I 
929 £It) 
9J0 IIEIt BUIll) PI'RII1ID 
948 SEH56. 4) :fORl(..-55T057:SET(X, 5) :IEXT :F0RX=54T058:SEH)(, 6):1EX 
TX:FORX=53T059:SEHX, 7) :NEXTX:FORX=52T069:SEHX, S) :NEXTX: RET\R!I 
958 SET(46, 13) :FORX=45T047:SET(X,14): NEXTX:F0RX=44T048:SET(X,15) 
:NEXTX: F0RX=4lT049: SET (X, 16) : NEXTX: FORX=42T059: SET (X,17l : IEXTX: R 
ETU<N 
969 SEH&?, 13) :FORX=66T068:SEHX, 14) :NEXTX: FORX=65T069:SET()(' 15) 
:NEXTX:Fll!lI=64T07B:SET(X,16) :NEXTX:FORX=63T07!:SET(X,17l :NEXTX: R 
ET\R!I 
m SET (]6, 22) : FORX= 351037: SET (X, 23) : IEXTX: F_J41030: SEHX, 24) 
:NEXTX:FORX=m039 ,SET(X, 25) :NEXTX:FORX=32T048:SETG(, 26) :NEXTX: R 
EJmI 
900 SEH57, 22) :F0RX=56T058: SEHX, 23) :NEXTX:FORX=55T059: SEHX, 24) 
:/EXTX:F0RX=54T069:SET(X, 25) :NEXTX:FORX=53T061:SEH)(, 26) :Nf)(J)(:R 
ETU<N 
998 SET(7S, 22) :FORX=77T079:SEHX, 23) :NEXTX:FORX=76T0S8:SEH)(, 24) 
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: NEXTX : Foo("151081 : SET ()(, 2';) : 1£)(1)(: Foo("741082: SET ()(, 26) : 1£)(1)( : R 
ETWI 
1800 SE1(26, J1) :FOO("2';1027:SET ()(, ]2):1£)(1)( :Foo("24I0211 :SE1()(, 3J 
) : 1£)(1)( : Fmr-23J(129: SE1()(' J4) : 1£)(1)(: Foo("221038: SEI()(' JS) : 1£)(1)(: 

II£TtI<H 
1818 SE1<47, JI) :F~04B :SE1()(,]2) :N£)(I)(:FOO("4SI049:SET()(' JJ 
) :NEXTX :Foo(~lose :SEI()(,)4) :NEXTX:Foo(oIlT051 :SET()(' JS) :1£)(1)(: 

RErum 
1828 SET (68, ll): F~069 :SEI()(,]2) :1£)(I)(:FOO_078:SET()(,lJ 
) :1£)(I)(:F __ 51071 :SE1()(,)4) :IE)(I)(:FOO,,",lon :SEI()(' JS) :NEJ(l)(: 
RETI.I?l/ 
1838 SET(89, ll) : FOO~T098 : SE1()(,]2) :1£)(1)(: FOO~71091 :SEI()(, JJ 
) :1£)(I)(:F<1I»36I092: SET ()(, J4) :IEXTX:FORl<--B5T09J :SET ()(, JS) :I£)(I)(: 
I<Emm 
1848 SET(16, 48) :FORl<--151017: SE1(X, 41) :1£)(1)(: FOO"141018 :SE1()(, 42 
) : 1£)(1)( : FOO"13I019 : SE1()(' 4J) : NEXTX : FOO~I028 : SET ()(, 44) : 1£)(1)(: 

RETI.I?l/ 
1858 SEW7, 40) :FOO"l6TOJ8:SEI()(' 41 ) :1£)(1)(: F_JSIOl9 :SEI()(, 42 
) :!EXTX: F08X"34T048:SET()(' 4J) "£)(I)( :F_JJI041 :SEI()(, 44) :NEXTX: 
RErum 
IIl68 SEI(58, 48) :FOO~71059 : SET()(' 41) : 1E)(I)( : FOO~068 : SET()(, 42 
) :NEXTX: FOO"55I~I : SET()(' 4J) : t£XTX :Foo~r~ : SEI()(' 44) :1£)(1)(: 

REII.I?l/ 
1878 SE1(/9, 40) :FOO"781ooo: SEI()(' 4!) :NEXTX: FOO"771081 :SET(X, 42 
) :!EXTX: FOO"761082: SET()(' 4J) :I£XTX:FOO"75T083 :SEI<)(, 44) :NEXTX: 
RETI.I?l/ 
1800 SEl(loo, 48) :FOO~I0181: SEI()(' 4!) :IEXIX :FOO~IOI92 : SET<X 

, ,2) :1£)(1)(: FOO"971018J: SET(X, 43) : I£XTX:Foo("96I0104 :SET()(, 4, ) :N 
EXTX : REILIlN 
1899 PRINT8159, 'I' :PRINT!)46, ' 2' :PRINT!JS6, ' J' : PRINT@5]), ,,': PRI 
NT~3, ns· :PRtHT@S54, "6" :PRINTI!I720, "(" :PRINT@739,"8" 
1100 PRINT@7'1, "9" :PRINI!15L ' IS': PRINT!907, "II" :PRINT!917, '12" : 
PRINT!928, ' \3' :PRINT!938, "14" :PRINT@949,"IS':RETLIlN 
1110 CL5: PRINT :PRlNI "IIfIHKS f08 Plfl'lIt&--ti'/E,B\£" 



I!IIC~ -.---



44 

-\~/~~~C . 
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===~fi'i1d1Il'©ndl INlulfIFil 
The newest version of TRS-80's first animated 
graphics game - Android NIM - now with more 
animation and sound! 

Level II , 16K - $14.95 

3Jfi'i1~IIi\~ [iOJI5i § lLu ~~ If\W1© 
"""".dJ Here is a computeri zed 

rept ilian ve r sion of 21 
complete with arrogant 
snakes and appropriate 
sound . 
Level II , 16K $14.95 

Two in one : Game of 
Li fe , at a n astoundin g 
100 generations a min
ute, plus Battle of Li fe 
w ith animated creatures 
and sound. 

(1UJib>~~ ====Le=v=e l=II=, 1=6=K==$=14=.95 

Cubes g i ves you th e so lu t ion t o Instant 
Insani ty®"' , a numbered block puzzle. Drive 
your co m p uter nut s try ing to f i g ure how t o 
arra nge the 4 blocks on your scree ns . Each side 
shows f our di fferent numbers. Level II , 16K 

* In ...... tInunlly(!) I •• P ... k... $9.95 
Brother-. reglsltf1ld !r.aem.rIc 





Get 8 

@J:J@ LOAD 
~·c====~ l~y~U h~~il~: 

time at the keyboard than 
you would like to, and have been missing 

out on some of SoftSide's feature programs, 
We've got a solution! 

46 

Your BASIC software magazine for TRS~80 

On Cassettes 
That's right! Now, all out monthly programs will 
be available on audio cassettes, for only about a 
dollar apiece - SATISFACTION GUARANTEED. 

The price for 6 months of cassettes plus 6 
months of SoftSide magazine is only $38.00. 
If you're already a subscriber to the 
magazine, you can enroll for the cassettes 
only, at a cost of $30.00 for 6 months. 



