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Unlock the hidden power 
of your computer for fast and 
easy programming! Use ROM 
routines in your BASIC 
and Assembly Language 
programs! All you need to . ___ "-==;;=0_' 

know is in ... 

ALL 
ONLY 
$19.95 
pl uS S 1 sh iPP ing 

ORDER TOLL-FREE 
(In NH call 673-5144 ) 

1-800-258-1790 

7heSoltware Exchange 

- -
INCLUDES: 

SUPERMAP 
From Fu ll er Software ($18.95) 

TRS-80 
DISASSEMBLED 
HANDBOOK 
by Ro bert Richardson ($10.00 ) 

HEX MEM 
by John Ph i ll ipp 
Monito r written in BASIC 

Z-80 
DISASSEMBLER 
by George Blank 

9 A Soft Si de Publication 

Guide to Level" BASIC 
and DOS Source Code 

Descri ption of the contents of the Level II BASIC ROM by 
memory locations, by funct ion, and in lesson format. Incl udes 
several BASI C and Assembly Language programs in list ing 
format to examine and use ROM rout ines. 
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TRS-80 DISK 
AND OTHER MYSTERIES 

Feeling Diskusted 
with your System? 

You say you worked 35 hours on a Cadets in Space program onlyio see it 
vanish as your disk turned and turned? And the program you use for the 
household budget suggests that Junior's allowance be raised to $25,000 a 
week? Does your Electric Pencil seem to have a broken point? 

Don't panic. Don't despair. Heave a sigh , perhaps , and maybe ev.en shed a 
tear. It'll clear your eyes out and prepare you for the solution to your woes: 
TRS-80 Disk and Other Mysteries, by Harvard C. Pennington. Your troubles 
will soon come to an end. 

Pennington tells you most of what you need to know about TRS-80 disk 
drives; how disks are organized , how space is allocated, how files are located 
on disks, and the tools that one 
may use to look at disk files and 
directories. The book both provides 
a general understanding of how 
d·isk systems operate , and 
discusses and explains how to fix 
disk problems such as lost files, 
Electric Pencil bugs and other 
seemingly impossible tangles . 

On top of that, Pennington 's 
drawings and his language are 
engaging and quite amusing. If you 
can beat knowledge and fun in one 
package, then seek elsewhere. If 
not, then TRS·80 Disk and Other 
Mysteries might be for you . 

$22.95 plus $1.00 shipping 

~ ~ 
so'p.tate 

6 SOUTH ST , Qc'-WIge 
MILFORD, NH 03055 

TO ORDER TOLL·FREE 

1·800·258·1790 
(In NH call 673·5144) 
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EDITORIAL 

by Mark Pelczarski 
As promised, I've been at some 

of the recent computer shows. In 
ways, they haven't changed much. 
The big attraction now, instead of 
all the flashy, noisy games (which 
are commonplace now, I suppose), 
are radio controlled robots. The 
one that looked like an R2-D2 in a 
giant Coke can began to get a little 
old after a while. You can only 
take the "Have a Coke and a Smile" 
song so many times in a four-day 
weekend. Still, the four or five 
robots I saw were quite popular 
with the munchkin crowd and 
withTV and newspaper crews 
assigned the wonderful job of 
finding something interesting to 
photograph at yet another 
convention. The robots also 
provided amusement for the 
exihibitors, by trying to pick up 
local lovelies. One in particular 
would sneak up behind policemen, 
shout "stick 'em up", flash its 
lights, and zip off. This robot, of 
course, was knee-high and not 
immediately visible. 

As I mentioned in a previous 
column, the last computer show 
I'd been to before this fall was 
about three years ago. There 
wasn't anything startlingly new at 
the recent ones. Yes, there are 
always new systems for better 
prices - that's the way this whole 
industry will be for a while to 
come - but there weren't any 
really new concepts, as seemed the 
norm a few years ago. It seems 
that the current efforts are in 
building better and cheaper 
mousetraps (sorry, Lance). There 
even seems to be fewer specialized 
peripherals. As an example, a few 
years ago there were several 
companies featuring speech 
recognition and synthesis units . At 
the recent shows I saw none. Not 
enough sales, I suppose. There's 
no lack of competition in the 
printer market. 

What I found the most 
interesting in the shows this fall as 
compared to a few years ago was 
the degree to which computers 
have become real consumer 
products. Three years ago the 
whole marketpl~ce was strictly 
hobbyist. After the Apple, 
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TRS-80;" and PET came out - the 
first ready-to-run systems in a 
package -the hobbyist market 
grew considerably, but there also 
came an awareness in business that 
small computers were viable tools . 
That market's been growing by 
leaps and bounds in the past 
couple years, and it's not slowing 
down at all. Recently, however, 
the predictions of there being an 
actual "home market" seem to be 
coming true. A lot of people see to 
be interested in buying home 
computers based on an idea that 
they must be useful, and if not, at 
least they look like fun, and 
there's probably something there 
to be learned. In fact the 
educational potential seems like 
one of the greatest hopes of those 
buying for the home. Overall, it 
looks like Atari's gamble of there 
really being a home market will 
come true. I hope kids don't forget 
about reading or about the great 
outdoors (with the possible 
exception of outdoor Gary, 
Indiana). 

Time to come down off the 
soapbox and put in a sad note. 
J ames Garon has left the great 
Northern wilderness of New 
Hampshire to return to that 
endless suburb in Southern 
California, just in time to miss a 
real winter. He's taken a 
programming job with a company 
specializing in microcomputer 
software, and he'll still be writing 
occasionally for magazines; so 
don't fret, you'll probably be 
seeing some of "Garon's Goodies" 
around here and there. Both James 
and his wife Catherine are originally 
from sunny Southern Cal, land of 
constant weather, so they probably 
won't miss the blizzards too much. 
We wish them the best of luck. 

By the way, the White Sox 
pictures that appeared in October 
were provided courtesy of Chuck 
Shriver, Bill Veeck, and the White 
Sox organization. I've taken a lot 
of abuse for using those pictures 
with an article entitled "World 
Series", but I've got to get my 
kicks somehow. It was a long 
summer, with only the Red Sox on 
TV out here. I was so desperate I 
would have even watched the Cubs. 

e 



NEWDOS/SO 
Brand new from Apparat, their most powerful DOS ever. EVERYTHING in NEWDOS and 

NEWDOS+ and more: Variable length records (up to 4095 bytes), mix or match your disk drives: 35, 
40 and 77 track drives can be used in any combination - even with 8 inch drives, new security 
boot-up sequence makes it impossible for the unauthorized to BREAK or LIST. "DOS READY" and 
"READY" need never appear, enhanced RENUMBER allows relocation of subroutines, powerful 
program CHAINing, option to PRINT on display and printer simultaneously, execute DOS commands 
- from DOS - without disturbing your resident BASIC program. Put the "DOS of the Eighties" to 
work for you. On disk, with all documentation . .. ...... .. .... ... ... ...... .. ...... .... ..... ...... .................. ... . $149.95 

NEWDOS 
NEWDOS corrects over 70 errors and omissions in TRSDOS 2.1 and disk BASIC, yet they are 

completely compatible! Programs SAVEd under either system need no modification to work with 
the other. Like going from Level I to Level II : more power, conven ience and speed . Use all DOS 
commands (DIR , FREE, RENAME, COPY etc.) from BASIC, AUTO LOAD and RUN a BASIC 
program from power-up, produce variable and constant cross reference tables, OPEN "E" to add to 
the end of a sequential file, send whatever is on the screen to your printer, even in DOS (great for 
DIR), renumber BASIC programs, and more ... Fully documented; available on disk for only $49.95 

NEWDOS PLUS 
ALL of the above PLUS: Editor/ Assembler for disk, Z-80 Disassembler, LMOFFSET to relocate 

and save SYSTEM tapes to disk , Level I BASIC language with disk 110 , DIRCHECK to check and 
LIST disk directory, SUPERZAP-display/ print/ modify any locat ion in RAM or on disk (worth the 
price of the entire package when you resurrect that accidentally KILLed file!) . NEWDOS+ on disk 
with documentation, just .... .. ... .... ............ ... ........... ............ ... .... .... ................ ................ ...... .. . $99.95 

lheSoitware Exchange 
6 South St.. Milford. NH 03055 

ORDER TOLL-FREE: (In NH call 673-5144) 

1-800-258-1790 - VISA 
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Dear Mark, 
Your Caribbean cruising sailing 
simulation was neat, but I have the 
feeling you aren't a sailor. It took 
me a while to figure out why I had 
so much trouble moving the boats . 
You made the wind directions 
effects 180 degrees out. If a wind 
is said to be at 45 degrees this 
means that the simulation wind dir 
of 45 has the effect on the 
sailboats of coming in from 225 
degrees and going away at 45. This 
fix works for me. 

CWD = corrected wind speed 
ADD: 
95 C!.U = loft) + 180 
98 IF 00 > 360 Tf£N 00 = 00 -

360 
155 C!.U = WD + 180 
158 IF CWO :> 360 TI£N CI{) = C!.U -

360 

In lines 100 and 160 change WD to 
CWD. 
One last thing: Have you ever been 
banging away at your keyboard 
only to discover that you had your 
fingers off by one key! I put a 
spot of Elmer's glue on top of my 
F and J keys. Anytime I begin to 
type I can feel the knob made by 
the glue under both forefingers. 

Sincerely , 
Dick Gaines 

Lakeland, Florida 

Oops. You're right, I'm not the 
sailor. I guess I have to blame my 
cohort and technical adviser, Jim 
Klink. I probably gave him one 
PBR too many during our 
planning and testing evenings. 
Maybe that's why he takes all 
summer on his sailing excursions. 
Of course, I missed the error too; 
so I'm not totally innocent. 
Thanks for the correction. 

MP 

Dear SoftSide, 

I really enjoy soaring in the 
" Sailplane Derby" simulation but 
at times found myself wanting to 
look at the map before the hour 
was up. The following lines allow 
the map to be displayed by 
pressing the "M" key during the 
control phase of the simulation. 
6 

Add:-

2057 IF A$=IH"HI}{16=1 
2115 IF G6=1 1l£N G0SUB2390 

Change 2390 to read 

2390 [:=1:Hl=O:06=0 

I would also like to say how 
great I think your magazine is. I 
have never been disappointed with 
an issue; each month you provide 
us, the TRS-80 users , with high 
quality programs and insights into 
programming techniques. My 
major problem is that I type so 
slowly that by the time I finish one 
magazine a new one arrives and I 
don't have time to do my own 
programming. Ah! such is life, but 
one day I'll get published in your 
magazine, you'll see. 

Dear Mark, 

Your faithful reader , 
Andrew M. Dixon 

I received a copy of September, 
1980 SoftSide plus your recent 
note. The quali ty of your 
publication has improved a great 
deal recently. I was very proud to 
have contributed 'The Stereo 
Generator ' article in your 
publication. Also thank you for 
the plug for Dandelion Micro 
Products. I will recommend your 
publication to everyone I know . 

After proofreading the article, I 
noticed a few inaccuracies which 
are listed below: 

1. The article on page 18 
should state that the 
program will run on Apple 
II or Apple II Plus (except 
revision zero boards) . 
Actually the program will 
run on any revision one 
board with 16K, (Integer 
Basic users would load 
Applesoft cassette first, 
etc.). To my knowledge, 
the program won't work 
on any Apple II with a 
zero board (whether he 
used Applesoft or not). 

2. On page 19, first column, 
about middle of page '(I 
and H2)' should be ' (HI 
and H2)' . This probably 
won't affect the program. 
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3. On page 74 locations 353 
to 35F are out of context. 
Again, this wouldn't alter 
the program. 

I hope everything else is all right. 

Dear Mark, 

Sincerely yours, 

James D. Dwyer 
Mt. Vernon, IL 

I am writing to you mainly 
about the July issue of SoftSide: 
Apple Edition. 

I really enjoyed the issue. The 
occasional cartoons and the 
detailed explanations within the 
programs (as in Pork Barrel) 
enhance the programs. 

Unfortunately since July, I have 
not really had access to an Apple 
II, so I haven't been able to run 
the programs. But I can read 
through SoftSide over and over 
again and enjoy it more each time! 

I have not been able to use an 
Apple II because I'm a student at 
Marysville High School in 
California. Marysville is now 
"famous" because of an article in 
Apple Education News (May issue). 
I'll be a sophomore next school 
year, but I am very advanced in 
BASIC, and I'm on the threshold 
of assembly language. I've already 
submitted a program for SoftSide, 
but during the time it was 
evaluated, a similar program 
("Router") appeared in SoftSide. 

I have seen the program, 
Catalog II. I haven't entered it into 
the Apple yet, but I would like to 
make a suggestion. That is, change 
line 250 from: 

250 C= 1: FOR 1=4115 to 
(PEEK. . . . To: 
250 C= 1 FOR 1=4153 to 
(PEEK . . . . 

This would seem to eliminate the 
program itself from the menu (if it 
is used to INIT a disk, being the 
first program) since the change 
would make the program ignore 
t,he first program on the disk . 



I am working on a game using 
ROM the robot, and a program 
using more of Apple's HI-RES 
colors, which I will send when I 
am finished and have them in 
working order. 

I hope that you enjoy this letter. 
You may print my comments and 
suggestions in SoftSide if they seem 
appropriate. Keep up the good 
work. 

Dear SoftSide, 

Sincerely, 

Daniel Wood 
Oregon House, CA 

In response to "Software 
Pirate": If you bought a computer 
to write your own programs, how 
come you're busy copying and not 
writing? Afraid somebody will 
copy it? 

Sincerely, 
Ken Layton 

Olympia, Wash. 

P.S. I like the new SoftSide size 
and format. 

Dear Soft Side , 
On the Master's Golf Program: 

We like it a lot, but found a few 
changes to be most helpful. 

The first thing was, of course, 
Atari's color changes, most buggy 
during a game. We inserted POKE 
77 ,0 at line 400 right before the 
POKE 752,1. This set the register 
back to zero without disturbing the 
game. 

Next was something much more 
frustrating. Several times we found 
our game being cancelled by an 
error 3 at line 596. (The value of B 
was a minus and Atari could not 
plot the minus number) we 
corrected this problem by: 596 
color 2: If B <1 then B = 2.Add 
line 597 Plot B,G (BI2)-1. 

Also if your readers are like us, 
they will want to play the game 
again without having to run the 
program and re-entering their 
names. Simply remove the: END 
at line 470, add line 471 IF NL=9 
AND STRIG(O) = 0 THEN 200, 
and add line 472 IF HL = 9 THEN 
GOTO 471. Doing this if you want 
to playa different game with 
different people, you will have to 
use Break or System Reset but if 
not, all you'll have to do is fire 
and you'll have a new game with 
the 'Same people. 

E. M. Bigham 
Van Wert, Ohio 

e 

PRESS DOWN 

PRESSURE RING .~4D~ 
FLOPPYSAVERRING~ 

I I I I 
I 

I 

I 
IC~~ 

I '--.-Y I 
CENTERING TOO L -~ ~

~ I 

-

REMOVE BACKING PAPER 

- AND PLACE RING -
ADHESIVE SIDE DOWN 

FLOPPY DISC 

'I 
TiT=Star Corporation 

r t6Vi))fi.))V Ol/e 

-11"'11'" 'savel 
FLOPPY SAVER PREVENTS: 

Computer drive's clamping hub from tearing 
disk 's center hole. 

Coating removal, scuffing and dimpling when 
the disk hits the rotating spindle. 

Data loss caused by improper rotation of a 
floppy disk. 

Any damage to Floppy Disk's center hole. 

FLOPPY SAVER KIT consists of: 
Plastic centering tool and pressure ring. 
25 7-mil mylar rings with paper protected 

adhesive backing . 

EASILY installed on disks in seconds. Only one side 
needs the ring . 

for 5 1/4" dlskettes.Complete Kit $14.95 • Refill $7.95 

TO ORDER: CALL TOLL FREE 

1·800·258·1790 
(In NH cell 873·5144) 
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DIe SoI'ware _" .• _~_~I" 
6 SwthStrcct , Milford,NH 03055 W3-673-5744 

TOll FREE 1-800-258-1790 (In NH call 673-5144) 

Are you a serious student of blackjac k? If you are, Hayden 
has just published a program and booklet package for you. It 's 
Blackjack Master, a simulator ·tutor game for your S·80 . The 
purpose of the package is to make you a winne r. Monte Carlo 
may never be the same. 
S·8O Level II , 16K Cassette ....... . . . ... . . . . . 
Disk . .. . ... . .... . ....... . .. .. ... .. .... .. . 

... $19.95 

... $24.95 

For those of you Apple users who thought Super Tex t was 
the limit in word processors, there's some thing new from 
MUSE: Super Text II . It's everything that the original Super 
Text was, and more . Now you can preview a page before it goes 
to a printer , and see on your scree n precisely what the printed 
page will look like . Pagination is now automatic. The program 
comes with a backup copy for those untimely demises . Inverse 
control c haracters and right · and left · justification a re also 
included , along with many other features that make Super Tex t 
n the last word in word processors for the Apple. 
Apple n Plus, 48K Disk ... . .............. . .. . .... $150.00 

~ JOHN WILEY & SONS, Inc. 

1~1;B.II!\.I~.\;\';li::\,: ;li::;' ;1\;:\11:;));; ·)i1;:;:;\;\!;.;\\j:: 
CP/ M - The Control Program/ Mic rocomputers software 

package - is the most widely used microcomputer ope rat ing 
syste m. With it, tens of tho usands of users operate their 
microcompute rs and perfo rm routine work func tio ns . Now two 
authors of bestselling Wiley computer books present a 
complete, detailed introduc tio n to the use o f CP/ M for 
maximum capability a nd effi ciency - with a ny hardwa re , using 
any programming language. 

Now microcomputer users can ge t the most from their 
software (or "firmware") for best results fro m their hardware' 

CP/ M is a registered trademark of Digital Research. 
by J. Fernandez a nd R. Ashley , (Wiley) . . . . . .. $8.95 + '$1 

r:rliicP() Iti~7 
- ~ 

The airspace a round you is alive with swi rling jets and a 
he licopter that spits out trace rs in eve ry direc ti on a t once. You 
are a t the cont rols of a je t fight er in the midst of the maelstrom, 
desperately trying to shoot the othe rs out of the sky. Not only 
must you send the o ther je ts down in flam es , but if a pilot bails 
out, you must e liminate him before he reac hes the ground or 
he'll come bac k in a no the r fight e r to ha unt you. 

DOG FIG HT is a one or two playe r game for your Apple 
which put s you at the controls of a jet fight er. Yo u have an 
ove rview, so you know when seomeone is o n your ta il ; but 
avoiding those trace rs while gunning down the ene my is a task 
much easie r to conceive than to exec ute. Your reflexes must be 
razor ·sharp, a nd your timing near perfect ... and then it 's only 
tough . Each time you successfully down your ene mies, more 
appea r to ma ke your task ha rde r. 

Those hardy e nough to down a plethora of e nemy fight e rs 
(10,000 points ) will receive a secret message from the computer 
entitiling the m toa plaque certifying them as a Dogfight Ace. But 
be warned: Eve n if you are half ·fa lcon and the rest turbojet , it 
wo n 't be easy . just exci ting . 
~ ........... ...... .. .. .. m~ 
SYcNERGISTIC SOFTWARE 

.~ 

The High One is dead . The source of his powe r, a jewel· 
encrusted orb, lies hidden somewhere in the archipelago of the 
Sargalo Sea. The forces of evil roam about , preying o n hapless 
trave lle rs , a nd ambushing mercha nt carava ns . Chaos reigns 
supre me. 

You a nd your party of adventurers might be ab le to reinstate 
orde r in the realm , re ndering the land fit for human habitation. 
But you cannot do so unless yo u find the orb. To do that , you 
will need to ro und up a n army of me rcenary warriors , acquire 
wealth a nd supplies, and learn to sail and wield magic. You must 
be c unning and sly, and willing to undergo a n arduo us quest -
but the huma n race has no other hope for salvation and 
supremacy. 

Odyssey: The Compleat Adventure is the newe st adventure 
game from Synergistic Software, the folks that brought you the 
Wilderness Campaign and the Dungeon Campaign . Now theoy 
offer an adventure that combines all of the elements o f those 
two programs with ma ny new fea tures . Here's your cha nce to 
es tablish yourself as a leader of men and a shaper of destiny. 
Apple n, Integer , 48K Disk ... . . . . . . . ....... .. . . ... $29.95 
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Bringing BASIC Up To Speed 
You have all kinds of good reasons to program in BASIC. BASIC came with your TRS-8d~ It was easy to learn, it's 
easy to use, and It's powerful enough for a wide variety of applications. But face it, you didn't choose BASIC 
because It was fast. Until now, If you wanted fast execution time you had to go to a whole new language. 

Now you cen get fe.t progrem execution time. and more without giving up BASIC. Microsoft BASIC Compiler 
Is a powerful tool for BASIC programming that makes programs run an average of 3-10 times faster than 
programs written In Disk BASIC. 

How It Works 
Microsoft BASIC Complier can manage those incredible speeds because it's a compiler, instead of an 
Interpreter. (Level II, Disk BASIC and other microcomputer BASICs are interpreters.) 

The complier produces highly optimized, Z-80 machine code that is directly executed by your TRS-80'." Disk 
BASIC, on the other hand, has to scan each line of the source program every time the program is run. 

You simply type In and debug your program as usual , using your BASIC interpreter. Then you enter a Single 
command line, telling the complier what to compile and what options to use. 

BASIC Complier takes It from there, producing optimized machine code as a relocatable binary file. This file , 
called the object program, is then loaded and linked with BASIC's runtime library using a utility program called 
LlNK-80. Both the runtime library and LlNK-80 are included in the BASIC Compiler package. 

When you run your complied program, you'll be amazed at the difference! The increase will vary, depending on 
the program, but can be a. much as 30 times the execution speed of your interpreted program if you make 
maximum use of integer operations. 

And you can save your compiled program on disk so you don't have to recompile it every time. 

More Than Speed 
As If speed weren't enough, Microsoft BASIC Compiler also adds features to the already powerful Disk BASIC to 
make your programming easier. It incorporates many of the features added to the Microsoft BASIC interpreter in 
the fifth major release, including: 

• WHILElWEND Statement. A new conditional state
ment that give BASIC a more structured flavor. 

• CALL Statement. Lets you call assembly language 
and FORTRAN subroutines much more easily than in 
Level II. 

• Long variable names. Up to 40-character variable 
names are allowed and they may contain embedded 
reserved words. 

• Double precision transcendental functions. SIN, 
COS, TAN, ATN, LOG, EXP, SQR are supported as 
an exclusive feature of BASIC Compiler. 
Powerful BASIC language features you can use 
within Disk BASIC include: 

• PRINT USING for formatted output. Includes asterisk fill, 

The Inside Story 

floating dollar sign, scientific notation, trailing sign 
and comma insertion. 

• Four variable types: Integer, String, Single Precision 
Floating Point (7-digits) and Double Precision 
Floating Point (16-digits) 

• Trace facilities (TRONITROFF) 
• Error trapping 
• Direct access to CPU 1/0 ports with INP and OUT 
• Read or write any memory location using PEEK/POKE 
• Matrices with up to 60 dimensions 
• Nested IFITHEN/ELSE 
• Boolean operators OR, AND, NOT, XOR, EQV, IMP 
• Complete file manipulation statements: OPEN, 

CLOSE, GET, PUT, KILL, NAME 

It's the optimization processes that take place while a program is being compiled that make programs run under 
BASIC Compiler compact and incredibly fast. The optimizations occur: 

• Expressions are reordered to minimize temporary 
storage and to transform floating point division into 
multiplication wherever possible. 

• Constants are folded wherever possible. 
• Constant multiplications are distributed to allow 

more complete constant folding. 

System Requirements 

• Peephole optimizations are performed, including 
strength reduction. 

• The code generator is template-driven, allowing se
quences to be generated for the most commonly used 
operations. 

• String operations and garbage collection are ex
tremely fast. 

BASIC Compiler will operate on a Radio Shack Model I TRS-80TM with one disk and 48K RAM. Programs 
compiled with the BASIC Compiler may be stored on disk ... . ' ............... .. . . .. . ...... . .... $195.00 + $3.00 

DteSul'Hare &change 
6 SOUTH ST., MILFORD, NH 03055 

TO ORDER TOLL FREE 
1-800-258-1790 
(I n NH call 673-5144) 

SortSide DECEMBER. 1980 
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ABOUT THIS ISSUE ..... 
Hi. It's us, 'tis we, the editorial 

munchkins have returned! 
We have lots of good stuff this 

month. Our featured article, w.ith 
apologies to R.L. Stevenson of 
course, is entitled "Kidnapped!" 
Written by Peter Kirsch, not to be 
confused with the firewater of 
similar nomenclature, 
"Kidnapped!" places you in a tall 
building. You must escape. Sound 
easy? Each floor contains an 
adventure in itself. We, of course, 
wish you the best of luck. But then 
we aren't in a strange building ... yet. 

And then for all you starship 
jockeys there's a whole mess of 
stuff: "Space Dodge" for both the 
S-80 and the Atari, and "Missile 
Evasion" for the S-80. In "Space 
Dodge" you must pilot a craft 
through the treacherous deep space 
Triton minefields without hitting 
one. If you venture off the screen, 
the twin laser generators will 
vaporize you. If you succeed, you 
find out that the Federation can't 
spell (S-80 version only). "Missile 
Evasion" seems self-explanatory. 
Avoid the missile, please. 

for you Appl_e owners, the long
awaited Baseball program, Son of 
a Son of S-80 Baseball by a whole 
slew of enterprising programmers 
is in this month. And you don't 
even have to wait until next spring 
to try it out. 

Kids having problems with 
math? Our stocking caps are off to 
Denslo Hamlin, who has provided 
us with a "Word Problems" 
program that poses mathematical 
brain-twisters for those who like to 
have their brains, errrr, twisted. 
We munchkins never bothered with 
math, really. Could that have 
anything to do with our single-digit 
salaries? 

The prolific Mr. Bohlke once 
again has showered us with 
entertaining programs from the 
cornfields (soyfields?) of Iowa. 
Your Atari owes the man a debt of 
gratitude. This month it's "States 
& Capitals," a quiz for geography 
wizards, and "Speedello" a new 
version of the game Othello, not to 
be .confused with Shakespeare's 
famous Moor. 

And guess what? The SoftSide 
Continuing Data Base does just 
that: continues. (This ad courtesy 
of the Dept. of Redundancy Dept.) 

And ... oh oh, here comes the 
Editor. A merry (and hasty) 
munchkin farewell. See you next 
month. e 
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STAD 

The Right Tool 
for the job. 

RAMWARE 
Unlock the power of the Z-80 ™ with STAD Symbolic Trace 
and Debug 

A powerful monitor for the TRS-80 ™ with special 
Debugging . Single Step through the machine language 
programs or set up to three breakpoints , and look at this 
display format ' 

For tape and disk systems , 16-48K on one cassette . . . . $24.95 

EDITORI ASSEMBLER PLUS MICROSOFT 

Plus what? We" , you get the features of the T-Bug and 
the original editor/ assembler plus macros and conditional 
assembly, plus extra commands like subst itu te, move, copy. 
and extend, plus Z-Bug , a powerful debugging mon itor with 
8 level breakpoint capability .. ............................ · $29.95 

RSM 2/2D SMALL SYSTEMS SOFTWARE 

22 commands to contro l your TRS-80™ Z-80 processorl 

Examine ROM , test RAM , program in machine language 
read / write machine language tapes, and much more' RSM-2 
tape loads at top of 16K Leve l lor II , RSM-2 d isk includes 
3 versions for 16K, 32K and 48K . RSM -2 : AN ADVANCED 
TAPE MONITOR FOR 16K S-80s .......... ............ ·526.95 

RSM-2D : 3 MONITORS FOR TRS-80 ™ disk sys tems ... 529.95 

Z-80 ZAP/CMD RAMWARE 

Powerful disk modification utility In mac hine language 
allows you to READ , DISPLAY. MODIFY, WRITE . and 
COMPARE disk sectors. It w ill ca lc ulate Hash Index Codes 
for any filespec and tell you where to put it (ever have a HIT 
read error?) . You can recover killed disk files . Search for a 
byte and have it identified with a flashing cu rsor. 
Convenient to use, With cursor controlled by arrows. paging 
forward and backward , toggle between same sector on 
different disks and between Z80ZAP and DEBUG . Do disk 
backups , apply patches and fi xes, and explore your disk . 

Program on disk 'or minimum 16K 1 disk system, with 
Instruction manual . . ............. ... .. ..... ... .... ....... ..... 529.95. 

UL TRA-MON INTERPRO 

The f irst in telligent monitor available for the TRS-80™ 
Ultramon is the first ROM independent machine language 
monitor which puts you in COMPLETE CONTROL with 
exclusive INTERPRETIVE EXECUTION 

Each instruction is individually fetched , decoded , 
d isassembled. and analyzed by Ultramon 's "-BRAIN" so that 
your efforts cannot "Bomb-out " and so lhat you can put 
breakpoints anywhere . You can even put breakpo in ts in 
ROM . 

UL TRA-MON displays. disassembles. traces (bard-copy 
trace disassembly, tOOl) l ineprints , modifies, relocates 
memory, and even relocates itself with it s commands . This 
13-page documentation SHOWS YOU HOW TO DO IT . 

Totally ROM independent . Ultramon will work in both the 
old and the newer ROM and will not be affected by any 
lower case modifications . 
Cassette .. .................................. ....... ........ . . . '$24.95 

~ South SI. , Milford, NH 03055 
TO ORDER TOLL-FREE: (in NH call 673-5144) 

1-800-258-1790 
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INTERAct'IYE 
DCTION 
Step into a new 
dimension 
In 
literature. 
NEW! From 
Adventure International 

I 

OJ 
I 

Traditionally, literature has 
been a one-way medium. The 
informat ion fl ow was from the novel 
to the reader , period . Interactive 
Fiction changes this by permitting 
th~ reader to participate in the story 
itself. 

The computer sets the scene 
with a fictional situation, which you 
read from the terminal. Then you 
become a character in the s tory : When it 's your 
turn to speak, you type in your response. The dialogue 
of the other characters, and even the plot , will depend on 
what you say . 

Robert Lafore, writer, columnist , and programmer, has 
created a series of works in Interactive Fiction . Each is available 
on a 5Y. " diskette for use on a TRS-80* Level-II with at least 32K 
memory and one disk drive . 

Six Micro Storie8 offers a good introduction to Inte ractive 
Fiction. Six very short stories involve you, the reader , in a variety of 
situations : You are an American spy in Hitler's Third Reich , the pilot of 
a doomed 747, and more. 

Local Call for Death isa detective story in the style of Lord Peter 
Whimsey. Considerably more challenging than the above program, 
this one will put your analytic skills (and social savoir-faire) to the test. 

Two Head8 of the Coin is a psychological mystery set in the 
London of Sherlock Holmes . Most challenging of all, this program will 
tax your observational skills and , above all, your imagination. 

On TRS-80 Disk . Requires User to have a copy of TRSDOS 2.2 or 2.3. 

Six Micro Stories _ .. _ .. . . .. .. .... .. ...... .... " $14.95 
Local Call For Death ...... ...... .. .. . . . ..... .. . . $19.95 
Two Heads of the Coin . . . . .. ... ... ....... . .. .... $19.95 

The SultMare Exchange 
...... 6 Sooth St reet, Milford, NH 03055 
... Call toll free 1-800-258-1790 

(In NH call 673-5144l 

SoftSide DECEM BER, 1980 

SPECIAL 
DELIVERY 

with 

EXTRACT 
A 100% Mu:hine hngulige Word Processor from: 

We can ', ::' ( O p impro ving a nd expanding th e 
capabilil ie, o f your TRS - 80 ' . By u'ing SPECIA L 

DELIVERY with EXTRAC T and p; the( Ei pct ric Pencil 
o r Radio ShaCK's Scripsi' - you can get even m o rc> 
Dul o f your computer. Fro m iu ~ ( o n(' package yo u 

will ge t all (h i) : 

MAILFORM 
C reate MAILfILE : The ON l Y complet e n am e an d 

addr ess liST entry / edilOr program wrilten in 
ma chin e language. 

MAIL RITE 
Print lellers wrilten wi th either the Electric Pencil ' 

o r Radio Sh ack 's Scripsit ' inserting information 
from a MAILF ILE inlO Ihe letter fo r perso nalizing 

and addressing . 

EXTRACT 
Take Oul information fro m th e MA1LfORM . the 

machine language mailing list. Find the names you 
need by Zip Code. Street Address. Gender . Age Or 

any oth er way! 

SORT 
In ·Memory so r t on an entire address list using any 

,field as the ke y. 

LABEL 
Print s labels f rom MAILFILE 

CONVERT 
Make MAILFILE from RS mail list, 

SPE CIAL DELIVER Y will run on your TRS -BO' with 
TRSOOS· , NfWOOS · or any olh er TRS· - like 

~OS. 

$125.00 

The 
Software Exchange 

6 South Slroe /. Millard. NH 03055 

ORDE R TOLL-FREE : (In NH cal l 673-51441 

1-800-258-1790 

/I 
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FORTRAN Compiler 
L1NK·BO Linking Loader 
EDIT·BO Text Editor 
FORUB Runtime Library 
Complete documentation 

FOR 
PACKAGE 

For TRS·BO"'users who want FORTRAN programming capability 

Because FORTRAN is a popular language that has been around a long time, and because 
Microsoft 's TRS-sd"FORTRAN is an ANSI Standard FORTRAN, users will instantly have access to 
the vast number of applications programs already written in FORTRAN . After all , FORTRAN is the 
standard language used throughout the industry for scientific, mathematical, engineering , 
statistical and modeling programs. FORTRAN is probably the answer if Level II BASIC has 
presented any limitations for your applications . For instance; it's easy to interface directly to 
machine language subroutines , double precision scientific functions are included, FORTRAN can 
support any 1/0 device, and because it 's a compiler, FORTRAN is faster (3-10 times faster!) than 
BASIC. Floating point and I/O subroutines from FORTRAN's library may be incorporated in 
subroutines, plus users can create their own library of the subroutines used most often . Using the 
text editor and linking loader, data files and FORTRAN files can be created and edited , loaded 
and linked together-that means much more extensive use of the TRS-SO'"disk hardware. 

The TRS-SO'"FORTRAN Package is fully compatible with TRSDOS. The TRS·SO'· FORTRAN 
compiler can compile approximately 1200 lines per minute in a single pass and requires a 
minimum 32K TRS-SO'"disk system. The compiler generates a fully symbolic listing of the machine 
language that is generated-a great way to learn assembly codel At the end of the listi ng, the 
compiler produces an error summary and tables showing the addresses assigned to labels, 
variables and constants . . . . .. .... .. ...... . . . . ....... ... . ... ..... .. . ..... . $95.00 + $2.50 

MACRO·BO Macro Assembler 
L1NK·BO Linking Loader 
EDIT·BO Text Editor 
CREF·BO Cross Reference Facility 
Complete documentation 

ASSEMBLY 
LANGUAGE 
PACKAGE 

For TRS·BO™users who want assembly language programming capability 

The TRS-SO'"Assembly Language Development System from Microsoft is the perfect, low-cost 
package to help you get started with assembly language programming. 

The macro assembler accepts Z-SO op-codes and supports a complete Intel standard macro 
facility including IRP, IRPC, REPEAT, local variables and EXITM ... .. ... . ... '" $95.00 +$2.50 

SPECIAL PRICE 

Buy both and save $15.00 
Regular price for both $190.00 
Combination price $175.00 + $5.00 
SAVE $15.00 

The SoItware Exchange 
6 South St., Milford, N.H. 03055 

TOLL FREE: 1·800·258·1790 
(in NH call 673-5144) -

SoftSide DECEMBER. 1980 



COLUMN 
CALCULATOR is a "word 
processor for numbers ," a 
number processor 
designed to be used like a 
desk calculator. It is 
different than a calculator 
in that it can handle large 
blocks of information as if 
handling one number at a 
time. The work space can 
be thought of as a large 
matrix with rows and 
columns much like an 
accountant's spread·sheet. 
Each column or row can 
be labelled. The cursor 

compared to one another 
(if column A is greater 
than, less than, equal to , 
not equal to column B, 
then put the contents of 
column C into column D). 
Columns can be totalled, 
or set with a constant, and 
any column can be sorted , 
carrying the rest of the 
columns with it. A 
predefined function (series 
of computations) can be 
defined, thereby pre 
programming the 
worksheet. Enter the data, 
execute the function , and 
print the results . The 
COLUMN 
CALCULATOR is an all
purpose data manipulator. 

The statistical section 
provides analysis of the 
data. The analysis includes 
simple statistics (mean, 
median , mode and 
standard deviation) , linear 
regression, simple 
correlation, histogram and 
the T-test. 

printed out on the 
lineprinter in a compressed 
format at any stage in the 
development of a data 
base . Thus , it can be used 
as a finished report or as a 
copy of the worksheet to 
permit the filling in of 
additional data for later 
entry into the data base . 
The data base can be 
saved on disk and recalled 
at a la ter date for 
modification or for 
generating a report. Any 
column in a file on disk 
can be referenced and 
added to the current 
worksheet . This is 
particula rly useful for 
generating composit e 
reports . 

All user communication 
with COLUMN 
CALCULATOR uses 
FLASH, the line 

input/ editor routine. This 
enables the user to not 
only key in his instructions 
to COLUMN 
CALCULA TOR, but to 
edit errors or data as well . 

By connecting an 
amplifier and speaker to 
the cassette aux . output 
from the computer, the 
user can hear data entry 
feedback sounds which 
enable him to enter 
information into his 
worksheet without 
constantly watching the 
screen for visual feedback. 

Information may be 
reviewed at will by 
scrolling up, down , left or 
right. Everything appears 
on the video display 
screen as it occurs , 
thereby eliminating 
guesswork . 
32K disk ... . ...... $39.95 

lheSoltware &change 

can move around the 
worksheet. Data can be 
easily entered into the 
columns; and the columns 
can then be moved 
around. Columns can be 
overlaid from an existing 
data file on disk . One 
column can be added, 
subtracted, multiplied, 
divided, or raised to a 
power of another and the 
results put in another 
column. Columns can be The information can be 

6 South Street, Milford, NH 03055 ~ 
TO ORDER TOLL·FREE • esc 
1-800-258- 1790 • . • • VISA 
lin NH ca ll 673 ·5 144 ) AE 

VTOS4.o 
VIRTUAL TECHNOLOGY, INC. 

Operating System Diskette with Operator's Guide 

Supports Large (8") drive, Double Sided drive, 
Double Density drive, 80 Track drive, and Win
chester technology fixed drive. Supports double
speed processor clock modifications. 

Features include: Improved overlay structure, 
General purpose output spoilers, Keyboard Type
ahead, User definable keys, Built-in Graphic str
ing packer (lets user enter graphic symbols into a 
BASIC program from the keyboard through the use 
of the CLEAR key), Dated file, Marked files, File 
transfer by class, Built-in SYSTEM command contain
ing lower case display driver, Non-BREAKable 
AUTO and CHAIN commands, Wild-card DIRectory 
(permits user to locate all files of a certain 
classification such as '/BAS'), ALLOCate com
mand for pre-allocation and non-releasability of 

file space, and MEMORY command for directly 
setting upper memory limit. 

User may SYSGEN a custom VTOS system con
figuration containing special 110 drivers, device 
LINKing and ROUTEing, SPOOLing and DEBUG 
tasks. 

COPY and APPEND commands execute up to 
300(1,10 faster . 

Variable Length file support, is incorporated 
which automatically blocks short user data 
records both within a sector and across sector 
boundaries, thereby taking maximum advantage 
of disk file space. 

No security disk needed to make backups or to 
run the system .. ....................... $99.95 

1lIeSoitware Exchange 
I I 

VISA 
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ADVANCED 
AIR TRAFFIC 

CONTROLLER 
This real-time machine language 
program puts you in the chair of a 
busy air-traffic controller. 27 prop 
planes and jets are depending on 
you as they take off, land and fly 
over your air space. You give orders 
to turn, maintain a holding pattern , 
change altitude, approach and land 
at either of two airports . 

Written by an air traffic controller, 
this realistic fast-paced simulat ion 
includes navigational beacons and 
the requirement that planes take off 
and land into the wind . The 
program 's continuously variable 
skill level assures that you won 't 
soon tire of this instructive and 
absorbing simulation. 

In Air Traffic Controller you 
assume responsibility for the safe 
flow of air traffic with in a 15 x 25 
mile area up to 5,000 feet in altitude. 
During your shift as a controller in 
charge of this airspace 26 aircraft 
become active and under your 
control. Jets and prop planes have 
to be guided to and from the two 
airports, navigational beacons and 
ten entry/exit fixes . The aircraft 
enter the controller's airspace at 
various altitudes and head ings 
whether or not you are ready. 

Air Traffic Controller retains the 
basic realism of air traff ic control. 
This program requires the same 
steady nerves under pressure and 
the same instant, almost instinctive, 
analyses of complex emergencies 
which are demanded of a 
professional air traffic controller. 
But "A TC" adds the excitement and 
well-defined goals of a game. This 
is just a Simulation , and all 
passengers left in air traffic limbo 
by a panicked player will live to 
fly another day. 

Air Traffic Controller Is TM 
available for the 16K TRS-80, the 
Apple II, and Apple II plus on 
cassette for .•... .. ..... ... $9.95 

~ TO ORDER 
~ TOLL-FREE ,r-li 

1-800-258-1790 .. 
(In NH c .. 173-5144) I 



Elegance and power 
in a mathematical 
language. 

APL 
by Phelps Gates 

Software you can rely on. 

Now. a high-level . scientific programming language that doesn 't cost $200 or $300 for the home computer. This languag.e 
is perfect for the mathematician. scientist. engineer. or anyone who just wants to learn a new language. The power of this 
language is in its strong mathematical operations. especially with regard to matrices and vectors. Programs requiring matrix 
multipl ication or other matrix problem solving that would require hours of programming time in BASIC are solved quickly 
and with minimal effort in APL . Not only is math made easy. but upon gaining proficiency in APL programming various string 
manipulations become child 's play . 

To aid in learn ing APL. lessons are included on the d isk . Starting from the basics. you are brought step by step through the 
var ious programming techniques involved with APL . These lessons act as a tutor in a " learning by doing" atmosphere which will 
have you "talking APL" in no time . Also ava ilable is the book . APL: An Interactive Approach, which reinforces many of the 
examples given in the lessons . The book also provides additional insight into APL programming . 
LIMITATIONS 

Due to the absence of the special APL character set on the TRS-80T~APL-80 uses shifted letters to represent the various APL 
characters . These sh ifted letters are identified on th e sc reen by a graphics block before each shifted letter. If you have a modified 
TRS-80™ . a lower case driver is included to display the shifted letters on the screen . 

In addition to the keyboard limitat ions. there are several other limitations . Lamination. domino. and matrix inverse are not 
implemented but can be derived with user-defined functions. 

Multiple specifications must be split into two statements un less th e left-hand assignment is to a quad . This also applies to implied 
multiple specifications. 

Reduct ion and reshape (p) are not permitted for empty arguments ; the argument of add/ drop may not be scalar; empty indices 
are not permitted . 

A quad (q) can 't be typed in response to a quad (nor can the name of a function which itself gets input from a quad). Quote-quad 
(m) is permitted . 

No more than 32 user functions can be defined in a single workspace and a function may not contain more than 255 lines. 
A comment (c) must occupy a separate line: a comment can 't foll ow a function statement on the same line. 
In the tape version . arrays are limited to five (5) dimensions. 

FEATURES 

APL-80 on disk contains the following features: )SAVE and )LOAD workspace on disk ; )COPY other workspaces into cU.rrent 
ones ; Return to DOS for directory or commands without losing your workspace ; Send output to lineprinter; Five workspaces of 
lessons included ; Sequential and random files; 15 digit precision ; Monadic and dyadic transposition ; Easy editing within 
FUNCTION lines; Latent expression (FUNCTION can "come up running " when loaded) ; Tracing of function execution; Real-time 
clock ; User-control of random link ; Workspace is 25587 bytes (in 48K machine); Arrays may have up to 63 dimensions. 