So, if YOU want to (..")mblOe the best programming 
available for the TR'i 8 with the conveOien e of 
pre 1'e 

• • 
~ ~ -_ .. _--., ca 5 It 

I av 
r o"l.r 

r-------- ~ ---------------, C::OEi:c:'I.'],ft " your BASIC software magazine" • 
....JOILlla~ POBo. .. MilI ... d. NH O)Oj ,1 I 

All RIGHT! Enroll me for b months of 
SoftSide on cassette. My full payment is 
enclosed as indicated below; 

D New Subscriber - $38. 00 D Subscribe r - $30.00 
O Check O Money Order -D Charge to Master Charge/ VISA -=-• I I I I I 1/ I I I I I 

Exp . date ______ _ In te rbank# _ __ _ 

Si gnature---- ---- --- - - --- --
: NAME _ ___ __________ _ 
IADDRESS ____________________ ___ 

ICl TY, STATE ZIP __________ _ 

I 
I 
I 

'--- ______________________ J 
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TREASURE DUNGEON Continued from page 23 

7200 'FIGHT 
Ti83 TM=TIlt1 

less, then the monster is defeated and the program 
goes to the Treasure section. If the player defense 
strength goes to 3 or less, then the player is warned 
that he should escape. If he continues to fight, if may 
fall to 0 and he is dead. 

72&4 CLS=CHi'(38)+CHRS(13). PRINT @ 576, CL.+eL,+Ql'+CL,+Ql$ 
7205 PRINT@ 576, "THE I«lNSTER STRIl(fs AT YIX! .. 
7"21a ~-I'IfI( no-PO IF!'FQ TI£N 11P=2 
7215 FOR X=l TO 300 NEXT X 
722e PX=RIf>(lf'H. IF PX)8 THEN PRINT"THE I«lNSTER HITS YOO": 
E PRINT "THE MOOSTER MISSES" 
m8 IF PX)8 THEN PA=PA-I'X. 1'f)=F1)-PX 
n4e IF PI)(=0 THEN PRINT"'t'OO ARE KILLED !". ENO 
7258 FORX=lT04B0NEXT: PRINT"YOO STRIKE AT THE MONSTER 
7255 FOR X=1 TO 300. NEXT 
7266 PH=l'A-t\{)<lH) IF PtK2 THEN 1'1\=2 

" 

ELs 

7276 MX=OO(PI\H. IF !toe liEN PRINT"VOU WOJND THE _TER". EL 
5E PRINT'A MISS. 
me IF 1'IX)6 THEN MflClM)=I'f1(1I1HIX: J1D(II1)=l'ID<IM)-/'1X 
72ge IF II)(IM){=0 HEN OOTO 7400'OEFEFITED 
7295 IF 1'f){=3 PRINT"YOU ARE SEYERELY _0. BETTER ROO ' 
7300 OOTO 7848 
7399 .' 

ROUTINE: 
LINE: 
PURPOSE: 
PROCESS: 

7400 'TREASURE 

TREASURE 
7400-7490 
Allocation of treasure. 
If the monster is defeated and has a treasure, then the 
value of that treasure is given to the player. Where 1M 
is the monster number, IT=MT(IM) gives the 
associated treasure number, and TD$(IT) is the 
treasure description and TV(IT) is its value. Control is 
returned to the main Command section. 

7462 FOR X=l TO 580. NEXT 
7403. RM<lR)=e' MK=MK+i: GOSiJS 6000 
74(15 PRINT@ 512, "THE MOHSTER IS OEFEATED I". PRINT 
7410 IF MTUI1)=IJ PRINT"'IOIJ FIt{) 00 TREASURE" ooTO 747£1 
7428 PRHn-THERE IS A TREl1SURE I" 

743:0 IT=MH 11'1) 
7440 PRINT TO$<IT) 

4il 

" 



• 

7458 PT=PT.TY(IT) 
74~ PRINT"IT IS IIRTH";'T\IOT). "tnD PIECES. " 
7468 I'fTO").g 
747ll G05UB seee 
7480 G05UB 6000 
7490 RETURN 
8999 ' 

ROUTINE: 
LINE: 
PURPOSE: 

READ ADVENTURE OAT A 
9(1)(}-9290 
Getting the descriptive dungeon data. 

PROCESS: The dungeon data is stored in data statements which 
are read at the start of the program and assigned to 
array variables. This gives a much faster-response than 
fe-reading the data statements each time additional 
information is needed, and doesn't take up much more 
memory space because level II BASIC establishes 
string variable pointers which make use of the data 
lines themselvess. The first items read are the general 
description lines AO$(l-4) and the number of rooms, 
NR; monsters, NM; and treasures, NT. These 
variables are then used to dimension the dungeon 
description variables which are filled by subsequent 
READ statements. 

9000 ' rovOOURE DATA 
9010 PM 1655J,255 
_ RESTURE 
ge40 READ AO$(1),AO$(2),AD$(J),AD$(4),NI\~NT 
9il58 DIN RD$(!~R), !lP$(,jj<,4), RM<Nil) 
ge68 F~ 1=1 TO Nil 
9078 REf!) IR, Rl)S( IR),IW$(JR, 1), RI's( IR, 2), !lP$(JR, l), RP$(JR, 4), R 
M(lR) 

9600 NEXT 1 
91itl DIM I'II)$O-m), t1H(NI'I), I'I!)HlI'I), HHNM) 
9120 F~ 1=1 TO ~ 
9138 REAO IM,MOj(lM),MA<iM),MD(II1),MT(IM) 
9148 NEXT I 
9218 DIN TD$(NT), TV(NT) 
9229 FOR I =1 TO NT 
9230 REA[) 11, TO$(1T), TV<IT) 
9248 NEXT 
9290 RETlRH 
9299 ' 
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ROUTINE: 
LINE: 
PURPOSE: 
PROCESS: 

ROOM DATA 
9400-9475 
Dungeon room descriptions, 
The format for the room data is: room number IR, room 
description RO$(1R), room pointers RP$(lR,1-4), and 
resident monster RM(lR). This is fairly self 
explanatory. The room pointers as mentioned before 
are string variables which point to adjacent rooms in 
clockwise order (N, E, 5, W). The first part of each 
variable gives the adjacent room number (if any) in 
that direction, and the final letter gives the 
wall/passage type key. If there is no number, than zero 
is implied and movement is not permitted in that 
direction. 

9~1a DATA YADVENTURE I 1~ 

9312 [)f\TA PREPARE TO PIS;: 'lOUR lIFE FOR THERE ARE MffiV f>f\NIlERS H 
ERE. 
9314 DATA ORCS AND OTHER MONSTERS HAYE BEEN REPORTED. 
9115 DflTA BEIfIRE ESPEClfllLY THE FIERCE MINOTAUR.,. 
9)17 . R(;)1S, HOOSTERS, TREASURES 
9318 DATA 75,13,13 
94B0 ' R(;)1 DATA 
9481 DATA 1, THIS IS THE ENTRAHCr TO THE OUNGECti 
LIGHT COMES UITO TI£ ROOM THRCtOO-I AN OPENING IN THE CEILING., 2D 
,6P, 1t!f', 4S, e 
9482 [)f\TA 2, A SMfILl ORI' STONE ROOM WITH SOME BONES IN THE CDRNER 
S., ij,W,w,30,a 
94£(;: DATA :;, A LONG RECTRNGULfiR ROOM" 22D, 20, 4C, 140, 1 
9404 DATA 4, A Lfl-ro RECTANGUlAR ROOM WITH MOLD ON THE SOUTH I~LL 
J 3(:, 15, 5[), W, 1 
94135 DATA -5, A SMALL SQUARE STONE BLOCK RCOl" 4[1, 3:0P, 285, H, e 
9406 DATA 6, A LONG WII-IDING CDRRJDOR GOING UP,,/fIR[) , 7P, W. 85, lP, (1 