COMMANDS APL-80 

APL-80 supports the following commands: Absolute value. add. and . assign. branch. catenate. ceiling . chr$/ asc. circular. 
combinatorial . comment. compress. deal . decode. divide. drop. encode. equal . expand. exponential . factorial . floor. format. grade 
down. grade up. greater. greater/ equal . index generator. indexing. index of. inner product. label. less. less/equal. logarithm. 
maximum. member. minimum. multiply. nand. negate. nor. not. not equal . or. outer product. peek. poke. quad. quote quad. 
random. ravel. reciprocal . reduction . reshape. residue. reverse. rotate . scan. shape . sign. system. subtract, take. transposition . 

SPECIFICATIONS 

Minimum system requirements: 32K disk system (48K recommended) Includes APL-80. Five workshapes of lessons. instruction 

m~~~~: . .... . .... .... .... ... ... .. . .. .............. ... ........ . .......... .................. .. .......... .... ..... .. ........ .... .. ................. ..... .... $39.95 on disk 
Reduced feature: 16K Level" tape version . no lessons. 

Transpositions. format , and inner product not implemented. Reduced domain for some functions . 6 digit accuracy. 
Price: ...... ......... .. .......................... ........ ........ ........................ ........ ............. ... .. ............ .............. .. ..... $14.95 on cassette 
APL: An Interacllve Approach 
Price: ...... .... .. .. .. .. .. .. .... ................ ......... . ... ........ .. ........ ... .... ...... .. ...... .. .... .. .. .. .. .................. $16.95 ($3.00 shipping charge) 

DteSoitware Exchange 
TO ORDER TOLL-FREE 

1-800-258-1790 
(In NH call 673-5144) 
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Strategic Simulations 

Historic wargaming may be the only intellectual hobby which creates more in
tensely devoted fanatics than home computing. When two wargamers spend an 
evening refighting a famous battle, they'll spend several hours happily setting 
up the gameboard, firepower charts, unit strength tables and so forth ... all 

before the first shot can be fired! There are such paper and pencil simulations 
of every famous battle from Shiloh to El Alamein. If you've ever tried one, 

you already know the excitement and challenge of trying to be a better general 
than Rommel. 

If you've got an Apple II Plus (or an Apple II with Applesoft Firmware ROM 
Card) with 48K memory and a 5 v." mini floppy disk drive, you can be play
ing Computer Bismarck in a few days . For $59.95, you can get the game pro
gram disk, two map board charts (for plotting secret strategies in grease pencil 
between moves), two ship data charts, two system command cards, a loading 
instruction sheet, and a rulebook . .. . . . . . . .. .. . . .......... $59.95 

Computer Bismarck is also available for the S-80 
Level II on cassette for ............... . .. . .. . . $49.95 
Disk . .. .. . . .. . . . .... .. . .... . .. .. .......... $59.95 

AMBUSH 
Computer controlled map board of a typical French village. 

Step-by-step computer regulated play. 
Extensive line of sight rules providing for hidden movement. 

Each soldier individually rated for strength, intelligence, dexterity, and 
marksmanship . 

Realistic weapons, characteristics, and explosives. 
Sophisticated movement rules permitting running, walking, crawling, dodging, 

and sneaking. 
Simultaneous execution of orders. 

Ability to save a game in progress and restart it at a later date. 
Playing time I to 5 hours. 48K Apple Machine Language - Disk $59.95 

DIe SoItware Exchange 

~'(j 
6 South St., Milford, N.H. 03055 

TO ORDER TOLL-FREE 
1-800-258-1790 

(In N.H. call 673-5144) 
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STSO HAS A 

SMART 

PACKAGE FOR YOU! 

TM 

All four programs include the ability to use ao unmodified TRS-SO keyboard to produce RUB, ESC, aod other cootrol 
charaden for time shariog, software cootrol of the RS-232-C board, repeat key, bell, .oftware .upport for the three mo.t 
com moo upper flower ca.e hardware cooversioo, aod lioe prioter output. 

ST80* UC 
Pre.et parity, word leogth, aod baud rate (regardleu of .witch .etting. 00 the RS-232-C board) for THE SOURCE, 

MlCRONET, aod FORUM SO, automatic testiog of the RS-232-C board, aod eVeD .pooliog of prepared meuages 00 tape 
directly ioto FORUM SO usiog a ba.ic program .upplied a. a lioe listiog. 4K Level II cauette, .................... $24.95 

ST80* 
Reprogram your RS-232-C board from the keyboard, and ruo at differeot baud rate •. Note: does oot have auto testiog of the 

RS-232-C or tape .pooliog. 4K Level II cassette ........................................................... ' ............ $49.95 

ST80* D 
CoDDectioo time clock, optioo of u.er-created traoslatioo tables for keyboard, gathering aod pre-formatting data to be seot 

directly from disk to host computer, .pooliog of received file. to disk or prioter, editing of received file., and auto logoo. Use it 
with VTOS 3.1, aod get device-driveo I/O, job loggiog, aod chaioiog. 32K disk program, .......................... $79.95 

ST80* III 
ST-SO D with extra utility programs. 32K disk program, ............................................................. $150.00 

SoftSide DECE M BER, 1980 

JheSoltware &change 
6 South Street, Milford, NH 03055 
ORDER TOLL·FREE: lID NH caD 673.5144) 

1-800-258-1790 
• A trademark of Lance Micklu5, Inc. 
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From 
Avalon Hill 

$15.00 each 

NORTH ATLANTIC CONVOY RAIDERS 
This game is a computer simulation of the Bismarck convoy raid of 1941 . The computer controls 

the British convoys and British battleships . Will the Bismarck sink the ·Hood, only to be sunk in turn 
by the Rodney and King George V, as i·n history? Or, will the Bismarck cripple or sink the British 
Home Fleet and go rampaging through the convoy lanes? Your decisions will determine the fate of 
the Bismarck . 

This SOLITAIRE game includes software and instructions for the following computers : TRS-80' 
Level II, 16K Memory Apple 11' , Applesoft, BASIC, 16K Memory beyond BASIC Pet ', 16K Memory 

NUKEWAR 
NUKEWAR is a computer simulation of a nuc lear confrontation between two hypometlcal 

countries . You must choose the methods to defend your country : either by massive espionage 
efforts, or by building jet fighter-bombers, missiles, submarines, and anti-ballistic missiles. 
Meanwhile ,. your cold and calculating computer will choose its own strategy to defend its country 
while also trying to destroy you utterlyl NUKEWAR is very fast-paced and easy to learn , and can be 
enjoyed equally by game players of all ages and levels of experience. Best of all, once the nuclear 
war is over, you can bring the two countries back to life and try it agai nl 

This SOLITAIRE game includes software and instructions for the following computers : TRS-80 ' 
Level II , 16K Memory. Apple 11', ApplesoW BASIC, 16K Memory beyond BASIC Pet ', 16K 
Memory. 

PLANET MINERS 
PLANET MINERS gives one to four players tne chance to compete with each other and the 

computer to stake valuable mining c laims throughout the solar system in the year 2050. Each player 
must decide which ships to send to which planets and when to try "dirty tricks" like sabotage and 
claim-jumping . If there are less than four players, the computer takes the other parts . (It can even 
play all by itself!) Thus , PLANET MINERS can either be played solitaire or w ith friends . 

This 1-4 player game includes software and instructions for the following computers : TRS-80 ' 
Level II , 16K M€mory Apple II ', ApplesoW BASIC, 16K Memory beyond BASIC Pet 2001' , 16K 
Memory. 

B-1 NUCLEAR BOMBER 
This game gives you .an opportunity to be th e pilot of a B-1 bomber on a mission over the Soviet 

Union . You must fly the plane through the stiff Russian .defenses to the target city, bomb it, and 
return home. Your computer controls the Soviet air defense bases with their almost unlimited 
numbers of MiG 's (fighters) and SAM 's (surface-to-air missiles) . Your only chance to get through is 
to rely on the superior technology of your sophisticated ECM (electronic counter measures) and 
self-defense missiles . When all else fails , you can try violent evasive maneuvers . 

"This SOLITAIRE game includes software and instructions for the following computers: TRS-80' 
Level II , 16K Memory Apple 11', ApplesoW BASIC, 16K Memory beyond BASIC Pet', 16K Memory. 

MIDWAY CAMPAIGN 
MIDWAY CAMPAIGN is a computer simulation of the battle for Midway Island. Your 

microcomputer controls a huge force of Japanese ships whose objective is to invade and capture 
Midway Island . If the Japanese can win air superiority over Midway, the success of the invasion is 
virtually guaranteed . If not, they will be forced ,to turn back to prevent the loss of irreplaceable 
troops who would be totally vulnerabl e in their invasion craft . In the actual engagement, the 
Japanese made several tactical errors which cost them the battle . Your computer probably won't 
make the same mistakes! You command the badly outnumbered and outranged U.S. Navy forces. 
Your only advantage is surprise. 

This SOLITAIRE game includes software and instructions for the following computers: TRS-80' 
Level II, 16K Memory Apple 11' , ApplesoW BASIC, 16K Memory beyond BASIC Pet' , 16K Memory 

JheSoltware Exchange 
ORDER TOLL-FREE: (in NH call 673-5144) ~VISA~ 

1·800·258·1790 
SoftSide DECEMBER, 1980 
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by Fred Pence 

Christmas Card requires 16K and 
Applesoft. It is also much nicer in 
color than in black and white. 

Here's a Season's Greetings that 
hearkens back to the old days of a 
yuletide in front of a roaring 
hearth. You can personalize this 
animated greeting card with your 
own name (change line 2670). Let 
the computer do the rest - two 
familiar carols and a fireside scene 
that exudes contentment. Mayall 
your Christmases be this placid. 

INSTRUCTIONS: 
RUN is all that is necessary. 

VARIABLES: 
ZL = Upper limit for timing loop 
of scene. 
Z = Timing loop for scene. 
I = Pitch for music notes. 
J = Timing loop for dog's 
movement and lights blinking (also 
for length of note in music 
subroutine). 
K = Timing loop for star on tree. 
L = Light number on tree. 
T = Timing loop for star on tree. 
FH = Height of fire in fireplace. 
FW = Width of fire in fireplace. 
X, Y = Plotting variables. 
ST = Number of snow flake 
frame . 

3 REM n A ~ISTMAS CARD n 

1 RfJ1 n BY n 

'5 IlEtt n FF.ED Pf}.(E n 

Q GOSlEe 10000 
10 GOTO 2500 
9 • .uE: GF~ 

Set full screen qraphics. 

92 POr.E - 16302,0 
9'5 n.. = !5 

Draw floor, wall. fireplace, and 
interior. 

199 R£t1 n PICTtH: 
200 C!l.1F= 9: FOR Y = 32 TO 17: fUN 

0.39 AT Y: NEXT Y 

20 

CHRISTMAS CARD 

210 C!l.0R= 7: FOR Y = 0 TO 31: HLIN 
0,39 AT V: NEXT V 

220 C!l.0R= 5: FOR V = 22 TO 32l HLIN 
23.33 AT V: NEXT V 

Draw window. 

22S C!l.1F= 0: FOR V = 2 TO 20! IUN 
2.12 AT V: NEXT V 

230 C!l.1F:= 15: IUN 2,12 AT 2: IUN 
2.12 AT 21: IUN 2.12 AT 11: 
UN 2,21 AT 7 

210 C!l.0R= 3: VlIN 2.21 AT 1: VlIN 
2.21 AT 2: VlIN 2.12 AT 3: VlIN 
2,6 AT 1: VLIN 2,6 AT 10: VL.IN 
2,12 AT 11: VlIN 2,21 AT 13: 

VlIN 2,21 AT 12 

Draw the ruq. 

250 C!l.0R= 2: IUN 27.31 AT 36: IUN 
21,31 AT 37: IUN 21,37 AT 3 
8: IUN 20.38 AT 39: HLIN 20 
,38 AT 10 

253 UN 21,37 AT 12: IUN 23,36 
AT 13: IUN 25,31 AT 11: HLIN 

20.37 AT 11: IUN 28,31 AT 1 
5 

Draw picture fraN!. 
260 C!l.0R= 8: HUN 26.31 AT 1: HLIN 

26.31 AT 13: VLIN 1.12 AT 26 
: VlIN 1,12 AT 31 

Dr3W Christflas tree. 

900 C!l.0R= 1: VLIN 10,39 AT 9 
910 FOR X = - 1 TO 1 STEP 2 
915 VlIN 15,39 AT 9 + X: VLIN 19 

,39 AT 9 + 2 I X: VlIN 23,39 
AT 9 + 3 I X: VlIN 28.39 AT 

9 + 1 I X: VlIN 31,39 AT 9 + 
5 J X: VLIN 31,39 AT 9 + 6 J 

X: VLIN 37.39 AT 9 + 7 J X: NEXT 
X: FtOT 1,39: PLOT 17 ,39 

Draw star on top of tree. 
920 C!l.0R= 13: PLOT 9,9 
Draw fireplace. 

930 COlOR: 1: FOR V = 18 TO 21 : tUN 
19.37 AT V: NEXT V 

93S FOR V = 22 TO 31: !LIN 19.22 
AT V: HLIN 31.37 AT Y: NEXT 

V 

SoftSide DECEMBE R, 1980 

910 C!l.0R= 9: HLIN 17.38 AT 16: tUN 
17,38 AT 17 

950 C!l.!F.= 0: IUN 2'5.31 AT 32: PLOT 
2'5.33: PLOT 31,33 

Dr aw vases on .. ante 1. 

960 COLOK~ 13: HlIN 19.22 AT 13: 
PLOT 20 .11: PLOT 20.15: PLOT 

21,11: FtOT 21,15 
970 C!l.0R= 3: VlIN 12.15 AT 31: VlIN 

10 ,15 AT 35: VLIN 12.15 AT 3 
6 

Draw base of tree. 

980 C!l.0R= 8: Il.It-l 8.10 AT 10: C!l.0R= 
15: UN 7,11 AT 11: UN 6, 
12 AT 12: HLIN 6,12 AT 13 

Draw presents l.-lCier the tree. 

990 C!l.0I\~ 15: VlIN 13,16 AT 1: VLIN 
13,16 AT 3: VlIN 11,12 AT 11 
: VlIN 11,12 AT 16 

995 C!l.0R= 11: HLIN 5,9 AT 13: HLIN 
5,9 AT 11: IUN 5,9 AT 16: HLIN 
5.9 AT 17 

996 C!l.0R= 6: HlIN 5,9 AT 15: VLIN 
13,17 AT 7 

997 C!l.0R= 1: VlIN 13.17 AT 2: VlIN 
11,12 AT 15 

Draw stoclr..ings on Mantel. 

1000 COLOfi~ 2: VLIN 17.23 AT 26: 
VLIN 17,23 AT 25: VlIN 22,2 

3 AT 21 



lOIS COlOR= 11: VLIN 17,22 AT 32 
: VLIN 17,22 AT 31: VLIN 21, 
22 AT 30 

Draw picture above NOtel. 

1010 COlOR= 12: HLIN 27,30 AT 12 
: II..IH 27,30 AT 11 

1112 COlOR= 3: HLIN 29,30 AT 10: 
PlOT 30,9: COlOR= 15: HLIN 

27 ,28 AT 5: PlOT 27 .6: COlOR= 
13: PlOT 29,7 

Draw dog. 

1015 COLOR= 0: HLIN 23,33 AT 10: 
HLIN 26,31 AT 11: HLIN 26,2 

7 AT 12: HLIN 26,28 AT 13: PlOT 
31,12: HllN 31,33 AT 13: HLIN 
26,33 AT 39: HLIN 31,33 AT 3 
B: PlOT 31,37: PlOT 33,37: PlOT 
23,39 

1820 COL£R= 13: PlOT 31,39: PlOT 
33,39 

1025 COLOR= 1: HLIN 12,IB AT 15: 
HllN 12,IB AT 16: COL£R= 15 

: PlOT 16,15: PlOT 16,16 

Draw log and fire in firl!Place. 

1030 COL£R= B: HLIN 26,32 AT 31: 
PlOT 25,30: PlOT 26,30 

1835 COL£R= 13: HLIN 25,32 AT 30 

Initialize tiftiog loops. 

1095 K = O:J = O:T = 0 

Test ral'ldoft tree li~ts. If on, 
turns it off; if off, turns it on. 

1100 K = K + l:l = 21 I RHO (1) + 
l:J = J + 1 

1103 Rat D BI.Df(lM; LIGHTS 
1105 ON l GOTD 1125,1130,1135,11 

10,1115,1151,1155,1160,1165, 
1170,1175,IIBO,II85,1190,119 
5,1200,1205,1210,1215,1220,1 
225,1230,1235,1210,1215 

1125 IF SCRN( 18,15) = 1 Tt£N COLOR= 
1: PLOT 10,lS: GOTD 1300 
1127 COLOR= 1: PlOT 10,15: GOTD 

1381 
1130 IF SCRN( B,17) = 1 Tt£N COLOR: 

11: PlOl 8,m GOTO 1301 
1132 COL£R= 1: PlOT B,17: GOTO 1 

300 
11'35 IF SCRN( 10,18) = 1 Tt£N COL£R= 
13: PlOT 10,18: GOTD 1300 
1137 COLOR= 1: PlOT 11, IB: GOTD 

1300 

1110 IF SCRN( 9,20) = 1 Tt£N COLOR: 
13: PlOT 9,20: GOTO 1300 

1112 COLOR: 1: PlOT 9,20: GOTO 1 
300 

1113 GOTO 1300 
1115 IF SCRN( 11,21> = 1 Tt£N COLOR: 
9: PlOT 11 ,21: GOTD 1301 
1117 COLOR= 1: PlOT 11,21: GOTO 

1300 
1150 IF SCRN( B.23) = 1 THEN COL£R= 

2: PlOT B.23: GOTO 1300 
1152 COLOR= 1: PlOT 8,23: GOTO 1 

300 
1155 IF SCRtH 7,25) = 1 THEN COL£R= 

10: PlOT 7,25: GOTO 1300 
1157 COL(J::: 1: PlOT 7,25: GOTO 1 

300 
1160 IF SCRN( 10,25) = 1 THEN COL(J::: 
7: PlOT 10,25: GOTO 1300 
1162 COLOR= 1: PlOT 10,25: GOTO 

1300 
1165 IF SCRN( 7.28) = 1 THEN COL£f:= 

1: PLOT 7,28: GOTO 1300 
1167 COL[J;:= 1: PlOT 7, 2B: GOTO 1 

300 
1170 IF SCRN( 12,28) = 1 THEN COL(J::: 
11: FtOT 12,28: GOTO 1300 
1172 COLOR= 1: PlOT 12,28: GOTO 

1300 
1175 IF SCRN( 10, Z9) = 1 TI£N COLOR: 
2: PlOT 10,29: GOTO 1300 
11n COLOR= 1: PLOT 10,29: GOTO 

1300 
1180 IF SCRN( 6,31) = 1 THEN COL~:= 

7: PlOT 6,31: GOTO 1300 
1182 COLOR= 1: PLOT 6,31: GOTO 1 

300 
118'5 IF SCRN( 13,31> = 1 THEN COLOR= 
6: PlOT 13,31: GOTO 1300 
1187 COL~:= 1: PLOT 13.31: GOTO 

1300 

1190 IF SCRN( 11,32) = 1 THEN COLOR= 
1: PlOT 11,32: GOTO 1300 
1192 COLOR= 1: PLOT 11,32: GOTO 

1300 
1195 IF SCRN( 1,32) = 1 THEN COLOR= 

2: PlOT 1,32: GOTO 1300 
1197 COLOR= 1: PLOT 1,32: GOTO 1 

300 
1200 IF SCRN( 8.33) = 1 THEN COLOR= 

9: FtOT 1,32: GOTO 1300 
1202 COLOR= 1: FtOT B,33: GOTO 1 

300 
1203 GOTO 1300 
1205 IF SCRN( 1,35) = 1 THEN COLOR= 

3: PlOT 1,35: GOTO 1300 
1207 COLOR= 1: PlOT 1,35: GOTO 1 

300 
1210 IF SCRN( 10,35) = 1 THEN COL(J::: 
2: PlOT 10.35: GOTO 1300 
1212 COLOR= 1: PLOT 10.35: GOTO 

1300 
1215 IF SCRN( 15,35) = 1 THEN COLOR= 
13: PlOT 15,35: GOTO 1300 
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1217 COLOR= 1: PLOT 15.35: GOTO 
1300 

1220 IF SCRN( 6.37) = 1 THEN COLOR= 
9: PLOT 6,37: GOTO 1300 

1222 C[L~:= 1: PLOT 6,37: GOTO 1 
300 

1225 IF SCRN( 10.37) = 1 THEN COLOR: 
13: PlOT 10,37: GOTO 1300 
1227 C£l.0R= 1: PLOT 10,37: GOTO 

1300 
1230 IF SCRN( 3,38) = 1 THEN COLOR= 

3: PlOT 3,38: GOTO 1300 
1232 COLOR: 1: PlOT 3,38: GOTO 1 

300 
1235 IF SCRN( B.39) = 1 THEN COL(J::: 

3: FtOT 8.39: GOTO 1300 
1237 COLOR= 1: PLOT 8.39: GOTO 1 

300 
1210 IF SCRN( 12.38) = 1 THEN COL(J::: 
1: PlOT 12,38: GOTO 1300 
1212 COLOI\:= 1: PLOT 12,38: GOTO 

1300 
1215 IF SCRN( 15,38) = 1 THEN COL(J::: 
9: PLOT 15,38: GOTO 1300 
1217 COLOR= 1: PLOT 15,38 
1300 IF K)- = 25 THEN COLOI\:= 0 

: PLOT 9,9 

Turn star on tree on or off. 

1315 IF K = 35 THEN COLIR= 13: PLOT 
9,9:K = 0 

Flid.er the fire in the fireplace. 

1325 FH = 30 - INT (1 I RND (2) 
):FW = 25 + 8 I RND (2) 

1328 IF Flo! = 25 OR Flo! = 26 OR FW 
= 31 ffi Flo! = 32 AN) FH < 29 
THEN FH = FH + 3: GOTO 1330 

1329 IF Flo! )- 26 AN) Flo! < 31 AN) 

FH>2BTHEHFH=FH-1 
1330 C[LQR= 13: VLIN FH,30 AT FW 

: C£LOR= 5: '.tIN 21,FH - 1 AT 
Flo! 

E:lir~. dog's e'je5. 

1350 IF J = 3S n£N COL(J::: 0: PLOT 
31.39: PLOT 33.39: GOTO 1390 

1355 IF J = 12 THEN COLOR= 13: PLOT 
31,39: PlOT 33,39: GOTO 1390 

Move dog' 5 head. 

1360 IF J = 58 THEN COLIJr-: 0: PlOT 
32 • 37 : PlOT 33.39: C£l.1Jr-: 2: 

PLOT 33.38: PlOT 33.37 
1365 IF J = S9 THEN COLtR: 0: PLOT 

31.39: COL(J(= 2: PLOT 32.37: 
PlOT 33,37: COLOR= 13: PlOT 

32,39 
continued on page 50 
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ON-LINE SYSTEMS 
HI·RES ADVENTURES 

For 48K Apple II and Apple Plus 
MACHINE LANGUAGE 

'. 'I' .!-.. 

BOTH ADVENTURES 
CAN BE SAVED! 

#1 
Mystery 
House 
$24.95 on disk 

You are transported to th e fro nt lawn of a large, old Victorian 
house. Upon entering the house you find yoursel f enmeshed in 

murder, mystery, and intrigue f rom wh ich you cannot escape until 
you solve the puzzles. One by one yo ur fri ends are being murdered 

and it is up to you to f ind out wh o th e kill er is and why he is bent on 
mayhem. But watch out l The kill er just mig ht find you first. As you 
explore the house yo u will enco unter puzzles to solve and hazards 

wh ich must be overco me. Th e sec ret passageway mig ht lead you to 
th e answer. 

'Over 100 Hi-Res pi ctures for play ing and watching your 
adventurel 

. All rooms in the house appea r in full Hi-Res graphics, comple te 
with obj ec ts you can ca rry, throw, drop, or ??? 

'Speak to the co mputer in pl ain En glish - over 300 words l 

#2 The 
Wizard 
and the 
Princess 
$32.95 on disk 

A princess in distress! Only you can rescue her f.rom the clutches 
of an evil wizard and save her life. But to find the wizard and his 
castle, you must first cross deserts, mountains and oceans to reach 
an island , encountering strange beasts along the way, You will have 
to learn magic, navigate at sea, and search for buried treasure. This 
epic game should provide months of pleasure. 

"Hundreds of Hi·Res pictures! 
"Full 21 color Hi·Res graphics! 

"By far the most ambitious graphics game ever written for the Apple. 

7heSoltware Exchange 
6 South St. , Milford , NH 03055 

ORDER TOLL-FREE: 1-800-258-1790 

(In NH call 673-5144) 
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STAR 
TREK 
111.5~ __ _ 

---

ALL NEW VERSION! 

Now with Sound Capab i lity 
and Increased Speed of 

Execution . 
You are in command of the 

starship Enterprise and her 
complement of 371 officers 
and crew. You must enter 
and explore the Omega VI 

region of th e galaxy with its 
192 quadrants containing star 
systems and planets (a few of 

which are habitable). 
Astronomical hazards such as 

pulsars , Class 0 stars , and 
black holes are known to be 

present in the region . Klingon 
battle cruisers are also 

present , so the utmost care is 
needed . 

Star Trek 111 .5 includes : 
playboard 8 by 3 by 3 

quadrants ; weapons system 
of Phasers and Photon 

Torpedos ; Warp and Impulse 
power systems; Science and 
Ship's compute rs ; Long and 

Short Range sensors ; 
Damage Control and Status 

reports; and 20 Klingon battle 
cruisers , and 100 stars , 

planets, black holes, and 
pulsars . 

Available on Digital 
Cassette for Level II , 

16K . ' .. $14.95 

The 
Software 
Exchange 
6 South Street, Milford, NH 03055 

TO ORDER TOLL-FREE: ~ 
1-800-258-1790 
l in N H coil 673 ·5144) 

-= 



by Scott Ad a ms 

WHOOPS! I think I goofed ... In 
October, you may remember, I 
promised to discuss how to put my 
adventures onto Stringy Floppy in 
the next issue (November). Well, 
back in September, we were 
exhibiting at the Washington 
Personal Computer Show (Boy, 
that's a story in itself!) and Mark 
P. of SoftSide came up and asked 
if column #2 of "Say Yoho" was 
ready. Unfortunately, I hadn't 
realized that it would be needed 
before the end of September, so I 
told Mark I would write it there at 
the show. (P .S. - This column is 
being written two days before the 
Chicago show, so you can leave 
your knives back in New 
Hampshire, Mark!)*The thing was 
I had forgotten I'd promised to 
discuss the Stringy Floppy version, 
and so here it is now. 

The Exatron Stringy Floppy is a 
popular alternative to slow-loading 
cassette tapes. It uses almost no 
user RAM in its operation. But 
since it does use some memory, 

I've developed the following 
procedure to put TRS-80 version 
8.2 of my adventures to Stringy 
Floppy. (Properly done, an 
adventure tape which takes five 
minutes to load from a cassette 
will load in 15 seconds from 
wafer.) 
1) Power TRS-80 on. 
2) Answer "Memory Size" with 
22738. This will put the BASIC 
stack inside the adventure 
interpreter in a place where it can 
do no harm. That is inside of a 
large 255 byte data buffer which is 
used when the adventure saves a 
game to cassette. This way we can 
force the Stringy Floppy to also 
use this area of memory for its 
pointers, and not wipe out the 
adventure! 
3) Load the adventure tape 
normally through: SYSTEM 

ADVENT 
4) Now type 112345 to turn on the 
Stringy Floppy. This will put the 
system back into BASIC. 
5) Put an initialized - 251 or 
longer - wafer into your Stringy 
Floppy. 

6) Type: @SAVEl,17152,15614 to 
save your wafer. Note: A verify 
error will occur, but this is normal 
due to the fact that Stringy 
Floppy's data pointers are actual1y 
within the area it is saving! 

To load the wafer, we do the 
opposite: MEMORY SIZE? 22738 
SYSTEM 
*? 112345 
@LOADI 
SYSTEM 
*? 117232 
Note: The auto load will not 
function, but you can easily start 
adventure as shown. Note also all 
save games will still require the 
cassette player, but will only need 
15 seconds. 

Next month a look at what I 
think makes a good (or bad) 
adventure. 

YOHO 
.. . Suddenly I'm elsewhere ... 

* (Note-Our astute (hear, hear!) 
copy editor caught the omission 
and quicklv axed Scott's reference 
to the Stringy Floppy from the 
October issue. So there! -MP) 

~ ~IIIIAII~~IIII~~AI 
~mA~II~IIIIII«~ ~A«IIW(((A~II 

by Tim Hays 

Construct data base 
by entering geometric 

coordinates, then 
view from different 

angles. Four 
programs. Low 

resolution requires 
8K, high resolution 
16K, demonstration 
program, 24K. Atari 

400 or 800. )It 
$29.95 '-

TO ORDER TOLL FREE 

1·800·258·1790 
(In NH call 673·5144) 

lebreel 
COmpUliftC) 
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GAMES 

Adventures on tape 
by Adventure Inlernational (Scoh Adams) 
Level II . 16K . . ......... $14.95 

Choose one' 
Adventureland: Magical beings. perils and puzzles' 
Fun House' Takes all your brains to get pasl the gate' 
Ghosl Town What happens in Ihe Saloon after Dark? 
Mission Impossible : Foil saboleur , save reaclor' 
Pirate 's Cove : Clue in a blood-soaked book ! 
Pyramid of Doom: Watch out for the nomad' 
Si range Odyssey: Ruins of an alien culture? 
The Count: Prolecl your neck' Who lives here? 
Voodoo Castle : Remove Count Cristo 's curse' 

Adventures on dfsk 
by Adventure International (Scoft Adams) 
Three-Adventure combinations . . ............... $39.95 
t) Adventureland , Mfssfon Impossibte, Pirate 's Cove. 
2) Strange Odyssey, The Count, Voodoo Castle . 
Adventure Sampler 
by Adventu re International (Scott Adams) 
Mini-version of Adventufaland , serves as introduction. 
Level II , 16K . . . $6 .95 
Balrog Sampter 
by Adventure International 
32K, 2 Disks . . $35 .00 
Datestones of Ryn 
By Automated Simulations 
Cassette . . ......... $14 .95 
Disk . $19 .95 
Hellfire Warrior (Apshai Sequel) 
by Automated Simulations 
Cassette . $24 .95 
Disk . .. ........ .. .... .. . .. .. $29 .95 

Journey to the Center of the Earth 
by Ramware - Greg Hassett 
Level II, 16K . . ... $7 .95 
Lost Dutchman's Gold 
by Programmers Guild 
Level II. 16K . 
Mortoc 's Tower 
by Automated Simulations 
Cassette ................... .. .. . 
Disk 
Drlglnat Adventure 
by Microsoft, as played on PDP-l 0 
Disk,32K 
Rescue at Rigel 
by Automated Simulations 

. $14 .95 

· ... $14 .95 
· .. . $19 .95 

· ... $29 .95 

Cassehe . ....... .. .. .. . $19 .95 
Disk . .. .. .. .. .. .. .. .. .. . .. ..... $24.95 
Stone of Sisyphus 
by Adventure International 
DiSk , 32K . . ... $35. 00 
Temple of Apshai 
by Automated Simulations 
Cassette . . $24.95 
Disk . . . $29 .95 
Twas the Night Before Christmas (Kids) 
by Adventure International 
16K Cassette. . ........ ... $1 2.95 

AMUSEMENTS 

Air Raid 
by Small Systems Sohware 
Level I or II . 4K . 
Amllln ' Miles 
by Ramware - Robert Wallace 

. . $9.95 

Level ll, 16K ..... . . ....... ................. ...... $9.95 
Android Nlm 
by Ramware - Leo Christopherson , with sound 
Level II, 16K . 
8arricade 
by Small Systems Sohware 

. $14 .95 

Machine Language . . . $9.95 
8teWary 
by Ramware - Leo Christopherson , with sound 
Levell l .16K .............. ..................... $14 .95 
Challenge 
by Ramware - Richard Taylor, word game (with sound) 
Level II . 16K . . $9.95 
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Concentration 
by Ramware - Randy Hawkins 
Cassette . 
Dr, Chips 
by Adventure International 
Cassette . 
Duel-N-Droids 
by Acorn Software (Leo Christopherson) 

.. .. . $7 .95 

.. ...... . $14 .95 

Cassette ... ..... . ... $14.95 
Disk .. .. ... $20 .95 

Galaxy tnvaslon 
by Big Five Software 
Level II. 16K ........ $14 .95 
Interactive Fiction 
by Adventure Internalional (Robert Lalore) 

Local Call for Death 
Disk. .. ........... $19 .95 
Six Micro Stories 
Disk . ................. .. .. $14 .95 
Two Heads of the Coin 
Disk . . $19 .95 

Invasion 
by Ramware - Chris Freund 
Level II . 16K ............................ $9 .95 
Disk . . . . . . .. . ..... . .............. $14 .95 
Kamikaze 
by Ramware - Russel Starkey 
Level II . 16K . . . . ......... . $7 .95 
Life Two (wHh sound ) 
by Ramware - Leo Christopherson. with sound 
Level II . t6K . .. .............. $t4 .95 
Olympic Decathton 

· ... $24 .95 
by Microsoft 
Cassette . 
Disk . .. ................................. $24 .95 

Pinball 
by Acorn Software 
Cassette . . .... $14 .95 
Disk . .... . . . .. . _ " .......... $20 .95 

PR Dogfight 
by Ramware - David Bohlke 
Level II . 16K . 
Snake Eggs 
by Ramware - Leo Christopherson . with sound 

.. ....... $7 .95 

Level II , 16K , .... $14 .95 

Super Nova 
by Big Five Software 
Level II , 16K . . . . ...... $14 .95 
TRS-80 Opera Theatre 
by Ramware - Richard Taylor. Magnificent Sound 
Level II. 16K . ... $9 .95 
Tunnels of Fahad 
by Adventure International 
Cassette . . ...... . . . __ . __ , · . $9 .95 

BOARD GAMES 

Bridge Challenger 
by Personal Software 
Level II , 16K . 
Cribbage 
by Ramware - Roger W. Robitaille 
Level II, 16K . 
Fastgammon 
by Quality Sohware 
Level II . 16K . 
Mean Checkers Machine 
by Ramware - Lance Micklus 

· . . . $19 .95 

· .... $7 .95 

· $19 .95 

Level II . 16K . . . .. . .. . .. . . .. . . . . .. . . ..... $9 .95 
Disk . . ...................... .. ... . .... $t4 .95 
Monty Plays Monopoty 
by Personal Software (old ROM only) 
Cassette . 
Disk . 
PIntomlnoas 
by Ramware - James Garon 
Level ll . 16K . 
Sargon 2 (C hess) 
by Hayden (Dan & Kathe Spracklen) 
Level II, 16K . 
Disk.32K 

... $24 .95 
........ $27 .95 

......... $7 .95 

· $29 .95 
............ $34 .95 

So[tSide D ECEMBER. t980 

HOURS: 

MONDAY - FRIDAY 
9 AM to 9 PM 
SATURDAY 
11 AM to 3 PM 

·EASTERN TtME 

EDUCATIONAL GAMES 

Nine Games for Preschool Children 
by Ramware - George Blank 
Level II , 16K . 

SIMULATIONS 

Airmail Pilot 
by Instant Software 
Cassette . 
Air Traffic Controller 
by Sensational Software 
8-1 Bomber 
by Avalon Hill . 
Computer Bismarck 
by StrategiC Simulations 

• 

. ...... $9 .95 

.. ... $7 .95 

..... $9 .95 

.. ...... $1 5.00 

Cassehe . . . . . . . . . . . . . . . . . . . . . . . . . . . . . • . . .... $49 .95 
Disk . .. ...... $59 .95 
End Zone II 
by Ramware - Roger W. Robitaille 
Levell I , 16K . .. .. .. _ ..... $9 .95 
Midway Campaign 
by Avalon Hill . 
North Attantic Convoy 
by Avalon Hill . ... . . ......... _ . 

Pigskin (Football) 
by Acorn Software 
Level II , 16K ......... ....... . 
Planet Miners 
by Avalon Hill . 
Pork 8arrel 
by Ramware - George Blank 
Level II , 16K . 
Santa Paravia 
by Instanl Software 
Level II , 16K . 

SPACE GAMES 

Orion Series 

Invasion of Orion 
by Automated Simulations 

$15 .00 

. ... $t5.00 

. $9.95 

.. .. $1 5.00 

.. ... $9 .95 

.. .. $7 .95 

Casselte , . . ..... $19 .95 
Disk . . ...... . ........ . .. ....... . $24 .95 
Starfteet Orion 
by Automated Simulations 
Cassette . . .. $19 .95 
Disk . .. .. $24 .95 

Simutek t 
by Adventure International 
Disk . $19 .95 

Space 8ahles 
by Level IV 
Level II . 16K . . . . . . $14 .95 
DiSk, 32K . . $19 .95 
Star Trek 3.5 
by Adventure International (Lance Micklus) 
Level II , 16K ............................. . .... . . $t4 .95 
Time Trek 
by Personal Software 
Level II . 16K . . .. .. . $19 .95 
X-Wing Fighter II 
by Ramware - Chris Freund 
Level II , 16K . . ... $9 .95 

STRATEGY GAMES 

Galactic Empire 
by Broderbund Software 
Level II . 16K .... .. .......... . _. _.. . . ... $14 .95 
Galactic Revolution 
by Broderbund Software 
Level II , 16K . 
Gatactlc Trader 
by Broderbund Software 
Level II , 16K . 

. ....... $14 .95 

. ..... $14.95 



Galactic Empire, Revolution, Trader 
by Brooerbund Software 
Disk, 32K . 

Kriegspiel II 
by Ramware - Ron Potkin 

.. ... $39.95 

Level II , 16K .............. . . . . . . $14.95 
Slag 
by Adventure Inlernational 
Cassette 
Taipan 
by Ramware - Art Canli1 
Level II , 16K . .. .......... 
Tycoon 
by Ramware - David Bohlke 
Level II . 16K . 
Up Periscope 
by Ramware - Ron Potkin 

· .. $14 .95 

...... $9 .95 

.... $7 .95 

Level~l. t6K . .. . . . . . . . .. . . $14 .95 
Warpath 
by Ramware - Ron Potkin 
Level II , 16K . . $14 .95 

BUStNESS 

Accounts Receivable (w~h invoicing) 
by Ramware - Stephen Hebbler 
3 disks , 2 manuals. 2 drives, lineprinter . . .... $69 .95 
Basic Statistics 
by Ramware - Steve Reisser 
Level II , 16K . . $9 .95 
CCA Data Management System 
by Personal Software 
Ready for transfer to disk . with manual 
Tape ........ $74 .95 + $2 
Column Catculator 
by David Gray (Ramware) 
16K. Disk . . ... $.39 .95 
Dynamic Data Base 
by Ramware - Ken Knecht 
Manual & 3 Programs 
Disk. 32K . . . ..... $39 .95 
H istog ra ph i S catterg ra m 
by Ramware - Gary Breschini 
Level II . 16K . . ... $9 .95 
Infinite Business 
by Racet Compules 
16K Cassette . 
Inventory 'S' 
by Ramware - Roger W. Robitaille 
Level II. 16K cassette . 
32K disk. without invoicing . 
48K disk with invoicing . 

Inventory System 11.3 
by Ramware - M. Kelleher 
Improved version 
Mait List" 
by Ramware - SBSG 
32K disk . 
Options Mon~or 
by W.S. Kutleuer (Ramware) 
16K. Disk . . 
Payroll 
by Ramware - Stephen Hebbler 
32K disk . 
Small Business Bookkeeping 
by Ramware . Roger W. Robitaille 
Level II. 16K. with journal 

$29 .95 

$24.95 
.... $39 .95 

$59 .95 

· .. $79.95 

. ...... $49 .95 

· .. $29 .95 

· $39 .95 

Disk . . ..................... . . . $36 .95 
. . .. . . . . $31.95 Casselle 

Without journal 
Disk 
Cassette 
Special Delivery with Exlract 
by Quality Software Distributors 
Disk 
SuperScript 
by Acorn Software 
32K1Jisk . 

SPECIAL PURPOSE 

Electronic Ass istant 
by Ramware . John Adamson 
Level II , 16K 

Ham Radio 
by Ramware - M. Kelleher 
Level II , 16K . 
32K disk, (advanced version) . 
muMATH 
by Microsoft 

32K Disk .. 
Stat Pal 
by Bruce Chalmer (Ramware) 
32-48K Disk . 

WORD PROCESSOR 

Scrips~ 
by Radio Shack 
32K Cassette . 
:\2\\\l\s~ . 

PERSONAL 

Amateur Astronomy 
by Ramware - George Hall 
Handbook 
Cassette . 

· $29.95 
· $24 .95 

$125 .00 

.. ... $29 .95 

· ... $9 .95 

$9 .95 
. ... $24 .95 

$74.95 + $3 

..... $29 .95 

$65 .00 + $2 
........ $95 .00 + $2 

..... $14 .95 

Financial Planner 
by Hayden 
Disk . 
Home Financial Management 
by Ramware - M. Kelleher 
Level II , 16K .................... . . 

I Chlng/Biorhythms 
by Ramware - J. T. Philips 
Level II , 16 K Cassette . 
Interlude 
by Synergistic Sottware 
Cassette . 
Disk 
Keyboard aD 
by Ramware - John Adamson 
Levelll , 16K . 

Magic Paper Calculator 
by Ramware - Russell Starkey 
Level II , 16K . 
Periodical Cross Reference 
by Ramware - Dave Stambaugh 
Level II , 16K . 
32K disk .. 

Personal Finance 
by Ramware - Lance Micklus 
Level II . 16K . 

Roots 
by Ramware - Bill Sholar 
32K disk . . .......... . . 
RPN Calculator 
by Ramware - Russell Starkey 
Level II . 16K . 
Secrets of the Tarot/Cards of Fortune 
by Ramware - J.T. Philips 
together . 

Soft Music 
by Computer Light & Sou nd 
16K Cassette . 
Typing Tutor 
by 80 US 
Level II , 16K . 

UTILITIES 

Editor Assembler + 
by Microsoft 
Level II , 16K Cassette . 
Automated Disk Directory 
by Ramware - George Blank 
32K diSk, (on Cassette) requires NEWDOS . 
BLINK 
by Racet Computes 
32K Disk . 
Boss 2.1 
by Soft Sector 
Level II , 16K Cassette . 

CDMPROC Command Processor 
by Racet Computes 
Level II , 16K, Cassette 

Disk Sort/ Merge 
by Racet Computes 
32K Cassette , . 
OOSORT 
by Racet Computes 
32K or 48K Cassette . 

File Manager BD 
by Nepenthe 
32K disk . 

LANGUAGE 

APL BD 3.0 
by Ramware - Phelps Gates 

. $74 .95+$2 

. ... $9 .95 

.. $9 .95 

· $16 .95 
$19 .95 

· $9 .95 

· $14 .95 

· ... $14 .95 
. ..... $19 .95 

· $9.95 

.. .... $19 .95 

· $9.95 

$9.95 

. . .... $24.95 

· ... $19 .95 

$29 .95 

. . $14.95 

· $25 .00 

.. $29.95 

........ $19.95 

· ... $75.00 

. . $34 .95 

........ $49.95 

Disk, 32K , Deluxe Version . . ......... $39 .95 
Level II , 16K, red uced leatures , no course or book . . .. $14 .95 
APL 80 Book , separately ..... $16 .95 + $3 
Assembly Language Development System (A.L.D .S) 
by Microsoft 
32K, 2 Disks. . $95.00 + $2 .50 

FORTRAN 
by Microsoft 
32K , 2 Disks . 
FORTRAN plus Assembler . 

Level III BASIC 
by Microsoft ....... . .... . 

BOOKS 

APL • An Interactive Approach 
by Gilman and Rose (J. Wiley & Sons) . 

Background Math for a Computer World 

. $95 .00 -+: $2 .50 
. $175 .00 + $5 

... $49.95 

$16.95 + $3 

by R. Ashley (Wiley) .......................... $7 .95 + $1 
BASIC Handbook 
BY Dr. David A. Lien (Compusoft ) . $14 .95 + $1 
BASIC for Home Computers 
by Albrecht , Finkel , & Brown (Wiley) . $7 .95 + $1 
Calculations wnh BASIC 
by Scelbi Publications .................. , ...... $8 .95 + $1 

Chess & Computers 
by David Levy (CPS) .......................... $9 .95 + $1 
Consumer 's Guide to Personal Computing & Microcom· 
puters 
by S. Freiberger & P. Chew (Hayden) . . $8 .95 + $1 
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CP/M Summary Guide 
by Rainbow Associates . 
Learning Level II 
by Dr. David A. Lien (Compusoft) 
Learn Microcomputers 
by Scelbi Publications . 

Microcomputer Potpourri 

. $4 .95 + $1 

..... $1 5.95 + $1 

. $14 .95 + $1 

by Scelbi Publications . . $3 .95 + $1 

PASCAL An Introduction to Methodical PrDllrammlng 
by W. Findlay & D.A. Watt (CSP). .. $12 .95 + $1 

Pathways through the ROM 
by SoftSide Publications . . $19 .95 + $1 
Personal Information Management System 
by Scelbi Publ ications .. $1 1.95 + $1 

Sargon Handbook 
by Dan & Kathe Spracklen (Hayden) . . . ..... $15 .95 + $1 

Secret Guide to Computers 
by Russ Walters (Scelbi Publications) .. .. ......... $5 .95 + $1 
Structured BASIC & Beyond 
by W. Amsbury (CSP) . . ... $10 .95 + $1 

Take My Computer, Ple .. e' 
by Scelbi Pu blications . . ...... $5 .95 + $1 
Ten Easy PIeces 
by H. Sagan & C. Meyer (Hayden) . . ...... $7 .95 + $1 

The Little Book of BASIC Style 
by John Nevision (Addison Wesley). . ... $5.95 + $1 
TRS·aO Assembly Language Programming 
by William Barden Jr. (Radio Shack) .......... $3 .95 + $1 
TRS·aO BASIC 
by Albrecht , Inman , & Zamora (Wiley) . . $8 .95 + $1 
TRS·aO Disk and Other Mysteries 
by Harvard Pennington (I.J .G. Inc.) . . ...... $22 .95 + $1 

TRS·BO Interfacing 
by Jonathan Titus (Howard W. Sams Inc .) $8 .95 + $1 
Understanding Microcomputers 
by Scelbi Publications . . ....... ........... .. $9 .95 + $1 

z·ao and aoao Assembly Language Programming 
by Kathe Spracklen (Hayden) . . . $7.95 + $1 
z·ao tnstructlon Handbook 
by Scelbi Publications 

z·ao Software Gourmet Guide & Cookbook 
· .... $5 .95 + $1 

by Scelbi Publications . . ............... $15 .95 + $1 

SUPPLIES 

Cassettes : 
C-l0 ...... .. .. ...... . 
C·20 . 

Diskettes : 
Dysan (premium quality) 
Box of 5 .............. .. 

BASF 
Box of 10 
Case of 100 

Scotch 
Box of 10 

· .. . $6 .95 + $1 
$7 .95 + $1 

. .... $29 .95 + $1 

· .. $34 .95 + $2 
· . $299 .00 + $3 

$39.95 + $2 
Diskette Storage Box . 
Floppy Armor· 

. ........... $5 .00 + $1 

Protective envelopes tor shipping floppy disks 
5-pack . 

Floppy Disk Refills .. 
Floppy Disk Savers ............... . 
SoftSlde Vinyl Binders . . ........ , , . 
Tape Recorder Allignment Kn 
File UtilHy 
by Ramware -
32K Bisk . 

Floppy Disk Diagnostic 
by Ramware • Dave Stambaugh 
Disk with manual. 

General SUBFAC 
by Racet Computes 
16K - 48K Cassette . 
Infinite BASIC + 0 
16K Cassette . 
KVP 
by Ramware • Lance Micklus 
Cassette #232 . 
Disk . 
Level I in Level II 
by Apparat 
Level II, 16K 
Micro Text Ednor 
by Ramware - Don Coons 
Level II , 4K or 16K 
NEWDOS 
by Apparat . 
NEWDOS + 
by Apparat . 

NEWDDS aD 
by Apparat . 
Remodel & Proload 
by Racet Computes 
16K-48K Cassette . 
RSM2 
by Small Systems Software 
Level II , 16K ............... .. . 
RSM2D 
by Small Systems Software 
Disk for 16·48K on one tape . 

$4 .95 + $1 
· .... $7 .95 

. . $14 .95 
.. $4 .95 + $1 
. $9 .95 + $1 

· ... $29 .95 

.. $24 .95 

$24 .95 

. $49 .95 

. .. $14 .95 
$19 .95 

· ... $14 .95 

· ........ $9.95 

$49.95 

· ....... $99 .95 

. .... $149 .95 

$34 .95 

... $26.95 

.. ... $29.95 
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Spool 
by Ramware . Robert T. Hepp 
Will print on ASCII Ii Ie to a parallel line printer at the same 
time you are using your com puler lor another program. For 
32K disk systems only. -Will NOT work with NEWOOS (2 .3 

ST80D Smarter Terminal 
by Ramware . lance Micklus 
Disk . 

ST801l1. 

...... $79.95 

.. ..... $150.00 or VTOS 3.0 okay) . 
Disk . 
STAD 
by Ramware . Paul v.In der Eiik 

..... $24 .95 ST80.UC Dedicaled to THE SOURCE 
by Ramware . Lance Micktus 
-Level II , 16K . ..... $24 .95 

Trace and Debug monitor lor tape and disk syslems 
16K, 32K, and 48K on one tape .. .. . ................. $24.95 
ST80 Smart Terminal System Copy 

by Ramware . Kalman Bergen by Ramware • Lance Micklus 
Level II, 16K . .......... $49 .95 Level II , 16K . . ........ " • . $9 .95 

'The 
Apple Stand 

TO ORDER 
TOLL FREE (arders only) 

1-800-258-1790 
(In NH call 673-5144) 

Your Apple 11* software market from The Soft-ware Exchange 

ADVEHTURELAND 
Adventure International 
Cassette/24K/ M .............. . . ... . " . . ....... $14.95 
ADVENTURE COMBINATION #1 
Adventure International 
Adventurelan d, Pirate's Cove, Missions Imposs ible, 
Oisk /24K/ M ....... .. .... $39.95 
ADVENTURE COMBINATION #2 
Adventure International 
Voodoo Caslie, The Count. Strange Odyssey 
Disk/24K / M .. . .. .. .... .. .. .. . .. . .. .. $39,95 
ADVENTURE COMBINATION #3 
Fun House , Pyramid , Ghost Town 
Disk/ 24K / M . . . ... . $39.95 
ADVENTURE SAMPLER 
Adventure International 
Cassette /24K / M . . .... ... . . . , . ... . . .. , ...... 5695 
AIR TRAFFIC CONTROLLER 
Sensational Soltware 
Cassette / 16K/M .. .. ... . ...... . .. ....... 59.95 
AMBUSH 
Strategic 
Di sk 48K /A ROM. ., $59.95 
ANDROID NIM 
Ramware 
Disk/24K /A ROM ...... S17.95 
APPEN I TE XT EDITOR 
Muse 
Cassette 116KII 
APPILOT II 
Muse 
Disk/48K/ M 
APPLE 21 
Soflape 

.. . .. ' ' " .... .. , .. ", 517.95 

...... $99.95 

Cassette/24KII .... . . .. . ... .. . .. .. ..... $15.95 
APPLELlST' NER 
Soltape 
Cassette / 16KII .. ... .. .. .. .. .. .. .... . .. .... .... $19.95 
APPLETALKER 
Softape 
Cassette /16KII . .. 
ASTEROIDS IN SPACE 
Quality Software 
Disk/32K / M 
B-l BOMBER 
Avalon Hill 
Cassette/ 16KII 
BASEBALL 
Muse 

. ........ .. ....... $15.95 

.... $19.95 

.... $15.00 

Cassette / 16K/A ROM .................... .. .... 514.95 
BEST OF BISHOP 
Soflape 
Cassette /16KII .... .. .. ... . ............ .. . .... , 539.95 
BEST OF MUSE 
Muse 
Disk/ 16KII , .... .. .. .. .. .... 539.95 
BISMARCK 
Strategic 
Disk 48K I A ROM . .. , .. 559.95 
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BRIDGE CHALLENGER 
Personal Soltware 
Cassette I 16KI M 
CCA OATA BASE MANAGER 
(Works in conjunction with Visicalc) 
Personal Soltware 
Disk /32K/A , .. 
COMPU·REAO 
Edu·ware 
Disk /4BK /A 
COUNT ADVENTURE 

..... $19.95 

... .. $99.95 + $2 

.. . $24.95 

Adventure International 
Cassette / 24K / M . . ......... .. .. .... ... $14.95 

OATA FACTORY 
Micro·Lab 
Disk/48K /A . 
DATE STONES OF RYN 
Automated Simulations 
Cassette 32K /A ROM /48K/A 
Disk / 48KI A ROM . . 
DESK TOP fLAN 
Personal Soltware 
Disk /32K/M . 
DOGFIGHT 
Micro Lab 
Disk / 48K / M 
OR. MEMORY 
Muse 
Disk /32KII 
DUNGEON CAMPAIGN 
Synergisti c 
CasSlltte / 16KII . 
Disk /32KII , ........... . 
EDITOR ASSEMBLER 
Hayden 
Di sk . 

ELECTRIC CRA YON 
Muse 
Cassette / 16K/M 
ENGINEERING MATH TAPE I 
Hayden 

.. 5100.00 

......... $14.95 
..... $19.95 

.... 599.95 

.... $29.95 

.. , $49.95 

...... $14.95 
.. S17.5O 

....... $49.95 

........... $17.95 

Cassette/24K A/ 16K A ROM ..... . ........ . .. .... $14.95 

ESCAPE 
Muse 
Cassette/ 16KII 
FASTGAMMON 
Quality Software 
Cassette / 16K/ M 

FORTE 
Softape 
Cassette 116KI M 
FORTH II 
Softape 
Disk . 

GALACTIC EMPI RE 
Broderbund Software 

..... $12.95 

........ 519.95 

$19.95 

. ..... .. .. ••• " . ..... $49.95 

Disk /48KI A . .. .............. .. . . ...... 524.95 

SoftSide DECEMBER. 1980 

T·Short 
by Web Associates 
Level II , 16K . 

Tiny Comp: A BASIC Computer In BAStC 
by Ramware . David Bohtke 

.... $9 .95 

Cassene . .. .......... $19.95 
Disk . .. ........ $24 .95 

VTOS 4.0 
by Adventure International 
ZBO Zap Command 
by Quality Soltware 
Disk . 

KEY 

I • Integer BASIC 
M • Machine Language 

(Apple II or Apple 11+) 
A · Applesoft 

.. $99 .95 

... $29 .95 

ROM · Apple II Plu s or Applesoft ca rd onl y 

GALACTIC REVOLUTION 
Broderbund Software 
Disk/48K/A 
GALACTIC TRADER 
Broderbund Software 
Disk /48KI A . 
GENERAL MATH TAPE I 
Hayden 

. ... ... $24.95 

....... . .. . $24.95 

Cassette / 24K A/ 16K A ROM .... . . .... .... .. ..... 5t4.95 
GHOST TOWN ADVENTURE 
Adventure International 
Cassette/24K/M 
GLOBAL WAR 
Muse 
Cassette/32K /A ROM. 
Disk /48K /A ROM 
HELLFIRE WARRIOR 
Automated Simulations 
Disk 148K /A ROM ... .. .... 
HIGHER GRAPHICS 
Synergistic Software 

...... .. ......... $14.95 

. ... 517.95 

. .. . $24.95 

.. ... ......... $29.95 

Disk /32KII . . .. .. . .. ... . ... ...... . .. . ... $24.95 

HIGHER TEXT 
Synergistic Software 
Disk /24K/ M .............. . .. $35.00 
HI·RfS MYSTERY HOUSE 
On Line Systems 
Di sk/48K / M .................. . . . . ... S24.95 

INTERLUDE 
Cassette 16KII .. ... . .. .... .. .. .. . ..... 516.95 
Di sk/32KII . ...... .... .... .... .... . . 519.95 
INVASION OF ORION 
Automated Simulations 
Cassette/ 3 KI A ROM /48KA 
Disk 48K I A ROM . 

LOST DUTCHMAN'S GOLD 
Programmers Gui ld 
Cassette/24KI A ROM .. . ............. . 
MAGIC PAINT BRUSH 
MP Software 

.... $19.95 
. .. 524.95 

. .. $14.95 

Di sk 32K I A ROM .......... .• . ...... • ••. . ..... . . 529.95 

MAILING LIST DATABA SE 
Synergistic Software 
Di sk/48K /A . 
MAZE GAME 
Muse 
Cassette / 16KII ........... .. ........... . 

MICROSOFT ADVENTURE 
Microsoft 
Disk 32K fM ............... . 
MIDWAY CAMPAIGN 
Avalon Hill 
Cas sette / 16KII . 

MISSION IMPOSSIBLE 
ADVENTURE 
Adventure International 

.. .. . 534.50 

. .. S1 2.95 

.... 529.95 

..... 515.00 

Cassette / 24K/ M ............ .. .. ... .. ......... 514.95 



_IFlABLE DATABASE 
Synergistic Software 
Disk/48K/A ROM . ... 
MOIITY PlAlS MOIIOPOU 
Ritam 

. . . $79.50 

Casselle /16K/M .............. . . .. • . ........... $24.95 
Disk/32K/M ............... ... . . .. . •..... ..... . $27.95 
MOIllOC'S TOWER 
Automated Simulations 
Casselle/32K/A ROM/48K A . . . . . .. ............. $14.95 
Disk/48K/A ROM ............. . ... • . . . .. . . ..... $19.95 
MUSIC lOX 
Muse 
Cassette/16K/M . ...... ..... . . .. . . . . . •••.... . .. $12.95 
MYSTERY FUll NOUSE ADVEIITURE 
Adventure International 
Cassette/24K/M .......................•• . .... $14.95 
IIORTH AlLA Hit COIIVOY RAIDERS 
Avalon Hill 
Cassette/16KII .. . . .......... .......... . •.. . .. $15.00 
lUKE WAR 
Avalon Hill 
Cassette/16KII ............... . . ....... . ....... $15.00 
OOYSS£Y: THE COMPLEAT ADVEIITURE 
Synergistic Software 
Disk/48K1I . .. .. .. .. .. .. .. ... .... . . .. .. ..... . . $29.95 
PlRATE'S COVE ADVEIITURE 
Adventure International 
Cassette/24K/M ......... ' ... . ...... . ••.. . ... . . $14.95 
PLAIIET MIII:RS 
Avalon Hill 
Cassette/16KII .....• .. .•. . .... • .•.. . ... . • ... . . $15.00 
PORK BARRU 
Aamware 
casselle 124K 1 A ... . .. . ..... . . • .• ......• ... .... . . $9.95 
PR06RAM lIlIE EDITOR 
Synergistic Software 
DIsk/24KI M ............. . ........ . ... . . . ...... $40.00 
PYRAMID OF oooM ADVEIITURE 
Adventure International 
Cassette/24K/M ............. . ... ............ .. $14.95 
RESCUE AT RIGEl 
Automated Simulations 
Cassette/32K A ROM/48K A. ... .. .. . .. ... ... . $19.95 
Disk 48K/A ROM . . . . ..... . . . . . ....... $24.95 
SARGON" 
Hayden 
Cassette/24K/M . 
Disk/24K/M . 
SCREEI! MACHINE 
Softape 

...... . ....... . . . .. . . $29.95 

.... .. ............... $34.95 

Casselle . ........ . .... .. ..... .... ..... .. .... $19.95 
Disk . . . . . . .. .. . . . . . . . . .. .. . . $29.95 
SPACE WAR/SUPER IIIVASlOII 
Sensational Software 
Disk . . .... . .... . ... . . . .... $29.95 
STARFlEET OF ORION 
Automated Simulations 
Casselle/16KII . . . . . . .. ... .... . ...... .. ...... $19.95 
Disk 32K1I ...... ... .................. .. ... ... $24.95 

• No sales tax. 
• All C.O.D. or special 
delivery orders are a minimum 
of $5.00 for special handling. 

P.O. Box 68, Milford, NH 03055 
TOLL·FREE (In NH call 873-5144) 

1·800·258·1790 

-

STIMULATING SIMULATIONS 
Hayden 

STRANGE ODYSSEY ADVENTURE 
Adventure International 

.. S5.5O + $1 

Casselle/24K/M ........ .. .... .. ... . ..... .. $14.95 
SUPER APPLE BASIC 
Hayden 
Disk .... . .. . . .... . .. . ......... .. . . 
SUPER IIIVASIOII 
Sensational Software 
Cassette/32K/M .. 
SUPER TEXT" 
Muse 
Disk/48K/M ................... . . .. . 
TEMPlE OF APSHAI 
Automated Simulations 
Disk 481<1 A ROM . . . 
TEXT EDITOR 
Periph Unl. 

. .. $39.95 

. $19.95 

SI5O.00 

. 529.95 

Disk/48K/A ROM .. .. . . . . . . ....... . . . .. .. .... $64.95 
THE WIZARD AND THE PRINCESS 
On line Systems 
Disk/48K/M ............... . ........... .... .... 532.95 
THREE·D 
MP Software 
Disk/48K/A ROM .. . .... ... ....... ...... ..... . . 529.95 
THREE MILE ISLAIIII 
Muse 
Disk/48KII .. .. ........ .. . .. ............... .. 539.95 
lJ.DRAW I 
Muse 
~W:~~(16K/ M ...... .. .. ..... ... .. .. . .... 517.95 

Muse 
Disk/32K/M .. . ..... .. 
UIICLE SAM'S JIGSA W 
Muse 
Cassette/32KI A ROM . . . . .. .. .. . ...... . 
VlSICALC 
Personal Software 
Disk/32K/M .... 
VOICE 
Muse 
Disk/48K/M. 
VOODOO CASTLE ADVENTURE 
Adventure International 
Cassette/24K/M .. 
WILDERNESS CAMPAIGN 
Synergistic Software 
Cassette/48KII ..... '" 

. 539.95 

. 512.95 

.. 5149.95 + 52 

. ... 539.95 

. 514.95 

. 51 7.50 
Disk /48KII . . ... .... .. . . . . ....... . ... . 519.95 
WILDERNESS & DUNGEON 
CAMPAIGNS 
Synergistic Software 
Disk/48KII 
WINDFAll 
Edu-Ware 
Cassette/32K1 A . ............ .. . ... . 
Disk/32KI A . ....... ... ... . .. . .. . . .. . 

.... 532.50 

.. 514.95 
. . . 519.95 

For more detailed descriptions of 
our software and supplies send 
for the TSE Catalogue - its FREE! 
Write or call today for your copy. 
All prices are subject to change 
without notice. The Software 
Exchange is not responsible for 
typographical errors, including 
prices. 
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TO CORRECT OR CHANGE YOUR 
ADDRESS ATTACH LABEL FROM YOUR 
LATEST COpy HERE AND PRINT NEW 

ADDRESS BELOW: 

~aTne ______________________________________________ ___ 

Address 
City __________________ State ___ Zip ___ ___ 

, MAIL TO: Soft Side Publications, P .O . 80'"' 68, Milford, NH 03055 

"""'- --- - --- -- -- - -
SoftSide DECEMBER. 1980 
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Nine Games 
for Pre-School 
Children 

Even pre-schoolers deserve a 
shot at the wonders of 
microcomputing. With these nine 
games, they not only will have a 
chance to tickle the keyboard, but 
learn letters and numbers to boot. 
And if that isn't enough, they'll 
have a good time doing so . What 
more could a parent ask for? Here 
are education and entertainment 
for the very young in a single 
package! 

Level II cassette .. .. ........ $9.95 

6 Scum Street, Milford, NH 03055 

TO ORDER TOLL FREE 

1-800-258·1790 
1m NH c all 673 5 1441 

27 



by Sherry M. Taylor 
In the September 1979 issue of 

SoftSide magazine, George Blank 
said, "For many people the 
decision to go disk comes when 
they run out of things to do while 
the 16K program is loading . .. from 
tape. " 

Admittedly, the cassette is s-l-o-w 
but unless the TRS-80 is used fo; a 
business application where time is 
money, I just don't see what 
everyone is so uptight about. I 
have had wonderful reliability 
from my CTR-80 (especially since I 
discovered the 
demagnatizer /headcleaner) and 
really have no desire to go to disk. 
Just because the cassette is slow is 
no reason to go off half-cocked 
and get a disk system. 

I have found that as a mother of 
two children under the age of 7, 
there are plenty of things to do 
while the program loads. Listed 
below are some suggestion of 
activities to keep you occupied: 

28 

(1) Go make two peanut 
butter and jelly sandwiches. 
Kids need to eat too. 
(2) Put a chicken into the 
crock pot for supper. Most 
folks don't like raw dead bird 
to eat. If the bird has to be 
killed, plucked and dressed, 
all the better. It will take 
more time. 
(3) Check the mail for a 
new issue of SoftSide. If that 
hasn't arrived, see if Playboy 
(or Playgirl) has. 
(4) Sort the socks for your 
husband/wife. It will take 
more time if you are color 
blind, but this isn't a 
requirement. (Wish someone 
would write a computer 
program to sort socks.) 
(5) Watch the latest episode 
of General Hospital. See if 
Luke and Laura have been 
killed yet. If they have been 
switch to Texas! (For prime' 
time computerists, check out 
Dallas. Who did shoot 
J. R.?) 
(6) Put the kids into the 
bathtub for their evening 

What to do While 
the Program Loads 

bath. 
(7) Plant a garden in the 
dirt left after the kids' 
evening bath. 
(8) Break up the fight 
between the kids . 
(9) Break up the fight 
between the kids and your 
spouse. Explain to your 
spouse that he/she is too old 
to play with toy cars. 
(10) Defend yourself from 
attack for calling your spouse 
"old. " 
(11) Go turn on the lawn 
sprinkler. The grass is dying. 
Talk to your grass. Give it 
encouragement to grow. 
Curse your weeds. Maybe 
they'll die. 
(12) Take off your wet 
clothes you ended up with 
while turning on the water 
sprinkler. 
(13) Go to the bathroom. 
Never pass up an opportunity 
to go to the bathroom. You 
never know when you'll get 
another chance. 
(14) Go get something to 
eat. If you are on a diet 
count the things you ca~'t 
eat. 
(15) Playa game of 
"Monopoly. " 
(16) Work the new SoftSide 
crossword puzzle. 
(17) Search for the answers 
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to the crossword puzzle. 
(18) Put a load of laundry 
in the washing machine. 
Access to a wringer washer is 
ideal, but not mandatory. 
(19) Change the baby's 
diaper. If you're using cloth 
diapers, all the better. They 
have to be rinsed out. 
(20) Call the plumber to get 
the diaper out of the 
plumbing. You didn't hold it 
tight enough and flushed it 
down. 
(21) Type a letter to the 
charge card computer about 
the overcharge on your bill. 
Do not use an electric 
typewriter or correction tape. 
Keep it polite. 
(22) Put dishes into the 
dishwasher. Wash them in 
the sink first. 

As you can see, there are plenty 
of things to do while the program 
loads from tape. I'm sure if you'll 
use your imagination you will 
come up with more. So, I guess 
speed is in the eye of the beholder' 
I just don't know what all the fus~ 
is about. 

I HAVE noticed though that 
t~e children who come her~ to play 
With the computer are impatient 
for a program to load. I guess they 
have run out of things to do. 
Maybe I should get a disk system 
for them. .. . . . . e 



rmi~~() 1~~7 
~systems 

that work 

THE 
DATA 
FACTORY 

YOU CAN'T WORK HARDER, 
SO WORK SMARTER 

This program is important to 
you. We at Micro Lab have 
tested them all. "THE DATA 
FACTORY" by William 
Passauer, is the most powerful 
data base system yet 
developed. It will provide instant 
accessibility to your records 
and files which you can then, 
rearrange in new combinations 
to give you information in 
seconds to make quick and ac
curate decisions. 

OUR GUARANTEE 

THIS PROGRAM WILL WORK. 
Micro Lab chooses to represent 
a very select group of profes
sional programmers that meet 
our high standards for quality. 
Countless hours have been 
spent in our labs to insure these 
claims to you, and we back them 
with a contract to your dealer. 
Your program can also be up
dated if any new changes to im
prove this program are made. 

A UNIVERSAL SYSTEM 

You may use "THE DATA FAC
TORY" at home or at work. Set 
up: Inventories, Mailing Lists (a 
printer is needed for mailing 
labels); Sales records; Accounts 
payable or receivable; Budgets; 
Library, recipe, or phone direc
tories ; Appointment calendar; 
Notices of subscriptions , 
license or warranty dates; Work
ing or shopping lists, and many 
other applications that you will 
discover. All of the above can be 
accomplished from this one 
disk oriented program. No need 
to have separate costly pro
grams for each purpose. With all 
the data on a disk, you can 
manipulate the information 
more easily and efficiently. 

MOST ADVANCED SYSTEM 

The latest breakthroughs in a 
data base system have been i n
corporated into Bi II Passauer's 
program. The unique new 
feature that sets it apart from all 
others is its complete 
modifiability. You may rear
range your data, removing part 
of it from the original disk, and 
form a new data base without 
reentering the data again. Add, 
delete, replace , or rearrange and 
compare fields or data at any 
time. Do an incredible 20 level 
search. Use it to check sales by 
region, sort clients by size of ac
counts, and do close to 
everything that other data bases 
can . 

EASILY LEARNED 

Anyone can use it. The program 
prompts you as it runs . The easy 
to follow manual leads you 
through the set up of your data 
base and all the features. " The 
Data Factory" is organized in 
nine program modules. Only the 
module being used is loaded in
to memory to manipulate data, 
rather than the entire program. 
This saves memory for 
manipulating data rather than 
for program storage. There are 
so many other " common sense" 
features that set it apart from all 
others. 

REQUIREMENTS 

"The Data Factory" is presently 
being offered in APPLESOFT 
but will be available in other 
forms of basic shortly. Check 
with your dealer for other soft
ware varieties currently being 
handled. You will need 48k and 
Applesoft in ROM. "The Data 
Factory" is as powerful with one 
disk drive as with two. You do 
not lose any of its capabilities 
using only one disk drive. A 
printer is optional. 

FROM A DEALER 

"The Data Factory" is easy to 
use and can truly be called 'a 
friendly system'. We have had 
the most positive feedback from 
our customers. I recommend 
"The Data Factory" to all my 
customers. 

-Marv Clavey 
Computerland of Niles, IL. 

AVAILABLE NOW 

"The Data Factory" is being of
fered nationally for the first 
time. It has been marketed and 
tested on a local level and has 
been received with a most en
thusiastic response from both 
dealers and users . . .. . ... $100_00 

TO ORDER TOLL-FREE 

1-800-258-1790 VISA 

(In NH call 673-5144) 
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Part 4: In search of. • • 
by Mark Pelczarski 
translations by Rich Bouchard and 
Phil Case 

This is the fourth part of a 
tutorial on how to develop your 
own customized data base 
program. The series started in the 
September issue of SoftSide and 
the programs are written for the 
Apple, with Applesoft, the S-80 in 
Level II or Disk BASIC, and the 
Atari 800. 

OVERVIEW 
As promised, this month we 

start our quest for a search routine 
that will make our data base much 
easier to use. This also may be a 
place of decision, for some of you 
may want to use slight 
modifications of the search 
routines to suit your own 
applications. Until now, you 
always had to provide the record 
number of any item to change or 
delete, and the print options 
consisted of all or nothing. Now, 
with the search routine we'll be 
incorporating, all three of those 
options will first be filtered 
through a possible search. 

The structural set-up of the 
program will be changed slightly 
(see Figure 1). If the user chooses 
to change or delete a record, a 
switch will first be set, then a jump 
will be made to the search routine. 
After the search criteria are 
specified (record number, name, or 
whatever. .. ) a search will be 
performed and items meeting those 
criteria will be passed to the 
change or delete subroutines, 
depending on the previously set 
switches. The print option is a 
little more tricky. What we did is 
create three separate print 
subroutines. One presents the print 
options (screen or printer) to the 
user, sets the switch mentioned 
above, then calls the s,earch 
routine. The search routine, upon 
finding records that meet the 
specified criteria, calls one of two 
other print routines that will either 
print one record to the screen or 
one record to the printer. Which 
routine is called again depends on 
30 

THE DEVELOPING 
DATA BASE 

the previously mentioned switch . 
Each of the latter two print 
routines print only one record, 
then return to the search 
subroutine to find the next. 

The search subroutine itself first 
asks for the criteria desired, giving 
the record number and each 
heading as the choices for the field 
to search. Once the field is 
selected, the user is asked whether 
the item(s) desired should be less 
than, equal, or greater than a 
given value. Then the user is asked 
to specify the value to match . 
These choices allow the user to 
select a search for, as examples, all 
records numbered 10 and up, all 
names starting with A to J, every 
item with an inventory code of 
PRT, or whose phone number is 
859-3661. An additional feature 
allows you to choose the equal 
option and follow your value with 
an asterisk (*) . Suppose you 
wanted to find the record for 
PELCZARSKI, but couldn't 
remember how it was spelled, or 
just didn't feel like typing the 
whole thing. You could ask for the 
name equal to PEL * and it would 
search the name field for anything 
that began with PEL; if there was 
more than one it would display 
each. 

USING NUMBERS 
At this point there is still a 

problem with using numbers in this 
program, as you may have 
discovered with the sort routine. 
Suppose you had a field that 
involved a quantity, such as in an 
inventory. Suppose that there are 
three items, and the amounts of 
each were 12, 4, and 218. A sort 
or search on this field would yield 
a somewhat unexpected result : It 
would treat them, in ascending 
order, as 12,218, and 4. This is 
because we're still using character 
strings for our data, and when 
comparisons are made the first 
characters are compared, then, if 
necessary, the second characters, 
and so on. Therefore the sort on 
these items would compare their 
first digits: 1, 2, and 4. A search 
on these items for all quantities 
less than 200 would only find the 
value 12. The temporary solution 
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to this problem is to right -justify 
each quantity by adding ltading 
zeroes: 004, 012, and 218. If 
there's the possibility of any of 
these going over 1000, then 
another leading zero must be 
added. Eventually we'll devise a 
method for distinguishing between 
character and numeric data; but 
for now, be cautious. 

THE PROGRAM 
Down to the actual 

programming, the first change 
occurs in lines 350 and 360. These 
lines previously called the change 
and delete routines. The changes 
made now set a switch (SB, for 
SuBroutine), then call the search 
routine, which will start at 8000. It 
is possible that you may not want 
your change and delete routines 
filtered through the search, that 
referencing by record number with 
these routines is easier than 
answering three questions asked 
for performing a search (field, 
relation, and value). If the search 
will be more cumbersome in your 
application, leave these lines (or 
either) as they were, and don't 
make any changes to the change 
and delete routines. 

Although the change and delete 
subroutines (lines 5000-6150) 
haven't been totally changed, 
we've listed the entire routines as 
they now exist to avoid confusion. 
Neither routine has to ask for a 
record number, since the search 
routine will have found a record 
before calling the other routines 
(the record number is contained in 
'1') . The change routine has an 
added option, 'R', which means 
"keep the remainder of this 
record. " This will save some 
keystrokes when a search results in 
more than one record being found, 
and not all of them require 
changes. In the delete routine, the 
printing of the record has been 
removed. Instead, the "print one 
record" routine will be performed 
before the delete routine is called . 

The print routine has been 
changed totally, so that it is now 
three separate routines: a routine 
to initialize print options, a routine 
to print one record on the screen, 
and a routine to print one record 



on the printer. The first routine 
starts at 3000 and allows the user 
to choose screen or printer for 
output (SB is set depending on the 
choice), then asks if the user wants 
the entire file printed, or only 
selected records. If only selected 
records are to be printed, the 
search subroutine is called at 8010 
(because the check done at 8000 
has already been performed) . If 
the entire file is to be printed, the 
search criteria are preset so that 
every item will fit (Cl, C2, and C$ 
are given values. that will be 
interpreted as 'the value under 
heading 1 must be greater than or 
equal' to empty'), then the search 
subroutine is called at 8200, which 
skips the entire section in which 
the user specifies selection criteria. 
The other print subroutines start at 
lines 3300 and 3600, and are taken 
from their corresponding parts in 
our original print routine. 

The search routine itself does a 
simple, sequential search. Once it 
has information about what it's 
looking for, it checks every time. 
Faster searches assume that the 
items are sorted on the same field 
on which the search is being done; 
by our provisions we cannot yet 
assume that. The mutine starts by 
asking the field to search on, and 
assigns that heading number to 
variable C1. If the search is to be 
done on the record number, then 
Cl is given a value of -1. Line 
8060 asks if the comparison should 
be < = , =, or) = . C2 is given a 
value of 1, 2, or 3, respectively. 
Lastly, a value is asked for. If the 
search is for a record number, a 
number is input to'!'; otherwise a 
character string is input to C$. 
(Another possible departure for 
some of you, if you want a record 
number quickly and don't think 
you'll ever need a range of record 
numbers, is to add line 8055 IF 
CI =-1 THEN C2=2: GOTO 
8080. This will skip the relation 
choice if a record number is 
desired.) 

The search procedure starts with 
line 8200. RS is a return switch, set 
in the 'print to screen' option 
when the ESC key is pressed to 
terminate the list. It starts equat to 
zero, and is set to one if ESC is 
{>ressed in the print routine. II and 
12 are the starting and ending 
record numbers that the search will 
include, and usually will be 0 to 
NI. If the search is done on a 
record number, however, lines 
8205-8230 reset the appropriate 
endpoints. The search loop goes 

from 8250 to 8380. If the search is 
on the record number (8260), the 
item is accepted and sent to 8330 
for processing. Otherwise, C2 is 
checked and the program is sent to 
the proper checks at 8280 «=), 
8290 (=), or 8310 (>=). At each 
check, an accepted value is sent to 
8330 to process, or 8380 for the 
next item. The "equal" check at 
8290 is worth mentioning because 
if the item is not equal, a test is 
then made to see if the last 
character of C$ is "*". If so, the 
length of the item is compared. to 
C$ (minus the '*'), and if the item 
is long enough, the first characters 
are compared to those of C$. If all 
those tests are passed, then the 
item matches and is processed. 

The final step is the actual 
processing of the items in lines 
8330 to 8360 .. SB = 1 means 
printing to the screen and the item 
is sent to that subroutine, SB = 2 
sends the item to the printer, 
SB = 3 sends it to the change 
subroutine, and SB = 4 first calls 
the screen print subroutine, then 
calls the delete subroutine. Upon 
return, RS is checked. If it's one, 
the loop is stopped. When the loop 
itself finishes, the search is over 
and a retum is made to the main 
program. 
THE ATARI VERSION 

We've come across a couple 
problems with the Atari version of 

Figure I 

the data base, so if you've been 
pulling your hair out trying to find 
what you did wrong, here are a 
few solutions. The main error is in 
saving large strings to tape or disk. 
The 110 buffer is only 255 
characters, and our single string of 
data can be much longer. What 
must be done is to split the string 
into segments smalIer than 255 in 
length when saving them, then 
reassemble them when loading. 
Unfortunately, it takes several lines 
of additional code, which are 
included in the Atari listing. The 
other problem occurred when the 
last record in the file is deleted. 
The two lines necessary to correct 
that are also included in the listing. 
Sorry about the problems. (To 
save your present file, if errors 
have not yet occurred, first load 
your file, then stop the program 
and type in the changes from lines 
1000 to 2300, then type GOTO 200 
and your data should De okay.) 

IN THE FUTURE 
The next couple additions to the 

data base will be extending the 
search routine to handle multiple 
conditions, and print formatting. 
Please send your data base input to: 
Mark Pelczarski 
1206 Kings Road 
West Chicago, IL 60185 
We'll devote some space in future 
issues to your ideas. 

MAIN ROUTINE 
(selec ti o ns) 

1 

ORIGINAL STRUCTURE 

M A I N ROUTINE 

(selections) 

NEW STRUCTURE 
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continued on next page 
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C2)--------------~------------~------------~ 
APPLE MODIFICATIONS 

350 IF A$ = "C" 1l£N 58 = 3: GOSlI3 
8000: GOTO ZOO 

360 IF A$ = "0" 1l£N 58 = ,,: GOSlI3 
8000: GOlD 200 

2m REM PRD!T SlmlJTINE VERS. 
3 

3000 IF HI = - 1 Tt9! ~ 90 
OO:~ 

3010 PRINT "(5) SCREEN, ~ (P) P 
RINTER" ~ t GEl' A$ t PRINT 

3020 IF A$ = "P" TI£N 58 = 2: GOlD 
3050 

3030 IF A$ < ) "5" Tl£N 3010 
30'10 58 = 1: PRINT : PRINT "AFTER 

EACH REro\'D <ESC) WILL RETU 
RN TO": PRINT "1l£ tEMJ, ANY 
0Tl£R KEY ctNTlNI.I:S." 

3050 PRINT: PRINT "(A) AlL, ~ 
(5) SEl..ECTIVE";: GET A$ 

3060 IF A$ = "5" TID. ~ 801 
0: GOlD 3090 

3070 IF A$ < > "A" TI£N 3050 
3080 PRINT :Cl = 0:C2 = 3:C$ = 

""t GOSlI3 8200 
3090 IF 58 = 2 1l£N PRJ 0 
3100 RE1'mN 
3299 REM PRINT Ot£ RECIH) TO SC 

RfEH. VERS. 3 
3300 PRINT: PRINT "REro\'D ";! + 

1: PRINT 
3310 ~ J = 0 TO tfi 
3320 PROO H$(J) .1$(!,J) 
3330 t£XT J 

3340 GET A$! IF A$ = Cffi$ (27) no 
RS = 1 

3350 ~ 
3599 REM PRD!T Ot£ REcmD TO PR 

INTER. VERS. 3 
3600 Pr<INT! PRINT "REcmD ";! + 

1:PRIHT 
3610 F~ J = 0 TO tfi 
3620 PRINT H$(J),I$(I,J) 
3630 t£XT J 
36"0 ~ 
4999 REM owa: ~ VERS 

.2 
5000 PRINT: PRINT "(C) owa: I 

TEM t (K) KEEP :rmt, ~": PRINT 
"(R) KEEP REHADI>ER (F RE~ 

D" 
5030 PRINT: PRINT "RECmD ";! + 

1 
50"0 CS = l:RS = 0: F~ J = 0 TO 

tfi 
5050 PRINT: PRINT H$(J); " : ";! 