9407 DATA 7,A NARROW IHHVING CORRIDOR GOING WEST., ~j,27S,6P,22T, 

" 9408 DATA 8, fI GREAT ROUND ROOM ;,lITH A HIGH DOME[! CEILING., 65,26 
[l, ED, 28[.., 2 
9409 DflTA 9, TI£ NORTHEAST CORNER OF A LRRGE L -SHRPED ROOt1, 14S, W 
J lOC, 11e, 0 
9410 DATA 1\1, THE SOUTHERN ENO (f A lfIRGE. L ROOM, 91:, W, 12D, W, (I 

9411 DATA 11. THE !olESTERN END Of L SHAPED F.:Wl, ~j, 9(:, w.. 6SP, 10 
9412 DATA i2, A LONG CURVING PASSft(lE, 10(i, BP, \Ii, W, a 
9413 DATA 13, A LONG CURV1NG PASSAGE., ~.£i, w, W, 12P, e 

so 



9414 MTA 14,A DIRTY ROO'! FLU OF IJ<C SIGHS .• "30.95 ••• 8 
941S [)fITA IS. HERE ARE SIGNS OF PASSAGE t£RE., W, 22P, •• 161>. 8 
9416 DATA 16. THIS OI'ENS lI' INTO A lJlRGE ROOM.. w.l:;O,w.17C, 8 
9417 DATA 17. THE ROOI'I SHOWS SIGNS OF Usc.. , 18(:, If,C, 21P, 630, 8 
9418: DATR 18·1HEk'E fIR!: S(~* ~ SKELTOOS 1N THE NW CORNER.. W. 
19C. 17C.W. 8 
9419 DATA 19, THERE ARE BOOES SCATTERED IllOUT .• '.281), w.lOC. 8 
9428 DATA 28. THE ROOO SI£llS OF ROTTING FLESH., W. W, H. 190, 4 
9421 DATA 21. THE ROOM IS DUSTV AND FULL OF SPIDER WEBS .• l1P.H.! 
lS,J,J, 5 
9422 DATA 22, A WELL USED CC»<RlOOR, 2)P. H. 3D. !SP. 8 
9423 DATA 2},fj LONG NORTH-SOUTH CORRIDOR. I 29P,24D,22P,49D. 9 
9424 DATA 24. A LONG WINDING CORRIDOR. W. H. 25P. 230. 8 
9425 DATA 25. A LONG WINDING C~RlOOR .• 24P, W. 26P. 215. 9 
9426 DATA 26, A LONG WINDING COOlDOR. 25P, bl. H. 80. 8 
9427 [)fITA 27.A _ FLIGHT OF STAIRS 00 1.l'I<ARO TO THE WEST .• H 
,2S(), w.. 7[1, 6 
9428 DATA 28. A NARROW CIJR'IING PASSAGE.. 50. SO. H, w. e 
9429 DATA 29. ALONG CORRIDOR .• m. II. 2)P. w. 0 
9438 DATA l8. THE CORRIDOR ClJR'lE5 FR(JI NORTH TO HEST.. IP. W. II. SP, 
a 

9Hi [)fITA lL A LONG irS CORRIDOR. }2f', 331), 2SP, 4:;0, a 
9HZ DATA 32. T.HE CORRIDOR EIflS., 330. N. liP. W. 0 
9433 DATA 33. A SMAlL SQUARE ROOM., F,340,32D,41O. a 
9434 DATR 34. THERE ARE 51RfINGE SOUNDS IN THE EAST.} j.J. j:JP,!II, 33tl, 
8 

94JS [)fIT.A J5.0EBRIS IS SCAT.TEREO ABOUT., W.H.J7D,)4P. 7 
9436 [)fITA 16, T.HE wALL SEiLS SEHIND YOU., ,. H. N. 325. ; 
9417 DRTft 17, THERE fiRE SOUNOS FROM BEHINO Ttl£ ()OOR., 350. W,].9C. W 
. e 
9438 DATA ~B,fI ROOM OF STONE BLOCKS.) )6D,39D,W.31D, e 
943:3 DflTA ~"9,AH ()RDlNAR'~ RooL 37C, W, W,}8[), £I 
9440 DATA 40,ROUUH STONE WALLS DRIP MOISTURE., W,41C, 42D,W, & 
9441 DATA 41, THERE IS DAMPNESS IN THE AIR., W,}1D,W,40C, B 
9442 DATA 42,»0 SIGNS OF RECENT ACTIVITY., 4BD,W,44C,W, 0 
9443 DATA 4}, THIS ROOM HAS SEEN A 11QNST£R'S LAIR, W, W, 45S, W, 8 
9444 DATA 44, THERE ARE M~'STEROUS MARKINGS (Jfi 11-£ WEST WfiLL) 42C 
,45£>, W, 525, J) 

'3445 Dl1TA 4,),R SENSE OF FORE.BODING FILLS THE RUOIL 4:!:S,11D,W,44 
D. 0 
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9446 DATA 46, THERE ARE ANIMAL DROPPINGS HERE., W. W, 4SC, W, e 
9447 DATA 47, THERE ARE BROKEN SKELTOt6 SCATTERED ABOlll, W, PI, 49[) I w.. 9 
9448 DWTR 48, THERE HAS BEEN PASSAGE THRU HERE., 46C,49P,~58D, @ 
9449 DATA 49,R WIOE PASSAGE., 47D,23[l,W,48P, 0: 
9456 DATA 50, THE LAIR OF THE MINOTAUR, 4135, SiP, 53P, W, 3 
9451 DATA S1,R MAZE., 50P,51P, 54P, 50P, 0 
9452 DATA 52,F\ MRZE., 51P, 44S, 55P, 51P, 0 
94~E DATA 53, fj f1A2E., SaP, 54P, 53P, 50P, a 
9454 DRTA 54,fj I'lflZE., 51P, 54P, 57P, S3:P, 6 
9455 DATA 55, A ~lAZE" 52?. Ii. 58P, 54P, f1 
94~~ DATA 56, A MAZE., 53P, 57P, 59P, 53P, 8 
9457 DATA 57,F\ MAZE., 54P, 58P, 59P,56P, a 
9458 DATA 58, A LAB~'RINTH" 5SP, 48D, 57P, ~,7P, 0: 
9459 DATA 59, A HAZE., 56?,57P,61C,56P, 13 
9468 DATA ""CLEAR, 61C,60C,6~~60C, e 
9461 DATA 61,CLEAR, 59C. 63C, 60C, 62C, a 
9462 DATA 62, KEEP OUT 
CONSTRUCTION SITE, 61C,G1G, 6ec, 64D, e 
9463 DATA 63, ~STRfllGHT At£f(l LEADS TI£ Wff\!, 
OTHER WAYS WILL GO ASTRfI/ " GiG, llD.60C, 6iC, 8 
9464 DATA 64, THERE ARE TOOLS I'W BRMN ROCK SCATTERED fiBOOL, 6 
lP,62D,6BP,P, 11 
9465 DATA 65, A SPRING fLIliS (m OF TIE ROCK fN) OOWNHILL TO THE 
WEST., N, liP, .. 66/', e 
9466 OHTA 66, THE STREfI» DISAPPEARS IJI«R TI£ WESTERN WALL, .. 65 
f',67P, 685, a" 
9467 DflTA 67,A PASSAGE ClIRVED OUT (f 11£ ROCK,} 66P,7eD,72{).69D. e 
9468 DATA 68, HE STREAI! fLOWS TIIRU A _ CRACK IN THE FLOOR, 