S(I,J): " ": 
5055 IF RS = 1 1l£N PRINT: GOlD 

5090 
5060 GET A$: IF A$ < > "C" At«> 

A$ < > "K" At«> A$ < > "R" no 
5060 

.5070 PRINT A$: IF A$ = "K" l.e! 
5090 

5075 IF A$ = "R" THEN RS = 1: GOTO 
5090 

5080 PRINT H$(J);: TIf'UT": "a 
S(! ,J) 

32 

5085 CS = 0 
5090 NEXT J 
5095 RS = 0 
5100 IF CS = 0 THEN SS = 0 
5110 RETURN 
5999 REM DELETE SUEf:OUTINE VERS 

.2 
bOOO PRINT: PRINT "DELETE THIS 

REeOOD? "; 
6070 GET A$: IF A$ <: >- "Y" ~ 

A4 <: > "N" THEN 6070 
608U PRINT Ai: IF AS = "N" THEN 

6150 
6100 FOR 11 = I + 1 TO HI 
611 0 FOR J = 0 TO NH 
6120 1$(11 - l,J) = I$(Il,J) 
6130 NEXT J: NEXT 11 
6110 HI = NI - l:SS = 0 
6150 I\'ETIJ\'N 
7999 REM SEAI\'CH SlE:ROOTINE t VER 

5.1 
8000 IF HI = - 1 THEN GOSll: 90 

00: l\'ETllRN 
8010 ID£: PRINT "SEAI\'CH eRITER 

IA:": PRINT 
8020 PRINT "0) RECORD NlffiER" 
8030 FOR I = 0 TO NH: PRINT I + 

ll") "lH$(!) : NEXT I 
8040 VTAE: 21: INPUT "WHICH FIELD 

: "lI: IF I < 0 OR I > NH + 
1 THEN 8040 

8050 C1 = I - 1 
8060 VTAE: 22: INF1JT "(1) (= 

(2) = (3) >= "a: 
IF I <: 1 OR I ;. 3 THEN 8060 

8070 C2 = I 
8080 VTAE: 23: PRINT "VALUE:";: IF 

C1 = - 1 THEN 8100 
8090 INPUT" ";C$: GOTO 8200 
8100 INPUT" "lI:CS = STRS (! -

1): IF I < 1 OR I > NI + 1 no 
8100 

8200 RS = 0:11 = 0:12 = NI: IF sa 
= 2 THEN PRt 1 

8205 IF C1 < > - 1 lHEN 8250 
8210 IF C2 = 1 THEN 12 = VAl (C 

S) 
8220 IF C2 = 2 TI£N 11 = VAL (C 

S) :U = 11 
8230 IF C2 = 3 THEN 11 = VAL (C 

S) - --
8250 FOR I = 11 TO 12 
8260 IF el = - 1 THEN 8330 
8270 ON C2 GOTO 8280.8290,8310 
8280 IF IS(I,Cl) < = CS TI£N 83 

30 
8285 GOTO 8380 
8290 IF I$(I.el) = e$ THEN 8330 
8295 IF RIGHT S (CS ,1) < ;. "I" TI£N 

8380 
8298 T = LEN (e$) - 1: IF LEN ( 

1$(1,C1» < T THEN 8380 
8302 IF LEFTS (I$(I,Cl),T) = LEFT$ 

(e$ .1) THEN 8330 
8305 GOTO 8380 
8310 IF IS(I,Cl) ;' = C$ THEN 83 

30 
8320 GOTO 8380 
8330 IF SE: = 1 OR 58 = 4 THEN GOS\I: 

3300 
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3340 IF 58 = 2 no GOSUB 3600 
8350 IF 58 = 3 THEN GOSUB 5000 
8360 IF S8 = 4 n£N GOSt£ 6000 
8370 IF I\~ = 1 THEN I = IZ 
8380 NEXT I 
8390 PRINT: PRINT "THAT'S AlL" 

GET A$ 
8400 RETURN 

ATARI MODIFICATIONS 

358 IF CHRf.( ~~)=nc" THEN ~:;B=3 ' SOSUB 8£1((1 : 

GOTO 21313 
360 IF CHRt(A )=I1[t " T.-E~l SB=4 . GOSUB 8000 ' 
GOTO 2013 
1043 INPUT #LIL ' OH1 Hm-!:nL.o.ILH1 ), C$( 
NH:nL+IL+W ) 
114f) SEG=1 
1145 HlF'UT tI 1, >r! 
11 46 I F LEt/( A$ )=0 Tr!PI 12£(1 
1150 H$( SEG ) =A$ 
11:0 SEG=SEG+250 :GOTO 1145 
1255 INPUT #l , A$ 
1260 l$( SEG )=A$ 
1265 IF LEW A$ :'=:<'50 THEN SEG=SEG+25G · GOT 
o 1255 
2130 SEG=1 
2135 IF LEW H$ )<5EG+249 nEt, PF:IHT #1; H$ 
( SEG, LEN( H$ ):" GOTO 2170 
2140 PF:lHT tl LH$(SEG,SEG+249 ) 
2150 SEG=::;EG+25€! ' IF SEG>LEfK H$ ) THEN 21? 
o 
2160 GOTO 2135 
2170 PF.:HH #1 ; "" 
2230 SEG=l 
2235 IF LEt/( 1$ )< SEG+249 Tf£N PF.:HlT #1; 1$ 
(SEG, LEN( 1$ ;' HOTO 2:<'60 
2240 PF:INT #1; I$( SEG,SEG+249) 
225f1 SEG=::;EG+25f1 : IF SEG>LHK !$) THEN 226 
13 
2255 GOTO 2235 
2260 PRINT #1;"" 
2999 I<H1 PRIm SlIBROUTlfE UU5 . 3 
3000 IF flI =-1 THEtI GOSlIB 9000 ' F:ETURN 
3010 pF.:Im 'PRINT "(S ) SCF:EEtI OR CP) PRI 
fITER 7' ' PRIm 
3015 GET #2 ,A 
313213 IF CHR$(A )='P" THEN SS=2 ' GOTO 3ft:00 
3030 IF CHR$(A)O 'S' !fBI 3015 
3040 SS=1 'PRHlT 'PRHlT "f'FTER EACH RECOD 
<ESC> I,HLL RETURfl TO" 'Plwn "THE tHlL 

my OTHER KEY (WTINUES . " 
3050 PRI m 'PRltIT "( A) ru, OP (S) SELEC 
Tl L'E" ;' GET #2,1'1 
3060 IF CHR$( A )=" S" THEN GOSUB se 10 ' GOTO 
3090 

3070 IF CHF:$( A)< >" A' THEN 3£60 
313813 PRlHT 'CI=0 ' C2=3 'C$=" " 'GOS!£ 8 
200 
31390 CLOSE #3 
3100 RETURN 
3299 F:EM PI<: HIT ONE RECORD '.tEF:S . 3 
3300 PRINT 'PRINT "RECDF.'O ";1+1 ' PRIm 
3310 FOF: J=13 TO NH 
3320 PF: ltH H$( Jtf'.L + I ,JIH_ +H.. ), 1$( r:~Rl + I + 
JnL, n":L+.J:HL+IU 
33313 t·IE>~T J 
33413 GET #2, A IF A=27 Tf£N F:S=1 
33513 F:ETUHI 
34013 RL =OIH+ 1 )1: I L 
34113 F:L=OIH+1 ):nL 
3420 FOF: I =[j TO fl! 
34313 LPI<:IHT " " 
3435 LPF.: nIT "RECOF.:D " ; I + I LPR HIT " " 
34413 FOF: J=[j TO NH 
34513 LPRIHT H$(JtHL +j, .J;)f,L+HU , I:f( gR'_.o.1 
+JtIL, B F:L+Jt!L+IU 
3460 fJE;':T .J 
3470 fIE:,:T I 
3490 FHUF:t: 
3599 F:Et1 F'F:!Hi ONE F:ECOR~ TO PF: nITER, I)E 
RS . 3 
361313 LF'~:IfiT ,LPPHiT "RECOF.:D " ; 1+1 ,LPRINT 
361 0 FO~~ J=O TO ~'~H 
3620 LF'F:!tH H$(.j:i:HL+L.J:Hl.+HU, I:f( BRL+l 
+JtIL, HF:L +JtIL + IL ) 
3630 HE>::T .J 
364(1 ~:ETLHi 
40139 DW H Ulfr;IL+IL+l1 ),Cf.UIHHL+JL+10 ) 
4999 REM CHANGE SUBF,'OUTI~E t.H'S . 2 
5000 PF:WT 'PRINT " (C) CWtlGE ITEM, (K) 
KEEP ITEM, OR" ,PF:JNT "(R ) KEEP REt·1A I~llEF: 
IF RECORD" 

5030 PR HIT ,PR I NT "RECCP.O " ; I + I 
5e40 cs= 1 ' 1\"3=0 ' FOF: J=O TO f~ 



~~------~--------~--------~QD 5e5e PRINT 'PRINT H$UR+LJ:tHl+HL ); " , 6e9B I$(LEfKl$)+D=' , 8220 IF C2=2 Tf£N 11=L!:«..( C$ :" 12=11 ~'), 
'; 1$(!:!:Rl+1 +J:tILURL+ .. tHL+IU ; " "; 6100 IS<ItRl+1)=I$(!*RL+l+IfttIL+IU 8230 IF C2=3 Tf£fl II=\,!:«..( C!) 'O;a 

5B55 IF RS=I Tf£N PRmT 'GOTO 5€l90 6140 NI "I 1 SS-" 8250 FOR 1=11 TO 12 
506B GET 12.A' IF CH($(, ·AV,·,),"C" MID '~(, A =" - , -tl 
X)'K" IN) CH(S(AX>'R" Tf£N se60 ""'.. 6150 1$=1$( Ll.DK 1$>-1 ) 8260 IF Cl=- 1 H£fl 8330 
5078 PRINT C:HR$(A) ' IF C:HR$( A>="K" Tf£H 5 6160 RETWl 827e Ot·l C2 GOTO 8281i1 . 829I-J . 831<i 
B9B 7999 REM SEARCH SWROUTlf£. LI£RS . 1 8200 IF 1$( URL.+I+CnIL, I.t:RL+Cl .tIL+LEl'K C 
- B000 IF N 1=-1 Tf£N GOStEl 9BBt3 , RETURN $ ;. >< =[$ THHl 8330 

5075 IF CH;:$( A)='R' Tf£N RS=1 ' GOm 5e9B 8010 ~ICS 0 ' PRINT "SEARCH CRITERIA , ' 8285 GOTO 8380 sese PRINT H$(JtHL+l , JmL+HL ); " "; ' INP ' PRINT 8290 IF 1$( I :~F-'l+I+ClnL , n F:L+CnIL+LEfKC 
UT ~ 8020 PRINT "0) RECORD fU'EEF.:" $ »=C$ THEfl 8330 
5B82 IF LEH<~ ) IL THEN PRINT "TOO L!lC . ""'-", FnD 1-" TO , ., ""I'IT I 1 " ) " ~' I '''''' 8295 IF C:t( LHKC$), LEN(C$ » O "i' '' Tue" 8~ 
m.I(IrtJM SIZE IS "; IL;" . REENTER" "-OTO 5 oo.x> "" -tl r" ' r~ r + ; .' '''"- +n ,. <=, -

DOG u L+LUH ... +/i.. ) ' I'EI(T I 80 
tIO<J ~'98 T =LEW C$ )-! ' I F I L < T TfHl 8300 
5BS3 IF LEH<AS )( IL Tf£N A$(LEN( A$ )+I)=" 8040 POSITICtr 2, 2e 'PRINT '~ICH FIElD ' " 83132 IF 1$( I:I:RL+l+Cl:l: ILHF-'l+CllIL+T)=C$ 
, ' GOTO 5B83 ; , I If>UT I ' IF Wl ffi I >tJJ+ 1 HEN 80413 (1 , 1) THHl 8330 
5884IS< URl+l+J:tILURl+J:!(ft..+IL)=AS sese Cl=I-l 83135 GOTI) 8380 
5B85 CS=B 806B POSITICtl2,2H'RINT "(I) <= (2 8- c. I 
=<>0 '''"XT J ) = (3 » = ' ; ' INPUT I ' IF 1( 1 (]1 ~ 1 t1 F 1$( ItRL+I+CnIL , IU,'L+CHIL+L9KC 
oJ<J:7<) ~ :n > )=C$ THEfl 8330 
5B95 RS=B 1>3 Tf£N 0060 
5100 IF CS=B Tf£N SS=B 8078 C2=I 
5110 RETlRN sese POSIT Ill'l 2,22 ' PRINT 'L\:.t...lJE ' '' ; ' IF CI 
5999 -REM !RETE SWROJTlf£ LIERS . 2 =-1 HEN 8100 

8320 GOTl) 8380 
8338 I F S£~ 1 Of: S£=4 Tf£N GOSU£ 3.300 
8340 ! F 5£=2 Tf£N GCI::.'!JB 3£00 

6BOO PRINT 'PRINT ' [(LETE THIS RECCRO? " 8090 PRINT " "; ' Ii'FUT C$ ' GOTO 8200 
8100 PRHIT " "; ' ItAJT 1' C$=STR$<I-l) ' IF 8350 !F S£~3 Tf£N GOSIJ£ 5000 

1<1 ffi I>fH + 1 Tf£H B08e 
8200 RS=0 ' 11=8 ' 12=H I 

8368 IF S8=4 HH! GO:~!; 6(k(t 
8370 IF RS=1 THEN 1=12 607B GET '2, A' IF CHRS<A X)"Y" AtD Cff?$( A 

X)'N" TtEH 6e78 
6B80 PRINT C:HR$( A) IF C:HR$( A )="fj" TtEN 6 
168 

S205 IF C 1 0 -1 Tf£N 82"'.;13 835"" NEXT! 
839f1 p~: I NT ' F'wn "Tft.:. T ':3 ALL'" GET lI2 , A 
848f1 F.:ET'JFN 82113 IF C2=1 Tf£N 12=L!:«..( C! ) 

TRS ... 80 MODIFICATIONS 
350 IF AS = "C"ll£NS8=3:GOSUE~000:GOT0200 
360 IF A$ = "D"THENS8='1:GOSUE:B000:GOT0200 
2999 ' PRINT su(~~INE VERSION 3 
3000 IFN1=-lTHENGOSUE~OOO:RETURN 
3010 PRINT"(S ) SC1i'£EN OR (P) PRINTER";:GOSUE:60000:PRINT 
3020 IFA$="P"THENSE:=2:GOT03050 
3030 IFA$(>"S"THEN30 1 0 
30'10 S8=1 : PRINT :PRINT"AFTER EACH REC[J.'Il (1) WILL f\'[TURN TO HEN\J, 
IWt OHO KEY CONTINUES." 
3050 PRINT:PRINT"(A) AlL, OR (S) SELECTIVE";:GOSll:60000 
3060 IFA$="S"THENGOSUE~010 :GOT03100 

6080 PRINTM !IFAS="N"THEN6150 
6100 FOR 11=1 + 1 TO NI 
6110 FOR J=O TO NH 
6120 I$(Il- l,J)=I$(Il,J) 
6130 NEXT J:NEXT 11 
61'10 N1=NI- l:SS=O 
6150 RETURN 
7999 ' SEAI\'CH SLI:/\llUTINE VEf\'SIDN 1 
8000 IFNI=-l THENGOSl~::9000 :RETlJ<N 
8010 CLS:PRINT"SEARCH CRITERIA:":PRINT 
8020 PRINT" 0 ) RECORD NLII«R" 
8030 FORI=OTONH:PRINTI+l;") ";HS(!):NEXTI 

3070 IF AK ;,"A"TI£N3050 
3080 PRINT:Cl=0:C2=3:CS="":GOSlf:8200 
3100 RETlJ:N 

80'10 PRINW768,""; :INf'llT"WHICH FIELD: "l! :IFI<OORI>NH+ lTl£N80'10 
8050 Cl=1-1 

3299 ' PRINT ONE RECORD TO SCREEN, VERSION 3 
3300 PRINT"f\~COI\'Il ";I+1!PRINT 
3310 FOR..FOTONH 
3320 PRINTHS(J),IS(I,J) 
3330 NEXTJ 
33'10 G0Sl£'.60000 !IFAS="M"THrn\'S=l 
3350 RETURN 
3599 ' PRINT ONE RECORD TO PRINTER, VERSION 3 
3600 LPRINT" ":Lf'RINT"RECffi'O ";I+l :LPRINT" " 
3610 FOR..FOTONH 
3620 LPRINTHS(J) ,1$(l,J) 
3630 NEXTJ 
36'10 RETlJ:N 
'1999 REM CfWa: SLI:F..OOTINE, VERSION 2 
5000 PRINT:PRINT"(C) CfWa ITEM, (\0 KEEP ITEM, OR 
(R) KEEP REtVlINDER OF f\'[CORD" 
5030 PRINT:PRINT"f\'ECORD ";1+1 
501P CS=l:f\~=O:FORJ=OTONH 
5050 PRINT:PRINTHS(J);" : ";Im,J);" "; 
5055 IFRS=lTHENf'F:INT :GOT05090 
5060 GOSLI:60 000: IFAK>"C"AM)A$(>"K'WlDA$<>"R"TI£N5060 
5065 PRINT AS 
5070 IFA$="f:"THENS090 
5075 IFAS="R"THENI\'S=l :GOT05090 
5080 PRINTHS(J);:INPUT" : ";U(l,J) 
5085 C5=0 
5090 NEXTJ 
509'5 RS=O 
5100 IFCS=OTHENSS=O 
5110 RETUI\'H 
5999 REM DELETE SLI~TINE VERSION 2 
6000 PRINT:PRINT"OELETE THIS f\'£roi1)? "; 
6070 GOSll:60000: IFAS<:)"Y"Ato()AS<>"N"THEN6070 

8060 PRINT@832,"";:INPUT"(1) <= 
OOI:>3THEN8060 

(2)= (3) >= ";I!IFI( l 

8070 C2=I 
8080 PRINT@896, ""; :F'RINT"IJft..UE:"; !IFC1=-lTHEN8100 
8090 INPUT" ";CS:GOT0B200 
8100 INPUT" ";I:CS=STRS(l-1)!IFI( U)ln>N1+1Tf£N8100 
8200 RS=0:Il=0:I2=NI 
8205 IFC1<>-lTHEN8250 
8210 IFC2=lTHENI2=VAL(C$ ) 
8220IFC2=2THENI1=VAL(CS ):I2=Il 
8230 IFC2=3THENI1=VAL(C$) 
8250 FORI=I1TOI2 
8260 IFC1=-lTHEN8330 
8270 Ot«:2GOT08280 ,8290 ,8310 
8280 IFU(l,C1) (=CUHEN8330 
8285 GOT08380 
8290 IFIS(I,Cl)=CSTHEN8330 
8295 IFRIGHU< CS, 1 )(>"I"TI£N8380 
8298 T=LEN(CS) -1 !IFLEN(I$(I,Cl) VTTHEN8380 
8302IFLEFTS(I$(I,Cl),T)=LEFT$(CS,T)THEN8330 
8305 GOT08380 
8310 IFI$(l,C1»=CSTHEN8330 
8320 GOT08380 
8330 IFSc:=1 <J<SE:='1THENGOSUmO 0 
83'10 IFSB=2THE~OSli:3600 
8350 IFS8=3THENGOSUE:5000 
8360 IFSE:='1THENGOSUE:6000 
8370 IFRS=lTHENI=I2 
8380 NEXTI 
8390 PRINT:PRINT"THAT'S ALL":GOSlI:60000 
8'100 RETURN 
9000 PRINT"THEI\'E ' S NO DATA IN MEMORY . 
9010 FOR 1=1 TO 1000:NEXT:RETURN 
60000 A$=INKEY$!IF A$=""THEN 60000 ELSE F'RINT:RETLf<N 
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by Duane Barts 

Occasionally you see a program 
that is done so elegantly and runs 
so smoothly that you wonder why 
all authors don't incorporate the 
same techniques. Connect-a-Dot is 
a good example of this kind of 
well-written program. The display 
is well done, and the method of in
put is made incredibly easy. (Pro
grammers will also be interested in 
the shape table used, which con
tains the numerals 0-9 for the HI
RES screen.) Connect-a-Dot re
quires a 16K Apple with Applesoft 
in ROM. 

GAME DESCRIPTION AND 
RULES 

Connect-a-Dot is a game for two 
players. It has been played for 
many, many years with pencil and 
paper, but now your Apple will do 
all of the busy-work for you. 

The original version of the game 
is played by first drawing a lO X 
lO gridwork of dots . The players 
take turns drawing horizontal and 
vertical lines between the dots. 
Each player tries to complete 
drawing squares while preventing 
his opponent from doing the same. 
The game is over when all squares 
have been completed, and the 
player with the largest number of 
completed squares wins. 

However, this computer version 
has two modifications to the 
original game: 

1. In the paper-and-pencil ver
sion, when a player completes a 
square, he writes his initials in it. 
This version fills in the square with 
34 
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a color that has been assigned to 
the player. 

2. Rather than merely adding up 
the number of squares a player has 
completed, this version has assign
ed a score value to each square. 
The scores increase from the top 
left of the game board to the bot
tom right. The player with the 
highest total score wins. This scor
ing modification makes the game a 
little more challenging. 

The rules are simple: 
1. The lines drawn must be 

horizontal or vertical and must be 
between two adjacent dots. 

2. Only one line can be drawn 
per turn, unless 

3. A square has been completed. 
Then that player gets another turn. 
PROGRAM OPERATION 

Most of the program is fairly 
simple and straight-forward, con
sisting mainly of player inputs and 
HI-RES plotting. The heart of the 
program is determining if a square 
has been completed. The method 
chosen was to construct two 9 X 9 
matrices and assign a value in 
these matrices to each line as it is 
plotted. The matrix for the 
horizontal lines is HOJo(A,B), and 
for the vertical lines, V%(A,B). In
itially, each value in the matrices is 
(0,0). 

When a player types in a set of 
plotting coordinates, .the program 
makes sure that the line is plotted 
in the right direction - from left to 
right and from top down. If the 
player inputs the endpoints of the 
line in reverse order, lines 2080 
and 2085 put them in the right 
order. If the line tests legal, it is 
plotted, its value put in the matrix, 
and a check made to see if a 
square has been completed. 

The coordinates of the upper left 
hand corner of a square, (A,B), 
are used as the reference points for 
the square complete checks. (See 
Figure 1.) The other end (C,D) is 
used only for plotting and deter
mining if the line is too long, too 
short, diagonal, or already plotted 
(see program lines 2090 - 2lO5). If 
the line plotted is horizontal, then 
H%(A,B) is set equal to 1. 
Likewise, if the line is vertical, 

SoftSide D ECE M BER, 1980 

then V%(A,B) is set equal to 1. 
Thus, each line plotted on the 
game board will have a value of 1 
in its matrix corresponding to its 
left or top end. 

A square can be completed on 
either side of the line plotted 
(Figure 2), so each side must be 
looked at. A check is made of the 
matrix values of the (A,B) ends of 
the other lines of the potential 
squares. If all three equal 1, then 
the square is complete and the ap
propriate subroutine is called to fill 
in the square. The color used is 
determined by P = 1 or P = 2 
(player 1 or player 2). Figure 3 
shows the (A,B) values used in 
making the square complete check, 
found in program lines 2185 - 2230. 

One other factor must be con
sidered. If the line plotted is along 
the top or left side, only one 
square can be completed. Lines 
2200 and 2220 eliminate checking 
the squares that fall outside the 
game board. 

The score for each square is the 
product of the coordinates of its 
upper left hand corner. Strict use 
of this convention would result in 
the top and left side rows of 
squares having a score of 0, so the 
scoring routines arbitrarily assign a 
value of 1 to these squares. 

\-\.,. (1).,13) 
(A,B) , • (C ,D) 

I 
I 
I 

I I 
I I .-------

(A,S ) 

I
-- --~ 

".(A,B) ! 

---- ----(C , D) 

Figure 1 

Reference Points for "Square C" 



(A, B) .-----1-- ---. I I 
I I 
I I 
I I 

I 1 ... - -- - ------
(C, O) 

f- -- ---, 
I I 
I I 
I I 
I I 

( A,B) .,~--__ , (C, D) 

I I 
I I 
I I 
I I 

~--- - ~ 
Figure 2 

Possible Squares Completed 
for each Line Plotted 

(A " , \3 - 1) 
>11. (A.8 -1) .j 

VlI.U\,B-I) 

V1. (A,S) 

Figure 3 
Line Endpoint Coordinates and 

Line Matrix Values 

VARIABLES 

A,B = Player input: Line end-point 
coordinates. 
C,D 

x, Y = Line plotting coordinates 
(HI-RES). 
V,W 

HOJo(A,B) = Horizontal matrix. 
VOJo(A,B) = Vertical matrix. 

PA$ = Player's names. 
PB$ 

SA = Player's scores. 
SB 

ST = Total score. 
S = Score counter. 
SJ 
SK = Scores for the squares. 
SL 

P = Player identification. 

1000 REM -------------------------
1001 REM 
1002 1\'EI1 III CONNECT-A-OOT III 
1003 REI1 
1001 REI1 BY--
1005 l\'El1 DlJAt£ A. E:ARTS 
1006 REI1 208 FLIVA AVE 
1007 REI1 FT. IoIAl TON BEACH, FL 
100B REI1 .llY 30, 19BO 
1009 REM ====--==--==--==== 

Oi'~flsion the arra':!S and strings, 
and set HIHEI1 to protect the shape 
table. 

1010 OIl1 H4(9,9),VX(9,9),PA$(12) 
,F'E:$ (12): CLEAR 

1015 HIHEM: B061 

Provide the address and loading of 
the shape table. The shapes are the 
1lI.lf"bers 0-9 used arOl,Jnd the sides 
of the gaMe board. 

Obtain the pla~r\\sl naMeS. 

1055 10£: VTAB 21: PRINT "TYPE 
IN YOUR NAMES (11 LETTERS H 

AXII1ltt)" 
1060 INF1JT "PLAYER 1: ":PA$! IF 

LEN (PA$) > 11 THEN ItMRSE 
: PRINT "TOO IW« LETTERS": GOSI.E 
2120: POKE 37,21: CAll - 9S 
B: GOTO 1060 

1065 POKE 37,21: CAll - 958: INPUT 
"FtAYER 2: ";m: IF LEN (P 
B$) > 11 THEN INl.{RSE: PRINT 
"TOO MANY LETIEI\'S": GOSLE: 21 
20: POKE 37,21: CALL - 958: 

GOTO 1065 

Show each pl~r his color. 

1070 10£: f£1l.!J\'= 2: Foo X = 2 
7 TO 10: HFtOT X,73 TO X,B1: 

t£XT : HCOlOO= 6: Foo X = 2 
11 TO 251: HFtOT X,73 TO X,B 
1: teT 

1020 FM 232,126: PM 233,31: GOStE 1075 VTAE: 21: PRINT PA$;"/S CIl.O 
1005: I\'OT= 1: ~E= 1 R IS ON THE LITT": PRINT P£:$ 

; III S CIl.OR IS ()! THE RIGHT": 
Oispla~ the g~ title. GOStE 30BO 

1025 10£ : VTAE: 10: PRINT TAE:( Choose the first pla~r. 
10)"1 .. C(N£CT-A-DOT III": PRINT 
: PRINT TAE:( 9) "A GfV£ F(J< lOBO P = INT ( I\W (1) I 2) + 1 
00 PLAYERS" 2000 REM FtAYER IilVE 

1030 Foo 0 = 1 TO 2500: teT 0 20050= FI\'E (0): PRINT "": IF P 

Oispla~ the gafte board in HI-RES 
graphics. 

1035 HGR: f£OLOI\'= 1: HFtOT 1,0 TO 
279,0 TO 279,159 TO 1,159 TO 
1,0: GOStE 3070 

1010 N = 1: Foo Y = 5 TO 151 STEP 
149:N = 1: Foo X = 77 TO 203 

STEP 11: DRAW N AT X, Y: FOR 
o = 1 TO 100: t£XT O:N = N + 
1: teT X,Y 

1015 N = 1: Foo X = 65 TO 215 STEP 
150:N = 1: Foo Y = 16 TO 112 

STEP 11: DRAW N AT X, Y: F(J< 
o = 1 TO 100: NEXT O:N = N + 
1: NEXT Y,X 

QlJer':l the p la~rs i f the~ want 
instructions. 

1050 VTAE: 21: PRINT "DO yru WANT 
INSTRUCTIONS? (YIN) " ;: PRINT 

"";: GET n: IF n = "Y" no 
GOTO 3090 
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= 1 THEN P = 2: GOTO 2015 
2010 P = 1 

Displa~ each pla~r's cl.If'lIJlative 
score. 

2015 HIJ£: VTAE: 21: PRINT "SCCf< 
E = ";SA;: PRINT TAB ( 2B)"S 
CIJ\{ = ";SB 

Displa~ the pla~rsl ~s. The 
pl~r whose rtaMe is flashing has 
the ne:<t MOVe. 

2020 IF P = 1 THEN FlASH: PRINT 
PA$;: to\M. : PRINT TAE:( 2 
a)PB$: GOTO 2030 

2025 PRINT PA$:: FLASH : HTAE: (2 
8): PRINT P8$: ~ 

Displa~ prOMPt for pla':ler ir~ut ar~ 
displa~ points plotted as the~ are 
t':lped in. The subroutine at 
2055-2070 insures that onl~ the 
ollf"ber ~.e':!S are read. The other 

continued on next page 
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~.e'js will have no effect on the 
progra", with the exception of 
'ESC', which will start a new gal'le. 
The OlJtput of these lines is a 
value for (A,B) and (C,D) -- the 
er~oirlts of the desired line. 

203& PRINT { HT A£:: (~): PRINT "f'l. 

"IOon WORK - PLOT MUTHER 
M": GOSl.I: 2120: GOTO 2015 

2105 IF A = C AND B = 0 THEN GOSUB 
2115: PRINT "YOU PLOTIED TI£ 
SAI£ POINT MCE -": PRINT 

"PAY A TIENTION I ~ ": GOSUI:: 212 
0: GOTO 2015 

2110 GOTO 2130 

wor~.s). If a square (or sq\.tares) 
has been cOl'tPleted, then the 
appropriate sL~rOL~ine is called to 
fi 11 in the sqLtare with the 
pl~rls color ar~ tall'j the score. 
Line Z235 adds up the total score 
for the PIOVe. 

OT FRCJ1 ";: GOSUB Z055:A = P 
P: IF A = 10 THEN 3060 

Z115 10£: VTAE: 22: INVERSE : RETlR1 Z170 REM SClJARE CMtETE? 

2035 PRINT", ";: GOSlI: ZOS5:B = 
Pf': IF 8 = 10 Tl£N 3060 

20'l0 PRINT" TO ";: GOSOO Z055:C 
= Pf': IF C = 10 THEN 3060 

20i5 PRINT" ,";: GOSUB 2055:0 = 
PP: IF 0 = 10 Tl£N 3060 

Z050 GOTO 2080 
Z055 Pf' = PEEK ( - 16381): IF Pf' 

< 128 ll£N 2055 

2120 Z = ( - 16336): FOR 0 = 1 TO 
300:U = F£EK (Z) + PEEK (Z 
) - FffK (z): NEXT : Ml\'tiAL 
: RETURN 

Displa'j the line plotted b'j the 
pla'jer. (A,B) ar~ (C,O) are 
translated to correspor~ing points 
on the HI-I\£S screen. 

2130 fOl.OI\~ 3:X = (A I 11) + 77 
:Y = (B I 11) + 16:V = (C I 

2175 IF f' = 2 THEN fOl.OR= 6: GOTO 
2185 

2180 fOl.Of\~ 2 
2185 IF A = C THEN 2200 
2190 GOTO 2220 
2200 IF A = 0 THEN 2210 
2205 IF H7.(A - 1,B) = 1 AND V%(A 

- 1,B) = 1 AND H%(A - 1,8 + 
1) = 1 THEN GOSlI: 3020 

2210 IF H7.(A,B) = 1 AND VX(A + 1 
,B) = 1 AND H%(A,B- + 1) = 1 1l£N 
GQSlf: 3035 

Z060 POKE - 16368,0:PP = Pf' - 1 
76: IF f'f' = - 21 THEN PP = 
10: RETURN 

2065 IF pf' < 0 OR Pf' > 9 THEN 20 
11) + 77:W = (0 I 11) + 16: HPlO 2215 
X,Y TO V,W 2220 

GOTO 2235 
IF B = 0 THEN 2230 

55 
2070 PRINT F'P;: RETrnN 

Deter"ine if the pla'jer has "ade a 
legal PIOve. Lir~ 2080 to 2085 
insl.rre that (A,B) and (C,D) are in 
the right order prior to the 
legalit'j test. Lire; 2090 to 2105 
are the 'legalit'j filter/. If a 
plotted line P\aI<.es it thrQlJgh the 
lests, line 2110 ser.ds it on for 
further processing. If a test is 
failed, the reason is displa~ ar~ 
the pla~r is given a chance to 
replot. Lines 2115 ~ 2120 forPlat 
the error I'IeSsage ar~ sour~ a 
warning. 

Z075 REM LEGAL FLOT? 
2080 IF A > C THEN E = A:A = C:C 

= E 
2085 IF B >- 0 THEN E = B:B = 0:0 

= E 
2090 IF (C - A) ;. 1 OR <D - B) >-

1 THEN GOSlfI 2115: PRINT "T 
HAT I S TOO LOM; -- TRY AGAIN" 
: GOSUB 2120: GOTO 2015 

F\~ a value in the "atrix for the 
plotted line. (See PrograPI 
Operation for a description of how 
this wor~.s.) 

2135 IF A = C THEN VX(A,B) = 1 
2110 IF B = 0 THEN H%(A,B) = 1 

Qt..ter'j the p la'jer if the line 
displa~ is what he reall'j wants. 
If it is, line 2150 sends the line 
on to the rest of the prograPI. If 
not, lines 2155-2165 erase the 
line, zero the line in the "atrix, 
ar~ set LIP the displa'j for the 
pl~r to PIOVe again. 

21 'l5 REM t'CM: OK? 
2150 PRINT" ()(? (YIN) ";: GET 

Y$: IF Y$ = "Y" THEN 2170 
2155 fOl.OI\~ 0: IF A = C THEN HPLOT 

X,(Y + 1) TO V,(W - l):VX(A, 
B) = 0 

2160 IF B = D THEN HFLOT (X + 1 
), Y TO (V - 1) ,W:H7.(A,B) = 0 

2095 IF A = C AND V%(A,B) = 1 OR 2165 GOTO 2015 
B = D AND HX(A,B) = 1 11£N GOSUB Ched. to see if a square has been 
2115: PRINT "THAT LINE IS ~ ~leted. 2175-2180 pick the 
READY iii THE BOARD --": PRINT appropriate color for the pla~r. 
''FtOT AMlTHER ot£": GOSlE: 21 2185-2190 establish if the line is 
20: GOTO Z015 horizontal or vertical. 2200-2230 

2100 IF A < > C AND B < > 0 THEN deter"ine if a sqL1are has been 
GOSUB 2115: PRINT "THAT WAS cO"Pleted (see PrograPI Operation 
A DIAGO.'W.. LINE -": PRINT for a description of how this 
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2225 IF VX(A,B - 1) = 1 AND HI(A 
,B - 1) = 1 AND VX(A + 1,B -
1) = 1 THEN GOSUB 3005 

2230 IF V%(A,B) = 1 AND H%(A,B + 
1) = 1 AND VX(A + 1,B) = 1 THEN 

GOSOO 3035 
2235 S = SJ + SK + SL 

Add the M>ve score to the 
appropriate pla~r's cLIf"IIJlative 
score. 

2215 IF P = 2 THEN SB = SB + S: GOTO 
2255 

2250 SA = SA + S 

Deter"ine if the gaPle is over <1313 
is the total score of all the 
sql.tares) • 

2255 ST = SA + S8: IF ST = 1313 THEN 
2270 

If a sql.tare was not cQl1lleted, 
there is r~ score, ar~ the pla'j is 
passed to the other p la~r • 

2260 IF S = 0 THEN 2005 

If there was a sql.tare CO/'IPleted, 
the pla~r gets another tUrrt. Score 
counters are zeroed for the ne:d 
1IOVe. 

2265 S = O:SJ = O:SK = O:SL = 0: GOTO 
20t5 continued on next page 



Deterl'line who won the gaMe and 3070 HCOLOfi~ 3: FOR X = 77 TO 20 3125 HM : VTAE: 21: PRINT "IF A 
displa~ the scores with the 3 STEP 1~ : FOR Y = 16 TO 1~2 PLAYER sans BY": PRINT "C 
winrter ' s naMe and score flashing. STEP 1~: HFiOT X,Y: NEXT Y, Dl'ftETING A SQUARE, HElSHE G 

X: RETURN ETS": PRINT "ANOTHER TURN.": 
2270 IF SA -( SE: THEN 2280 GOStI: 3080 
'2175 HOME : VTAB 21: FLASH: PRINT Progral'l pause, with pla~r 

PAi; '"S SCORE = "iSA;" YOU W ini tiated contintle. 3130 HDDlOfi~ 2:X = 77:Y = 16: GOSUB 
IN I": NORMAL : PRINT PB$ i '" S 3035: HCOLOR= 6:X = 189:Y = 

SCOI\'E = "; SB: GOTO 2285 3080 VTAE: 2~: HTAB 10: INVERSE : 128: GOSI.l: 3035 
'2180 HM : VTAE: 21: PRINT PA$;" PRINT "PRESS ANY KEY TO CON 

'S SCORE = "i SA: FLASH : PRINT TINUE";: GET Y$: NORMAL : RETURN 
PE:$ ; '" S SCOI\'E = "i SE: i" YOU W 3135 HOME : VTAE: 21: PRINT "THE 
IN ~ ": NffiMri. GAME IS MR liEN ALL SQlJAR£ 

InstniCtions (can be DI'litted if SOl: PRINT "ARE FILLED IN. HI 
Prol'lpt for arlOther gaMe. line 3090 is RETURN). GH SCOI\'E WINS.": GOSlE 3080 

22B5 PRINT : PRINT "PLAY AGAIN? 3090 HM : VTAE: 21: PRINT "THE 3140 HOME: VTAE: 21: PRINT "TO S (YIN) ";: GET Y$: IF Y$ = " II:..ECT OF THIS GAME IS TO": PRINT TOP A GAME At{) START OVER": PRINT Y" THEN 3060 "COtfUTE SIlLIARES.": G()St£ 3 "PRESS THE 'ESC' KEY. GOOO L 080 lICK.": GOSlI: 3080: GOTO 3060 End routine. 3095 HCK : VTAE: 21: PRINT "YOU 
DO THIS BY DRAWING LINES E'.ET 

2290 HM : TEXT : CLEAR : PRINT !£EN": PRINT "THE DOTS ON TH 
''FtAY AGAIN SOON" E GAt'{ BOARD.": G~ 3080 

'2195 END Shape table F~KEs. 
3100 HM : VTAE: 21: PRINT "TO P 

Subroutirle to color in the LOT A LINE, TYPE IN THE COOR 
co/'IPleted sqlJares and deterl'lirte DINATES OF ITS END ~INTS (T ~OOO REM SIW'E T AE:LE their scores. 

(J' ~{R FIRST,": PRINT "TH 3000 "'EM FILL SQUARES 
EN THE SIDE tU1BER).": GOSlB 3005 FOR F = (X + 1) TO (X + 13) 
3080 ~005 FOR I = 8062 TO 8191: READ 

: tf'LOT F,(Y - 13) TO F,(Y - J: POKE I,J: NEXT : RET~N 
1): NEXT 

3010 SJ = (A I (B - 1»: IF SJ = 3165 1£Il.0I\~ 3: ~tOT 119,72 T9 
o TI£NSJ= 1 133,72: HFiOT 161,86 TO 161, 1010 DATA 10,0,22,0,36,0,~~,0,5 

3015 RE~ 100 ~,0,66,0,76,0,88,0,99,0,108, 

3020 FOR F = (X - 13) TO (X - 1) 0,119,0 
: HPLOT F,(Y + 1) TO F,(Y + 
13): NEXT 3110 HOME : VTAE: 21: PRINT "FOR 

3025 SK = (8 I (A - 1»: IF SK = EXAtftE, THE LINES ~ ARE ~015 DATA 12,37,28,63,23,5~,~6, 

30,1~,15,5,36,1,0,36,188,150 o TI£NSK= 1 ,18,15,28,36,0 3030 RETURN ": PRINT "PLOnED FRet! 3,~ T 3035 FOR F = (X + 1) TO (X + 13) o 1,1 AND": PRINT "FRet! 6,5 : HFtOT F,{Y + 1) TO F,{Y + ~020 DATA 101,228,63,23,150,211 
13): NEXT TO 6,6": GOSlE 3080 

,~6,~5,37,0,12,12,60,63,183, 

3010 Sl = (A I B): IF Sl = 0 THEN 1~6,21,15,12,228,7,0 

SL = 1 3115 HFtOT 77,16 TO 91,16 TO 91, 
3015 RETURN 30 TO 77,30 TO 77,16: ~OT 

189,128 TO 203,128 TO 203,11 ~025 DATA 58,39,12,12,12,51,171 
Erase the pla~ing board ard zero 2 TO 189,1~2 TO 189,128: DRAW ,55,62,0,56,39,11,15,215,176 
the variables and ~trices to set 2 AT 81,23: ORAW 7 AT 193,13 ,5~,23,63,28,1,0 

LIP a new ga/'le. 5: DRAW 5 AT 199,135 
~030 DATA 117,2~6,63,28,36,229, 

3060 IfJl.OR= 0: FOR Y = 16 TO 14 3120 HOME : VTAE: 21: PRINT "EACH 12,12,15,6,0,12,12,60,63,183 
2: HFtOT 77,Y TO 203,Y: NEXT SQUARE HAS A DIFFEI\'ENT scm ,82,30,16,0 
Y: CLEAR : GOSlE: 3070: GOTO Eo ": PRINT "THE SIlUAI\'E' S SCO 
1055 RES INC"'EASE FROM": PRINT IOU 1035 DATA 231,100,15,21,2~6,1~, 

PF'ER LEFT TO Lrn£R RIGHT.": GOSlI! 2~6,63,28,36,0,231,100,15,21 

Draw the dots on the gaMe board. 3080 ,51,119,30,30,63,1,0 e 
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by Denslo Hamlin J r. 
Word Problems is a program for 
the 8-80 with 16K memory. There 
are occasional grammatical 
problems, which are almost 
inevitable in a program of this 
kind. However, compared to the 
majority of educational programs 
on the market, it is excellent. 
An Apple conversion hint follows 
the listing. 

Word Problems can create 
literally millions of different 
mathematical word problems that 
teach and test both mathematical 
and reading ability. 

The many problems are created 
through the varying of key words 
in any or seven theme problems. 
Since this results in problems with 
random word lengths, a special 
text printing device was added to 
print the problems on the screen 
without splitting words. 
VARIABLES 
LV = Level (1-4). 
S(I) = Ten different question types . 
S = Current question type. 
X = First number of problem. 
Y = Second number of problem. 
Z = Correct answer. 
Zl = Answer given. 
A$ = Entire question. 
R$ = Graphic "That's Right!" 
F$(1)-F$(5) = Five graphic lines 
that make up one face. 
N = Number to be converted to a 
string. 
N$ = Converted number as a 
string. 
Nl$ = Half of N$ for large 

2 'M 0 P. 0 PRO B L E " S 
~ '8'j Denslo Hatllin, Jr. 

WORD PROBLEMS 

number conversions. 
V$ = Usually a verb. 
Vl$= Equal or similar word. 
0$ = Object. 
01$ = Plural Object. 
02$ = Group or club. 
C$ = Another object. 
Cl$ = Plural of C$. 
S$ = Subject. 
SI$ = Pronoun for subject. 
PI= PI. 
Cl = Number of correct answers. 
C2 = Number correct last time. 
T = Total completed. 
E,E3,E2 = Printing variable for 
neat printing. 
A3$ = Spots, lines, etc. 
Xl,Yl,X,Y= Design variables. 
Line Commentary: 
There are four different segments: 

1. Selection of problems; 
2. Problem Creation; 
3. Problem Printing; 
4. Graphics. 

1. Selection Process: 
Lines 400-580 set up selection 
variables S(0)-S(9). These choose 
between question types 1 to 7. In 
each set of ten questions there will 
be two questions of each type 
equal to level, level + 1, level + 2, 
Level + 3. The remaining questions 
are chosen at random but must be 
less than the maximum type 
(level + 3) and no more than three 
of anyone type are in any ten 
questions. 
Lines 600-640 do the picking of 
question types from the 
unanswered values (non-zero) of 
S(I). 

2. Question Creation: 
This is obviously the largest section 
by far. Subroutines for insertion of 
variables extend throughout the 
program. Locations for each of the 
seven question types are: 

5000 - Question # 1 
8000 - Question #2 
2000 - Question #3 
2200 - Question #4 
12500 - Question #5 
12500 - Question #6 
14000 - Question #7 

Lines 7000-7530 Create string 
values of the numbers for insertion 
within the program. 
3. Question Printing: 
Lines 10000-10090 Do the 
printing. Starting at the maximum 
line length (32), it looks for a 
convenient spot to end a line, a 
space or dash. Then it continues 
on the next line where it left off on 
the last. 
4. Graphics: 
The graphic codes are contained in 
data statements on lines 11200 and 
12210 for "THAT'S RIGHT!" 
and 12220-12260 for the faces. 
When the program is run, it first 
executes lines 11000-11125 where 
the graphic codes are loaded into 
R$ for "THAT'S RIGHT" and 
F$(I)-F$(5) for the face, then 
later lines 11300-11390 put 
together as many faces as 
necessary and print them. 
At the end of ten questions, line 
5530 decides what sort of comment 
to make. If fireworks are in order 
lines 5700-5840 supply them. 

580 IF S(9)=518) II: S(9)(1 GOTO 560 
590 ' SELECTION ROOTINE 

6 '~1 Walnut AYe., E.Far"ingdale, N.V. 11735 
B 'C(J>YRIGKT 1979 

600 1=00(10) 
610 5=5(1-1) 

30 ClS 
100 ClEAR 1000:DEFINT E:RANDOH 
110 GOTO 11000 
~OO IMPUT"~T IS VM DESIRED L£IJEl. OF Ilt£STIDNS IH)":LV 
m IF LV<1 ~ LIM COTO lIOO 
500 F~ I=OT07 
510 S!Il=LVtINTIII2) 
520 tEXT! 
530 X~(5) 
SoltO S(B)=LVtX-2 
550 IF S(8)(1 GOTO 530 
568 X~(5) 
570 S(9)=Lv+X-2 

620 IF 5=0 GOTO 600 
630 S(1-1)=0 
6110 ON S GOlO SOOO,8000,2000,ZZOO,12000,12S00,HOOO,1l1500 
650 STlJ> 
2000 I=RN)(3) 
2002 IF 1>2 GOTO 2007 
200ll Z=OOI6JLVt2)-1:V=OOISIlVt2):X=Z+V 
2005 OU=O$:IF VOl OU=OU+"S" 
2006 ON I GOSUB 9090,9100:GOTO 200B 
2007 X=RNDI5JLVt3):V=RNDIlIIlV)+2:Z=V+X:GOSUB 9110 
2008 S=OO(12):DH S GOSUB 6000,6010,6020,6030,60~O,6050,6060,60 
70 ,60BO ,6090,6095,6098 
2009 ~=5$ 
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2010 I=RM)(12) 
2020 IF 1=5 GOl02010 
2030 ON I GOSUB 6000,6010,6020,6030,6010,6050,6060,6070,6080,608 
0,6090,6095,6098 
2010 I=Rt()(9) 
2050 ON I GOSUB 9000,9010,9020,9030,9010,9050,9060,9070,9080 
2060 oa=O$:IF XO l ltEN 01$=0$+"5" 
2070 N=X:GOSUB 7000 
2075 01 $=0$: IFX> lll£1«Ja=oa+"5" 
2080 A$="A "+53$+" HA5 n+NS+oa+n• A n+5$+" HAS " 
2090 N=Y:GOSUB 7000 
2100 A$=A$+N$+V$+n "+01$+". fDj HANY "+01$+" DOC5 Tt£ " 
2110 A$=A$+5$+" HAVE" 
2120 GOSUB 10000 
2130 INPUT Zl:C$=O$:Cl$=Ol$ 
2110 GOlO 5300 
2200 Z=RND(11lV+3t+l:Y=RND(11lV+2) 
2210 X=Z+Y 
2220 E=RND(3) 
2230 ON E GOSUE: 9120,9130,9110 
2210 5=RND(6) 
2250 ON 5 GOSUB 9000,9010,9020,9030,9050,9060 
2260 S=RND(12) 

2270 ON 5 GOSUB 6000,6010,6020,6030,6010,6050,6060,6070,6080,609 
0,6095,6098 
2310 A$="A "+5$*" HAD " 
2320 N=X:GOSlI: 7UOO 
2330 oa=O$:IF XC·l 01$=0$+"5" 
2310 A$=A$+N$+"RED "+01$+". "+V$+"" 
2350 N=Y:GOSUB 7000 
Z360 A$=AS+N$ 
2370 01 $=0$: IFY> lll£1«)l $=O$+"S" 
2380 AS=AS+Ol S 
2390 IF (Y=l) ffi (E=3) TI£N A1S="HAS" ELSE A1S="HAI.{" 
2391 AS=AS+" "+A1S+" " 
2392 S=RND(1):ON S GOSUB 2830,2810,2850,2860 
2391 AS=AS+" ON ll£tI. 101 HANY "+O$+"S DOCS Tt£ "+SS+" HAI.{" 
2100 RDt 
2101 IF LV>l AND RND(0)(.18 TI£N 2800 
2102 IF E=2 TI£N A$=AS+" WITIO.JT "ELSE AS=AS+" WITH " 
2101 AS=AS+A3S 
2110 GOSUB 10000 
2120 INPUT Zl:C$=O$:Cl$=O$+"5" 
2130 GOlO 5300 
2800 Z=Y 
2810 IF E=2 TI£N A$=AS+" WITH " ELSE A$=AS+" WITIDJT " 
2820 GOTO 2101 
2830 A3S="1IiITE SPOTS":A$=AS+"LTITlE "+A3S:RETI.RN 
2810 A3S="GREEH FOOJS":AS=AS+A3S:RETI.RN 
2850 A3S="1IiITE IM<S":A$=AS+"LCN; "+A3S:RETI.RN 
2860 A3S="1U) SPOTS":AS=AS+"DIRTY "+A3S:RETI.RN 
5000 S=RND(12) 

5010 ON S GOSUB 6000,6010,6020,6030,6010,6050,6060,6070,6080,609 
0,6095,6098 
5820 X=RND(3ILV+6) 
5030 C=RND(3) 
5010 ON C GOSUB 6100,6110,6120 
5050 I=RND(1) 
5060 ON I GOSUB 6130,6110,6150,6160 
5070 Y=RND(11lV+5) 
5080 Z=X+Y 
S090 ClS 
5190 f1U}ffOf($(23):AS="A "+S$+" IW) " 

5110 N=X: GOSUB 7000 
5120 A$=AS+NS 
5130" IF X=1 TI£N LET A$=A$tC$ ELSE LET A$=A$tCl$ 
5110 A$=A$+". " 
5150 IF RND(0) ( .3 GOTO 5200 
5160 A$=AS+Sl$+" " 

5170 A$=AS+"TI£N "+V$+" " 
5180 N=Y:GOSUB 7000 
5190 A$=AS+N$ 
5192 IF Y=l TI£N LET A$=AStCS ELSE LET A$=A$tCl$ 
5191 AS=AS+". " 
5196 A$=AS+"fDj HANY "tCa+" DOCS TI£ " 
5198 A$=AS+ SS+" 101 ~':GOSUB 10000 
5199 INPUT Zl:GOTO 5300 
5200 IF S0 6 TI£N LET A$=AS+"Tt£ "+S$+" " ELSE GOTO 5160 
5210 GOTO 5170 
5300 .IF Zl=Z GOTO 11300 
5310 PRINT:PRIHT"NQ "; 
5320 PRINTsa; 
5330 PRINT" DOCSN'T HAVE";Zl; 
5310 IF Zl=l TI£N PRINTCS1ELSEPRIHTCl$; 
5350 PRINT". ":PRIHTsa; 
5360 PRINT" HAS ";Z;".":QS="" 
5370 QS=Dt<EYS:IF QS="" GOTO 5370 
537'5 T=T+l 
5378 IF T=10 GOTO 5500 
5380 GOTO 600 
5500 ClS 
5510 PRINT IlRS (23) 
5520 IF Cl=O GOlO 55i0 
5530 ON Cl GOTO 55iO,55iO,5600,5600,5600,5610,5610,5700,5700,5B0 
o 
5510 PRINT"IJJT (F Tt£ LAST TEN 
PROO..EMS YID SCIJ<E IS:· 
5550 PRINTCl;" RIGHT IJJT (F "T; "f'R(ll£MS" 

5560 ThfUT"DO YOO WANT TO TRY 
AGAIH";US 
5565 IF LEFTS(US,ll="N"OO 
5570 C2=Cl:Cl=O:T=O:GOTO 100 
5680 PRINT"1IlT BAD" 
5612 IF (200: IFC1>C2 PRINT"BETTER THAN LAST IDE" 
5685 GOlO 55i0 
5610 PRINT"\6Y G1JI)!":GOTO 5510 
5788 ClS:Fffi I =0 TO 61 
5710 X=61+11SIH(I11) 
5720 Y=21+.33KIICOS(I111 
5725 Xl=61-11SIH(I111 
572B Yl=21-.33KIICOS(I111 
5730 SET(X, Yl 
5732 SET (Xl , Yl) :SET(X, Yl):SET(Xl, Yl 
5710 I£XT 
5750 PRINT@17'5,"DSlFERD"; 
5760 FUR 1=1 TO 1500 :NEXT 
5770 Il.S:~(23I:GOTO 55i0 
5800 ClS:Fffi 1=0 TO 61 
5810 X=61+11SIH<Il 
5820 Y=21+.33KIICOS<Il 
5830 SET(X, Yl 
5810 NEXT 
5850 FUR 1=1 TO' 500:NEXT:PRINT@512,"II01"; 
5860 Fffi 1=1 TO 1000:NEXT:GOTO 5700 
6000 S$="BAD IIITCH":Sl$="!H:":RETI.RN 
6010 S$="IOVIN": Sl $="5I£":RETI.RN 
6020 S$="IlEEN":Sl$="!H:":RETI.RN 
6030 S$="GIRl":Sl$="!H:":RETI.RN 
6010 S$="LADY":SlS="!H:":RETI.RN 
6050 S$="PRETTY YIJ..N; GIRl":Sl$="!H:":RETI.RN 
6060 S$="PRJt«:ESS":Sl$="!H:":RETI.RN 
6070 S$="ItAN":Sl$="I£":RETI.RN 
6080 S$="SHALL BOY":Sl$="I£":RETI.RN 
6090 S$="KD£":Sl$="I£":RETI.RN 
6095 S$="PRJt«:E": Sl $="1£" : RETI.RN 
6098 S$="!lH!OY": Sl$="I£":RETI.RN 
6100 C$="PfJtIY" :Cl $="PEttaES":RETI.RN 
6110 C$="CENT" :C1S=CS+"S" :REl1JijI continued on next page 
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6128 C$="IXl.LM" :Clt=C$+"S":RETI.RH 
6130 V$="fO.N)":REl1R4 
61~ V$="WAS GIVEN":RETI.RH 
6150 V$="EARte)":REl1R4 
6160 V$="PICKED IP":RETI.RH 
6170 V$="lOST":RETI.RH 
6172 V$="IlR(ff[I)": REl1R4 
617~ V$="l.£FT BEHlH)":RETlRN 
6176 V$="WASTED":REl1R4 
6178 V$="SfENT":RE~ 
6180 Vf--5m(OO(5)+1) :V$="8(U;Hl"+V$+" APftES FIR":RETlRN 
6182 V$="G#,{ AWAY":RETlRN 
618~ V$="IXHITED TO owmY":RETI.RH 
7000 RESllH:!IF H=O lET N$="ZERO ":RE~ 
7002 IF RM)(Ol>.93Tl£N NU--5m(N) :N$=IUGKT$(Nl$,lEN(NU)-1)+" " 
:RETI.RH 
7003 IF lV>l GOlD 7500 
7005 IF N>19 GOTO 7200 
7010 FIR 1=1 TO N 
7020 REM N$ 
7030 NEXT 
70~0 RESTIH::RETlRN 
7100 DATA Ot£ ,00 , TIm ,F~ ,FIVE ,SIX ,SEVEN ,EIGKT ,NDE , 
TEN ,EL.£ID ,TWElVE, THIRTEEN ,F~TEEN ,FIFTEEN 
7110 DATA SIXTEEN ,SEVENTEEN ,EIGKTEEN ,NINETEEN ,nENT'f, THIRTY 
,FORTY ,FIFTY,SIXTY ,SEVENTY ,EIGHTY ,NINETY,Ot£ HUNDRED 
7200 FOR 1=2TO 10 
7210 11=1011 
7220 IF N-11<10 GOlO 7250 
7230 NEXTI 
7235 IF N<119 GOl07250 
72~ N$--5m(N)+" ":RETlRN 
7250 RESllH::FIR J=l TO 19 
7260 REM Nt 
7270 NEXT J 
7280 FIR J=2l011/10 
7290 REM N$ 
7300 NEXT J 
7310 RESTIH: 
7320 IF N-I1=0:N$=N$+" ":RETI.RH 
7330 FIR J=1TON-I1 
73~0 READNU 
7350 NEXT J 
7355 IF N>100 TI£N N$=N$+" At() "+HU:RETlRN 
7360 N$=N$+"-"+HU 
7370 RETlRN 
7500 IF H=12 At() 00(0».3 N$="A DOZEN ":RETlRN 
7510 IF N=6 At() (00(0».8 At() lV>3) TI£N N$="A tw.F OF A DOZEN 
":RE~ 

7520 IF H=2,\ At() lV>3 TI£N IF RM)(0l>.8 N$="OO DOZEN ":RETI.RH 
7530 GOTO 7005 
8000 S=Rtf) (12) 

8010 ON S GOSUB 6000,6010,6020,6030,60'\0,6050,6060,6070,6080,609 
0,6095,6098 
8020 C=RNJ(3) 
8030 ON C GOSUB 6100,6110,6120 
80~0 1::RtI)(O) 
8050 IF 1<.1 GOTO 8200 
8060 I=RM)(8) 
8070 ON 1 GOSUB 6170,6172,617'\,6176,6178,6180,6182,618'\ 
8080 X::RtI)(3IlV+6) 
8090 Z=RNJ('\1l..V+3) 
8100 Y=Z+X 
8105 CLS:PRINTCHR$(23); 
8110 A$="A "+S$+" 0It£D " 
8120 H=Y:GOSUB 7000 
8130 A$=A$+N$+Cl$+". " 
81'\0 A~$+SU+" "+V$+" " 
8150 H=X: GOSUB 7000 

8160 A$=A$+N$ 
8170 IF N<1 Tl£N lET A~$+C$ ElSE LET A$=A$+C1$ 
8180 A~$+". " 
8190 Af=A$+"1OI IWf( "+C1$+" DIES TIE "+5$ 
8192 A~$+" !OJ HAVE":GQSlI: 10000 
8193 Df'UT Zl 
8m GOTO 5300 
8200 GOTO 5000 
9000 ()$="APftE":REl1R4 
9010 O$="FRI.IIT" ·:RE~ 

9020 ()$="~":RETlRN 
9030 ()$="WART":RETlRN 
90'\0 0$="f'R{X;":RETI.RH 
9050 ()$="GAI£":RETlRN 
9060 O$="TOY":RETURN 
9070 ()$="CAT":~ 
9080 O$="[)(x;":RETlRN 
9090 V$="LESS":RETURN 
9100 V$="FEloER":RETURN 
9110 V$="IiJi£":RETlRN 
9120 V$="~ BUT":RETlRN 
9130 V$="0Il. Y": REMN 
91'\0 V$="EVERY IH: EXCEPT":RETURN 
9999 'TEXT PRINTING ROUTINE 
10000 CLS:El=l:PRINTCHRf(23); 
10010 E=lEN(A$) 
10028 PRINT:E3=El+30 
10030 IF E3>E lET E2=E:GOTOI0070 
10010 FIR E2=E3 TOCl STEP-l 
10050 Alf=t\I1)$(A$,E2,ll!IF Al$=" " OR Al$="-" GOlO 10070 
10060 NEXT E2 
10070 PRINT KlD$(A$,El,E2+1-El); 
10080 El=E2+1:IF E2<>E GOTO 10020 
10090 RETlRN 
11000 'TliAT' 5 RIGKT ROUTINE 
11010 FOR 15=1 TO 28 
11020 REM X$ 
11030 NEXT 15 
11010 FIR 15=1 TO 71 
11050 REM X 
11060 RS=R$+CHR$(X) 
11070 NEXT 15 
11080 FIR 1=1 TO 5 
11090 FIR 15=1 TO 11 
111 0 0 REM X 
11110 F$(I)=F$(I)+CHR$(X) 
11120 NEXT 15:NEXTI 
11122 RESTORE 
11125 GOTO '\00 
11130 N=2: GOTO 11300 
11200 DATA 196,131,131,151,131,129,128,1,\9,200,176,181,1'\1,128,1 
36 ,129,160,110,198,191,179,187,132 ,128, 1 '\1,196,170,195,176,181,1 
'\1,197,191,10 
11210 DAlA 198,1'\9,195,151,131,188,128,136,179,153,1'\1,19'\,1'\9,1 
96,160,153,198,191,128,137,1 '\1,128,1 '\8,128,166,185,128,170,131,1 
69,191,119,198,179,10 
11215 DATA 232,16'\,15'\ 
11220 DATA 128,176,188,191,191,191,191,191,188,176,128 
11230 DATA 188,191,191,188,159,131,175,188,191,191,188 
112'\0 DATA 131,1'\3,183,155,1'\3,1'\3,1'\3,167,187,113,131 
11250 DATA 128,128,131,131,1'\3,113,1'\3,131,131,128,128 
11260 DATA 191,191,191,191,191,191,191,191,191,191,191 
11300 ClS:T=T+1:C1=C1+1 
11303 N=cm=1 
11305 IF Cl)5 TI£N 1=2:N=5 
11308 FIR 11=1 TO 1 
11310 FIR J=1 TO 1 
11320 FIR Kl=l TO N 
11330 f'RINTF$(J);" "; 
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11310 NEXT K1 
11350 PRINT 
11360 NEXT J:H=C1-5 
11365 PRItfl:MEXT 11 
11370 PRIHT:PRIHTR. 
11380 FOR 1=1 TO 2000 :NEXT 
11390 IF T=10 THEN 5500 ELSE 600 
11m 'IX.[STIIlNS 6 A&B F(ll1Jl 
12000 1=00(3) 
12010 ON I GOSUB 13090.13100.13110 
12020 A.=A$+" OF TI£ " 
12030 X=OO(3JlV+21:1FX<2GOT012030 
12010 N=X:GOSUB7000 
12050 A$=A$+Nf 
12060 1=00(9) 
12070 ON! GOSUB 13000.13010,13020,13030,13010,13050,13060,13070, 
13080 
12080 A$=A$+S$ 
12090 IF 02$="PARTY"TI£NA$=A.+" AT TI£ "+02$:S3$="CHIlJ)":GOT0121 
10 
12100 S3$=lEFT$(SS,LEN(SS)-1) 
12102 IFRIGHTS(02.,1)="TEAI1"THEN A$=AS+" ~"ELSE A$=A$+" IN" 
12101 A$=AS+" TIE "+02$ 
12110 1=00(3) 
12120 ~ I GOSUB 13120.13130,13110 
12130 1=00(2) 
12110 ~ I GOSUB 13112,13111 
12150 01$='"' 
12160 1=00(12) 
12170 ~ I GOSUB 13150,13160,13170,13180,13190,13200,9000,9010,9 
020,9010,9050,9060 
12180 01$=0$+"5" 
12185 IFLEFT$(AS,3)="ALL"THEN A$=A$+" HAVE "ELSE AS=AS+" HAS " 
12190 A$=A$+\I1$+\I$+" OF "+01$+". " 
12200 IF RII)(0l>.199 GOTO 12300 
12210 Y=OO(LVI3)+2 
12220 Z=XIY 
12230 N=Y:GOSUB 7000 
12210 1=00(5) 
12250 ON!GOSUB1321 0 ,13220 ,13230 ,13210 ,13210 
12260 A$=A.+" HAS "+Nf 
12262 IF P1 THEN A$=A$+01$+". "ELSE A$=A.+O$+". " 
12270 A$=A$+"IOI tIANY "+01$+" 00 " 
12280 1=00(2) 
12290 OOGOSUB13260, 13250 
12292 A$=A$+" HAVE" 
12291 GOSUB 10000:INPUTZ1:GOTO 12800 
12300 A$=A$+"TI£Y IW) A TOTAL OF " 
12310 Z=OO(LVI3+2)+1 
12320 Y=ZIX:N=Y 
12330 GOSUB7000 
12310 A$=A$+Nf+01$+". " 
12350 A.=A$+"IOI HANY "+01$+" DOES " 
12360 l=OO(3):~ I GOSUB 13270,13280,13290 
12370 A$=A.+" HAVE" 
12380 GOTO 12291 
12199 'IX.[STI~ SA FOLUIoIS 
12500 I=OO(6) 
12510 ON I GOSUB 13300,13310,13320,13330,13310,13350 
12520 RAtro1 
12530 1=00(8) 
12510 ON I GOSUB 13150,13160,13170,13180,13190,13200,9000,9020 
12570 01$=0$+"5" 
12580 Af--5$+" IS SETTIHG l.P A " 
12590 1=00(3) 
12600 ~ I GOSUB 13150,13110,13130 
12610 A$=A.+02$+" OF "+01$+". " 
12620 IF 00(0».32 THEN A$=A$+S1$+" " ELSE A$=A$+S$+" " 
12630 1=00(3) 

12610 ~ I GOSUB 13160,13170,13180 
12650 I=RM)(3) 
12660 ~ I GOSUB 13190,13500,13510 
12670 A$=A.+" TIE "+01$+" INTO "+02$+". " 
12680 IF 00(0».15 THEN A$=A$+"1f£N " ELSE A$=A.+"AFTER " 
12690 IF 00(0».3 THEN A$=A$+S1$ ELSE A$=A.+S$ 
12700 A$=A.+" WAS DONE, "+51$+" t«JTICEO lWIT TIDE I£RE " 
12710 X=OO(LVIJ)+1 
12720 N=X: GOSUB 7000 
12730 A$=A.+Nf+02.+" EACH WITH " 
12710 IF 00(0».5 TlEN A$=A$+"PREClSELY" ELSE A$=A$+"EXACTlY" 
12750 Y=OO(2IlV)+1 
12760 N=Y:GOSUB 7000 
12770 A$=At+" "+H$+01$+". 101 tIANY TOTAL "+01$+" I£RE TI£RE" 
12771 IF ER=1 THEN ER=O: GOSUB 10010:GOTO 12780 
12778 GOSUB 10000 
12780 Z=XIY 
12790 IIflUTZl 
12800 IF Zl=Z GOTOl1300 
12810 PRINT:PRINT"t«J, TIDE AREN't ";Z1; 
12820 IF Zl<2TlEN PRINTO$; ELSE PRINTOl$; 
12830 PRINT".":PRINT"TI£RE ARE ";z;" "; 
12810 IF Z<2 THEN PRINTO$; ELSEPRINT 01$; 
12850 PRINT"." : 0$=IN<E'f$: 0$=" " 
12860 GOT05370 
13000 S$="BASEBALl PlAYERS":02$="TEAI1":~ 
13010 S$="SOCCER PlAYERS":02$="TEAtI":~ 
13020 S$="BOYS":02$="BASEBALl TEAI1":~ 
13030 S$="GIRlS" :02$="S{f1BALl TEAtI":~ 
13010 S$="BOYSCOOTS" :02$="TRO..P":~ 
13058 S$="GIRlSCOOTS" :02$="TRO..P":~ 
13860 S$="R\Jt£RS":02$="TRACI{ TEAtI":RETl.RN 
13070 S$="STlIlEHTS" :02$="ClASS" :REMN 
13080 S$="CHILDREN" :02$="PARTY":RETI.RN 
13090 A$="EVERY Ot£":REMN 
13100 A$="EACH ot£":RETI.RN 
13110 A$="ALL":RETI.RN 
13120 l)$="tuIlER":REMN 
13130 l)$="AfO.NT":RETI.RN 
13110 l)$="IUMTTY":RETlRN 
13112 Vl$="AN EIl.Vt.. ":RETlRN 
13111 V1$="TIE SAI£ ":RETIJ<N 
13150 IF S$O"SOCCER": IF S$O"GIRlS"THEN O$="BASEBALL" ELSEO$=" 
S{f1BALl" :RETI.RN 
13152 IF S$="SOCCER" O$="SOCCER BALL" 
13151 RETIJ<N 
13160 O$="KITE":RETI.RN 
13170 O$="SOCK":RETIJ<N 
13180 O$="RlESER BAtI)":REMN 
13190 O$="CAM>Y BAR" :REMN 
13200 0$="PEM:ll.":RETl.RN 
13210 A$=A$+"IH: OF TIE "+SS:RETl.RN 
13220 A$=AS+"Ot£ "+S3$:RE~ 
13230 A$=A$+"A "+S3$:RETl.RN 
13210 S2f--SS:IF LEFU(S$,1)O"GIRL" THEN l=OO(3):~ lGOSUB 1330 
0,13310,13320:GOTO 13212 
13211 1=00(3) :OOGOSUB 13330,13310,13350 
13212 IF 02S<>"PARTY"TI£NA$=A$+S$+" IS A I1EII!at OF TI£ "+02.+". 

"+S1$ ELSE A$=A$+S$+" IS AT TIE PARTY. 1£" 
13211 Sf--s2S:RETl.RN 
13250 A$=A$+"TI£Y AU": RETIJ<N 
13260 A$=A.+"AU OF TI£lt":REMN 
13270 A$=AS+"Ot£ OF TI£ "+SS:RETl.RN 
13280 A.=A$+"EACH OF TI£ "+SS:RETIJ<N 
13290 A$=A.+"Ot£ "+S3$:RETI.RN 
13300 S$="~":S1$="I£":RETIJ<N 
13310 S$="Bll.L" :S1$="I£":RETIJ<N 
13320 S.="DEItIY":Sl$="I£":RETOON 
13330 S$=".lJAN" :S1$="st£" :RETIJ<N continued on next page 
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13310 S$="ElIZABETH": SU="stE" :RETlf<N 
13350 Sf="AU.l5(J4" :Sl$="stE":RETlRN 
13130 02f="crum:R":RETlRN 
13+'10 02f="DISPLAY"lRETlRN 
13150 02$="STAti)"lRETlRN 
13"66 OZf=»CCllIt.'S" :I~£TlRH 
13178 02$="Ro.s"lRETlf<N 
13180 02f="l.II£S'~:RETlRN 
13190 AS=M+"ARRAI(;ES"lRETlf<N 
13500 A$=A$+"l.II£S IF"lRETlRN 
13518 A$=A$+"SETS IF"lRETlRN 
13990 'IlESTION 7 BEGINS IER£ 

11190 Of=IM<EY$lG$=""lCOT05370 
11200 Z=RND(12) 
11210 Y=ZIXlN=Y:COSUB7000 
11220 Af=A$+"tQj HAHY "+01$+"S lULl. IT TAKE "+S$+" TO "+I}$+" "+H 
$+0$ 
11230 IF Y>1 Tt£NA$=A$+"S" 
11210 COSUB 10000lDf'UTZ1 
11250 IFZl=Z1lEN11300 
11260 P1UHT"I«l, IT lULl. TAKE";Z;01$; 
11270 IFZ> 1 n£tf'RIKT"S"; 
11280 COTOI11BO 
11500 lJf="EAT"lRETlf<N 

11080 X=RND(6)lONXCOSUB 13300,13310,13320,13330,13310,13350 
11010 I=RND(B)lDNICOSUB 11500,11510,11520,11530,11510,11550,1156 
0,11570 

11510 lJf="SREW-"lRETlf<N 
11520 lJf="HAKE"lRETlRN 
11530 lJf="BlJIl])" l RETlRN 
11510 lJf="CDNSTRlCT" l RETlf<N 
11550 lJf="FOO"lRETlf<N 
11560 lJf="PAINT"lRETlf<N 
11570 lJf="DRIVE"lRETlf<N 
11580 Of="IO£"lRETlf<N 
11590 Of="CAR"lRETlf<N 

11020 A$--Sf+" CAN "+I}$ 

11038 IF lJf="DRM"1lEN11620 
11010 IF lJf="EAT"Tt£NI=RND(5)lDNICOSlIl9000,9010,9020,9010,13190l 
COlO 11060 
11058 I=RND(7)lDNI COSUB 9050,9060,13160,11580,11590,11600,11610 
11060 X=RND(5IlIJ-5) IN=XlCOSUB7000 
11062 IF X<3 THENI1060 
11070 A$=A$+" "~+O$+"S " 
110BO I=RND(3)lDNICOSUBI1630,11610,11650 

11600 Of="TABl£"lRETlf<N 
11610 Of="CHAIR"lRETlf<N 

11090 I=RND(7)lDNICOSUB11660,11670,11680,11690,11700,11710,11660 
11100 A$=A$+V1$+01$+". " 

11620 IF RND(Ol>.5 TtEl«l$="KILE"ELSEO$="KILIKTER" 
11625 COTO 11060 

11110 IF RND(0».5 1lEN 11200 
11120 Y=RND(LVl1)lN=YlCOSUB7000 
11138 Z=XIYlA$=A$+"tQj HAHY "+O$+"S CAN "+S$+" "+I}$+" IN "~+O1 
$ 

11630 V1$="EACH "lRETlf<N 
11610 V1$="EVERY "l RETlf<N 
11650 V1$="PER "lRETlRN 
11660 01f="1O..R" lRETlf<N 
11670 01f="SEIlH)" lRETlf<N 
11680 01$="tmUTE" :RETlf<N 
11690 01$="DAY"lRETlf<N 
11700 Ol$="IEEK"lREllf<N 
11710 OU="YEAR" lRETlf<N 
61000 'LAST HOOIFIED a/1/S0 

11135 IFY>1TIENA$=A$+"S" 
11110 COSUB 10000lDf'UTZ1 
11150 IF ZI=Z THEN11300 
11160 P1UHT"I«l, ";St;" CAN ";Vf;Z;Of; 
11170 IFZ> 1 1l£IflRINT"S"; 
111BO P1UHT"." 

Word "Problems 
Apple Conversion 

Word problems can be converted 
to the Apple more easily than most 
S-80 programs. The changes to 
watch for are with the RND 
,function, the ELSE clasue, and the 
graphics. The RND function on 
the S-80, if written RND(N), will 
give a random integer from I to N. 
Since it's used a lot in this 
program, the best solution to 
converting it may be to use line: 

100 OEF ~(X)=INT(Rtl)(l)IX)+l 

and substitute FNR for RND 
wherever RND appears. The only 
exception would be when RND(O) 
is used, which does the same thing 
as RND(l) on the Apple. It's also 
not too difficult to deal with the 
ELSE clause in an IF statement. 
Suppose the following sequence 
occurs : 
10 IF X=l Jt£N' P.RIHT nAil ' ELSE 'PRINT ' I~B" 
.20 PRINT ' ".e" 
To get ,around the ELSE clause, use: 

10 IF X=l TtD ~PROO "A" : ' GOTO 20 
15 PRINT liB" 
20 PRINT lie" 

42 

The graphics will involve a little 
more work to convert. The SET 
commands used draw a smiling 
face for each problem that was 
answered correctly . They also 
display {he words "That's right!" 
in large letters. Use your 
imagination for displaying 
anything you want in its place. 
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The other commands to watch 
are CLS, which is the same as 
HOME, PRINT CHR$(23), which 
switches to large characters and 
can be omitted, PRINT@ , which 
positions the output as HT AB and 
VT AB do, and INKEY$, which is 
basically the same as GET, ' is 
also a shorthand for REM. 



MISSILE EVASION 
by Thomas Harleman 

Missile Evasion is a 16K S-80 
program. 

How many times have you left a 
pinball arcade wishing your 
TRS-80 could be more exciting? 
There are a few games that could 
be exciting on a Level II computer 
and this is one. 

A maze appears and is filled 
with plutonium pellets, each worth 
ten points . The object of the game 
is to gather all of the pellets from 
the maze into a space vehicle. 
Having only a limited fuel supply 
urges the player to concentrate on 
scooping up the pellets and wasting 
little time. A missile appears at the 
top of the maze and quickly begins 
guarding the pellets by patrolling 
the maze. If no wall separates the 
missile and spacecraft, the missile 
can "see" the ship and 
immediately moves in for the kill. 
Should the player successfully 
complete his mission, he is 
rewarded with an extra thirty 
points added to his total. The 
maze is again filled with pellets, 
now worth twenty points each. 
However, the increased value of 
the pellets brings two missiles out 
to patrol the maze. The game is 
over when one of two things 
happens: 
1) Both sets of pellets are 

successfully retrieved; or 
2) The missile terminates the 

mission by destroying the 
spaceship. 

The Level II TRS-80 uses a 
BASIC interpreter. BASIC 
interpreters are slow. Poor 
programming habits also slow 
down the execution of a program. 
Level II is here to stay, so 
programming style is very 
important. Here are some 
techniques we used to keep the 
game moving: 
I) The main body of the program 
is at the beginning. When the 
interpreter encounters a GOTO or 
a GOSUB, it begins its search for 
the line number with the first line 
of the program. 
2) Multiple statement lines reduce 
the number of lines the interpreter 
must search for a GOTO or 
GOSUB. 

3) Boolean algebra - Comparing 
the value of the variable C with 
the integer 8 (C AND 8) takes less 
time than figuring out whether C 
equals 8. 
4) Defining all numeric variables 
as integers reduces the precision 
the computer will have to work 
with . 
5) Building strings of graphic 
characters and then printing them 
is much faster than SET and even 
faster than POKE. This is because 
the BASIC interpreter has to do its 
work for each SET or POKE. On 
the other hand, the interpreter has 
only one job to do with a 
character string: Print it. 

It takes good timing to turn at 
just the right moment to get 

a doorway. Don't get 
discouraged if you have trouble 
turning in time. That is what 
makes the game exciting. Besides, 
you will master that ability 
quickly. Missing a turn does use 
up valuable fuel. And if a missile 
is hot on your trail, the game 
could end prematurely. 

There are three levels of 
difficulty to allow beginners the 
opportunity to experience the thrill 
of victory. Nonetheless, an 
experienced player will not want to 
deprive himself of the game's 
challenge by playing less than the 
most difficult level. That mode, 
HOT SHOT, allows just enough 
fuel to pick up all the pellets. 

10 REt! HISSILE EVASI~ GAtE - VER 1.1 05/10/80 
20 REt! IWUHAH BROS. S!FTWARE SEYtO..R, IN 17271 
Z9 REt! m IHTROOOCES 1l£ PRWWf. IT IS IlJT If' TI£ ~Y 

nER£. THIS Iffil. tw<E TI£ PRWWf OPERATE fASTER 
BECAUSE EVERY GOTO ~ GOSlIl BEGINS SEARCHD«; AT 1l£ 
BEGntID«; If' 1l£ f'R(X;RAM. 
lEAVE IJJT IIDtARKS TO SPEED LP GAtE. 

30 GOTO 910 
10 F~ TURN =1T!FI.. 
50 CLS:SL=B5B:HL=91:H=-1:L1=0 
59 REM 

660 IS IH:RE TI£ HAZE GlWHICS {IM.. 1l£Y {1M. IJJT IF 
1l£ WAY TOO. VARIABLE M IS HISSill ID.e1EHT (3=RIGHT t 
-3=lEFl, 61~, -61~). II IS IliICH HISSill (]"\[). 
P8 IS HT I IIAHT TO PUT BACK IH:RE TI£ HISSill WAS. 

60 GOSI.&60 :H=D:lFRNH 1 )-1 :1'8=32 lY=8: 
PRIHTtmO, "PlAYER t" ;TmN; : GOT031 0 

69 REt! 
TS IS TOUt. SIDlE. F~ TI£ FIRST GAtE 970 IS 1l£ IIlST 
POINTS POSSIBLE. TI£ PlAYER FINISHING 1l£ FIRST SET IF 
PELLETS GETS A BmJS IF 30 POINTS ~ A TOTAL IF 1000. 
TI£ B(NJS F~ TI£ SEaH> GAtE IS 80, A TOTAL IF 3000. 

continued on next page 
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78 IFTS--970THEHTS:I000 
80 IFTS:2920THEHTS:3000 
89 REM 

P££K(11100) CMS C A tuIlER F'ROH TI£ KEYBOARD IF !H: 
IF TI£ ARR(JI KEYS ARE PlJSI£I) ~. 

90 C~(11100) :PRIHT@l85,US:n«;SCS;TS; 
99R91 

HT IfEAHS hUT TItE. IF!H: GAlE IS rof'lETEI) con«; TO 
1170 STARTS TI£ SEClHl GAlE. IF 00 GAlES ARE FIHISI£O 
SOCCESSflllY 1210 C£Hl.lHS PlAYERS TlRH. 

100 IFNT=OAMlTS=1000TI£N1170 
ElSEIFNT=lAMlTS=3000THEH1210 

108 R9I 
BOl..fIVf ~GEBRA (IF C AN> 8) IS HAta..£D IDlE OOICI<l..Y 
T~ STAt()AR() AlGEBRA (IF C = 8). ctJ4SE(l(£HTL Y TI£ 
GAlE tIlVES ~(N; AT A FASTER PACE. AN> IF TI£ TEST IS 

109' TRlE, TI£ COT0150 BYPASSES TI£ lH£CESSARY TESTS. 
SIS IfUCH SHIP (1f',~,LEFl,RIGHT): H IS SHIP'S 
IKlTII»l (3=RT, -3=lFT , 61=OH, -61=tF) : L IS SHIP'S 
LID( MAD. 

110 IFCANDBTI£NS:0:H=-61:L=H+1:COT0150 
120 IFCAt«l16TI£NS:1:H=61:L=H+1:COT0150 
130 IFCAt«l32THEHS=2:H=-3:L=-2:COT0150 
110 IFCAHD61TI£NS=3:H=3:L=1 
119 Ret 

STRIt«;S(3,32) ERASES TI£ Il.D SHIP Fmf TI£ SCREEN 

150 PRINT@Sl,STRINGS(3,32); 
159 R9I 

TI£SE PEEKS LID( AI£AI) IF TI£ SHIP. IS IT CLEAR (32)? 
IS THERE A PELLET (16)? IF SO TS IS IHCREHENTED BY V. 

160 IFPEEK (IE +Sl +U=32T1£HSl=SL +tI:COT0180 
170 IFPEEK(IE+Sl+L)='16THEHTS:TS+V:Sl=Sl+tl 
179 R9I 

TIns P££K O£O<S TO SEE: IF TI£ SHIP HIT A HISSllE. 

180 PRIHT@Sl,SS(S);:PK~(IE+Sl+L):IFPK>90ANDPK<95THENI090 
189 REM 

TI{lS Ct£O<S TO SEE IF TI£ SHIP IS I»l A HISSIL£, ..lIST 
IH CASE: IT SlIPPED BY TI£ OTI£R TEST. 

190 IFSl+l=HLTHEN1090 
200 IFSl+l=HlTHEN1090 
209 R9I 

TI£ HISSIlE' S L(x;IC FIl.l.IJIS •••• 
IF TI£ HISSIL£ J.JST TlND A Cffit£R, NA (hUT AGAIN!?!) 
IS SET TO 0/£ TO KEEP IT Fmf COn«; IH CIRClfS. 
LTh{ 300 GETS IT I'lJIJIt«; AGAIH. 

210 IFNA=1T1£NNA=0:COT0300 
219 R9I 

Z C1WARES TI£ SHIP'S LOCATI(j/ (Sl) WITH TI£ HISSIL£'S 
LOCATI(j/ (IL). IF TI£Y ARE I£AR !H: AMlTtER TI£N Z 
WILL EITI£R BE LESS THAN 50 ~ GREATER THAH -50. 
(IF so TI£Y C!ll.D BE I»l TI£ SAlE LIHE) 

220 Z=SL -it. +1 
230 IFZ>OANDZ<SOTHENPK~(IE+tIL+3): 

IFAK>31ANDPK<100THENPRINT@Hl,CHR$(PB);:D=3:W=3:HL=HL+O: 
pg::pf{: COT011O 

2'10 IFZ>-SOAN>Z<OTHENPK=PEEK(IE+tIL-3): 
IFPK>31AHDPK<100THENPRINT@Hl,CHRS(PB);:0=-3:W=2:HL=HL+O: 
pg::pf{: COTD11 0 

2'19 REM 
V61 lULL RETlRH AN IHTEGER EOOAL TO Z IF TIE SHIP 
IKJ HISSILE ARE IN TI£ SAlE CIl.Lt1N. 

2S0 Z=Zl6'1 
260 IFZ= IHT CZl TJ£HIFZ)OAtllZ <13THENPK=PEEI< (IE +HL +6'1) : 

IFPI031ANDPK(1 0 OTHENPRIHTM.,om (PB) ; :0=61: W=1 :HL =tL +0: 
pg::pf{: COTD11 0 

270 IFZ=IHT(Z)THENIFZ<OANOZ)-13THENPK=PEEK(IE+tIL-61): 
IFPK>31AHDPK(100THENPRINT@Hl,om(PB);:0=-61:W=0:HL=HL+O: 
PB=PK:COTD110 

279 R9I 
280 & 290 CIWa: TI£ HISSILE Fmf If' At«l ~ TO 
LEFT At«l RIGHT IF THERE IS AH (JlE}ID«; ~ CORt£R. 

280 IFABS(D) =3THENPK=Fm<(tE+HL+6'1) :IFPIC>31AHDPK<100~1: 
cm«>(2)COT0310 ,300 
ELSE:PK=PEEK(IE+tIL-61):IFPK>31AHDPK<100THEHNA=1: 
ot.Rt{)(2)COT0330 ,300 

290 IFABS(O)=61THENPK=PEEI«IE+tIL+3):IFPK>31ANDPK<100THEHNA=1: 
OHRHD(2)COT0360 ,300 
ELSEPI(=PEEI{(IE+tIL -3) :IFPt031AHDPK<100THEHNA=1: 
OHRHD(2)COT0350 ,300 

299 REH 
IF TI£ HISSILE CLES I»l THEN IHITEI.IR WAS lHlERt£ATH 
IT HEEDS TO BE PUT E'IICK (PB) At«l IliA TEI.IR IS IN FROO" 

IF IT tflDS TO BE R9EtIlERED. 

300 PK=P££K (HE+HL +0) :IFPI031ANDPK<17nEtf'(J(E1E+tIL,PB: HL =HL +O:PB 
=PK:COTD110 
309 R9I 

Tl£SE TESTS Coos[ TI£ ItISSILE TO CHAta OIRECTII»l IF 
TI£ SHIP IS hUT IH SIGHT. 

310 IFW=3At«lHL <S12T1EM>=61 : W= 1: COTD11 0 
320 IFlI=2IKJHL <S12T1£ID=61: W=1 : COTD11 0 
330 IFW=2AMlIl> 381T1£ID=-61: W=O : COTD11 0 
3'10 IFW=3AHDHL>381T1£ID=-61:W=0:COTD110 
350 IFW=1 TI£M)=-3:W=2:COTD110 
360 IFW=OTl£t{)::3:W=3:COTD110 
370 IFlI=0TlEM>=61 :1I=1:COTD11 0 
380 IFW=lT1£t«)::-6'1:W=0:COTD110 
390 IFW=2T1£NO=3:1I=3:COTD110 
100 IFW=3THEND=-3:W=2:COTD110 
110 IFNT=OTI£NLl=HL 
119 R9I 

OISPLAY TI£ ItISSILE. 
O£CK FOR CONTACT WITH SHIP. IF so COTO 1090 
hffiCH IS Tl£ OISIHTEGRATI(j/ IF TI£ SHIP AIf) TI£ 00. 

120 F~@Hl,H$(W)::IFHL+D=SL+ITHENI090 
129 REM 

CI£CK If£THER THIS IS TI£ FIRST SET (F PELLETS ~ TI£ 
hUT TIlE (NT). A SEClHl HISSIL£ BECINS ITS CWtSE IF 
THIS IS TI£ 'flT TItE. 

'130 IFNT( lTHEH610 ElSEIFNl=lTHEHHl=0:COT0520 
139 R9I 

THIS IS TI£ SEC(j/O HISSIL£. 
THE L(x;IC FIl.l.IJIS TI£ SAlE PA TTERH AS TI£ FIRST 
HISSIL£. 

110 Z=SL-Ll+l 
1S0 IFDOAlf)Z<SOTI£NPK=P£EK(1E+L1+3): 

IFPK>31ANDPK<190THENPRIHT@l1,om(Pl);:Ol=3:Wl=3:L1=Ll+01: 
Pl=PK:COT0630 

160 IFZ)-SOAlf)Z(OTHENPK=PEEK(tE+Ll-3): 
IFPto31ANDPK<100Tlef1UHT@l1,om(Pl);:Ol=-3:Wl=2:U=L1+01: 
Pl=PK:COT0630 

i70 Z=Z/61 
180 IFZ=IHT(z)THENIFDOIKJZ<13TIfW1(=fm{(1E+L1+61): 

IrPK>31ANDPK(100THENPRIHT@l1,CHR$(Pl);:Ol=61:Wl=1:Ll=L1+01: 
Pl=PK:COT0630 
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'190 IFZ= INn z> nmn<0tt{)Z>-13l}f]f>1<=PEIlWfE +L1-6'1 ) : 
IFPK>31ANDPK(100THENPRINT@lI,CHRS(Pl)I:Dl=-6'1:Wl=0:Ll=Ll+Dl: 
Pl=P1<!GOT0630 

500 IFABS(Dl)=3THENF~=PEEK(HE+Ll+6~):IFPK>31ANDPK<'17THENNl=l: 
!HM)(Z)GOT0530 ,5Z0 
ELSEPK=PEII< (HE +L1-6'1) : IFPI031ANDPK-('171lEHH1 =1 : 
ONRND(Z)GOTD550 ,520 

510 IFABS(Dl)=61THENPK=PEII«HE+ll+3):IFPK>31ANDf~<'17THENN1=1: 
()M(/I)(Z)GOT0580 ,520 
ELSEPK=F~EK(HE+lI-3):IFF1C~31ANDPK<'17THENNl=1: 
OHRND(Z)GOTD570 ,5Z0 

5Z0 PK=PEEK(HE+ll+Dl):IFPI031ANDPK<'17THENPOKEHE+ll,Pl:Ll=Ll+Dl : 
Pl::f'K:GOTD630 

S30 IHIl=3AtCll1 <SIZTHEMll=61:Wl=1 :GOTD630 
510 IFWl=2AHDll<SlZTHENDl=6'1:Wl=I:GOTD630 
550 IFWl=2AHDll)38'1THEND1=-6'1:Wl=O:GOTD630 
560 IFH1=3ANDll)381THEMll=-6'1:Wl=0:GOTD630 
570 IFWl=ITHEMll=-3:Wl=Z:GOTD630 
580 IFWl=OTHENDl~3:Wl=3:GOTD630 
590 IFWl=OTHEMll=6'1:Wl=I:GOTD630 
600 IFWl=lTHENDl=-6'1:Wl=0:GOT0630 
610 IFWl=ZTHEMll=3:Wl=3:GOTD630 
6Z0 IFHl=3THEMll=-3:Wl=2:GOTD630 
630 PRINT@lI,Ht(Wl)I:IFll+D=SL+ITHENI090 
639 R£I1 

BrnH SOHE FIR, tW<E THE IU1AN ~T I 
FU IS Fl£l USAGE. IT IS It«:R9£NTED OOIl IT EIl.W.S 
TI£ L..£m. OF DImCLlTY (LD). IF SO, THE Fl£l GAl£[ 

GOES ~ Ot£ LIt£. 

610 FU=fU+l:IFFU=LDTHENY=Y+l:FORX=111T0117:RES 
ET(X,Y):NEXTX:FU=O 
650 IFY='11TfUfRINT@825,"(JJT";CHRS(Z6)ISTRTht$(Z,B)I"OF"I:GOT0l1 
ZO ElSElO 
660 ClS:REM 

DRAW HAZE 000 SCli'£EN 

670 F'RINT@980, "MISSILE EVASIctl" I 
679 REM 

TB$ IS A STROC OF TI£ CENTER 00 POINTS OF THE 
GRAPHICS BlOCK. 
DN$ IS A VERTIC1L LIt£ OF GRAPHICS BlOCKS (CIfl (191) • 
CIfl (Z6) ~S HI: ru&J< ~ AN> C!m(B) IUJES THE 
IT lHlER 191. 