W,66[),W,W;. 12 
9469 DATA 69, BellES fINO SKELT(06 ARE E>U\'WHERE., W, F, 71S. N, a 
9478 DATA 76,SOME EMPTY BOXES LIE ABOUT" W,W,W.67D. e 
9471 DATA 71, HE WALLS ARE ROUGH HEWEN STONE., W, lie, W, W. e 
3472 DATA 72. A LARGE ROOM_ J 67D,73t.74C,11C, iii: 
9473: DATA 73, DUST LIES THICK HERE., w. w, W, 72C B 
9474 DATA 74. ,72G),I, 101. 75P, 0 
9475 DATA 75, BONES fIND STONES Ff(£ SCATTERE(J ABOOT., W.74P. W.w.. 13 

ROUTINE: 
LINE: 
PURPOSE: 
PROCESS: 
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MONSTER DATA 
9500-9513 
Monster descriptions. 
The format for the monster data is: monster number 
1M, monster description MO$(IM), attack strength 



9500 'MONSTEPS 

MA(lM), defense strength MO{lM), and treasure 
number MT(IM). 

95il1I)f\TA 1, FOUR ORCS ARE 1JIftII1NG 00 R GIU'oE, 7, 6, 1 
9502 DATA 2, T~EE SKELETONS mE OUT OF C1lFF1NS, 6, 5, 2 
9503 DATA 3., A SAIlF6E MINOTAUR RUSHES FIT YOU !, 11, 11, 3. 
9584 DflUI 4, FIERCE CARRION EATING G!iOiJLS RUSH FIT '1'00., 7, 5, 4 
9505 DATA 5,ft HUGE SPIDER DROPS FROM THE CEILING., lij,5,S 
9506 DATA 6,ft LARGE POISONOUS C~NTiPEDE COMES OUT OF A CRACK IN 
THE WALl., 6.. 2.. 6 
9507 DATA 7,A BAND OF TROLLS IS ~UNCHING ON BONES., S,r,7 
9598 DATA 8,R LRRGE GREEN C£NT1P£DE LIKE CRERTURE IS fEEDING OfF 
A CORPSE., 9,4,8 

9539 DATA 9, A LARGE BUGBEAR RUSHES OUT TO CRUSH 'T'OU I, 9,8,9 
951121 DATA 1&, A GIANT RflT RUSHES OUT OF H HOLE. IT LOOKS HUNGRY. 
, 5,3,10 
9511 DAIR 11, SOMES [)WARVES WlTH PICKS AND SHOVELS RRE TUNNELlNG. 
, 5,5,11 
9'512 OOTA 12, A LARGE SNF!K£ COMES OUT OF THE WflTEF.:, 5,3., a 
9513.: DATA 13, Ali DELIGHTED OGRE THINKS HIS DINHER HAS ARRIVED I, 

S,7,j3 

ROUTINE: 
LINE: 
PURPOSE: 

TREASURE DATA 
9600-9613 
Treasure descriptions. 

PROCESS: The format for the treasure data is: treasure number 
IT, treasure description TO$(lT), and value TV(lT). 

_ 'TREflSURE 

9601 OOTA 1, R _L WOOi)EN CHEST CO«TfilNS SJ11E laD ,156 
96Q2 OOTA 2,ONE SKELETON HEARS R SWORD NITH A JEWELED HILT ,90 
%83 DATft },ft rEAP OF SILYER AND GEMS AWAITS YOU. ,230 
96a4 OOTA 4, THERE ARE SOME OllNS IN THE RlotllilSH., 4. 
%85 DATA 5,lHERE IS A LARGE SAPHIRE IN THE Sf'W€R'5 BELL't'., 200 
%06 DATA 6., THERE IS A GOLD COIN IN H CRHCK IN THE FLOOR., 1 
%97 DATA 7, THERE IS A (i(.!J)D SET OF CHfilN !'\AIL IN THE CORNER., 12~, 

9600 I)f\TA 8, \00 fiND A Sl1RLL PlO<PLE GEM., 68 
9689 DATA 9, R BOX C> TRINKETS fIND C1lf'f'ER PiECES., 26 
%10 DATA 10, IN THE RAT·$ HOLE IS fl SHUN BRACELET., 50 
9611 DATA ii, THE'! RUN AWA¥ AND LEAVE THEIR TOOLS BEHiND., 5 
9612 DHTA 12, NONE. 0 
%B DATR 13, THERE IS A BOX Of COINS ANI) TRINKETS., 128 
9999 END 
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by Dean C. Westervelt 

You may never have heard It called "immediate mode" but you 
have used It often·- every time you tell your TRS-SO to RUN, LIST or 
EDIT. Did you know that nearly all of the instructions which you 
would normally include In a program can also be used In "immediate 
model " ? To demonstrate, type in the following mini-program: 

FORI = 1 TO 10: PRINT I: NEXT 

When you hit (ENTER), the digits 1 through 10 are printed In a 
verticat column on the teft side of your screen; the immediate mode 
executes this program -- even if you have a resident program In 
memory! 

You can use this technique to help in debugging programs. After a 
RUN, ask your computer for the value of the variables in your 
program. Just type: 

PRINT X (ENTER) 

You will immediately see the latest value lor X. This won't work if 
you have just performed an EDIT because editing resets all variables 
to zero. You can even type PRINT X; Y, Z and get the requested 
multiple print-out, with the usual BASIC format as specified by the 
semicolon and the comma. 

Multiple-instruction statements like those In the FOA·NEXT loop of 
the first example give you a strong debugging power, especially 
useful if you are writing machine code or assembly language. For 
example, if you need to know the contents of severa l memory 
locat ions , just use something like: 

FOR K = 15361 TO 15380: PRINT K; PEEK (K),: NEXT 
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Twenty entries will be printed, each consisting of the memory 
location, K, followed by a one, two or three digit decimal 
representation of the contents of that location. In some cases, this 
may work even better than T -BUG. At least the values are in decimal 
-- not hex. 

If you wish to rewind a tape or preset it at a given point, use 
immediate mode. You won't have to unplug the remote control cable 
if you use: 

OUT 255,4: FOR K = 1 TO 15000: NEXT 

The Out 255,4 starts the tape recorder (provided you have previously 
pushed the appropriate bulton). The recorder will continue to 
operate while the timing loop is running, about 30 seconds. You can 
increase or decrease the time by changing the 15000. You might even 
substitute a large number like 1 million and control the shut-off 
manually by pressing the (BREAK) key. 

Here is a neat trick to use when debugging a loop in a program; 
type in the loop, but omit the final NEXT. Perform a RUN. The 
program will go through the loop once and then stop -- it ran out of 
program lines. Now, in Immediate mode, you can type NEXT 
(ENTER). The loop will be executed again! When you are working 
with nested loops, and after the last performance of the innter loop (a 
place where you might eventually have NEXT: NEXT), the machine 
won't do anything when you enter NEXT. In that case, It Is waiting 
for you to type in another NEXT so It can execute the outer loop. 
When you feel that the loop is completely debugged, add the NEXT 
statement to your program and proceed from there. 