680 TBS=STRING$(53 ,110) :DN$="" 
690 FORD=ITOI3:DN$=DN$+CHR$(191)+CHR$(Z6)+C!m(B):NEXTD 
700 PRINT@0,CHRS(IB8);TBSICHR$(18B);:PRINT@61,DN$; 
710 PRINT@11B,ONSI 
720 PRINT@896,CHRS( 113) ;TE:S I CIfl ( 1 '13) I 
729 R£I1 

N)j IW<E SM SIW..lER Ot£s F!Jl 11£ INSIDE OF TI£ HAZE. 

730 DN$="" : FORD=1T03:DH$=OH$tC!m ( 1911tDm (Z6)+CHR$(B) It£XTO 
7'10 Dm=C1R$(188)+C!m(Z6)+C!m(B)tDN$+CHR$(113) 
750 TBS=STRING$(1B,1'10) 
760 PRINT@135,TBS;TAB(30)TBSI 
770 PRINT@131,DN$IIPRINT@176,ONSI 
7BO PRINT@51B,ONS;IPRINT@560,DN$; 
790 PRINT@775,TBS;TAB(30)TBS; 
BOO ONS=OR$( 188)+CHR$ (Z6) t{;1R$ (B) +CHR$ ( 191 )tDm(Z6)+CHR$(B)trn 
R$(113) 
B09 R£I1 

Fl./$ IS TI£ VERTICAl Ln£ F!Jl THE Fl£l GALG:. 

Bll TB$=STRING$(12,110):FORFU=OTOI0: 
Fl./$=Fl./$+STRINGS(Z,191)+CHR$(Z6)+STROC$(Z,B):NEXTFU:FU=0 

820 PRIHT@268,ONSI :PRINT@269 , TBS IT AB( 30) TBS I IPRINT@298,DN$1 
830 PRINT@5Z1,DN$1 I PRINT@55'I,ONS; 

B'10 PRINT@653,TBS;TAB(30)TB$1 
850 PRINT@10Z,DN$;IPRINT@10B,DN$;:PRINT@'11'1,DN$;IPRINT@1Z0,DN$1 
859 REI1 

TI£SE ARE THE SHIP GRAPHICS POINTOC 
IN DIFFERENT DIR£CTI(Jf.). 

860 S$(0)=CHR$(110)+C!m(131)tDm(1'10) 
B70 S$(I)=Dm(110)+CHR$(176)+CHR$(110) 
880 S$(Z)=Dm(1'10)+CHR$(179)+CHR$(12B) 
890 S$(3)=Dm(I2B)+CHR$(179)tDm(I'10) 
B99 R£I1 

AM) THESE ~ TI£ KISSILE GRAPHICS 
POINTING IN TI£IR DIR£CTI(Jf.). 

900 FDRP=OT03:Ht(P)=Dm(91+P)INEXTPlGOSUBI010 
909 REM 

THIS TEllS If£RE THE SCORE tt{) Fl£l GALa llIll ££. 

910 PRINT@IZ1,"SCORE"IlPRINT@2'19,Fl./$;"F1E..."1 
920 F'RINT@251,"F"IIPRINT@571,"112"IIPRINT@891,"E"; 
930 RETLRN 
em REI1 

INIT~m Alfl INTROOOCE TI£ GAHE TO TI£ 1UtAN. 

910 ClEAR700IDEFINTA-YlDEFSt«;Z 
950 SL=85BIII..=91 lHE=15360 ltt=-l 1V=10:SC$="tmt" 
960 CLSIPRINT@170,"HISSILE EVASI!J4 

969 REM 
00 Yoo tnD INSTROCTIQNS?" I 

NAIT OOIl A KEY IS HIT. THIS LIt£ IS USED TWICE. 
FIRST FOR A YES ffi t«l tt{) THEN FOR TI£ M./I'IBER OF 
PlAYERS. 

970 A$=IMYSIIFA$=""THEN970ElSEIFA$="Y"ffiA$="N"11£NI100 
ELSEPL=VAl (A$) lIFPI.. <] 11£N970ELSEPRINTPl 

980 PRINT I PRINT" L..£m. OF OIma.LTY 

9B9 REI1 
l>IIJT SIIlT 2)VET 3)RooaE?" I 

MUTI£R NAIT Fffi ItflUT. 11£SE ARE NICE ££CAUSE 
11£ ENTER KEY IS t£VER PRESSED. 

990 A$=INf(EYSIIFA$=""TI£H990 ElSElD=VAUAS) I 
IFLD<lIRD)3T1£N990 ElSEPRINTLDI lD=lDIZ+Z 

1000 GOTO'IO 
1009 REI1 

HE P£LL£TS f¥IVE TO BE FtACED EXACTLY, so TI£ DATA 
STATEHENTS TELL EXACTLY If£Rf. 

1010 k~,T,S:IFF=OTHENRETI.RN 
1020 FffiP=HOTSTEPSIPRINT@P,"."1 :t£XTP:GOTDI0I0 
1030 DATA 67,88,3,91,115,3,ZOl,Z16,3,222,237,3,713,72B,3 
10'10 DATA 73'1,719,3,835,856,3,86Z,883,3,131,387,6'1,179,'135,6'1 
1050 DATA Z65,393,61,301,'135,61,307,135,6'1,515,773,6'1 
1060 DATA 521,6'19,6'1,557,685,6'1,563,B19,6'1 
1070 DATA 105,533,6'1,'111,539,61,'117,515,6'1,0,0,Z 
lOBO RETURN 
1089 REI1 

IF YOO LOSE, IE CAN tW<E NICE LITTlE EXPlOSI(Jf.) 
WITIDIT HESSING THE SCREEN Lf BY PRINTING RAtfX»1 
GRAf1UCS EtOCKS NI£R£ 11£ SHIP WAS. 

1090 f'RINTfm9, "DISINTEGRATING ••••• " I IFDRP=1T025:PRINT@Sl,CIm( 
RND(6Z)+lZB):CIRS(RNQ(62)+12B);CIm(RND(6Z)+I2B); 

1099 REM 
At{) TI£ KISSIlE, TOO. 

1100 PRINT@5l,CIRS(RNQ(6Z)+12B)ICIm(RND(6Z)+12B); 
continued on next page 
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OR$(RND(6Z)+12S);:PRIHT@Hl,CHR$(RNO(62)+128);: 
PRIHT!Ll,CHR$(RNO(62)+128); 

1110 NEXTP:PRIHT@5l,STRING$(3,32);:PRINT@Hl,CHR$(32);: 
PRINT!Ll,OR$(32); : 
PRINT@999,"DISIHTEGRATIIJ4 COIIliTE! "; :PRINT@512,'ffI; 

1120 FlJlP=lTDl 0 :PRINT~6D ,"GAlE OVER "; 
1130 HIU=1TOIOO :NEXn:PRINT~60 ,"PlAYER I" ;TlRN; 
1110 FORT=lTOI00:NEXTT,P 
1150 PRINT@512,""; 
1160 GOTOl290 
1169 REM 

IF YIll HIN, A LIT1l£ C!JtENlATIIJ4 IS AU4AYS IN ORDER. 

1170 FORP=1TOSO: PRIHT@999 ,"HISSILE SElF -IlESTRLCTS"; : FOOT =1 TOlD 
1180 NEXTT:PRINT@999,STRING$(22,32); :PRINT@Hl,OR$(IM)(62)+128); 
:NEXTP 
1190 PRINT@Hl,OR$(32);:PRINT@999,"VERY NICE, CAPTAIN! "; 
1200 FooT=lTOSOO:NEXTT 
1209 REtI 

Tt£ PlAYER GETS TO PlAY AGAIN, IH.Y WITH 00 HISSillS 
THIS TIME. 1210 F1JTS tOlE PElLETS IJ4 Tt£ SCREEH. 
Tt£ HISSILES AR£ LOCATED (It. & Ll) Ata> Tt£ WLI£ (V) 
(F Tt£ PELLETS IS INCREASED TO 20. 

1210 M=0:RESTORE:GOSUBI0I0 
1220 ML=151:Ll=199:W=RND(1)-I:Wl=RND(1)-1:NT=1:PB=32:f'1=32:V=20 
1230 PRINT@219,FU$1"FU";:F1J=0:Y=8:GOT0310 
1239 REM 

IF H£ SEC!H> SET (F PfllETS IS C!JIPl.ETEI) Tt£ HISSILES 
ARE DESTROYED Ata> Tt£ PlAYER RECEIVES A PAT IJ4 Tt£ 
BACK. 

1260 PRINT!L1,OR$(RNO(62)+128);:NEXTP:PRINT@Hl,CHR$(32); 
1270 PRINT!L1, OR$ (J2 >; : PRINT@999 ,"HISSIIJ4 ACaJtPLI~!" ; 

1280 FooT=ITOSOO:NEXTT 
1290 a..S:REM 

DISPlAY TI£ SCOOt«; 

1300 SC(TURN)=SC(TURN)+TS 
1310 FORTS=lTlPL 
1320 f'RINT"PlAYER I";TS,SC<TS) 
1330 NEXTTS 
1310 FORT=lT01000:NEXTT 
13S0 V=10 :NT=O lTS=O :F1J$="" :RESTORE:a..S:NEXTTlRN 
1360 FooTS=1TOPl:PRINT"PlAYER I";TS,SC<TS) :NEXTTS 
1370 PRINT@530,"CARE FOR At«ITtER GAIE?":A$=IN<EVS:A$="" 
1380 A$=IN<EYS:IFA$=""Tt£N1380 a.SEIFA$=fly"~ 
1390 00 
1399 REM 

INSTROCTIIJ4S - YIll ALWAYS NEED TIfl1 Foo ROO<IES. 

1100 IFA$="N"TI£N1190 
1110 CLS:PRINT"YIll lULL GUIDE A SHIP: ";CHRS(110) ; 0Rf (179) ; 
1 m PRINT" TIfnGl A SPACE HAZE TRYIt«; TO SC(Oi" 

1130 PRINT"Lf F1..UTOOlJl1 PElLETS. • • • • • • • ." 
1110 PRINT:PRINT"AN EtelY HISSILE: '';0R$(91);'' lULL BE TRYIt«;"; 
1150 PRINT" TO INTERCEPT Y~ SHIP IN AN ATIDflT TO STIP YIll." 
1160 PRINT:f'RINT"TO MOVE Tt£ SHIP Lf PRESS Tt£ ";0R$(91); 
1170 PRINT" ARROW, DOWN Tt£ ";()R$(92>;" ARRGI, RIGHT" 
1180 f'RINT"THE '';Cfm(91);'' ARRGI, LEFT Tt£ '';0R$(93);'' ARRGI." 

1210 FORP=1TOSO:PRINT@999,"slcCESSFll. HISSIIJ4";:FooT=1TOIO 1190 f'RINT!PRINT" IflW ItAHY PlAYERS? (1-9)";: 

1250 NEXTT:PRINT@999,STRING$(19,32);:PRINT@Hl,OR$(RND(62)+128); GOT0970 ~ 

~--------------------~----------------~~ 
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NFL-PIX for 1980-1981 SEASON 
* * * .* * * * * * * * * * * * * * * * * * * * * * * * * * * * * 

Predict this Season's Games! 
* * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * 

This program will maintain weekly 
team schedules, keep track of scores 
of games played, list current Divis ion 

win-loss standings and --- predict the probable outcome of games! It establishes 
a rolling average of strengths of all teams based on past performance. During the 
last season its prediction was 6% better than the Greek Prognosticator! 

For 16K Level II TRS-80 or Single Disk DOS ----- Just $19.95 
Please specify tape or disk!! Documentation supplied with either disk or tape. 

80 U.S. Software 
3838 South Warner Street 

Tacoma, WA 98409 
(206) 475-2219 

Check, Money Order, Visa/Mastercard 
TRS-SO is a Trademark of the Tandy Corporation 

SO-US Software & SO-US Journal are Divisions of SO·Nort hwest Publishing Co. 
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Games from BIG, FIVE will TRS-80 
turn your computer into a HOME ARCADE 

SUPER N.OVA© ATTACK FORCE© GALAXY INVASION© 

"Huge ASTEROIDS have invaded the 
galaxyl Your mission is to destroy them 
and the alien saucers before they de
stroy you l" Our # 1 top seUing game! 

"Eight al ien ramships are warping down 
toward your destroyer ship . You must 
shoot them down quickly before they 
c rush youl" With sound' 

"The newest and most exciting In
vaders-type game yet i Smooth sound 
effects, sharp graphics, and the 'Flag 
ship ' alien from Super Nova combine 
to make this our finest TRS-80 game

'
" 

$14.95 16K Levell or II $14.95 16K Levell or II $14.95 16K Levell or II 

JheSoltware Exchange ORDER TOll-fREE : 

1-800-258-1790 
(In N H ca ll 673-5144) 

6 South SI., Milford, NH 03055 

The Lazy Man's Shortcut to 
Mach'ioe 
Language! 

Tiny Comp. 
by David Bohlke 

A BASIC Compiler in BASIC! Run your source program in BASIC, compile it into FAST 2-BO Code and 
execute the compiled version - all without reloading. 26 integer variables , GOTO, GOSUB, END, REM , RND, 
LET, +, ., / , IF, THEN, ,=, , INKEY$, CLS, PRINT@. CHR$, PEEK, POKE, Compiled programs may be saved 
via T APEDISK. 

Supplied with game program, "3D TIC TAC TOE", which uses all of the TINY COMP statement set-and is 
ready to compile . 

Manual includes several sample ,programs as well as thorough documentation of the Compiler for those who like 
to know "how things work" and for' those who might even wish to EXPAND on TINY COMP's capabilities. 
Tape version: $19.95 Disk version : $24 .95 

VIS4 
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TIleS., .. ..., &dtange 
6 Swth SI ({of 'l , Milford, Nil QJOS5 

ORD ER TOll. FREE 
1-800-258-1790 
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1370 IF J = 68 THEN COLOR= 0: PLOT 
32,39: FtOT 32.37: COlOR= 13 
: PLOT 31.39: DOLOR= 2 

1375 IF J = 69 THEN COlOR= 0: PLOT 
33,37: PlaT 33.38: DOLOR= 13 
: FtOT 33,39: COLOR= 2: PLOT 
32,37:J = 0 

Waq dog's tail. 
1390 IF T :. 5 THEN COLOR= 0: PLOT 

25.39: PLOT 21,38: PLOT 23,3 
7: DOLOR= 2: PLOT 23,39: H.lN 
23.25 AT 10: GOTO 1990 

1395 IF T = 10 THEN DOLOR= 0: PlOT 
23,39: K..IN 23.25 AT 10: DOLOR= 
2: PLOT 21.37: PLOT 21,38: PlOT 
23,37: PLOT 21.37: PLOT 25.3 
9: GOTO 1990 

1100 IF T = 15 THEN DOLOR= 0: PLOT 
25.11: PLOT 21,12: PLOT 23.1 
3: COLOR= 2: PlOT 23.39: H.lN 
23,25 AT 10: GOTO 1990 

1110 IF T = 20 THEN DOLOR= 0: PLOT 
23.39: K..IN 23.25 AT 10: COLOR= 
2: H.lN 23.25 AT 11: H.lN 22 
.25 AT 12: PLOT 23,13:T = 0 

Control the falling snow fla~.es in 
the window. 

1190 ST = ST + 1: ON·ST GOTO 1500 
.1505,1510,1515,1520.1525.15 
30 

1500 COL~~ 15: PLOT 6,1: PLOT B 
,5: PLOT 5,8: PLOT 10,9:· FtOT 
1,11: PLOT 11,11: PLOT 6,17: 

PLOT 3,lS: COLOR= 0: PLOT. 6 
,10: PLOT 5,11: PLOT 1,20: PLOT 
11,19: PLOT 6,5: PLOT 1,10 

1502 GOTO 1990 
1505 COLOR= 15: PLOT 6,5: PLOT 8 

,6: PLOT 5,9: PLOT 10,10: PLOT 
1,15: PLOT 11,11: PLOT 6,18: 

PlOT 3,19: COLOR= 0: PLOT 6 
,1: PLOT 8,5: PlOT 5,8: PLOT 
10,9: PLOT 1,11: PLOT 11,11: 

PLOT 6,17: PLOT 3,18 
1507 GOTO 1990 
1510 COL(I\~ 15: PlOT 6,6: PLOT 8 

,7: PLOT 5,10: PlOT 10,11: PLOT 
1,16: PLOT 11,15: PlOT 6,19: 

PLOT 3,20: COLOR= 0:: PLOT 
6,5: PLOT 8.6: PlOT 5.9: PLOT 
10.10: PLOT 1,15: PLOT 11,11 
: PLOT 6,18: PLOT 3,19 

1512 GOTO 1990 

1515 COlOR= 15: PlOT 6,7: PLOT 8 
,8: FtOT 10;12: PLOT 1,17: PLOT 
11,16: FtOT 6,20: PLOT 3,11: 

50 

FtOT 6,6: COL(J\~ 0: PlOT 6, 
6: PLOT 8,7: PlOT 5,10: PLOT 
1,16: PLOT 11,15: PLOT 6,19: 

PLOT 3,20 

1517 GOTO 1990 
1520 DOLOR= 15: PLOT 6,8: PLOT 8 

,9: PLOT 5,12: PlOT 10,13: PLOT 
1,18: PLOT 11,17: PLOT 6,3: PLOT 
1,8: COL(J\~ 0: PLOT 6,7: PLOT 
8,8: PLOT 10,12: PLOT 1,17: PLOT 
11,16: PlOT 6,20: PLOT 3,11: 

PLOT 6,6 
1522 GOTO 1990 

1525 COL(I\~ 15: PLOT 6,9: PLOT 8 
,10: PLOT 5,13: PLOT 10,11: PLOT 
1,19: PLOT 11,18: PLOT 6,1: PLOT 
1,9: COlOR= 0: PLOT 6,8: PLOT 
8,9: PLOT 5,12: PLOT 10,13: PLOT 
1,18: PLOT 11,17: PLOT 6,3: PLOT 
1,8 

1527 ST = 0 
1530 DOLOR= 15: PLOT 6,10: PLOT 

5,11: PLOT 1,20: FtOT 11,19: 
PLOT 6,5: PLOT 1,10: DOLOR= 

0: PLOT 6,9: PlOT 8,10: PLOT 
5,13: PLOT 10,11: PLOT 1,19: 

FtOT 11,18: PlOT 6,1: PlOT 
1,9 

Test to go to the ~~ical portion. 

1990 T = T + t 
1992 Z = Z + 1: IF Z = ZL THEN Z = 

0: GOTO 2500 

Test to end the proqra". 

2000 P = PEEK ( - 16381): IF P > 
127 THEN POKE - 16368,0: GOTO 
2005 

2002 GOTO 1100 
2005 F~ - 16301,0: TEXT ·: CALL 

- 936 
2010 VTAB 10: HTAB 9: PRINT "HAV 

E A fW'PY HOLIDAyl": VTAE: 22 
: 00 

Print 'A Merr~ Christ"as' 
bad.9rQl.o:i • 

2500 H(J£: GR : REM D . TITLE I 

I 

ZCJ60 COLOfi~ 15: VLIN 3,7 AT 11: VLIN 
2,7 AT 15: VLIN 1,5 AT 16: VLIN 
1,5 AT 23: VLIN 2,7 AT 21: VLIN 
3,7 AT 25t H.lN 18,21 AT 0: H.lN 
16,23 AT 1: HLIN 16,21 AT 2r 

K..IN 15,21 AT- 1: H.lN 15,21 
AT 5: COLOR: 0: PLOT 19,2: PlOT 

20,2 
2570 COL(J\~ 1: VLIN 11,20· AT 3: VLIN 

11,20 AT 1: VLIN 12,15 AT 5: 
VLIN 11,16 AT 6: VLIN 12,15 
AT 7: VLIN 11,20 AT 8: VLIN 

11,20 AT 9 
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2575 VLIN 11,20 AT 11: VlIN 11,2 
o AT 12: HlIN 13.11 AT 11~ HLIH 
13,11 AT 12: VlIN 15,16 AT 1 
3: HLIN 13.11 AT 19: HLIN 13 
,11 AT 20 

2580 VLIN 11,20 AT 16: VLIN 11,2 
o AT 17: HLIN 18,19 AT 11: HlIN 
18,20 AT 12: HlIN 18,20 AT 1 
5: HLIN 18,19 AT 16: HLIN 18 
,19 AT 17: HLIN 19,20 AT 18: 
K..IN 20,21 AT 19: HLIN 20 ,2 

1 AT 20: HLIN 19,20 AT 13: HLIN 
19,20 AT 11 

2590 VLlN 11,20 AT 23: VLIN 11,2 
o AT 21: HLIN 25,26 AT 11: HLIN 
25,27 AT 12: H.lN 25,27 AT 1 
5: HLIN 25,26 AT 16: tUN 25 
,26 AT 17: HLIN 26,27 AT 18: 
H.lN 27,28 AT 19: HLIN 27 ,2 

8 AT 20: HUN 26,27 AT 13: HLIN 
26,27 AT 11 

2600 VLIN 11,11 AT 30: VLIN 11,1 
5 AT 31: VLIN 11,20 AT 32: VLIN 
11,20 AT 33: VlIN 11,15 AT 3 
1: VLIN 11,11 AT 35 

2630 COLOR= 1: VLIN 25,38 AT 0: HLIN 
0,3 AT 25: HLIN 0,3 AT 38 

2635· VllN "25,38 ·AT 5: VLIN 25,38 
AT 8: HLIN 6,7 AT 31: HLIN 

6,7 AT 32 
2610 VLIN 25,38 AT 10: HLIN 11,1 

2 AT 25: HLIN 12,13 AT 26: VlIN 
26,30 AT 13: VLIN 30,35 AT 1 
2: VLIN 31,38 AT 13: VLIN 31 
,32 AT 11 

2615 VLIN 25,38 AT 15: VLlN 25,3 
2 AT 17: VLIN 31,38 AT 19: HLIN 
18,19 AT 25: HLIN 17,19 AT 3 
8: VLIN 31,32 AT 18 

2618 VLIN 25,3B. AT 22: H.lN 21,2 
3 AT 25 

2650 VLIN 25,3B AT 25: VLIN 25,3 
8 AT 29: t.tIN 27 ,30 AT 26: VLIN 
27 ,30 AT 28: VLIN 30,33 AT 2 
7 

2655 VLIN 30,38 AT 31: VLIN 30,3 
8 AT 35: VLIN 27 ,30 AT 32: VLIN 
27,30 AT 31: VLIN 25,27 AT 3 
3: IUN 32.35 AT 32: H.lN 32 
,35 AT 33 

2660 VLIN 25.32 AT 37: VLIN 31,3 
8 AT 39: VLIN 31,32 AT 38: HLIN 
37,39 AT 25: HLIN 37,39 AT 3 
8 

2670· PRINT : PRINT : PRINT " 
FRfl'\ FRE 

0" 

Read data for ~~ic, 

2710 READ I,J 

continued on nex,t page 



Test for end of first ~ical 
selection. 

2720 IF I = ° THEN 90 

Execute dela':j before the next 
IIlIsical note. 

2722 IF I = - 1 THEN 9000 
Test for the er~ of the secord 
lIl~ical selection. 
2725 IF I < - 1 THEN ~fSTORE: 

GOTO 90 
PIB':j a IIllSical note. 
2730 PM: 768,1: PCJ<E 769,J: Cft.l 

770 
Direct to next note. 
2780 GOTO 2710 
Data for the ~ic. 

3000 DATA 171,150,128,150,128,7 
5,111,75,128,75,136,75,152,1 
50,152,150,152,150,111,150,1 
11,75,102,75,111,75,128,]5,1 
36,150,171,150,171,150 

3010 DATA 102,150,102,75,96,75 
,102,75,111,75,128,150,152,1 
50,171,75,171,75,152,150,111 
,150,136,150,128,255,0,0 

3100 DATA 102, 90,102, 90,102, 
180,102, 90,102, 90,102,180, 
102, 90,86, 90,128,135,111,1 
5,102,255,-1,-1 

3150 DATA 96, 90,96, 90,96,13 
5,96,15,96, 90,102, 90,102, 
90,102,15,102,15,102, 90,111 
, 90,111, 90,102, 90,111,180 
,86,180 

3200 DATA 102, 90,102, 90,102, 
180,102, 90,102, 90,102,180, 
102, 90,86, 90,128,135,111,1 
5,102,255,-1,-1 

3250 DATA 96, 90,96, 90,96,1 
35,96,15,96, 90,102, 90,102, 
90,102,15,102,15,86, 90,86, 
90,96, 90,111,90,128,255,-2 

,-2 
3500 EI{) 
Execute dela':j between the notes. 
9000 FOR All = 1 TO 15: tfXT All: GOTO 

2710 
por..e in the llaChine language tone 
sltbrOl.rtine • 
10000 POKE 770,173: POKE 771,18: 

POKE 772,192: POKE 773,136: 
POKE 771,208: POKE 775,5: ro<E 

776,206: PCJ<E m,l: POKE 77 
8,3: POKE 779,210: POKE 780, 
9: POKE 781,202 

10010 POKE 782,208: POKE 783,215 
: POKE 781,171: POKE 785,0: PCJ<E 
7~,'3\ ro<£ 787,76: PIJ(£ 788 
,2: POKE 789,3: POKE 790,96: 
POKE 791,0: POKE 792,0: RETURN 

e 

'lWAS DIE 
NIGHf 

BDURE 

A t las t, a n educa tio na l 
ad venture fo r the ty kes 
hove ring a bo ut yo ur 
microcomputer. The fo lks a t 
Ad ve nture Inte rna ti o na l have 
dec id ed tha t Ad ve ntu re fo r 
adult s a re j ust not eno ugh, so 
they have begun producing 
Kid Ve ntures. Kid Ventures 
diffe r fro m adult adve ntures 
in tha t they includ e both 
so und effect s a nd g ra phics , as 
we ll as bo th sto ry a nd qui z 
m odes. 

T he first such Kid Venture, 
desig ned for childre n between 
the ages of fo ur a nd ten 
yea rs, is based o n a ho lid ay 
the me a nd is e ntitled "Twas 
the Nig ht befo re C hri stmas ." 

'- It sure bea ts a lump of coa l 
"in the stoc kin g! 

S-80 Level II, 
16K Cassette . . . . .. .... $12.95 

JheSoltware &change 
6 5ruth Sf reef, Milford, NH 03055 

TOLL FREt ORDERS : 

1-800-258-1790 
(in NH coli 673 -5144) 

ONE-LINERS 
If you've got a good one-line 

program, send it to: 
One-Liners 

SoftSide Magazine 
6 South St. 

Milford, NH 03055 
You may get your program in 

print and win the coveted 
"SoftSide One-Liner Award"! 

An Applesoft One-Liner 
by Dennis Ward 

This is an interactive one-liner, 
written in Applesoft, that uses 
paddle input. 

/-lIME : I{;R : m(E - 16302,0: 1fl..0T 
PDt.. (0) / 255 I 279, POL (1 

) / 255 I 191: FOR X = : TO 
3000: HPlOT TO POL (0) / 2 
55 ) 271, POL (1) / 255 I 19 
1: NEXT : FOR X = 8192 TO 16 
383: m(E X,S:S = S + 1 - 25 
5 I (25~ < S): NEXT: GOTO 1 

An Applesoft One-Liner 
by Dennis Ward 
Note: Be sure you type this in 
correctly the first time. Unless you 
have the Program Line Editor, it is 
too long to edit. (According to 
Dennis, the original version of this 
program took about 40 lines.) 
1 Y = ~W (1) r 191: Hffi : HCOLOfi'= 

3: POKE - 16302,0: FOR I = 
1 TO 750:X = X + Y I 2 - 279 

I (X > 279):X = X - 279 :« ( 
X > 279):Y = Y - X I ~ + 191 

I (Y < O):Y = Y + 191 J (Y < 
0): HFtOT X,Y: HPLOT X,191 -
Y: 1fl..0T 279 - X,191 - Y: HFtOT 
279 - X,Y: NEXT r: GOTO 1 

An Applesoft One-Liner 
by Leon A. Osborne 
Here's a one-liner that you can use 
as a boot program if you have a 
disk system. 

1 TITLE, = "in~ert title": TEXT : 
I-01E : VTAS 12:X = 20 - LEN 

<TITLEf) / 2: HTAE: X: PRINT 
TITLES: GET A$: PRINT : PRINT 
am (~):"CATALOG" 

Bugs, Worms & other undesirables 
by Kay Pasa 

In ROM the ROBOT, part 3 
from our August issue, a few 
people have said that they got a 
TOO LONG error when typing in 
line 30. That line goes in okay if 
you omit the spaces when typing. 

5 / 



Kidnapped is an 8-80 adventure 
for 16K machines. 
by Peter Kirsch 

You awaken on the 9th floor of 
a strange building, the victim of a 
kidnapping. The kidnapper is 
elsewhere, busy counting the 
ransom money. Your only job is to 
escape from the building, floor by 
floor. You must beware of the 
kidnapper, and stay alive. Many 
traps have been set, so be careful! 

This adventure has a total of 65 
locations, with each floor 
independent from the rest. You 
cannot carry items from floor to 
floor, so you need only to use 
items found on that particular 
floor to escape down to the next. 

Use 1- or 2-word commands to 
communicate with the computer, 
such as GET AX, DROP AX, 
OPEN DOOR. To move in a 
particular direction, type that 
direction or merely its first letter 
(N,E,S,W,U,D). To restore the 

I BY PETER KIRSCH 
..u£ 1980 

5 GOT0200 
Lines 10-75: Roof! descriptions 

KIDNAPPED! 

display, if needed, type LOOK. To 
see a list of the items you're 
carrying, type INVENTORY or 
just I. 

You awaken ... 
VARIABLES 
A = Current player location. 
N,W,E,S,U,D = direction pointers. 
DT = dark flag. 
DK = Flashlight on? 
TI = Current time (9th floor only). 
FL = Floor pointer. 
CF,CT,KY,G,C = Message flags (if 
0, respective message appears). 

G,V,B,K,Kl,K2,K4= Loops. 
KI,IG,TM,F,J,X,Y = Work variables. 
PM,FR,DP ,PF,SC = Monster or 
hazard flags (0 = active, 
1 = absent). 
EF,SD,UM,SP,JK,CI,RI = Item 
flags (0 = natural state, 1 = changed). 
RS = Rope status (0 = loose, 1 = tied 
to stake, 2 = stretched across 
quicksand). 
BO = Balloon status (0 = deflated, 
1 = inflated, 2 = tied to string). 
PT = Plant status (0 = small, 

1 = huge). 
BR = Book read? 
STRINGS 
A$ = Player input command. 
E$ = Picks last 3 letters of object 
command D$. 
J$,N$ = Room descriptions 
(repeated use) . 
M$,R$ = Used to change, add or 
remove an item in room or if 
carried. 
ARRAYS 

H$(X) = Permanent storage of 
items. 
A$(X) = Temporary storage of 
items. 
B$(X) = Commands. 
C$(X) = Items carried by player. 
A(X) = Item location (room #s). 
B(X) = Holds room #s accessible 
from current location. 
D(X) = Command codes. 
I(X) = Main purpose: If item X is 
carried by player, I(X) = 1. 
G(X) = Door status (0 = locked , 
1 = open). 

33 PRINT"IN A SHALL ST(WlAGE RW1.":W=ZZ:GOT0350 
31 PRINTJt:W=18:GOT0350 
35 PRINT"IN A NARROW STAIRWAY. ":W=21:GOT0350 
36 PRINTJt:W=31:N=27:E=29:S=30:GOT0350 
37 PRINTNf:N=28:S=26:GOT0350 

10 lFA=66THEN6000ELSEIFOT=1THEN320ElSEONAGOTOI1,12,13,11,15,16,1 
7,18,19,20,21,22,23,21,25,26,27 ,28,29,30 ,31,32,33,31,35,36,37,38 
,39,10,11,12,13,11,15,16,17 ,18,19,50 ,51,52,53,51,55,56,57,58,59, 
60,61,62,63,61,65,66,67,68,69,70,71,72,73,71,75 

38 F'RINT"IN A CLOSET. ":S=27:GOT0350 
39 F'RIHT"IN A GAtE ROOII.":W=26:GOT0350 
10 PRINTNf:N=26:GOT0350 
11 F'RIHTJt:W=33:H=32:E=26:GOT0350 

11 PRIHTJt:W=1:H=2:E=8:S=7:GOT0350 
12 PRIHTH$:H=3:S=1:GOT0350 
13 PR!HT"IN A CLOSET,":S=2:GOT0350 
11 PR!HTJt:N=5:E=I:S=6:GOT0350 
15 PRIHTH$:S=1:GOT0350 
16 PR!HT"IN A RESTRiDI.":H=1:GOT0350 
17 PR!HTNf:H=1:GOT0350 
18 PRINTJt:W=I:N=9:S=10:GOT0350 
19 PRIHT"IN AN EL.EVAT~. ":S=a:GOT0350 
20 PRIHT"IN A HAIHTENANl: RWI.":N=8:GOT0350 
21 PRIHT"IN A CIWI.SPACf ON TOP (F THE ELEVAT~.":D=9:GOT0350 
22 PRIHT"ON A t.{RY NARROW LIDGE. ":GOT0350 
23 PR!NTJt:W=11:S=16:GOT0350 
21 PRINT"IN A VISIT~/S LOLNGE.":W=15:E=13:GOT0350 
25 PRINT"IH A CLOSET.":E=11:GOT0350 
26 PR!HTNf:N=13:E=17:GOT0350 
27 PRINTN$:W=16:GOT0350 
28 PR!NTJt:W=20:H=19:E=21:S=21:GOT0350 
29 PRIHTH$:S=18:GOT0350 
30 PRINT"IN A TIXl. CRIB,":E=18:GOT0350 
31 PRINTJt:H=IS:E=22:GOT0350 
32 PRIHTNf:W=21:E=23:GOT0350 

12 PRINT"IN A ST~E RW1.":S=31:GOT0350 
13 PRINTNf:E=31:GOT0350 
11 PRINT"ON A LARIL LEDGE BY HOOOW.":W=36:GOT0350 
15 F'RIHT"IN TI£ VAI.lT.":W=36:GOT0350 
16 PRINT"ON A LARGE LEDGE BY 1IDtlOII.":E=31:GOT0350 
17 PRINTN$:S=11:GOT0350 
1S PRINTJt:E=13:H=39:S=1D:GOT0350 
19 PRINTNf:S=38:GOT0350 
so F'RIHTNf:N=38:GOT0350 
51 PRINTJt:H=13:H=37:S=12:GOT0350 
52 PRINTN$:N=11 :GOT0350 
53 PRINTJt:W=38:E=11:GOT0350 
51 PRINT"IN A STAIRCASE." :GOT0350 
55 F'RINTJt:N=16:E=1S:S=17:GOT0350 
56 PRINTNf:S=15:GOT0350 
57 F'RIHT"IN A UBRARY.":H=15:GOT0350 
58 PRIHT"IN TI£ SWIM RW1.":W=15:GOT0350 
59 PRIHT"IN TI£ SHIll RW1.":N=50:E=51:GOT0350 
6. PRIHT"IN A LAl..tl>RY RW1.":S=19:GOT0350 
61 PRIHT"IH A DIHIt«; RW1.":W=19:GOT0350 
62 PRINTJt:H--s3:E=51:GOT0350 
63 F'RIHT"IH A RESTRiDI.":S=52:GOT0350 
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6~ PRINT J$: H=5z:E::;55: GOT0350 
65 PRIHTJ$:H=54:N=56:GOT0350 
66 PRINT"IH A lABffiAT~Y.":S=55:GOT0350 
67 PRINT"IH A CHIlO'S PLAYRtDI." :N=5S:GOT0350 
68 PRINTNS:H=59:GOT0350 
69 PRINT"IH A Lwa.":E=58:GOT0350 
70 PRINT"IH A CRAlU/AY." :E=61 :GOT0350 
71 PRINT "IN A CRAIU/A Y." : H=60 : GOT0350 
72 GOT05i 
73 PRINT"IN A LIlNGE.":E=6~:GOT0350 
7~ PRINTJ$:H=63:GOT03S0 
75 PRIHT"IN TI£ ENTRAtU HALL." :GOT0350 

Lines ZOO-300: Initialization 

ZOO CLEAR300 :OIHAS(SS) ,A(SS) ,B( 12) ,8$(39) ,CS(7) ,0(39) ,H$(SS) ,I<5 
8) 
Z10 FORA=lTOSS:REAOA$(A):READA(A):H$(A)=AS(A):NEXT:FORA=lT039:RE 
AOB$(A):NEXT:F0RA=13T039:REAOD(A):NEXT 
ZZO A=1:G=I:FL=9:Tli=-Z:J$="IN A IW..UIAY.":NS="IH AN !JfICL" 
300 H=O :IFO :E=O:S=O:U=O:O=O :Y=O :ClS:PRIHT"yoo'RE "; :IFDf{=OAM>Ttt:> 
Z4TI£t{)T=1 

Lines 310-388: Description of current location 

310 GOTOI0 
320 PRIHT~(Z9)"FMR FAILURE! IT'S TOO ~( TO SEE''':OT=2:GOT 
0390 
350 PRINT@50, "FLOOR"FL: PRINT: IFIt'>O(J(IL'>O<llE>orns)OORU>OIm)OT~ 
RIHT"S!H: EXITS Afif: ";:FOO8=1T01Z:8(B)=0:t£XT 
360 IFH) OPRINT" HEST";:B(l)=H:B(Z)=H 
361 IF<A=41> I (ll:=O>TI£H363ELSEIFIt'>OPRINT" to<TH";: B (3)=N:B (~) =N 
36Z IF<A=16ll(DP=O>TI£N366ELSEIFE>OPRINT" EAST"; :B(5)=£:B(6l=£ 
363 IFS>OPRIHT" SOUTH"; :B(7)=S:B(Bl=S 
36~ IFU>OPRINT" lJ>"; :B(9)=U:B(10l=U 
365 IFD) OPRINT" WIN"; :B( 11)=O:B(12l=O 
366 PRINT:PRINT 
370 FOO8=lT058:IFABS(A(Bll=ATHENC=C+l:GOT037Z 
371 t£XT:PRIHT:GOT037~ 
372 IFC=1F'RINT"THINGS YOO SEE I£RE:" 
373 PRINT" "A$(B) :GOT0371 
371 IFA=37IFFl\'=IPRINT"Y£XJ FORGOT YOO !ERE HAAED 
YOU BLUSH AM) Rtil 0UT":A=11:GOT05000 
375 IFG=lF'RINT"Yoo AHA/:EN ON TI£ 9TH FLOOR OF A STRAta 
BUILDING, OBVI!lJSlY A. KIDNAP VICTIM. YOU ARE 
ALIH: AT TI£ t{]!£HT AM) tlJST ESCAPE: F~ TI£ 
BUILDING, FLOOR BY FLOOR" :G=O 
376 IFA=7PRINT"Yoo SEE A S/Wl. LEDGE rurSIDE TI£ HItmI":IFKY=OP 
RIHT"Atf) A SINGlE KEY ON A KEY CHAIN ON TI£ LEDGE" 
377 IFRS=ZIFA=6~A=6!i'RINT"ROPE IS STRETCI£O ACROSS OOICKSAMl" 
378 IFA=lFRINT"TI£RE IS A HIDE, LIN; LEDGE 
rurSIDE THE HINIXI4." 
38Z IFA--56IFJ(=OPRINT"LABELS ON BOTTLES: 

S!l.UTION: AHTITOOE 
FLUID: lKIPI£RABLE" 

383 IFA-~"A IJR!Xl.It(; rt11GAT~ EtOCKS Yllfi ~Y 
EAST. HE HAS THE R9IAIHS IF TI£ KIOHAPPER 
IN HIS toITH. YOO CATCH A GlItPSE IF A 
STAIRCASE PAST TI£ ALLIGAT~" 
381 IFA=61IFRS<ZPRINT"A to;[ BOG IF OOICKSAM> BLOCKS Y~ 
~Y EAST. TI£ FRONT £HllW«:E IS TI£RE, 
Y!lfi ~Y 10 SAfETY. TI£RE IS A LARGE 
tm< ON 11£ OTHER SIDE All) A TENT STAKE 
00 THIS SIDE" 
38S IFA--59THEH'RIHT"TI£RE IS A TRAP DIm ABOVE Yoo"ELSElFA=61IFR 
l=OPRIHT"TIfl(lgj THE TRAP DIm YOO SEE 
A LIN;, COlloED R!P£ ON THE 
FLOOR BEL(Jj" 
386 IFA=10IFC1=lIFCF=OPRINT"A FLASlUGHT IS TI£R£" 

387 IFA=10IFC1=lIFCT=OPRINT"ELECTRICAL TAPE: IS TI£RE" 
388 IF(A=16)1(DP=0)TI£N1500ELSEIF(A=11)I(PF=OlTHEN1505ELS£lF(A=2 
5)I(SC=0)THEN1510ELSEIF(A=35)I(PH=0)THENI515ELSEIF(A=35ll(PH=I)T 
1£N1516ELSEIF(A=11)1(FR=O)TI£N1520ELSEIF(A=~8)1(SP=O)TI£Nl530ELS 

£IF(A=~8)I(SP=llTH£N1510 

Lines 390-100: Pla'1er input 

390 !J£RRffiGOT03000:C=0:TtI=TKtt:PRINT:PRINT"HHAT 00 Yoo WAHl TO 
00";:Itf>lJTAS:IFOT=ZTI£N7200ELSEIFAS="LOO<"TI£N300ELSEIFAS="...lW" 
Tt£H800ELSEIFA$="SWD1"TI£N975ELSEIFA$="~IT"THENI050ELSEPRINT:FO 

RB=lT012:IFA$=8$(B)THEN392ElSENEXT:GOT0391 
392 IFB(B)O OTHENA--B(B) : GOT030OELSEPRINT"YIlJ CAN'T IIlVE THAT ~Y 
• ":GOT0390 
391 IFASO"I"IWRIGHTS(AS,3)O"~Y"TI£N100ELSEPRINT"Y£XJ ARE CARR 
YIHG:":FOOI<=lT07:PRIHTTAB(POS(0)+1)CS(K);:IFPOS(0)>15PRINT 
396 t£XT:GOT0390 
100 FOO8=13T039:F=LEN(8$(B»:IFLEFT$(A$,F)=BS(B)THEl/150ElSENEXT: 
PRINT"OOO'T KtDI WHAT "CHR$(3'1)A$CHR$(31)" IEANS.":GOT0390 

Line 150: String sorting routine 

~50 OS=RIGHT$(A$,(LEN(A$)-F)-1):E$=RIGHTS(OS,3) 

Lines 160-180: GET C~"and. ~ special conditions are 
checked to see if dangerrus, stationar~, or otherwise 
hidden iteflS can be carried, else itl!fl is given to 
pla'1er and I(X) is set to 1. 

160 IFD(S) <)1THEN190 
~61 IF£S="GHT"~S="APE"IFA=10IFC1=OT~NT"CABIt£T IS LOCKED" 
:GOT05008ELSEIFES="GHT"AttlCF=0~.J6:A$(J)="FLASlUGHT":H$(J)= 

AS(J):A(J)=10:CF=1ElSEIFES:"APE"AM>CT=OTI£HJ=57:At(J)="ElfCTRIC 
TAPE" :H$(J)=AS(J) :A<J)=lO :CT=l 
162 IFA=7IFJ{Y=OIFE$="KEY"IFI(1)O lTH£IflRIHT"YOl.R ARI1 IS TOO SKJR 
T TO ~~ IT.":GOT05000ELSEJ=58:A$(J)=[$:H$(J)=AS(J):A(J)=7:I(5 
8)=1:KY=1 
165 IFA=63IFES:"KEY"PRINT"1£ ALL KtOI PIAt«JS HAVE KEYS":J=56:At( 
J):E$:Ht(Jl=£S:A(J)=63:I(56)=l 
166 IF< (A=l1 )1(ES="tHI" )1(PF=O»)t( (A=l71I(ES="HAH") )+( (A--58)I(E$ 
="T~") lTHEN7000 
~67 IFA=35IFES="PER"~(ES="LAR"~S="N£Y")I(I(27)=OlTI£NlRIHT"YO 

U GET TOO CLOSE TO HIM, 
1£ .Uf>S All) STRAtnfS YOO.": GOT07300ELSEIFI (27 )=lPRINT"KIDHAPPE 
R SEES Yllfi GI.t4 All) FREEZES 
YOU GRAB A D!llAR":AS(56)="[)(llAR":H$(56)=A$(56) :A(56)=35:PH=1!E 

$="LAR" 
168 IF!(~8)=lIFES="TER"IFA--58I<571=t:RS="Cl.P IF HATER":K3=18:GOS 
UBII00:H$(18)=Rt:GOT01900 
169 IFES=".¥IR"PRINT"If{lCH 1H:?":GOT05000 
170 F~J=lT058:IFE$=RIGHTS(A$(J),3)ANDA=ABS(A(J)lTHEN173 
171 t£XT 
~72 PRINT"TI£RE'S t«I "0$" I£RE.":GOT0390 
~73 IFSGN(A(J»=-lPRINT"BE REASOtWlLE toI. THAT'S DfllSSIR.L": 
GOT0390 
~7~ IFES="!D{"PRIHT"TITlf IF BOO{: 101 TO ";: IFA=17T1f1flRINT"SWI 
H"ELSEIFA=61PRINT"HAlJ{ A TIGHTRIF£" 
~80 F'RINT"(J(''':FOOI<=lT07:IFC$(K)=''''TIe«:$(K)=A$(J):GOSl93500:H(K 
)=J:AS(J)="" :A(J)=O : GOT050OOELSEJ£XT 

Lines 180-590: DROP~. If i~ is carried it's 
dropped in current rOOfl. Proqr~ checks for iIO'j changes 
that "iqht occur if certain i~ is dropped in certain 
rOOfl. I<X) is set to rOOfl t. 

~90 IFD(B)<>2THEN600 
500 F~J=lT07:IFES<>RIGHTS(C$(J),3lElS£520 
510 NEXT: PRINT"Yoo' RE t«IT CARRym; IT.": GOT0390 
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520 FffiK=1 T0S8!IFAf(K)=''''Tl£HAf(K)=Cf(J) :A(K)=A!H(J)=OElSEt£XT 
530 PRIHT"IJ(!"!FffiK1=1TOSS:IFCf(J)=HS(K1)ll£NCf(J)=""!GOT0S-10ELS 
Df:XT 
510 IFA=HIFEf="ILL"PRIHT"YOU DR(P PILL IN TIE AIlWULtI":Pf=1!K3 
=15:Hf="Sl£EPIHG PlRAtHt":GOStIlI200:GOTOSOOO 
515 IFA=16IFOP=OIFEf="~"PRINT"PIRANHA [)E1..OR; 000ERI1AH POCIER 

TI£N DIES IF MREATIt«;":0P=1:K3=15:Hf="GLUTHNlJS IlEAD PIRAtHI" 
:GOStIl1200 :K1=15:A('S!)=-16:AS('S!)="EATEN 00BERI1AH" :HS(571=AS('S!) 
:GOTOS90 
550 IFA=32IFEf="LAR"Af(571="LONG SlIm{;":HS('S!)=AS('S!) :A('S!)=32: 
K1='S1:K3=56:Hf="":GOStIlI200 
590 HKll=A!GOTOSOOO 

Lines 600-618: GO c~. If conditions are Met, pl~r 
goes where requested (~ can't go through a locked 
door or down a broken staircase), Variable A is then 
set to new location. 

600 IFD(B)(>3THEN620ElSEIF( (A=16)I(Ef="I1AH") )+( (A--58)I (Ef="Tffi" ) 
lT1£H7000ElSEIF( (A=i1)I(Ef="IRE") H( (A=6i)I(Ef="AN)") lTI£H7200EL 
SEIFA=25At{)Ef="IRS"AI()5C=OPRIHT"STEP IS HlSSOC! YOU FEll DOWN T 
1£ STAIRS":GOT07200 

680 IFES=" TV"IFA--5PRIHT "MLETIN: 
mER WILL BE SHJT IFF AT HlDNIGHT":GOTOSOOO 
690 IFEf="OCK"IFA--5PRIHT"TM: "; :TI=IHT(TlV2) :IFTD12TIEtflRIHT" 
PAST HlDNIGHT" : GOTOSOOOElSEPRIHTTI"P .H." : GOTOSO 00 
696 IFEf="(o("IFI(38)=1OO(5Z)=ITIEMlR=I:GOT04900 

Lines 700-730: F1.JSH~. 

700 IFD (8 )0 6 TJ£N830ElSEIFE$(>"T()4"TI£N1 0 0 OElSEIFA--9IFEF =1 TIEM'R 
IHT"ELEVATffi GOES OOWNI":A=13:GOTOIIOOO 
710 IFA=iZIFFR=OPRINT"SPRItf(l.£R TlRt£D ()4, FTh'E OUT. 
BUT YOUR ClOTI£S AIi'E I.,fRY IU, 
YOU TAKE TIEH OFF. YOO ARE NOW NAKED.":FR=1 :AS('S!)="WET ClOTI£S" 
:HS(57)=AS(57):A(57)=-4Z:GOTOSOOO 
720 IF A='l6IFSf'=OPRIHT"CLICf(" :SP=1 : GOTOSO 0 0 
730 F'RINT"NOTHING HAPPENS" :GOTOSO~" 

Lines BOO-B10: ,!iIF' coMand, 

800 IF:r=60ORA=61ORA=64THEN7100ELS£IFA=3'lORA=36IFI(ZS)=IMOOO=2TH 
ENF'RINT"BlUOON CARRIES YOU DOWN ONE FLOOR":A=43:GOTOIIOOOELSE710 
o 
B05 IFI(39)=lIFUi1=lTHEM''IUNT''YOO FLOAT [)(Hl ONE FLOOR" :A=5Z:GOTO 
8000ELSEPRINT"UHE:RELLA WASH'T OF'EN I" : GOl071 0 0 
810 GOT0730 

605 IFEf="IPE"IFR1=IIFA=17ffiA=61A=A+1:Rl=0:IFA-1=17TI£H8000ELSE3 
00 
606 IFES="AHT"IFPT=1IFA--59TI£HA=60:GOT0300ELSEIFA=60A=S9:GOT0300 Lines 830-845: TIE cO/!/land. 

607 IFES="IPE"IFA=6ST1£HA=64 :GOT030 0ELS£IFRS=2IFA=6iIFBR=1 TI£HA= 
65:GOT0300ElSEPRIHT"YOO DOH'T f<tOj t«JW TO IW..K A TIGIfTR(PE":GOTO 
7200 
608 IFES="IX)I"IFA=3iffiA=36A=A-1:GOT0300 

830 IFD(B)<>9THEN850ELSEIFA=11IFES="RES"IFTH<23T1£NPRIHT"YOO'RE 
ELECTROCUTED!":GOT07200ELSEIFI(57)=1T1E1£F=1:Af(12)="TAPED lURES 
":HS(12)=A$(12) : GOT0490OELSEPRIHT"IlIRES FALL APART AGAIH":GOTOSO 
00 

610 IFEf="0GE"IFA=7TIEtflUHT"LEDGE BREAKS I ":GOT07200ELSEIFA=33(Jl 
A=35A=A+1:GOT0300 835 IFES="OOH"QRES="OC"IFBO=IIFI(25)=lIFI('S!)=IK3='S!!Rf=""!GOSU 
612 IFEf="IRS"IFA=2SffiA=i1ffiA=62A=A+ 1 : GOT080 0 0 Bll 0 0: K3=25: RS="TIflATED E'.AUJ)()4 WITH STfm{;" : GOSlIl11O 0 : BO=2: GOT 

615 IFEf="IlR"IFA=2iffiA=inA=30ffiA=65IFG«Al10-IHHAlI0»110)=0 04900 
TlEtf>RIHT"TIE ~'S LOCKED": GOTOSO0 OELSEA=A+ 1 :GOT030 0 
616 IFES="00R"IFA--55IFSO=lffi.J<=1 TIENA--57: GOT0300ELS£PRIHT"IT' S 5 
T\.O{ ! YOO'RE NOT STRIJ{; 
Et«JDi TO £FEN IP":GOTOSOOO 

617 IFEf="IOE"IFA--57PRIHT"YOO SlIDE 1lfnQi IO...E IN FlIlR":A--58: 
GOT08000 
618 IFA--9IFEf="IlR"(H:f="AIR"IFI<3)=ATIEtflRIHT"YOO STEP ()4 TIE C 
HAIR All) .lIST 
~ TO REACH TIE TRAP ~":A=l1!GOTOSOOOELS£PRIHT"YOO CAN'T 
REACH IT":GOTOSOOO 

Lines 620-630: !PEN c~. Chect.s first if pl~r has a 
k~ for doors or cabinet. 

620 IFD (8) 0-1T1EN650RS£IFEf="IlR"IFA=55TIEHIF .J<=0TlEH616El..S£GOS 
USiOOO:G(I)=1:SO=I:GOT04900ELSEIFA=i3ORA=2iffiA=6SIFI(SO)=1ffi(A=1 
3)1(!(12)=1HlENGOSUBiOOO :G( (AlI0-IHT<Al10) )1I10 )=1:PRIHT"~'S 
lFEN":GOTOSOOOElS£PRIHT"YOO t£El) A KEY":GOTOSOOO 
625 IFA=10IFC1=OIFHSS)=1PRIHT"CABIt£T'S !PEN"!Cl=I:GOTOSOOO 
630 IFI(39)=lIFES="LLAIK3=39:Rf="£FEN F1FPIN'S lHlR£llA":GOSUBll 
00:LtI=l:GOT04900 

Lines 650-696: READ cOMand, 

650 IFD(B )0STlEH700ElS£IFEf="ITI"IFA=6 TI£tflRIHT"GRAFFITI! 1M TCH 
OOT Fffi LIVE (j£S":GOTOSOOORSEIFA=53f'RIHT"GRAFFITI! 00 YOO IWJ 

E A SPlIT PER5(MITY?":GOTOSOOO 
660 IFES=IOTE"IFHl )=AOOI<1 )=1OR(A=2)I(I<1l=0 )PRIHT"NOTE SAYS: 
"Qm(31)"IHPmTAHT TV f'R(X;RAH ()4"CIf(S(31):GOT0390 
670 IFES="IGN"IFA=32PR1NT"SIGN: Slim{; COSTS S1.00":GOTOSOOO 

B'lO IFESO "QP£"TI£H850ELSEIFA=6'lIFI (51 )=1K3=51 :RS="" :GOSUBll00:A 
S(51)="OO OF R!J'E TIED TO STAKE":HS(51)=Af(51):A<51)=-6'l:RS=1:G 
OT04900 
815 IFA=171FI(11)=1PRINT"ROPE TIED TO DESK":K3=1'l:RS="":GOSUB11O 
o :AS(8)="R!J'E HAt«;IHG OOT 1lIMXJI.I" !Rl=1 :HS(8)=Af(8) :A(8)=-17!GOTO 
5000 

Lines B50-970: LIGHT, HAKE, GLLE, URATE, SKXlT, lOOT COl!

/lands. 

850 IFDCB) 0 10Tl£N900ElSEIFA(13IFES="GHT"IFI(SO)=lK3=56:RS="LIT 
FLASlUGHT" : GOSLE:11O 0 :HS(SO)=R$:DK=1 : GOT0490 0 
900 IFD(B)0 11TI£H93OELSEIFA=19IFEf="KEY"IFI(21)=IAS(SO)="CRtJ)[ 
KEY" :HS(S6)=Af(S6) :A(SO)=19:GOT04900 
930 IFD(B)0 12TfEN950RS£IFA=25IFI (19 )=IIFI (20 )=100 CZO )=AIFH=" 
TEP"CH:f="II\'S"PRINT"STAIR'S FIXED":SC=1:RS="":K3=20:GOStIlI100:Hf 
="":GOSlIlIZ00:GOTOSOOO 
950 IFDCB)O I3T1£H960ElSEIFI(25)=IIFI(Z4)=10RI(21)=AIFEf="00N"K3 
=25:RS="LARGE INFlATED BtLLOON":GOStIl1l00:HS(25)=R$:BO=l:GOT0190 
o 
960 IFD(B)011Tf£N970ELSEIFES="~"(H:f="PER"IFI(27)=IIFA=35TIEN 
PRIHT"~ HAD BlANKS I 
KIDNAPPER Sl«XJTS YOO!": GOT0720OELSEPRIHT"GUN HISFIR£S": GOTOSOOO 
970 IFD(B)0 15T1EN980ELSEIFFR=IIFI(32)=lIFI(33)=lIFEf="IES"PRIHT 
"YOO ~ l:NImD A FIt!: SUIT 
AN) ARE I£ARIHG IT":FR=Z:GOTOSOOO 

Line 975: SIllH~. 
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975 IFSP=OTHENIOOOELSEIFA=19T1£NA=18:'G01'0300ELSEIFA=18IFBR=0Tt£N 
PRlNT"YOU OOH' T KtOI tOI TO SIW1! ":GOTOlZllOELSEA=.i9:GOT0'I900 

Line 980-982: DfUNI( CotW1and. 

980 IFD (B) <> 1 8T1£N985ELSEIFE$= " lOO"IFI (11 )=lIF J{=l Tt£IflRINT"Yoo' 
VE awao BACI(!":.J(=0:GOT05000ELSE1900 
982 IFE$="UID"IFI(15)=lPRINT"Yoo'VE CPItNGED INTO HR. HYDE I 
YOU AR£ VERY STRtJt«;!":J{=1:GOT05000 

Line 985: ~ cotW1and. 

985 IFD(B)0 19Tl£N990ELSEIFA--59IFH="TER"IF1(57)=1f'RINT"PlAHT GIl 
!JIS TO C£ILIt«;" :A$(19)="Hla FtANT":PT=llH$( 19)=A$(19) : GOT050 00 

Line 990-993: FtAY CO'IfIand. 

990 IFD(B) 0 20TIEN99SELSEIFE$=IUTE"IFA=6lIFI(50)=lIFRl=OPRINT"IN 
DIAN RIJ'£ RISES If' TO yoo":Rl=l:A$(56)="Et{) fF R!FE":H$(56)=A$(5 
6):A(56)=-61:GOT05000 
993 IFE$="At«J"IFA=63PR1NT"LIElRACE yoo'RE t«JT I" :GOT05000 

Line 995: nRII COMand. 

995 If-'[)(B){>2meUOllOELSEIFE$="[ff"IFA=61IFRS=OPRINT"TIE TI£ OT 
IER 00 FIRST":GOT05000ELSEIFRS=1TI£NPRINT"1IXlf{ 00 R!FE CATD£S 
1m( NEAR EHTRAt«I 
At{) STRE:TD£S TIGHT":RS=2:K3=51:H$="":GOSLE1200:GOT05000 

Lines rOOO-l050: Various I'Iessaqes. 
1000 PRINT"Yoo CAN'T 00 THAT 1«lW.":GOT0390 
1050 PRINT"3 ~ PASS":TH=TIftS:GOT0390 

Lines 1100-1210: 'Subroutines change, add, or vanish it~ 
that are carried or in CllJ'rent roOll. R$ or H$ is set 
to ite~ (change, add) or to null (vanish). 

1100 F0RK2=lT07:IFC$(K2)=H$(K3)THEHC$(r-2)=Rf:GOSUB1150:RETURNELS 
EtCT: RETI.RN 
1150 lFR$=""I<K3)=0 
1160 RETI.RN 
1200 F0RK2=lT058:IFA$(K2)=H$(K3)TI£HA$(K2)=M:H$(K3)=M:lFH$<>"" 
THENRETURNELSEA(K2)=0:I(K3)=0 
1210 ~T:R£TURH 
1.,99 GOT05000 

Lines 1500-1510: Descriptions (part uf line 3B8 to ·further 
describe contents of r~). 

1500 PRIHT"TI£R£ IS A PATH EAST, BUT A 
VISCIOOS, SHARlIt«; IXJIlERMN 
EtOCKS YIX.R WAY." :GOT0390 
1505 PRINT"AIX.WUtJ1 IS FIll fF PIRAtfJIl FISH.": GOT0390 
1510 PRIHT"TI£ STAIRCASE IS VERY ROTTEN 
At{) ot£ IOllEN STEP IS 
HISSING. ":GOT0390 
1515 F'RINT"KIDNAPf'ER IS COlMTOC IO£Y. 
1£ lX£SH'T SEE YOO YET.":GOT0390 
·1516 f'RINT"KIDNAPf'ER IS SCARED":GOT0390 
1520 F'RINT"TIERE IS A PATH tOlTH, ~T 
A RAGIt«; FIRE BLOCI(S YIlR 
WAY.":GOT0390 
1530 f'RINT"A LARGE SHIti1ING POO.. SPANS ACROSS 
TI£ ENTIRE RIXlH, DIVIDOC IT IN Plt.F. 
IT IS VERY DEEP At{) IT IS EtI'TY." :GOT0390 
1510 f'RINT"SHIti1It«; F1J(l IS FllL fF WATER." :GOT0390 

Lines 2000-2010: Itl!fl data. Strings are read per~anentl~ 
into H$(X) and t~oraril~ into A$(X). The r~r 

following each string indicates the rOOf! IlUf'tler the 
·itel1 is placed.in initiall~ and read into A<Xl. A(X) 
will alw~ ' correspond ~ith A$(X) where X is the itl!fl 
nufOber. A negative rMlber indicates an i tl!fl cannot be 
rl!flOVed frOll rOOfl LlOder an~ ' condition, but it could 
still be altered. 

2000 DATAPAPER t«JTE,2,DESK,-2,CHAIR,2,LONG BROOH,3,TV SET,-5,CLO 
C/(,-5,GRAfTITI ON WALL,-6,OPEH ~,-7, TRAP !Xm IN crll.ING,-9 
,~ BUTTOO,-9,CABIt£T ,-10,Et{)S fF 2 'LIVE' WIRES,-l1,AOOARIIiI, 
-11,ROPE,15,SLEEPIt«; PILL,16,OPEN WINDOW,-17 
2010 DATAOESI(,-17,KEY 1tAKIt«; 1tACHI1£,-19,stm GLI£,20,1«JOOEH 5T 
AIR STEP ,20, THICK aFPER SHEET ,23,LOCKED DOOR,-21,1«XDEH STAIRS, 
-25, TAtf( fF 1£1l1J11 GAS,28,LARGE DEflATED BIU~,29 
2020 DATALOCKED DOOR,-30,GUN,30,SIGN ON WALL,-32,STRING VENDING 
/'IACHII£,-32,IHN IlTI«X1W,-33,LOCKED ~,-13,BIU fF YARH,39,KNIT 
TING NEEDlES, 10 , PUSH BUTTON ~ 1IAlL, -12, "SEXY, yilt«; GIRL fFFICE 

IIIJlI<ERS" , -37, 5T AIRS, -11 
2030 DATAPUSH BUTT~ I}j WALL,-16,BOOI{,~7,tVlRY PlFf'IN'S ~, 
SO,OPEN WINDOW,-51,GRAFFITI ON WALL,-!i3,SHALL KEY,37,STEEL ~, 
-55,JAR OF YELL()j S(LUTI~,56,JAR OF FLUID,56,OOlI)'S SLIDE,-57 

ill 
o 

2010 DATAIIATER C01ER,-58t PAPER CLf,58,SHALL-5IZED PI..AHT,-59,FlU 
TE,61,5TAIRS,-62,SHALL BQOK,61,PIAHO,-63,LONG ROPE,63,FRONT ~ 
,-65 

Lines 210.0-211'0: CoMand data. CoMands are read into B$(X). 
B$(1HI$(1Z) hold all possible directions and short
hand notation allowing for pl~r to i~vt entire 
direction or just the first letter. Starting with 
'8$(13) all COMaOds have a corresponding code nufOber 
read into D(X) which picks the proper action, allowing 
the use of s~ for the Salle cOMaOd. 

2100 DATAWEST,W,NORTH,N,EAST,E,SOUTH,S,UP,U,~,DIGET,TAKE,DROP 
,PUT,GIVE,PAY,CLIMB,GO,ENTER,0PEH,READ,CI£CK,WATCH,PRES5,PUSH,TA 
PE,TIE,LIGHT,HAKE,GLUE,INFLATE,SHOOT,KNITtDRINK,PIlR,PlAY,THRQII 
2110 DATAl,1,2,2,2,2,3,3,3,1,5,5,5,6,6,9,9,10,11,12,13,11,15,18, 
19,20,21 

Lines 3000-1100: Short subroutines. 

3000 PRIHT"WHAT?":RESlJ£S100 
3500 FIR<1=.lTOsa:rFA$(J)=H$(K1HI£HI(K1)=lELSD£XT 
3600 ~ 
1000 IFA=21TI£NX=22ELSEIF A=13n£HX=31El.SEIFA--55Tt£NX=13ELSEX~ 

continued on next :page 
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'1100 A$(X)="!J'EH [)(KJl":R£TIJlH 
Lines 1900-5100: Ti"ing loop. This is the onl~ del~ in the 

proqrilll and is lISed to give pl~r ti..e to read ..es
saqes. 

1900 PRW"(I(!" 
5000 IFE$="Offi"AN>A=71PRW"Yoo NEED A KEY" 
5100 FDRV=lTOZOOO:NEXT:GOT0300 

Line 6000: Yov win! 

6000 PRW"OOT. yoo'VE HADE IT.":OO 

Lines 7000-7100: 'Yov're dead. Note line 7100. A special 32-
character ~ effect is created for a few seconds if 
pla~r ~ts his d~, then reverts back to 61-char
acter for~t and stops. 

7000 PRW"AI III III I 11111111111111 II •... 

Yoo OIE A tmIBtf Nf) GRIZZlY DEATH, 
Y~ BOOY TORN TO SKiEDS.": GOT07300 
7100 PRW"Yoo toILOO< lIKE A PAt£AKE!" 
720 0 PRINT"Yoo SEEH TO HAVE GOTIEN YIlRSElF KILlED!" 
7300 F'RIHT:PRINT"TO TRY AGAIN Y(JJ'll HAVE TO START 
OVER FR!J1 TI£ 9TH FUm." 
7100 FORB=lT0100:00T2SS,3:00T2SS,200:NEXT:OO 

Line BOOO: Drops ~ down to the next floor. Yov lose ~ 
iteft ~ were carr~ing. C$(X) is cleared as is part of 
1m. 

BODO I<3B)=0:G(1)=O::rFJ(=1T~NT"Yoo F(e;()T TIE NmOOTE. Fl 
UID POISONS YOU. ":GOT07200ElS£BR::0:Fl=Fl-1:PRINT"Yoo HADE IT [)(II 