One more thing; you don't need to type RUN to start a program; 
you can also use something like GOTO 100. Under this command, 
your variables are not all reinitiated to zero as they are when you type 
RUN. This can be a real advantage if you wish to initiate a variable at 
a given value. Something like the following will do the job; 

x = 3: GOTO 100 

Don't forget the Immediate command CONT which tells the computer 
to continue with the program from the point at which It was 
interrupted by an error, a STOP instruction or by your hitting the 
(BREAK) key. 

Hope you are able to use the "immediate mode" and that it will 
help you in debugging. Let me know of any novel and interesting 
uses you find. My address is; 

D. C. Westervelt 
R.D. #2, Box 171 
Acme, PA 15610 

I1I11111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111111 
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GROWING WEARY 
fracing Unstructured 

BASIC Programs 

Intraducing ... 
MMaFIJFlTH 
THE LATEST IN A HIGH-LEVEL LANGUAGE SOFTWARE 
DEVELOPMENT SYSTEM. 

MI'V'ISFORTH is a new version of the powerful, fast, and 
structured FORTH language, specifically written for the 
TRS-BO, and offers such features as: 

• Double precision integer math 
• Reverse polish notation 
• Blinking cursor, auto-repeat keyboard 
• Virtual Memory! 
• Editing capabilities similar to Level II 
• Supports 2-80 assembly blocks within the FORTH 

structure 

MMSFORTH is available in two versions; a complete version for 
disk systems and a close approximation to that version which is 
designed tor the Level II, 16K tape system. The disk version 
offers' 'virtual memory", supports one to four disk drives, does 
not require any other disk operating system, and also has both 
disk and tape input/output capabilities. 

TAKE ADVANTAGE OF A POWERFUL STRUCTURED 
LANGUAGE WITH THE EXECUTION SPEED OF A 
COMPILER. 

""M~FOR"'H Ilmil T' F. 



The MMSFORTH sy.Hem diskette or 
cassette tape provides for the expansion of 
FORTH commands by the user. There are 
many programs and routines provided as 
examples of FORTH programming, such as : 

Routines For: 
String Handl ing 
Graphics 

Programs For: 
Game of Life 
Checkbook Balancing 
String Sort File Sorting 

Screen Pr inting Number Guessing Game 

The TRS-SO Software Exchange intends to fully support the 
introduction of MMSFORTH with the development of 
supporting application modules. Early MMSFORTH projects 
are: 

floating-point package· 
assembler/cross compi ler to provide· 

standard TRS-80 load modules 
large f lexible mailing list system· 

generalized data base management system· 
word-process ing package (FORTHWRITE). 

MMSFORTH, by Miller Microcomputer Services, includes 
i!ltroductor y documentat ion with further references to the 
MlcroFORTH primer of FORTH, Inc. Th is manual is an 
invaluable reference for the FORTH programmer, and can be 
purchased separately by anyone desiring more information on 
the FORTH language structure. 

30-DAY INTRODUCTORY PRICE 
MMSFORTH cassetleversion, Level II, 16K 
MMSFORTH disk vers ion , Level II , 16K 
MlcroFORTH primer 

$45.00 
65·00 
15.00 

TIIT'~!i:~~ ",~~f~i~~~! H~!~h~~cr 
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LEVEL I • 
In 

_ .... ,~ v. runs under DOS or Level 
II BASIC. It Is raloealable 

your control , and so 
be used slmulta-

'\';~~::'n:Wlth .,ther , I language 
programs. 

" ,,;,,;,~' euel'! ... Tele'~pe 33 or 

EXCHANGE PROGRAMS WRITTEN 
IN BASIC W ITH OTHER COM 
PUTERS From th, Sore"er to the 

LEVEL II by APPARAT 

Remember the Good Old Days? . . You can recapture them I 

Level I BASIC inter preter loads in top 4K of any 16K Level II 
TAS-80. A l lows unmodified load, run , and CSAVE of Level I 
programs - no corwersion hassles! Great for teaching beg inners, 
young and old , to program in BASIC. 

"System" tape I Level I for Level II . 16K · $15.00. 

TIE TR.-eo 'oftwa.e Eachange 
11 8 ...... CII" DrIft MIlIotd, _ HMlpefI.... 030105 



E GIIEER 
by David Bohlke 

The object of this game is to construct a bridge connecting the two 
blocks at the top of the screen. To do this, you must place your beams 
In accordance with the inspector's specifications. You may work 
alone, or saveral players may compete to see who can construct the 
bridge in the fewest days. 

You will discover a thing or two about construction (the right end of 
the beam must be supporte1) and inspectors (who mostly get In the 
way), 

Thai bridge inspector is a pesky devil. The higher the bridge 
construction gets, the more he makes a nuisance of imself. No new 
beam can be placed above the level of his feet, and he tends to dislike 
heights. If you let him get you in a corner where you cant place a new 
beam, you have to give up and forgeit the game. 

A relatively short, easy game, but still plenty of stimulation; and it's 
unique·· we know of nothing else that is even similar. 

113"************** 
.. SOFTSIDE PRESENTS * 
* OOIteR >I: 

* 8'1' DA\lID BOHLKE * 
*********'***** 

23 ClS:DEFINTA-Z 
J0 PRlNT@2l,"E N GIN E E ~'PRHiT 
40 PRINT"TO B£Cll'IE fIN ENGIN£ER, YOO ~JST ClINSTRUCT R TRESTLE ~I 
OOE' 
50 PRINT"COOIECTl/ll THE TWO BlOCKS AT 11i£ TOP (If THE SCREEN. TH 
IS" 
6B PRINT'IS DONE ~I PlOCINI] B£AMS IN ~ WITH THE INSl'ECT 
OWS" 
1B PRINT'SPECIflCflTlOOS. JUST 1'10'.[ THE BliNKIMl GUIDE TO THE PO 
SITJON" 
00 PRINT'\OO W1~ TO PlOCE 11i£ BE/II1. THEN ENTER THE DIRECTION I\) 

U IfWT" 
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lIII PRINT'TO SET 11£ IIEAft \'IXR 5T11!TINl POSIlIOO IIJST BE IlEI.IlI 
11£' 
100 PRINT"INSPEC1~' fEET. SEVER!L PlfI'IERS I!R'I ClIIf'£T£ TO SEE 
IfK) CIIf" 
ill PRINT"COOS1RI.(T THE BRIDGE IN 11£ fEIEST DAYS. ":PRINT 
128 PRINT"DRYID J. B!IUE COOOON, IA JAN!2, 1979" :PRINT 
138 PRINT"PRESS _ TO BEGIN ... '; : ItFUTZHl.5 
148 PRIIfT@128,STRItm(4.191); :PRINT818S,STRItm(4.191); 
158 ReI "* SET CIJIV(IlI *** 
160 fffiX08T0127 :SET(X-43) :NEXT 
179 '108: Do114:X06 
180 SET(X'2, Y): SEmt3, Y) :SET<XtO-2, Y) :SE1(XtO-J, Y) 
Il111 SETO(' Y) :SEHXtO, Y) :SE1(X'j, Y) :SET(XtO-L Y) 
280 V=V'I.IfRND(9»2THENX=X'I:o-D-2 
218 IfI'4J60T022!El.5EGOT0180 
220 X"45tt111D(]0):\'=42 
238 GOS.il18Je 
248 1M!NI)(S0)t48:N08 
2S0 PRINT!2VE N GIN E E R"; 
268 Ifl'QINT(l1-NtI)GOTIl2OO 
27e N--Ntl: GOT_ 
288 _10: IfN<9_ No8 
298 SET(I\,N):SEHKtl,N) 
388 REM *** POSITIIlf BEfII1 *** 
318 PRIHT@968. ~IU.'E GJIDE: "; OR$(93); ~ =LEf1 H; OR$(94)i· 
=RIGHT .; OR$(92);· ~.; 
320 CS=Itf(E'I$: IfC$='"RESEHIL N) :RESET(Ktl, N):G0T0290 
330 IfASC(W_TOl8ll 
348 lfASC(W'OOOT0400 
l5e IfA\C(C$)o100010420 
J68 0010299 
379 REI1 *** SET BEAt! *** 
300 IffOINH",2, N)ooT0440 
J9Il RESET(I\,N) :RESET(",I,N) :_2:0010299 
40Il Ifl'QINT(tH, N)OO10448 
410 RESET(I\,N) :RESET(",LN) :_2:0010299 
420 Ifl'QINT(M, Nt1)GOI0448 
430 RESET(It to :RESETWL N) :"*1 :0010299 
440 PRINT!%8,CIIl$(31); :AS=Itf(E'I$ 
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458 IFlKII'RINT!960, "SliCK MUST START BELOII INSI'£CTOR"; .RESEHM,N 
) :RESE1("+L N) :fORI-1 T01000:NEXT .GOT0240 
46il PRINT!%0, "PRESS DlREClJOIi TO SET IIEIlM (I-J)"; 
470 PRINTi761, P1 2·; :PRINT@S25,CHR$(140)j· r.i :PRIHT@SS7, uN 
R. ", 
400 C$-INKM:lfC$-""1HEN400 ELSE MAl(CIl 
490 If D<1 OR D>J GOrD 44il 
500 PRINT@761, " "; :PRINT@825, " 
510 _:I11'M:ttl-N 
52lt FOR 1-1 TO IS 
530 IF ")122 OR N(4 OR tK2 OOTO 628 
540 SET(ltN):SEHM+l,N):SEWI'2,N) 
558 IfPOINHIt+J,N) THEN m 
S60 III D OOTO 570, 580, S9O, 600 
570 1=1+00(2) :N-N-l: 11-11+1 :OOT0610 
580 _2:_1:GOTO 610 
590 _2:GOTO 610 
600_2:_1 
610 IEXT I 
628 IFPOINT(It+2,N-1)-l OR M GOTO m 
638 PRINTI!%a CIflGl); :tl-M:tFN1 
648 tIEII ... IlLEGfI. PLII:EIEHT ... 

'; 

658 PRINT!968."TI£ RUM EN> Of TI£ IIEIIt ttJ5T IE !U'ro!lEJ) !"; 
660 FORI-lT0666:1EXT 
670 FORI-lT018:RESE10\' N) :RESE1(I\+J, N) :RESE1(It+2.N) 
688 0Ii D OOTO 690, 700, 710, 720 
69Il N-N-i:OOT0739 
7118 _2:_1:GOT07Jll 
718 _2:GOT07Jll 
720_2:_1 
7JIl IFN<2IlOT0758 
740 IEXTI 
75e PRINlI!IJJ2,"DfI'/ ";0Il; :PRINTI%0,CIfl(l1); 
768 GOT0240 
m PRINTI!!168, CIfl(31); 
700 tIEII ... IIlYE INSI'£CTOR -
i'9O PRINT!968. "INSl'£CTIIIl ... "; 
1188 IF JIo0 1IfN IF1 aSE JIo0 
818 fORI-I TO 00(40)+18 
S28 00SI&1J5II 
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838 IF lF1 OOTO sse 
84tI I FPOUtT< X-2, V+1)=Mf.lPO I NT (X, '1'-1-1 )=9fi()pI)INT (~+2. '1'+1 )=6tteN= 
'1'+1 :0010918 
~ IFP1lIHT(X-l, V)~NX"X-l : 00T0918 
868 IFP1lIHT(X, V-l ) ~Tl£IIM-l : 00T0918 
878 ooT0918 
S88 IFPOINT(X, "I'+1 )=!AmIINT (X+3.. Y+1 )=0TI£NV=Y+i : ooT0918 
898 IFP1lIHT(X+ J, V) ~TI£~~"X+1:00T0918 
ge8 IFP1lIHTO(' \'-I )"9TllEW"Y-! :OOT0919 
918 00StE!9J8 : IFV<6 OR X(B ffi )()122 OOTO 938 
929 I£XT I 
938 PRIHm68, Dfl(J1), 

949 PRIHTi!6)2, 'JIf\'/ '; Of\; 

S'S9 REIt ... Cl£CK FOR cntUTED ERIIXI *** 
968 Fffil"!5TOU;STEP5 : fffiJ~Toe 
978 IFP1lIHT(J, J)OOT0996 
ge8 I£XTJ :OOT024e 
990 I£XTI 
1800 PRIHT!968, Dfl(J1 ), 

1818 PRIHT!968, '\'(JJ'I{ F1NISI£D' PRESS ~" fOR IHI 
1l£R !BE "; :IIflUT2S:RltI 
1928 ROI *** SET ItG'E(:TfR ... 
1838 SET()(' Y) ; SET (X+1., '1'-1 ) :SET(Xt2. '1') : S£T<X+L Y-3) 
1848 S[T(x, V-/) :S[T(X+j, \'-2) :S£HX+2, V-/) :R£T\MI 
1950 RESEW<. '0 : i1:E!fHX+L '1'-1): RESEHX+2, '0 :RES£HX+i, V-3) 
1960 RESET(X, '1'-2:' :RESET (Xti, 1/-2) :RESO (X+2, '1'-2) :RETIlm 
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STBO-the Smart 
Terminal Program

just got SMA.RTER!! 

STOOD contains extensions for disk 
drive systems to exchange fi les with a 

timesharing computer or another TRS-SO . 

USING ST80D, your TRS-SO can do all this a nd more: 

• Gather and pre-format data, store it on disk, then 
transmit it to a times haring computer for processing . 

• Processed data fro m the timesharing computer can 
then be sent back to the TRS-BO. 

• One TRS-80 can generate a data base and share it with 
another T RS-OO thousands of miles away by te lephone. 

• Users may customize their terminal program by 
redefining the translation tables. Conversion from one 
set of tables to another takes only seconds. 

• Auto logon feature sends your account name, number 
and password upon request. 

• STOOD can transmit any type 01 TRS-80 ASCII file, 
includ ing BASIC programs stored in ASCII forma t, and 
most BAS IC data files. Binary files can also be 
transmitted from one TRS-80 to another, allOWing even 
machine language programs to be sent over the phone. 

ST800 is a practical, full-feature terminal program that 
has been used on a variety of timesharing systems. 
These include IBM 370, Honeywell Sigma/6, Harris/7, 
DECSYSTEM 20, Dartmouth Timesharing, CDC Cyber 
and HP 2000 

If you're looking for a professional quality product, 
not an amateur program, then order STOOD today! 

For 32K 

disk systems -'IIIII1!I11!11I1. S79.95 
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Hynes Auditorium, Boston 
I=ri . Sat. & Sun. 

Based on the well-

Sept. 28, 29 & 30 

Recommended for 
8m,,11 Businesses 

known Dome Book
keeping System. Posts 
expenses to as many as 42 
accounts (whicH you 
customize). Produces 

by Miller Microcomputer Services 
and Roger W. Robitaille, Sr. 

and line printer reports 
year to last week, th is week, year to date; 
supports cash system of accounting; 
stores data on disk for fast retrieval. 

Available for 32K 
Disk Systems - $24.95 

TJE TR.-eO loftwal. khang. ".""cor,,,, ... ....... ,N ... ... ...... , . ..... 



TIRED OF DISK ERRORS? 
STOP BLAMING YOUR DRIVES 
FIX YOUR DOS! 

NEWOOS, by Apparat, is the third generation d isk operating 
system for your TRS-BO. NEWOOS corrects over 70 errors and 
omissions in TRSDOS 2.1 and disk BASIC, yet the two are 
completely compatible l Programs and files saved under one can 
be used with the other interchangeably. GOing from TRSOOS 
2.1 to NEWDOS is l ike going from Level J to level II more 
power, more convenience, greater speed 

NEWDOS 
• Use all DOS commands 

(incl. directory) in BASIC 
Automatically load and run 
a BASIC program 
on power-up 

• Produce variable cross
reference tables 

• Open 'E' to add to 
sequential files 

• Append files 

• Use your line printer as 
a screen printer 

• Renumber BASIC programs 

• End keyboard bounce 

NEWDOS+ 
Editor/Assembler for disk. 

Disassembler. 
(Z80 machine code) 

LM Offset-allows transfer of any. 
system tape to a disk file 
(automatically relocated) 

BA51Cl-Level one BASIC. 
saved on disk 

L V1DSKSL - not a typo, this. 
saves and loads BASICl 

programs to disk 
DIRCHECK -tests and lists. 

disk directory 
5UPERZAP-display/print/modify. 
any location in memory or on disk 

And, best of all, say goodbye to system crashes, lost data and 
wasted time caused by your old, bug-ridden system software. 
Apparat's NEWDOS is fully documented and available for 
orily $49.95. NEWDOS+. Just$99.95 

NOTE: Use of this software may require documentation 
available only with the purchase of Radio Shack TR$D05 2.1 
and/or the Radio Shack Editor/Assembler . 
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1i1.~ Balket 
'". , ,CATALOG 

GAMes 

,t,CCESSORIF! 

, 

C1!Mf1 ~,' 
Wufare I 4-gam'e 'antho logy, le
vel II , 16K 57.~ 
Backgammon br ., Scott Adams 
l evel l! , 16K $7:.9~ 
X-Wing Fighle,'r II by Chris 
Freund l evelll ,=.16K $9 .95 
Ta ipan by Art Canfil - l eve l II. 
16K $9.95 . 
Cribbage by Roger W . Robitaille, 
Sr . levellorll, 16K S7 .95 
Sargon Chess by Dan & Kathe 
Spracklen level II , 16K $19 .95 
Chess Compan'i-o" by Michael 
Kelleher l evel tl ~ 16K $7.95 
Three D Tic Tac Toe by Scott 
Adams level lor II , 16K $7.95 
Concentration by lance M icklus 
level I or II , 16K $7 .95 
Amazin' Mazes by Robt. Wallace 
level l! , 16K S7 .95 
Time Bomb by David Bohlke 
level I or II . 16K $4,95 
Balloon Race by Dea n Powell, 
level II , 16K , 59 .95 
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ACCESSORIES 

ACCl£$SOflIES 

Sna ke Eggs with sound by Leo 
Christopherson l e vel II, 16K 
$14 .95 
Life Two by leo Christopherson 
with Sound, Level l! , 16K $14.95 
Android Nim with sound by Leo 
Christopherson level II , 16K 
$14.95 
Cubes by l eo Christopherson 
l evel l!. 16K $9 .95 
Mastermind II by Lance Micklus 
57 .95 
M,lStermind II source list $20.00 
Robot/Breakaway Came duo by 
Lance Micklus leve l II , 4K $7.95 
Tycoon by David Boh lke level II , 
16K $7.95 
Slalom by Denslo Hamlin level 
)1, 16K $7 .95 
9 Games for Preschool Children 
by George Blank level II , 16K 
$9.95 
Ten Pin by Frank 6. Rowlett, J r. 
level II , 16K $7 .95 
All Star Baseball by David 
Bohlke, Level II , 16K $7.95 



, 

End Zone by R. W. Robitai lle, Sr. 
level r or II , 16K $7 .95 
Atlantic B .. lloon Crossing by 
Dean Powell Level II , 16K SpKial 
price, 59 .95 
Space Battles by level IV, l eve l 
II , 16K Tape or 32K Disk , Tape 
$14 .95, Disk - ' 19.95 
~tar Trek III.) by lance Micklus 
level l! , 16K 514 .95 
Dog Star Adventure by l ance 
M icklus LevellJ , 16K 59 .95 
Adventures on tape by Scott 
Adams level II , 16K Choose one: 
Advent ureland. Pirate's Cove, 
Mission Impossible, The Count, 
voodoo Castle, 514 .95 . 
Adventures on dislc by Scott 
Adams. Pi rates Cove pl us Adven· 
ture land, or The Count plus 
Voodoo Castle for 32K disk 
system S,24.95, 
Now i n m achine lang uage fo r 
faster and easier response. 
Safari by David Bohlke Level II, 
16K 57 .95 
Treasure Hunt by Lance M icklus 
Levell or II , 16K 57.95 
' Round the Horn by George 
Blank Level II , 16K S9 .95 
Pork Barrel by George Blank 
Level II , 16K S9 .95 
Kamikaze by Russell Starkey 
Level 11, 16K S7 .95 
All Star Baseball by Dav id Bohlke 
Level I I, 16K $7 .95 
Air Raid by SmaU System Soft
ware Level l or II , 4K S14.95 
Barricade by Small Systems 
Software. Machi ne la nguage -
$14 .95 . 
Journey To The Cente r Of The 
Earth by Greg Hassett . Level II , 
16K Tape $7.95 . 
Penlominoes by Solomon W . 
Golomb . Level II , 16K - S9.95 . 

Inventory 2.2 by M . Ke lleher and 
R.W . Robita ill e, Sr. 16K disk 
systems $59.95 

Inventory System 2.3 by M . 
Ke ll e he r . Improved ve rs ion , 
$79.95 
Inventory ' 5 ' by BUS-80 level II , 
16K · Tape - $24 .95; 32K Disk -
\39 .95 

Payroll by Stephen Hebbler for 
disk systems 32K $59.95 
Accounts Receiv.ilble II by S. 
Hebbler 32K di sk syste ms $79.95 
Appointment Log by Michae l 
Kelleher l evel II , 16K $9 .95 

General Ledger I by M . Kelleher , 
requires 32K Disk, $79.95 
Mail List II by BUS-SO 32K disk 
syste ms $99 .95 
Small Business BooIc.kecping by 
R.W . Robitaille , Sr. l evel I, 4K 
or Level I I, 16K with journal 
\22 .00; without journal S15.OO 
Small Business Bookkeeping for 
Disk by M iller Microcomputer 
Services and Roger W . Robi 
tai lle, Sr., 32K Disk. With 
Journal $31 .95; without journal 
$24 .95 

l'tIH3 [il'"I) tfit·1H 
Calculator by R. W. Robita il le, Sr . 
Level I or II , 4K $2.95 

Moving Signboard by Circle 
Enterprises Level I or 11 , 4K 
S9.95 
Histograph/ Su ltergram by Gary 
S . Breschini. Le ve l l!, 16K S9 .95 . 
Simple Simon by George Bl ank. 
l evel I!. Written in BAS IC. $4.95 

Math Drill by K .L. Brown Level 
II, 16K $4 .95 
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RPN Calculator by Russell Star
key Level II, 16K $9.95 
Ham Radio by Michael Kelleher 
Level II, 16K $9.95 
!-lam Radio ARS 1.1 for 32K disk 
$24.95 
Electronics Assistant by John 
Adamson Level II, 16K $9.95 
Preflight by Stephen Hebbler 
Level II, 16K $20.00 
Basic Statistics by Steve Reisser 
Level II, 16K $20.00 
Drill Masters by Computer 
Graphics - specify title desired 
Level II, 16K $7.95 EACH: 
German, Chinese, Russian, Ital
ian, Spanish, or Music Theory, ' 
keyboard-80 by John Adamsoj}, 
Level II, 16K $9.95 

lil~ ,ft-IIT1I' 
Typing Tutor by 80 US. Level U; 
16K - $19.95 
Seuets of the Tarot by John T. 
Phillipp. Level II 16K $9.95. 

Biorhythms by Frank B. Rowlett" 
Jr. Level lorll,4K$4.95 . 
Personal Finance by Lance Mick
Ius. Level II, 16K $9.95 
Advanced Personal Finance l>y' 
Lance Micklus For 32K di$,K. 
systems $24.95 . 
Home Financial Management by 
Michael Kelleher Level II, 16:K 
$9.95 .. 

UTILITIES 

NEWDOS by Apparat $49.95 
NEWDOS+ by Apparat $99.95 
Three Monitors for Disk by SmaU 
Systems Software Disk for 1"6 
through 48K (all on one) $29.95 
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KVP Extender by Lance Micklus 
Tape, $24.95 Disk, $29.95 
KVP 232 by Lance Micklus - KVP 
adapted for the TRS-232. 
Tape $24.95 
ST80 Smart Terminal level II, 
16K $49.95 
STOOD SMARTER Terminal for 
disk systems $79.95 
Micro Text Editor by Don Coons 
Level fl, 4K or 16K $9.95 
Textoo by Frank B. Rowlett, Jr. 
For 32K disk systems $59.95 
8080-Z80 Conversion level II, 
16K $15.00 
Renumber by Lance Micklus 
Level II, available in 4 through 
48K (specify when ordering) 
$15.00 
Renumber source listing $20.00 
Renumber on Disk air versions on 
diskette$25.00 
Machine Language Monitor by 
Small Systems Software level I 
or II, 16K $26,95 
Electric Pencil by Michael 
Shrayer. Powerful machine lan
guage word processing system. 
level II, 16K tape $100; Disk 
version $150. 
Level III BASIC by Microsoft. 
$49.95. 
Level I In level II by Apparat. 
Level II, 16K - $15.00. 

For more detailed descriptions 
of our TRS-80 software and 
accessories, send for the TSE 
catalog - it's free! Write or 
call today for your copy: 

TRS·SO Software Exchange 
17 BriarCliff Drive 
Milford, NH 03055 

603-673-5144 
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Fortran by Microsoft, 32K, 2 IH;hl~lltrlhIJ 
Disks - new low price $195.00 

MMSForlh by Mill., Microcom- MOE!}'!-) 11 If] 
puter Service. Powerful new cassettes boxes of ten each. 
compiled language - cassette C-JO, 56.50 plus $1.00 shipping; 
version, level II, 16K - $34.95; C-l0, $7.50 plus $1.00 shipping 
Disk version, level II, 16K 

Diskettes Dysan, box of 5, $24.95 44.95, MicroForth primer $15.00 
plus $1,00 shipping; Verbatim, 

System Copy by Kalman Bergen. box of 10, $34.95 plus $1.00 
levei II, 16K $9.95. shipping 

1ft. Ie J :f"l!l Diskette Siorage Box $5.00 
• -- - - . ..:.. TRS 232 by Small Systems 
Sargon Handbook by Dan & Hardware _ $49.95 
Kathe Spracklen $14.95 plus Percom Disk Drives single or 
51.00 shipping dual, for TRS-80's. Single drive, 
The BASIC Handbook by Dr. $399.00; Dual drive, $799.00; 
David A, lien $14.95 plus $1.00 Cable (required) $29.95 
shipping 'Floppy Armour Till Protective 
ZOO Instruction Handbook by envelope for shipping floppy 
Scelbi Publications $4.95 disks, 5-pack _ $4.95 plus $1.00 
The Little Book of BASIC Style by shipping & handling 
John Nevison $5.95 plus $1.00 16K Memory Kits bV Ithaca 
shipping Audio. 16K RAM's $99.95 
TRS·80 Assembly Languolge Pro- .----'--;:-:=:::::::-;-;;;;--_-, 
gramming by William Barden, Jr. IMPORTANT 
$3.95 plus $1.00 shipping and 
handling • No sales tax. 

• All C.O.D. 's or special delivery 
orders are a minimum of $5_00 
for special handling • 

• When ordering Percom, please 
add $5.00 [each) packaging and 
handling fee. 

WANTED: Used TRS-SO equip
ment! We buy and sell used 

Call or write for 
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a~ ' ;you. BASIC sollwa.e m.zlne" 1 
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Rus h me the next 12 issues of $oftSide. 
D USA b ulk .$181 yr . 0 $32-2 yrs. 
O U$A first class $25' yr . 

DCANADA/ MExrCO $251 yr. 
O OVE R$EAS iJ.i rmaiJ $30 1 yr. 

D APO/OVERSEAS surface $25 1 yr . TelephoM your thfo.g& card order! Call 
~- our SUOs<;riptionoUice Monday through 

I. Credit Card -_"s..< Friday9:3010S:30(EaS!erntime)at 
603-{IT3-5144 

I :1 
1 Exp. Date ___ lnterbank # (M/C onlyl ___ _ 

: S;gnf ure----------_----
1 Name-----------__ -_~ 
: AdJress- _ ______ _ __ ~ ___ _ 

I l \Y State ZIP 
I Please remit In US funds ONLY 
-- ----------------------
- ------ - ----- - -- - - - -"- - -- - --

Ready to get serious' SUBSCRIBE TO PRQG/80 the magazine 

dedicated to serious prog rammers ... beginners to profess ionals 

SUBSCRIPTION RATES . Gr" ue, per y .... 
Canada 

Bulk mall - 515.00 Mexico 

"ME Subscriptiol" Order Form 
AOORESS ____________________________________________ __ 

C,,"' __________ STATE ______________ ZO, ___ _ _ _ 

Telephone order~ accepted lor Master Charge or VISA aocounls. C<l1I MOnday through 
Frida y, 9 :30 to 5:30 EST at 603-673-5144 

_ _ __ __ _ _ ~JlQX_~~~~~D~ f!H_OlO~5 _ ________ _ 
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A' by Small System Software 

~ High speed machine lan8uage prOgram with larg~.nd 
sma" aircraft flying at different altitudes. Ground-based 
missile launcher aimed ,lnd fired from 5Ieyboard. Planes 
explode when hit, sometimes caose damage to ne.arby .• ::,~~~; I 
Score tallied for hits and miSSes, sa\led for challenge by a 
J)layer. 

le)lell or II, 4K - 514.95 

P.O. Box 68. Millord , NH 03056 
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