N TO THE NEXT FLOOR 
rur YOU DR!F ~ YOO I£RE CARRYING.":FrnG=1T07:C$(G)="":NEX 
T:F0RG=56TOSB:I(G)=0:NfJIT:GOTOSOOO 

1RfiI@~IE &~~TIW&IL§ 

56 

SCE LBI 
Publ icat Io n s 

&1r~ 

~~~pmange 
TOll FREE 1·1IJG.2&6-1780 

This hook is a guide to buying a microcomputer . Computers. 
like people. come in all sizes. 

The most popular maxicomputer has heen the IBM 370 
(which is heing rep laced hy the IBM 3030 and the IBM 4300): the 
most popular minicorr,pu ter is the PDP· I I : the most popular 
microcomputer is the TRS·80'· . But before you huy a compu ter, 
look at the com petition . IBM, DEC and Radio Shack oren't the 
only fish in the sea: some of their competitors have some thing to 
offer, too. Treat a computer purchase just as you'd Ireilt <lny 
other important decision - check out all the facts . 
by Scelbi Publica tions ... . ..... .. , .... $5 .95 

REMsOFT , Inc . 

REMsoft proudly announces a more effi cient way, using your 
own TRS·80'· , to learn the fundamentals of assembly language 
programming - at YOUR pace and at YOUR convenience. 

Our unique package , " INTRODUCTION TO TRS·80 
ASSEMBLY PROGRAMMING," will provide you with the 
following: 
* Ten 45·minute lessons on audio casset te 
* A driver program to make your TRS·80'· video monitor serve 

as a blackboard for the inst ructor. 
* A textbook on TRS·80'· A ssembly Language Program ming. 
* Step·by·step dissec tion of complete and useful routines to 

test memory and to gain direc t control over the keyboard, video 
monitor , and printer. 
* How to access and use powerful routines in your Level " 

ROM. 
Level II BASIC ",. . . , , . ... , , . .. , , . ... . .... $69.95 

H.W. SAMS&Co, 

Introduce you to more advanced interfacing tec hniques that 

allow you to do new things with your TRS·80'· computer. You 
learn how to drive high current and high voltage loads, how to 
generate voltage and current signals used in a variety of control 
applicat ions, how to measure unknown voltages and currents 
with your computer, and how to use remote control circuits that 
a llow you to co ntr o l Univ e rsal A syn c hronous 
Receiver/ Transmit ter Chips, analog· to·digital and digi tal ·to· 
analog convert ers, and o ther devices loca ted some distance 
from your comp uter. Contains complete soft wa re examples. 
by Titus, Titu s, and Larson. . " . ,. $10.95 + $1,00 

Stumped hy stat istics? Here's the program for you l 

Written hy a statiscian hut designed for use in the real world . 
Helps you create files, examine and edit data, and understand 
d('scriptive stati stics. Sophistica ted enough for the working 
stiltisticidn . This powerful in terac tive statistical package 
features complete error diagnostic. missing va lue specification 
,lI1d sophisti ca ted graphics. 
hy Bruce Chalmers 
TRS·80'· Disk 32K & 48K ve rsions on one disk .. . . . . $29.95 

hy W . J. Kutlever 
The Investor's Key to Options Marketing!! 

Make informed trading decisions in minutes with this easy to 
use package. 
WHO: Investors, Option Writers or Purchasers use this 
program . 
WHAT: Analyzes option prices and responds to cu rrent 
market prices as soon as you receive them . 
WHY: Assesses the value of a given op tion. M onito rs the value 
of your investments. Helps you decide when to purchase or to 
c lose out your options. 
HOW Use TRS·80'· Disk . 
Next to your broker th is program is your best option in 
creative inves ting. Analyze option prices before risking any 
money . Convenient features are data entry and flexibi lit y in 
handling a wide variet y of situations. 
Available for Level II , 16K TRS·80'· M icrocompute rs. $29.95 
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by Shane Causer 

A program of this nature was 
published in the Radio Shack 
newsletter. but we thought it was 
worth repeating. 

Whenever you LIST a rather 
long program in search of a 
specific line, what do you see? Yep, 
that's right! A whole ton of lines, 
scro lling by faster tha n a speeding 
bullet. 

If you are tired of having to time 
your pause (a SHIFTed "@") with 
the ap pea ra nce of the line yo u wish 
to examine, yo u have a n 
al ternat ive: " WHOA! " 

To slow the LISTing sc roll in a 
16K Level 1\ computer, do the 
fo llowing: 

I) Answer "MEMORY SIZE?" 
with 32753. 

2) ENTER this short BASIC 
program: (See Fig. 1) 

3) R UN this program, then 
NE W it. 

Now, whenever you LIST a 
program, it will proceed at it s 
normal speed until the S H I FT key 
is pressed . It will then slow down 
(it doesn't matter which SHIFT 
key; the computer isn't picky) . 

Fig. 1 

WHOA 

By changing the number 32 in 
line 50 to 255 , the computer will 
wait a full second before scrolling 
the nex t line into view. 

NOTE: For those who want to 
make SYSTEM tapes of this (or 
are just curio us), here is a machine
language listing: (See Fig. 2) 

In add ition, a patch must be put 
int o low memory as follows: 

(See Fig. 3) 

To make the SYSTEM tape, 
load TBUG as in the TBUG 
manual, then ENTER the above 
program and Punch it o nt o a tape. 
To kill two birds with one stone, 
relocate KBFIX , using R ELO as in 
the RELO ma nua l, where you 
desire, a long with the "W HOA !" 
routine. 

NOTE TO 4K LEVEL 1\ 
USE RS: "WHOA!" ca n be used in 
4K systems by doing the a bove 
with the following cha nges: 

I) Answer "MEMO RY SIZE?" 
with 20465 

2) C ha nge line 20 in the bas ic 
progra m to read: 
FOR P+20465 to 20 4 79 : READ 
A:POKE P , A:NEXT:END 
All else rema ins the sa me. 

10 FOR P=1t.:::t.3 TO 16:3e,5:READ A!POKE P,A!NEXT 
20 FOR P=32754 TO 327t,7!READ A!POKE F,A!NEXT 
30 DATA 195,242t127 
40 DATA 5:::,12e,5t.,~:I,20:::,1 97 
50 DATA l,O,32,205,':n,O,193,201 

Fig. 2 

7FF2 3A 80 38 LD A,(3880H) : GET BYTE HITH SHIFT KEY 
7FFS IF RRA :PUT LOW BIT INTO CARRY FlAG 
7FF6 DO RET OC ;RETlIRN TO ROM IF NO SHIFT 
7FF7 CS PUSH BC :SAVE B AND C REGISTERS 
7FfB 01 00 20 LD BC, 2000H ;LOAD TIME DELAY VALLE 
7FFB CD 60 00 CALL 0060H ; Ctti. ROM DELAY ROOTINE 
7FfE Cl POP Be ; RESTORE B ttl) C REGISTERS 
7FFF C9 RET ; RETURN TO LISTING 

Fig. 3 

"IIOF' C3 F2 7F .f' 7FF2 ;JUHP TO TEST TIMER 
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recordings 

AMP RECORDING 
AND 

DUPLICATING SERVICE 
609 667·1667 

307 West Main Street 

Maple Shade, NJ 08052 

~ 
For Digital 

needs: 
* AMP "Data-sette" blank 
cassettes 

* Digital cassette 
duplication 

* Storage Boxes 

* Labels - Custom 
printing & blank 

~ 
For AUDIO 

needs: 
* On-location musIc 
recording 

* Record Album 

production 

* Stereo and Spoken 
Word cassette 
duplication 

* Blank cassette and 
supplies 

~ 
All cassette work at 

AMP R. & D. is custom 
work to fit your needs. 

Call or write to "Jerry" 
for more information. 
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Three from Potkin 

58 

Wargamer's delight 

1). Kriegspiel II 
A much improved two-player version 

of the original. Kriegspiel II is a war
gamer's delight. Choose the number of 
mountains (up to 200) and pick a scenario 
from the 9,999 possible , and then watch 
the computer set up the pieces, towns. 
mountains and a river. To win, you must 
enter the capital city of your opponent or 

\ - )-_ reduce his fighting strength to below 
\ '\ half of your own 

~~ '-:C: S·80 l ... , 11.16' 00 ... ". $14.95 

-(l k ~ 
2). Up periSCOP~ . -{ 
The author of the popular Kriegspiel II \ ~ 1 

has done it again . This time the action Y 
takes place at sea with one player con
trolling the submarines while the other 
attempts to sail around RAD5HA Island, 
with at least three of his fleet surviving _"'--'-;.0-
the attempt. This realistic wargame in· 
cludes sonar, depth charges , and 
torpedos. 

5-80 Level II, 16K cassette 514.95 

VISA 

CALL TOLL-FREE 
1-800-258-1790 

In NH call 673-5144 

The Indians are on the warpath! The 
Chief. along with 24 braves. is out to 
take the garrison at the fort . or at least 
to stop reinforcements from entering the 
stockade. The General . with his 14 
troopers. is trying to relieve the garrison 
before the flag is captured . The player 
determines the scenario through place
ment of boulders that provide both 

he Iter and obstacles . Favor i te 
ios may be replayed . 

5-80 Level II, 16K caaaette 514.95 

• 
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Maca 
We set the standard. 

muMATH is a symbolic 
math package you 'II recognize 
immediately as a major 
advance in microcomputer 
software. 

muMATH lets you efficiently 
and accurately perform the 
most complex mathematical 
operations. Exact. infinite 
rational arithmetic. Unbound 
variables. Complex 
expressions (even equat ions 
may be included) . Exact 
solution of algebraic 
equations . Plus logarithmic. 
exponential and trigonometric 
simplifications and 
transformation . 

·It does in an instant what 
took you years to learn at 
school. Rational arithmet ic. 
Algebra. Trigonometry. 
Transcendental functions. 
Symbolic differentiations. 
Symbolic integrat ion of 
indefinite and definite 
integrals. Matrix arithmetic 
and algebra . 

muMATH is written in 
muSIMP. which is included in 
the muMATH package. 
muSIMP is an applicat ive. 
recursive language. ideal for 
describing complex 
mathematical concepts. 

Because of its highly 
interactive nature and 
hierarchical structure, 
muMATH is an excell ent math 
teaching device. from simple 
arithmetic to calcu lus. 
5-80 32 or 48K Disk 

$74.95 + $3 

_ J1JeSoJlttt,a, e Exchange ~ -=- ORDER TOLL·FREE: (i n NH call 673·5144) ~ 
1·800·258-1790 

CPfM Is • reg istered t rademark of Dig ital Research. 



by Dave Archibald 
8QUI8H3 is an 8-80 program 
requiring at least 16K of memory 
and at least one disk drive. 

Ever wished you had just one 
more K of memory for that one 
extra large program, you know, 
the one that requires 17K of 
memory and all your friends have 
16K Level lIs so you end up 
carrying your disk drives all over 
creation just to show off that one 
great program. 

Here's what you've been waiting 
for, SQUISH3 is designed to 
squeeze every unused byte of 
memory out of that monster by 
deleting remarks, combining lines, 
and removing extra spaces. 

To use SQUISH3 you first need 
to save your program in the ASCII 
format using the 
SAVE"FILESPEC", A option. 
Next, load and run SQUISH3. 
After entering filespecs just sit 
back and watch as your computer 
removes all the unnecessary 
garbage in your program, 
without you lifting a finger!!!. 

Once completed, you will find 
that your program requires 
considerably less memory, and 
maybe it will be just enough to let 
you start carrying a cassette tape 
to your friends instead of a disk 
drive, an expansion interface, 
buffered cables, etc, etc .... 

IMPORTANT NOTE: If your 
program uses packed (super) 
graphics, then SQUISH3 should 
not be used as the string structure 
of packed graphics is altered when 
placed into an ASCII file. 

Variables used in SQUISH3 
A = Temporary storage of the 
referenced line number in line 330. 
A$ = The program line inputted 
from the file being squished. 
C$ = The lines that have been 
combined. 
D = The length of the res-word 
that's being searched for. 
DS = The 'DIM' size of 
REFO + 30 & PROO (increase DS 
if 'Your program references more 
then 100 lines). 
DDT= 1 if there's a 'DATA' 
statement in A$. 
01-05 = The position in A$ where 
'INSTR' starts searching from. 
HH = Used in a 'For-Next' loop 

in line 330. 
IP$ = Whether 'REM' statements 
are to be deleted. 
J$ = Temporary storage of A$. J$ 
is built one character at a time 
- minus the extra spaces. 

RD= The number of 'Rem' 
statements deleted. 
RE = The number of lines that 
have been combined. 
REFO = The referenced line 
number of the program being 
squished. L$ = The character in A$ the 

'For-Next' loop (T) points to . (line 
560). 

S = A 'For-Next' loop used in the 
sorts in lines 390&400. 

LN = The line number of the line 
in A$ . 
N$ = The string value of the line 
number in A$. 

S1 = The same as S above. 
SD = The number of spaces that 
have been deleted. 
SQ$ = The file name of the 
program being squished. P = 1 if a 'print' statements quotes 

are encountered in A$ . 
P J = Points to a protected line 
number in PROO that's being 
checked for. 

SV$ = The file name the squished 
program is saved under. 
T = Points to various positions in 
A$ throughout the program. 

PP = The position of the space in 
A$ following the line number. 

V$ = The line in A$ minus its line 
number. 

PROO = The line numbers that 
are to be protected. 
PV = The number of protected 
line numbers that were entered. 
Q$ = Is used for a 'Inkey' in line 
550. 
R = The number of referenced 
line numbers stored in REFO. 

R9 = Temporary storage during 
the sorts in lines 390&400. 

10 ' SOOISH-3 
20 ' A THIRO GEt£RATIIiI PROG/WI 

X= PP. 
XC$ = Whether any lines are to 
be combined. 
XS$ = Whether the extra spaces 
are to be deleted. 
XP$ = Whether any lines are to 
be protected. 
ZC = The 'Print 0' location that 
shows what position the program 
is at in A$. 

30 ' TI£ FIRST At«> S£C(H) GDERATIIiI APPEARED IN IlAY 79 & SEPT. 
79 PRa;/80 
iO ' BY DAVID MCHIBAlD 
50 ' 3717 AL.DON lA'£ 
60 ' FlINT, 111 18506 
70 ' (313) 711-0531 

Lines 80-150: Initializes ~r~ and variables including 
filespecs. 

80 Cl£AR1000:OEFINTA-K,S-Z:OS=70:0Il1 REf(OS+30),PRO(OS) 
90 a.S:l.I1EItf'IJT"ENTER TI£ NAME OF Tf£ PROG/WI TWIT'S TO BE SOUl 
SI£D? ";SOs 

100 PRIHT:LIHEThf'tJT"LMl£R WHAT NAtE IS TI£ SOUISHED PROGPM TO B 
E SAVED ? ";M 
110 PRIHT:INPUT"OO YOO WANT THE EXTRA SPACES DELETED <YIN) ";XSS 
120 PRIHT:Df'UT"DO YOO WANT TI£ REM STAIDUlTS DELETED (YIN) ";1 
P$ 

130 PRIHT:IHf'UT"OO YOO WANT THE LUES CQtI3It£D (YIN) ";XCS 
110 PRIHT:IWUT"DO YOO WANT TO PROTECT ANY LINES <YIN) ";XPS 
150 !FXP$="Y"Tf£NIhPUT"ENTER Tit: LINE tU1I3ER THAT'S TO BE PIi'OTEC 
TED ('0' TO EXIT) ";PRO(PVl!IFF1,1)(PV»0 AND PV<OS TI£tf'V=PV+1!GO 
T0150 
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Lines 160-190: ()Pens file to be squished, checI<.s for 'EOF', 
iflluts into Af, and ched<.s if the file is saved in 
ASCII for/lat. 

160 CPEN"I" ,1,Sg, 
170 mDF(1)Tl£N350 
180 LTh£INPUTtl,A$ 
190 IFASC(AH>58TfENCLS:PRINT@'523,"11I1 II ;50$; II IS ~T A ASCII F 
lLE 111.1" :END 

Line 200: Gl=GS-l 50 INSTR starts searchir~ at the begirfiing 
of M. 

200 Gl=1!G2=1!G3=1 :G4=1 :GS=l 
210 ' 
220 ' U]()f:S FOR RESEF:'JED WORDS THAT MAY f\,£FERENCE A UNE 
230 ' 

Lines 240-280: INSTR searches A$ for reserved words that 
reference a line nuMber. 

m D=4:T=INSTR(Gl,A$,"THEN") !IF T TI£N G1=T+O :GOT0330 
250 T=INSTR(G2,A$, "GOTD"):IF T THEN G2=T+O:GOT0330 
260 T=INSTR(G3,A$,"ELSE")!IF T TI£N G3=T+O:GOT0330 
270 T=INSTR (G'1 ,A$, "GOSUB"):IF T TI£N D=S:G4=T+D:GOT0330 
280 T=ItISTR(GS,A$, "RESUI1E"):IF T Tl£N D=6:GS=T +O:GOT0330 

Line 290: Loops until EOF is reached. 

290 COT0170 
300 ' 
310 ' GETS TI£ Ut£ 1«1. THAT'S R£FER£taD AtI) STmES IT 
320 ' 

Line 330: A=Line rA.ll'lber referenced. If A<)·O then REF ( ) is 
searched for a /latching rA.ll'lber .. If a /latch is not fCMld 
then R is increfleOted and A is saved in REF(). 

330 A--IJAl(HIDS(A$, T+O,10»:IF A TI£N FIJMi:=1TOR:IFREF<lfi>=A TI£N 
ElSE t£XT :R=Rt 1 : REF (R)=A 

Lines 310-350: Loops l~til EOF then closes the file. 

m COTOm 
350 a.OSE 
360 ' 
370 ' SOOTS TJ£ REFEJID«E) & PROTECTED LTh£ 1«1. 
380 ' 

Lines 390-'110: Sorts the referenced & protected line no. into 
OUfterical order. 

390 FORS=1TOR:FORS1=STOO:IFREF(SVJlEF(S1H1£N R9=REF(Sl:IU(S)=R 
EF(Sl):REF(Sl)=R9 
100 t£XTSl,S:FORS=OT<PJ:FORSI=S T<PJ:IFPRO(S»f'RO(SlHfEI R9=PRO 
(SI) :PRO(S1)=PRQ(S) :PRO(S1)=R9 
110 t£XTS1,S 
120 COT!JII30 

Lines 430-1'10: ()Pens the files that're to be squished (SO$) & 
written to SV$, and ched<.s for EOF. 

'130 QPEN"I", 1,SO$:0PEN"D",2,S'J$:a.S 
'1'10 IFEOF(1)THEN630 

Lines 450-'160: A progra~ line is iflll~ into A$, the 
posi tion in A$ following the line no. is fCMld, the 
line no. i s ta~,en, and the progr 3I'lS status stateftents 
are printed. 

'150 UNEINPUrtl ,M:PP=INSTR(A$, II ") :X=PP:L.N:=Wt.(AS)lPRIHT@O,"SCA 
NHIt/G UHE -";LN:PRINT:PRINT:PRINT:PRINT@6'1,AS 
'160 PRINT@384,"SCANHING POSITION -":PRINT@512,"1UHR OF LTh£ CO 
HBINED -";li£:PP.INT@6'10,"M.II1BER OF SPACES B..IlffiIATED -";SO:PRINT@ 
768, "NIJ1BER OF REI! STATEHENTS ElIHINATED -";RD:GOT0650 

Line 170: If no lines are to be COftIined then AS is printed 
to SV$. 

170 IFXC$O"Y"TI£tflUHT12,M:COT0110 

Line 180: If C$=roll (line 660 has been run) then C$=AS, and 
new line is printed. 

180 IFC$=""T!£t«:S=AS:COT0110 
190 ' 
500 ' O£CI<S IF l.DE 1«1. IS REFEROCED 
510 ' 
520 IFR>OTJ£N IFLN=REf(R)TJ£N R=R-l:COT0620 ElSE IFLN)REF<R)TJ£ 
N R=R-l:COT0520 
530 ' 
510 ' O£O:S FOR IF-n£N STAIDENT 
550 ' 

Lines 560-610: Exaflines A$ b<Jt.e b':l b<Jt.e looking for extra 
spaces, quotes (so the spaces enclosed in quotes 
aren't deleted), 'DATA' statefleOts (the 5aI'II! as 
quotes), and '1<91' statefleOts. 

560 IFINSTR(C$, "IF")n£N 620 
570 ' 
580 ' CIJIlnES TJ£ LTh£S TCXBI£R 
590 ' 
600 VS=RIGHT$(AS,l[N(A$)-X) :IFl£H(CS )+l£H(VS) <21 0 T\£K:$=CS+" :"tV 
S:RE=RE+1 ElSE 620 
618 COT0110 
628 PRINTI2,CS:C$=AS:COT0110 
630 PRINTI2,C$:a.0SE:PRINT@896,"Pf<ESS ' L ' TO LOAD TJ£ SWISI£D 

PR(X;RAI1 " 

610 0$=!H<EYS:IFO$=""TIfJ/610 ElSE IFI}$="L"T1£N LOAD SV$ ElSE EN 
D 
650 N$=L..EFlS(AS,PP) : ZC=61+PP:PP=PP+1 :P=O :.1$="" :DT=O :FORT=PPTIlfN 
(AS):L$=HlD$(AS, T,1> :PRINT@ZC," "; :ZC=ZC+1:PRIHT@103,T 
668 IFLf=CIm(31) TJ£N IF P TJ£W=O ElSE P=1 
670 IFPTI£H820 
688 IFI1ID$(AS, T ,1)="DATA"1l£N>T=1 ElSE IFU=":" 1l£tIlT=8 
690 IFDTTI£N820 
700 ' 
710 ' R8()VES EXTRA SPACES 
720 ' 
730 IFLS=" "ANlXS$="Y"H£H LS="":SD=SD+l 
710 ' 
750 ' D£CKS IF l.DE 1«1. IS PROTECTED 
760 ' 
no IFPV>PJTI£N IFLN=PRO(PJHI£N' PJ=PJ+1:GOT08iO ELSE IFl..H>PRO( 
PJHI£WJ=PJ+1 
780 ' 
790 ' R8()VES REI! STATEMENTS 
800 ' 
BI0 IFI1lD$(M, T,3)="I<91" OR L$="'" TI£N IFlP$O "Y"T1£N A$=H$tJ$t 
I1ID$(Af,T,2S5):COTO 840 ELSE RO--RD+1:IFLN=REF(R)THEHR=R-l:AS=N$t 
J$+'"":GOT08'10 ElSE IFJ$="" T1£N ~O ELSE 830 
820 J$=J$+L$:NEXT 
830 A$=N$tJ$:GOTD'170 
B40 IFC$<>""H£H PRINTI2,CS:C$="" 
850 PRINTI2,A$:GOTO'1iO 
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COMMAND is an S-80 program 
requiring at least 16K and DISK 
BASIC. 
by Denslo Hamlin, Jr. 

This program creates command 
files which, when executed, will 
initiate a series of responses as if 
they were entered from the 
keyboard and the computer will 
act accordingly. 

I t is very rare that one will find 
a secretary that enjoys having a 
computer in the office. This is due 
in part to the amount of seemingly 
useless information that must be 
fed into the computer before it 
does anything of any value. You 
know, things like VERIFY, 
BASIC, # of files, Mem size, and 
RUN "filespec" :1. The problem 
is that users generally don't realize 
the importance of this 
"TRIVIAL" information . Well, 
this program is designed to enter 
all of this information upon 
power-up and free the secretary to 
do the all-important typing (even 
though SCRIPS IT should be used) . 

COMMAND is a DISK BASIC 
program and does not function in 
Level II BASIC. Be sure to reserve 
at least 256 bytes of high memory 
using the MEM SIZE option. 

VARIABLES: 

EX$ = This will eventually contain 
a machine language keyboard 
command file which, when, 
executed will dump the new 
keyboard command file to disk 
with the following commands: 
CMD"S" 
DUMP Filename 
(START=X'####', 
END = X'####', TRA = X'####'). 
1$ = Contains keyboard entries to 
be incorporated into command 
file. 
A$ = Contains each individual 
keyboard entry. 
ST = Decimal - Start of Machine 
code. 
Hl$= Hexadecimal- start of 
machine code. 
Z = Decimal - end of machine 
code. 
Z$ = Hexadecimal- end of 
machine code. 
V$ = Filename. 
K = Displacement from starting 
address. 

COMMAND~ 
AD = Address of poke (= ST + K). 
V = This is an address to be 
converted to Least Significant Byte 
(LSB) and Most Significant Byte 
(MSB). 
VI = MSB from above (also used 
in calculation of V3). 
V2 = LSB from above (also used 
in calculation of V3). 
V3 = Edge of Protected Memory. 
H$ = The Hexadecimal number 
scale L & K(I) to K(4): Used as in 
calculations in 
Hexadecimal/Decimal number 
conversions. 
B = Pointer location for EX$. 
B4= Location of EX$ . 
BI, B2 & B3 = Temporary values 
used in calculating B4. 
B 1 = This is also used as an 
address to be converted to LSB 
and MSB as in V but for use in 
EX$. 
Cl = MSB of B1. 
C2 = LSB of B1. 
X$ = Value to be poked and 
inserted in EX$. 
PROGRAM DOCUMENTATION: 

LINE# COMMENTS 
1000-1630 Keyboard entries are 

input and put into 
variable 1$; each entry 
ends with a carriage 
return followed by a 
null (CHR$ (0) ). At 
the end of the list, an 
End of File, CHR$ 
(225), is added. 

2000-2340 Through the use of the 
routines on lines 5200, 
5300, and 6000, a 
machine language 
routine is poked into 
memory and added to 
variable EX$. 

2350-2500 Adds keyboard entries 
to code. 

3000-3060 Data statements 
containing fixed 
machine language 
codes. 

4200 If memory location is 
larger than 32767, this 
will convert to 
appropriate negative 
value for peeks and 
pokes. 

4250 Converts address Bl to 
LSB (C2) and MSB 
(CI). 

SoftSide DECEM BER. 1980 

4300 Error trapping in case· 
position of EX$ has 
changed (normally 
shouldn't happen). 

5000 Get starting address 
and convert to 
decimal. 

5105 Special note - This 
looks at locations 
40B I Hand 40B2H 
and uses them to get 
V3 (end of protected 
memory). 

5200 Converts address V 
into Least Most 
Significant Byte (LSB), 
V2, and Most 
Significant Byte 
(MSB), V I. These 
numbers are poked 
into memory and 
added to EX$ by line 
6000. This completes 
the location dependent 
portion of machine 
code. 

5300 Reads fixed machine 
language code and 
uses line 6000 to poke 
into memory and add 
to EX$. 

6000 Pokes ASC (X$) & 
adds X$ to EX$. 

6300 Decimal to 
Hexadecimal 
conversion (for dump). 

Other routines are adequately 
described in remark statements. 
Next the computer will request a 
starting address in hex. This 
address should be in the protected 
memory (larger than the memory 
size already indicated) and be 
equal or less than: 

7FOO for 16K Machine 
BFoo for 32K Machine 
FFOO for 48K Machine 

(subtract 50 bytes if you expect to 
use the command 'BASIC .' on 
your next entry into BASIC) 
EXAMPLE: 
BEOO 
The final question the computer 
will ask is for a filename . If you 
don ' t supply an extension' ICMD' 
will be used (best for quick 
execution). 
EXAMPLE: 
BEGIN:O continued on next page 
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1 
48000 

3. To Dump a Large File
BASIC 

Now the program will create a 
machine language executable file to 
perform these commands and 
transfer you in DOS. 
To execute it just type the file 
name . 
EXAMPLE: 
BEGIN 

CMD"T" 
LOAD"PROGRAMA" 
CSAVE"A" 
LOAD"PROGRAMB" 
CSAVE"B" 
LOAD"PROGRAMC" 
CSAVE"C" 

1 
48000 
CMD"T" 
RUN"DISKDUMP I BAS" 
SYSO/SYS.F3GUM 
1 
2 SOME INTERESTING 

EXAMPLES: 
CMD"R" 
END 

3 

1. To Write Several Programs on 
Tape-
BASIC 

2. To list several programs on the 
lineprinter the procedure would be 
similar but with LPRINT. END 
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10 RElI cnttAtI) 

20 RElI BY DEHSLO twUH, ~. 
30 RElI CCPYRIGHT 1980 ID ttl. RIGHTS R£S£RVEl) 

Lines 50-70: Clear string space and initialize 
variables. 

SO CLEAR 1000 
60 H$=10123iS67B9AmlEF" 
70 K=O 

Lines 1000-1630: K~rd entries are put into variable 
IS, each entr~ ends with a carriage return followed 
~ a rull (0f<$(0». At the end of the list, an 
End Of File, CHR$(2SS), is added. 

1000 CLS:I$="" 
1005 PRINT" COli 11 AND 

10lD PRINT"TYPE IN ..ol UST BELOW FOLLOWThG TIESE RLlES:" 
1012 PRINT" 

1. PRESS ENTER AFTER EACH ENTRY 
2. ENTER A SINGLE '[' TO CREATE 10 NULLS (A DELAY) 
3. ENTER '<B(», TO END ENTRIES" 

111 i PRINT" 
ENTER UST t£R£:" 
1020 LINEINPUT A$ 
1030 IF AS="[" TI£N 1500 
10iO IF Af="<OO)I1l£H 1600 
1050 If=If+Af+CHR$(13)+CHR$(0) 
1060 GOTO 1020 
1500 If=If+STRING$(10,0) 
1510 GOTO 1020 
1600 If=If+CHR$(ZSS) 
1610 PRINT"..ol UST CMtETE" 
1620 PRINT" C!H1ANO FILE NOW BEIJ{; CRfATEO" 
1630 GOTO 5000 
1999 R£I1 /'lACHINE LAtGJAGE CODE CREA HON 

lines 2000-2900: Throvgh the lISE! of the routines on 
5200, 5300, and 6000, a ..achine language routine is 
poked into III!fIOr~ and added to variable EXf. 

2000 EX$= .... 
2010 FOR K=O TO 8 
2020 GOSIJl5300 
2030 t£XT 
2060 V=ST+62 
2070 GOSlIl 5200 
2080 FOR K=ll TO 12 
2090 GOSlIl 5300 
2100 teT K 
2110 V=ST+25 
2120 GOSIB 5200 
2130 FOR K=15 TO 28 
2HO GOSlIl 5300 
2150 teT K 

2160 V=ST+60 
2170 GOSlIl 5200 
2180 FOR K=31 TO 11 
2190 GOSlIl 5300 
2200 teT K 
2210 V=ST+60 
2220 GOSlIl 5200 
2230 FOR K=11 TO 18 
2210 GOSlIl 5300 
2250 t£XT K 
2260 V=ST+62 
2270 GOSIB 5200 
2280 FOR K=Sl TO 59 
2290 GOSIJl 5300 
2300 teT K 
2310 V=ST+61 
2320 GOSlIl 5200 
2330 V=ST+62 
2310 K=K+l:GOSUB 5200 
2350 L=LfN(u) 
2360 FOR 1=1 TO L 
2370 K=K+1 
2380 X$=ffiI)$(U,I,l> 
2390 GOSlf: 6000 
2100 t£XT I 
2500 Z=ST+ZSS 
2510 GOSlIl 6300 
2520 LIt£!tf'UT"INOICATE DESIRED FILE NAt£=) ";VS 
2530 L=INSTR(VS, "/") 
ZSiO IF L=OTI£N 7100 
2550 R£11 TI£ FOLLOWThG tmIFIES EX$ SO THAT IT IS EXECUTPRE 

ROOTD£ IN ITSELF 
2560 EXf=liFTf<[)(f,M)+STRThGS(20,Of(f(0»+"OO "+0f<$(31)+"S"+C 
HR$(31)+CHR$(13)+CHR$(0)+STRINGS(20,QHRf(0» 
2570 EX$=EX$+"OUti' "+V$+" (START=X"'+tIl$+'" ,ENO=X'''+ZS+''', TRA=X' 
.. +tIu+"') "+CHR$( 13)+CHR$ (O)+QHR$ (ZSS) 
2580 HlD$([)($,23,1)=CHR$(201) 
2590 8=0:Bl=0:82=0:83=0:B1=0:Cl=0:C2=0:85=0 
2600 B=VARPTR([)($) 
2610 Bl=B+l:GOSUB1200 
2620 82=PEEK(Bl) 
2630 Bl=B+2:GOSUB1200 
2610 B3=P£[K(Bl) 
2650 B1=B3J2S6+B2 
2660 Bl=B1+62 
2670 GOSUBiZSO 
2680 HlD$(EXS,10,2)=CHfi1(C2)+CHK1(Cl) 
2690 Bl=B1+25:GOSUB1250 
2700 /1IOS([)($,11,2)=CHR$(C2)+CHK1(Cl) 
2710 Bl=Bi+60:GOSUB1250 
2720 HlD$([)(f,30,2)=CHR$(C2)+CHRS(Cl) 
2730 11IO$([)(f,13,2)=CHR$(C2)+CHRf(C1) 
2710 Bl=Bi+62:GOSUB1250 
2750 HlD$(EXS,50,2)=CHR$(C2)+CHRS(Cl) 
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2760 Bl=B1+61:GOS1J3 1250 
2770 'HIO$(EX$,61,2)=CHR$(C2)+CHR$CCl) 
2780 Bl=VAAf'TRCm) 

2790 If BOBI TI£H 1300 
2800 Bl=B+l:GOSUB1200 
2810 ~(B1) 
2820 If B50B2n£H1300 
2830 Bl=B+2:GOSUB1200 
2810 B5=PE9(CB1) 
2850 If B5<>83 TI£N 1300 
2860 PRINT"R£f4)Y TO CREATE IlHWf) Flli=> ";VS 
2870 Bl=B1 
2880 GOSUB1200 
288S REM TIE FIll~ EXECUTES m & THUS D<JfPS tW:HIt£ COOE 
2890 iE=lJSR1 =Bl 
2980 B1~HO) 
2910 00 

Lines 3000-3060: Data stateftents cootaining fixed 
llaChine lan«3Ua9l! codes. Data i f.etI 9999 is a ~ 
ell!fll!nt. 

3000 DATA 215,221,229,221,12,22,61,221,31 
3810 DATA 221,33 
3020 DATA 221,31,22,61,221,225,211,195,15,61 
3030 DATA 221,229,221,12 
3810 DA1A 221,126,0,251,255,10,9,221,35,221,31 
3050 DATA 221,225,201,221,12 
3860 DATA 221,31,22,61,221,225,62,0,201 
3070 DATA 9999 

Line 1200: If III!fIOr~ location is larger than W 67, thi s 
will COIM!1't to appropriate negative value for peeks 
ard poKes. 

1200 IFBl)W67THENBl=B1-65536 
1210 RETlJ<N 

Lines 1250-1260: Convert address Bl to LSBCCZ) ard 
HSB(Cl) • 

1250 Cl=INTCB1/256) 
1260 CZ=B1-2S6JCl 
1270 REITRH 

Line 1300: Error trappir~ in case position of EX$ has 
changed Cnorllall~ shouldn't happen). 

1300 PRIHT"STRD«; LOCATI!J4 SHIfTn«; 
-wru. TRY AGAIH":GOTO 2600 

Line 5000: Get starting address and convert to decillal. 

5000 llNEItfllIT"OOICATE STARTn«; AOORESS IN I£X:";HU 
5010 If L£N(Hl$»1 OR L£N(Hl$)<l THEN 5000 
5020 ST=O 
5030 FOR 1=1 TO L£NCHl$) 
5010 ST:5TI16 
5050 L=INSTR(Ht,HIO$(Hl$,I,l» 
5060 If L=O THEN 5000 
5070 ST:5T+l-l 

slIao I£XT 1 
5090 PRINT"DECIIW... EOOlVALEHT=)" ;ST 
5100 If ST<I6381 1l£N PIUNT"NOT F1JSSIBl£ TO START AT ~ AOORESS 
LESS ~ 1000 I£X":GOTO 5000 

Line 5105: Special Note-This looks a locations 10BIH ard 
10B2H ard uses theft to get V3 (End of protected 
III!fIOr~) • 

5105 Vl=PEEK(&H10B2) :VZ=PEEKC&H10Bl):V3=V11256+V2+2:If ST<V31l£N 
PRINT"OAM;ER" :GOTO 7000 
5110 GOTO 2000 
5199 REM THIS COHI,fRTS (J£ AOORESS TO TI«J IUiI£RS 

Line 5200: Converts address V into LSB, V2 ard /tSB, VI. 
These ~rs are poKed into III!fIOr~ ard added to EX$ 
b'j .line 6000. This COI!Pletes the location dependent 
portion of NChine code. 

5200 Vl=INTCVI256) 
5210 VZ=V-Vll256 
5220 X$:;Cm$(VZ) 
5230 GOSUB 6000 
5210 Xf=CHRfCVl):K=K+l 
5250 GOSlE 6000 
5260 RETlJ<N 
5290 REM GET IW:HII£ L.AtWAGE COOE 

Line 5300: Reads fixed /laChine lan«3Ua9l! code ard uses 
line 6000 to poke into III!fIOr~ ard add to EX$. 

5300 R£f4) X 
5310 X$=CHR$(X) 
5320 GOSlE 6000 
5310 RETlIlN 
5990 REM THE FIll~ IS F1J<E SlB\'OOTII£ 

Line 6000: Pokes ASCCX$) & adds X$ to EX$. 

6000 AD:ST+I( 
6010 If Kl)O At{) K1+1<>K THEN PRINT"ERRmu:STIF 
6020 Kl=K 
6030 IF AD>W67 1l£N AD==AD-6S536 
6010 POKE AD,ASC(X$) 
6015 EXf=EX$+X$ 

6'50 RETlJlN 
6m REM DEC TO I£X ~I!J4 FIliIl4S 
6300 K(1)=IHTCZ/1096) 
6318 Zl=Z-K(1)11096 
6320 K(:2)=IHT(Z1/256) 
6331 Zl=Zl-K(2)12S6 
6310 K(3)=IHHZlII6) 
'63S0 KC 1)=ZI-1611«3) 
6360 Zf="" 
6370 FOR 1=1 TO 1 
6380 Zf=Z$+KlD$(Ht,K(I)+l,l) 
6390 t£XT I 
6100 RETlJlN 
7000 PRINT" IT IS NOT ADVISAa.E TO CREATE A a:HWf) FILE IN 

AREAS OTHER ~ PROTECTED ~Y. 1£ SLGGEST THAT YOO 
ff<ESS <BREAK> At{) REIHITIALIZE BASIC WITH ~Y SIZE 
LESS ~ ";S1;",'T' (CLIlREHT!EMORY SIZE=";V3;") " 

711 0 Itf'UT" 
ff<ESS ENTER If YOO IIISH TO a»mtt£ CRESLUS lKERTAIN)";X$ 
7020GOTO 5110 
7099 REM INSERT DEfAll.T FILE EXTEHSI!J4 100 
7100 L=IHSTR(VS, ",") 
7110 If L=0THEH7110 
7120 Vf::UFT-$CVS,L-l )+"/oo"+fUGHT$(VS,LEH(V$)-L+l) 
7130 UlTIl2560 
7110 L=INSTR(VS,":") 
7150 If L=OTHEN Vf--iJ$+"/00":GOTIl2560 
7160 GOTO 7120 
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Grab your fiberglass vaulting poles and javelins, 
strap on your cleats and hang on to your hat : It's 
OLYMPIC DECATHLON from Microsoft, the folks 
that brought you the " Original Adventure" for the 
microcomputer. 

" Olympic Decathlon" consists of ten athletic 
events carefully designed to simulate the real thing. 
The graphics are dazzling, and the variety is enough 
to keep even the most rapidly bored gamer glued to 
the keyboard . 

This is more than a simple game, it's a true 
simulation . The only difference is that the skill, timing 
and reflexes necessary for success all lie in your 
manual dexterity and your hand-to-eye coordination . 
S-SO Level I or II , 16K cassette . . .. . ........ . $24.95 
5-80 32K Disk . ... . .......... . ..... . .. . . . .. $24.95 

t~.::::::.\ 
~I-FR)SIDE 
6 South St. , Milford, N.H. 03055 

~ ORDER TOLL FREE: 1·800·258·1790 
- (in NH call 673-5144) 

• 
t\!!l.::::::., 

VISA 

~1-FRDSIDE 
6 South St., Milford, N.H. 03055 
ORDER TOLL FREE: 1·800·258·1790 
(in NH call 673-5144) 
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A Merlin for 
Scrambled 
Disks 
If you thought SuperZap was something, 

wait until you get your hands on SUPER 
UTILITY! Possibly the most powerful 
utility program on the market for your 
S-80, SUPER UTILITY permits you to: 

.. Automatically repairs a scrambled 
directory by fixing both HIT and GAT 
tables; 

.. Format a disk without erasing data 
files; 

.. Format or backup virtually any disk 
except itself; 

.. Recover killed files; 

.. Purge a disk; 

.. Execute a complete Directory 
check; 

.. Repair bootstrap function; 

.. Totally ROM independent; 

.. Plus other features too numerous 
to mention. 

S-80 16K Disk ...... . ....... __ ... $49.95 



~BA~S~E~B~A~L~L~~~~~~ 
by Dave Bohlke astounding leap and possibly catch 
Apple translation by Steve MacLeay the ball. If the ball is off to the 
and Steve Justus. side, press the fire button while the 

Baseball requires a 24K Apple fielder is in motion and he will 
with Applesoft ROM. dive for it. Sound simple? Hah! 

So it's the end of the season. So 
we are now in the middle of 
basketball, hockey and the all
American pastime of bone
crunching. Here at SoftSide we are 
still hung up on the real American 
national pastime: baseball. Or, if 
precision is your thing, Son of a 
Son of S-SO Baseball, originally 
penned by Dave Bohlke and since 
translated by Steve MacLeay, Steve 
Justus and Mark Pelczarski. 

This Apple version requires the 
use of paddles and some astute 
managing. The idea, of course, is 
to rack up the greatest number of 
runs, by hook, crook, or any other 
conceivable means. In order to do 
so one must get one's reflexes in 
shape, and bone up on patience. 

To begin with, plug in your 
paddles. Boot the program. Your 
screen will inform you that the 
visitors are up to bat. The home 
team will, of course, be pitching 
and fielding . 

To pitch, one must press the fire 
button. The paddle controls both 
the speed of the pitch and the 
direction. If the paddle is turned 
past the midpoint to the right, a 
fastball will be delivered. If it is 
turned to the left, a changeup is 
forthcoming. After the fire button 
has been pressed, turning the 
paddle in either direction will guide 
the pitch. Knuckleballs are both a 
skill and an art, and fun into the 
bargain . 

To hit the ball, the batting team 
must also rely on the fire button. 
Timing is of the essence. 

Once the ball has been hit, so to 
speak, fielding becomes the main 
concern. A fielder, either infielder 
or outfielder, will appear on the 
screen. So will the ball. The object 
is to get the fielder under the ball, 
at about shoulder height (in the 
case of a ground ball, try to center 
the fielder), in order to catch it 
and make the put out. If the 
trajectory of the ball is such that 
camping under it is well nigh unto 
impossible, get the fielder into a 
stationary position (no flashing 
fielder) and press the fire button. 
The fielder then will make an 

Batter up .... .. . 
VARIABLES 
A$ - Whose pitch is it? 
B - Who is the batter. 
B I = I - means a runner is on 
1st base, 0 means no one is there. 
B2 - Second base (see BI). 
B3 - Third base (see BI). 
BA - Home team's at bat. 
BE - Home team's errors. 
BH - Home team's hits . 
BL - Number of balls pitched. 
BR - Bat rotation. 
BS - Home's score total. 
CV - Curve on pitch. 
E - Errors for a given inning. 
FT - Used to set color for a 
particular team. 
HT - I = A hit. 
I - Dummy variable used in for
next loops, etc. 
IN - Counter for innings. 
OT - Number of outs for a 
particular inning. 
P - Runs scored in a given 
inning. 
PI - Ball's X coordinate. 
P2 - Ball's Y coordinate. 
P3 - A jumped fielder's Y 
coordinate. 
PE - Batting C1Jo for box score. 
PO - Player 's X coordinate. 
PT - Used to determine paddle to 
be checked. 
R - Team that is the running 
team. 
RA - Visitor's at bat. 
RE - Visitor's errors. 
RH - Visitor's hits . 
RO - I = Fielder has jumped. 
S(IS) - Keeps track of runs 
scored for all innings. 
SP - Ball' s speed when being 
pitched. 
ST - Number of strikes. 
T - Temporary number of runs 
scored in by one hit. 
X4 - I = Batter has swung. 
XY - Ball's X coordinate in the 
diamond; also used to compute arc 
of fly ball. 
YX - Ball's Y coordinate in the 
diamond. 
Z - Random number determine 
ball's direction and whether hit 
was a foul ball; also used to 
compute arc of fly ball. 
ZI - Player's increment for 
moving left or right. 
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Initialize and load shape table. 

10 LO/1E/'I: 1711311: HOI1E : GOSlI: 23 
20: POKE 232,0: POI(E 233,611: 

DItI S(18) 
15 IN = 1 

Maj(.es tea/l at bat the Olttfield tea/l 
and vice versa. 

20 IF B =-2 THEN B = I:R = 2: GOTO 
370 

Sets the initial outfield and at 
bat teall. 

110 B = 2:R = 1: GOTO 370 

whoever was in the ol.rtfield adds 
the errors /lade during that inning 
to his total. 

110 B = 2:R = 1: GOTO 370 
50 IF IN / 2 = INT (IN / 2) THEN 

RE = RE + E: GOTO 70 
60 BE = BE + E 

Have; balls, 3 stri~.es, or 3 outs 
gone b~ ? If so, set variables to 
O. 

70 E = O:RO = O:XII = 0: IF HT = 1 
THEN GOSUE: 790: GOTO 50 

80 IF E:L = II THEN GOSUB 120: GOSUB 
1690 

90 IF ST = 3 THEN GOSlJB 1980: PRINT 
"YER OUT! I":OT = OT + 1: GOSUE: 
120: GOSlE: 2270 

100 IF OT :> 2 THEN OT = 0 :Bl = 0 
:B2 = 0:B3 = O:S(IN) = P:P = 
0: GOSUI:: 120: GOTO 130 

110 GOTO 370 
120 BL = 0 :ST = 0 :HT = 0: F.'ETlJRN 

Resets window to norllal. Displ~s 
runs scored so far b~ both teallS. 

130 F~KE 311,0: TEXT: HOME : PRINT 
Sf'C ( 10): FLASH : PRINT "AI.. 

LST AR BASEE:AlL": NOI\'HAL 
110 PRINT: PRINT : PRINT : PRINT 

"INNING": PRINT: PRINT: PRINT 
"VISITORS ": PRINT : PRINT" 
I{)I1E " 

150 FOR I = 1 TO 9: HTAB I I 3 + 
9: VTAB 5: PRINT I;: NEXT I 

160 BS = O:RS = 0: FOR I = 1 TO I 
N continued on next page 
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170 IF I / Z = INT (I / 2) THEN 
210 

180' RS' = RS + sm: HTAB (l/ 2 I 
3 + 11): VTAE: 8 

190 PRINT sm;: NEXT I 
200 . GOTO 220 ' 
210 E:S = E:S + sm: HTAB I / 2 I 

3 -f 9: VTAE: 10: PRINT sm;: 
NEXT I 

Displa'jS bm: score: rlJns, hits, 
errors, batting percentage. 

220 HTAE~ 1: VTAE: 1'1: PRINT "BOXS 
cmE: RUNS HITS ERI\'ffi'S HI 
T%,,; 

230 HTAE: 2: VTAE: 16: PRINT "VISI 
TOI\'S": HTAE: 1: VIAE: 18: PRINT 
" HOtIE" 

2110 HTAE: 13: VTAB 16: PRINT RS: HTAB 
19: VTAE: 16: PRINT RH: HTAE: 
26: VTAE: 16: PRINT RE 

250 HTAB 13: VTAE: 18: PRINT E:S: HTAE: 
19: VTAE: 18: PRINT E:H: HTAE: 
26: VTAE: 18: PRINT E'.E 

260 PE = INT (RH / RA I 1000): HTAB 
31: VTAE: 16: PRINT ". "WE 

270 IF BA = 0 THEN 290 
280 PE = INT (E:H / E'oA I 1000): HTAE: 

31: VTAE: 18: PRINT "."WE 
290 HTAE: 9: VTAE: 23: PRINT "PRES 

5 BliTTON TO CONTINUE • • • "1 

300 IF PEEK ( - 16287> <: 128 AND 
F'EEK ( - 16286) <: 128 THEN 

300 

Has gClfle ended? 

310 IN = IN + 1: IF IN. = 19 THEN 
3110 

320 IF IN = 18 AND E:S > RS THEN 
3'10 

330 GOTO 20 
3110 FOR I = 1 TO 100: NEXT I: HTAE: 

9: VTAB. 23: PRINT" PRESS E: 
UTTON FOR NEXT GAI1E ?"; 

350 IF PEEK ( - 16287> :> 127 OR 
PEEK ( - 16287) ;. 127 THEN 
CLEAR ~ GOTO 20 

360 GOTO 350 

Sets up HIRE-RES graphics and draws 
baseball dial'lond. 

370 HGR: HCOLOR= 1: HFtOT 0,0: CAlL 
62115'1 

380 PT = R + 1: IF R = 1 THEN FT = 
0: GOTO '100 

390 FT = 3 
1100 HCtllOR= 3: HF'lOT 0,25 TO 1'10 

,150 TO 279,25: GOSUB 1750 
1110 DRAW 2 AT 1'10,1117 
'120 P3 = 133: IF FT = 3 THEN F'3 = 

1311 
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m HCOLOR= FT: ROT= 0: SCALE= 1 
: DRAW 3 AT P3,'111 

I!'IO GOSUE: 1980 
m PRINT " RUNS ";p;" OUT 

S " ;OT 
"160 PRINT " BALLS ";BL;" ST 

RIKES "1 ST;: PRINT 

Dr aw the bat. 

'170 SCALE= 11: HCOLOI\'= O:E:R = 611 
: ROT= BR: XDRAW 1 AT 135,1"1 

180 A$ = " VISITOR": IF 8 = 2 TI£N 
A$ = " KItE" 

190 PRINT A$;'"S PITCH 

Set ball's initial X arK! Y 
positions. 

". , 

500 IF PEEK (PT - 16289) <: 128 THEN 
500 

510 XY = 1"11:YX = 60 

Sets initial ball SPeed based on 
the paddle's position before ball 
is pitched •. 

520 IF POL (PT - 2) > - 1 AND 
POL (PT - 2) <: 95 THEN SP = 

2.5: GOTO 550 
530 IF POL (PT - 2) > 159 ANO PDL 

(PT - 2) <: 256 THEN Sf' = 7: GOTO 
550 

5iO Sf' =' 11 
550 IF XY <: 130 THEN 610 

Sets curve for the ball based upon 
the paddle's present position. 

560 CV = SGN ( INT (( POl (PT -
2) - 32) / 191» 

590 IF XY = 135 AND CV = - 1 THEN 
CV = 0 

600 IF XY = 1'18 AND CV = 1 THEN 
CV = 0 

Change ball's actual position. 

610 YX = YX + 2 + SP:XY = XY + CV 

Draw ball and erase old position. 

620 I\'OT= 0: sctti= 1: HCtl..1l\'= 3: 
DRAW 2 AT XY,YX 

630 HC£l.OR= 1: DRAW 2 AT XY - CV 
,YX-2-Sf' 

Did the batter swing? 

6110 IF PEEK (8 - 16288) > 127 THEN 
XI! = 1 

650 IF X'I = 1 THEN 680 
660 IF YX > 138 THEN 700 
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67f'1 GOTO 550 

Draw-and change bat position. 

680 BR = BR - 5: ROT= E:R: SCfi..E= 
11: XDRAW 1 AT 135,1'15 

690 ROT= E:R + 5: XDRAW 1 AT 135, 
1'15 

ShOI,Jld I cheer.. for a hit or a 
strike? 

700 IF YX > 138 OR BR <: 31 ll£N 
720 

710 GOTO 550 

Ched. for hits, balls, or strir..es. 

720 IF YX ;. 150 AND XY )- 137 AND 
XY <: 1'17 TI£N ST = ST + 1: GOm 
50 

730 IF E~ = 6'1 AND XY > 1'16 OR B 
R = 6'1 ANO XY < 137 THEN E:L. = 
E'ol + 1: GOTO 50 

7'10 IF E:R < 32 THEN ST = ST + 1: 
GOTO 50 

75.0 IF E:R < :> M AND XY :> 1'16 OR 
BR <: > M AM) Xy. < 137 THEN 
ST = ST + 1: GOTO 50 

760 IF YX :> 137 AND YX <: 151 ANO 
BR <: 57 AND E:R :> 39 THEN HT = 
1: GOTO 50 

770 IF XY )- 136 AND YX <: 1'17 THEN 
ST = ST + 1: GOTO 50 

780 GOTO 550 

Sets ball at randoM direction for 
leaving the . diaMor~. 

790 Z = INT ( RND (1) I 9) - "1 
800 SCALE= 1: ROT= 0: HCOLOR= 1 
Bl0 DRAW 2 ~T XY - CV,YX - 2 - S 

f' 
820 FOR YX = YX TO 15 STEP - 3 
830 XY = XY + Z: IF XY < 3 OR XY ;:-

275 TI£N 860 
811 0 HCOLOR= 3: DRAW 2 AT XY, YX: HCOLOR= 
1 

850 DRAW 2 AT XY - Z,YX + 3 

Was ita fool ball? 

860 NEXT YX 
880 IF ABS (z) <: )- 'l. THEN 900 
890 GOSll: 1980: PRINT "FOll.. E:tti. 

!":ST = ST + 1: IF ST = 3 TI£N 
ST = 2 

Draw infield. 

895 HT = 0: RETURN 
90 0 GOSll: 120: GOSl£ 19B 0: GOS\.I: 

2270 
910 HCOLOR= 1: Hf'LOT 0,0: CALL 6 

2'15.1f 



What t~e of hit? 

920 GIBI: 1980:r = !NT ( RHO (1 

) I 5) + 1: ON I GOTO 930,91 
0,950,960,970 

930 PRINT "ThfI£LD FLY I ": GOTO 1 
010 

910 PRINT "GI\1l.N> BALl ~": GOTO 1 
010 

950 PRINT "LINE DRIVE I ": GOTO 98 
o 

960 PRINT "~' IJ' TO IllTFIELD I": 
GOTO 980 

970 PRINT "FLY BALL TO OUTFIELD ~ 

" 

Draw outfield. 

980 HalOR= 2: IItOT 0,0: CIti 6 
2154 

990 tm.OR= 1: FOR I = 1'10 TO 15 
9: HftOT 0,1 TO 275,1: NEXT 
I 

1000 HCOLOR= 3: FOR I = 257 TO 2 
60: HFtOT 1,103 TO 1,139: NEXT 
I 

Sets pla~r's ard ball's starting 
positions. 

1010 XY = INT ( RND (1) I 100) + 
25:Z = INT ( RND (1) I 25) + 
5:PO = ( INT ( R~lO (1) I 10) 
+ 27l I 2 + R + 1 :f'2 = 121: 

P1 = 2:YY = INT ( RNO (1) I 

55) + 70 
1030 GOTO 1060 
1010 PO = ( INT ( RND (ll 1M) + 

32 ) I 2 + R:P1 = INT ( RHO 
(1) I 230) + 15:YY = 1'15:P2 = 
10 

Is pla';jer l"IOVing left, right, or 
standing still? 

1060 I1 = 1 I SGN ( INT « PDL ( 
PT - 2) - 15) / 225» 

Arc for outfield ball. 

1090 IF P2 <: :> 121 THEN YY = YY 
- 5: GOTO 1130 

1100 IF P1 <: XY THEN Y1 = - 1: GOTO 
1115 

1110 IF PI :> XY + Z TI£N Y1 = 2: 
GOTO 1115 

Is pla'jer at the edges of the 
field? If so, don't let hiM ~.eep 

l"IOVif!q if! that direction. 

1112 Y1 = 0 
1115 YV = V~ + V1 
1120 Pl = Pl + 5 

1130 IF PO -< 20 AND Zl = 1 OR 
PO > 210 AND Zl = 1 THEN 118 
o 

1110 IF RO = 0 THEN PO = PO + Il 

Does he not want to jllf'lll, or has he 
alread':j? 

1180 IF f'EEK (PT - 16289) < 128 
[J; RO = 1 THEN 1390 

Draws a jl-'"Ped plaljer. 

1190 IF PO > 235 AND f'2 = 121 AND 
Zl = 1 n£N 1390 

1200 RO = 1 
1210 1fll.1:J:= 1: IF P2 = 121 THEN 

HCIl.OR= 2 
1220 DRAW 3 AT f'O - I1,P2: ROT= 

18:Z1 = Z1 I 8 
1260 1fll.0I\'= FT 
1270 IF P2 = 121 AND ZI = 0 THEN 

1290 
1280 GOTO 1330 
1290 P3 = 100: ROT= 0 
1300 ORAW 3 AT ro,P3 
1310 IF YY < 110 OR YY )- 120 HO 

1550 
1320 GOTO 1150 
1330 P3 = 60: IF f'2 = 10 AND Z1 ;

o THEN P3 = 15: GOTO 1360 
1335 IF f'2 = 10 THEN 1360 
1310 f'3 = 113: IF Zl ;. 0 TI£N P3 = 

129 
1360 IF Zl ;. 0 THEN I\m= 16 
1370 PO = PO + Zl: DRAW 3 AT PO,f' 

3 
1380 IF YY > 100 AND YY < 110 THEN 

1150 

Should I check for a catch? 

1390 IF YY <: 20 [J; YY > 131 AND 
f'2 <: ;. 10 HEN GOSUE: 1980: 

GOTO 1100 
1395 GOTO 1110 
1100 IF RND (1) < .1 AND RO = 1 

HEN PRINT "ERROR":E = E + 
1: GOTO 1700 

1105 PRINT "E:ASE HIT": GOSlI: 225 
0: GOTO 1700 

1110 IF P2 = 121 THEN 1'110 
1120 IF YY <: 56 ANO YY > 10 THEN 

1'150 
1130 GOTO 1550 
1110 IF YY ;. 131 OR YY <: 123 THEN 

1550 

Did he /'laI<.e a catch? 

1150 IF ABS (PI - PO - 5) < 1 TI£N 
1180 

1170 GOTO 1550 
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1180 GOSll: 1980: PRINT "(l)T''':OT 
= OT + 1: IF P2 = 121 AND 8 

3 = 1 AND OT < 2 TI£N 83 = 0 
:p = P + 1: GOSll: 1980: PRINT 
"SACRIFIW ~": PRINT "I\m SC 
OI\fS~" 

1190 RETURN 

Set color and draw pl~r ard ball. 

1550 IF P2 = 121 ANO P1 :> 255 THEN 
GOSlf: 2250: GOTO 1990 

1560 HCCl..OR= FT: IF P2 = 121 AND 
FT = 2 THEN Hro..01\'= 0 

1570 SCALE= 1: IF I\~ = 1 THEN 15 
90 

lSBO DRAW 3 AT ro,P2 
1590 HCOLOR= 3: ORAW 2 AT Pl,YV 

Set color ard erase old positiorls 
of ball and pl~r. 

1600 HCoc.OR= 1: IF P2 = 121 THEN 
Ifll.OR= 2 

1610 IF f'2 = 10 THEN 1610 
1620 DRAW 2 AT Pl - 5, YV - Y1 
1630 GOTO 1660 
1610 DRAW 2 AT Pl,YV + 5: IF Zl = 

o OR RO = 1 THEN 1060 
1650 I-«:;(LOR= 1: IF f'2 = 121 THEN 

HCoc.OR= 2 
1660 IF RO = 1 THEN 1090 
1670 IF Zl = 0 THEN 1060 
1680 DRAW 3 AT PO - Zl,P2: GOTO 

1060 

Check for an'j scoring and advarce 
runners. 

1690 GOSlI: 1980: PRINT "BAnER W 
IU<ED! ": GOSlE: 1980: GOTO 17 
10 

1700 GOSI£: 1980: IF E'J = 1 THEN 
f' = P + In = 1:B3 = 0: PRINT 
"RllN SCOI\'ES" 

1701 IF 82 = 1 THEN B3 = 1:82 = 
0: PRINT "RUNNER A~ES" 

1706 IF 81 = 1 THEN B2 = 1 
1708 81 = 1: RETURN 
1710 IF B3 = 1 AND 82 = 1 AND Bl 

= 1 THEN T = 1:f' = P + 1: GOSll: 
2290 

1720 IF B2 = 1 AND Bl = 1 THEN E: 
3 = 1: PRINT "Rllt£RS N>VANC 
E": RETURN 

1730 IF 81 = 1 THEN 82 = 1: PRINT 
"RUNt£R ADVAt«:ES": RETUI\'N 

1710 81 = 1: RETURN 

Draw pla'jers on the baseball 
dii!l'lOOd. 

1750 HCOlOR= 3 - FT: ROT= 0: SCALE= 

continued on next page 
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1770 IF 81 : 1 THEN 18~0 
1790 IF 82 : 1 H£N 1860 
1810 IF E:3 : 1 THEN 1880 
1820 GOTO 1890 
1840 DRAW 3 AT 211 + R,59: GOTO 

1790 
1860 DRAW 3 AT 133 + R,13: GOTO 

1810 
1880 DRAW 3 AT 55 + R,60 
1890 HCOLOR: 3: HPLOT 137,140 TO 

141,140 
1900 SCALE: 5: ROT: 8 
1910 IF 81 : 1 THEN 1930 
1920 DRAW 2 AT 220,75 
1930 IF 82 : 1 THEN 1950 
1910 DRAW 2 AT 140,15 
1950 IF E:3 : 1 THEN 1970 
1960 DRAW 2 AT 60,75 

1970 RETURN 

Pause and lower window for gr'aphics 
screen. 

1980 FOR I : 1 TO 100: NEXT I: POKE 
34,20: HOME : RETURN 

Was the ball hi t ting the wall a 
dotlble or a tr ip Ie? 

1990 IF YY ;. 115 THEN 2100 
2000 IF YY <: 104 THEN 2200 
2010 T : E:l + E:2 + 83:P : P + T: PRINT 

"TRIPLE I I" 
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2020 81 = 0:82 = 0:83 = 1: RETURN 

2100 T = 82 + 83:P = P + T: P~:INT 

"DOUBLE I I" 
2110 83 = 0: IF 81 = 1 THEN 83 = 

1 
2120 82 = 1:81 = 0: RETURN 

2200 T = 81 + 82 + 83 + l:P = F' + 
T 

2210 IF T = 1 THEN : PRINT "GRAN 
D SLAM I I I I": GOTO 2230 

2220 PRINT "HOME RUNI" 
2230 PRINT T;" RUNS SCORE!" 
2210 E:l = 0:82 = 0:83 = O:T = 0: RETURN 

Add one to nl.lrOer of hits for hOMe 
or visiting teaM. 

2250 IF IN / 2 = INT (IN / 2) THEN 
E:H = E:H + 1: RETURN 

2260 RH = RH + 1: RETURN 

Add one to rluMber of at bats for 
hOMe or visiting teaM. 

2270 IF IN / 2 = INT (IN / 2) THEN 
8A = 8A + 1: RETURN 

2280 RA = RA + 1: RETURN 

Displa'j runs scored for a 
par ticl.ll ar hit . 
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2290 GOSUE: 1980: PRINT T;" RUN"; 
: IF T :> 1 THEN PRHn "5"; 

2300 PF:Hn" SCORE";: IF T = 1 THEN 
PRINT "5"; 

2310 PRINT!T = 0: RETUR~l 

Load shape table. Shape 1 ~s the 
bat, shape 2 is the ball ar~ the 
baseS t shope 3 is a pla'jer. 

2320 L = 16384 
2330 FOR MX = 1 TO 2 
23~0 READ AS 
2350 FOR I = 1 TO LEN (AS) STEP 

2 
2360 AD: ASC ( MIOS (AS,I,l)) -

18 
2370 IF AD :> 9 THEN (iJ = AD - 7 
2380 CH: ASC ( HIDS (AS,I + 1,1 

)) - ~8 

2390 IF CH :> 9 THEN CH = CH - 7 
2'100 POKE L,AD I 16 + CH 
2'110 L = L + 1: NEXT I 
2~20 NEXT MX 
2'130 RETURN 
2'140 DATA "030008000AOOOD000600 

3C2E000909092DOD0909111BIB18 
383FIF18130909092DOD0909111B 
IB1B3E:3F18181309090929090909 
111B18183F3F1F181309092D2D" 

2'150 DATA "2DOD09111BIB3F383F38 
IF13092D092DOD290DI11B3E:183E: 
3F1E:3813090D092DOD090D11181B 
IB3F3BIF181309092D09290D0911 
181838181E:38181309090D09090D 
09111B1B3F1E:183E:lF1300" 9 



A Microsoft Adventure 
for the TRS-80™and Apple. 

Here is the granddaddy of the computer Adventure games. Microsoft Adventure, 
from the people who wrote BASIC for personal computers, places you in "Colossal 
Cave," where both treasures and perils abound! Here you can find gold, silver, 
jewelry, magic items, and precious pottery. But you may also find threatening 
dwarves, trolls, large green snakes and a giant oyster. Meet the pirate and the 
computer wizard. See the volcano and sulphur lakes. 

As you become more skilled in overcoming obstacles and avoiding hazards, more 
regions of the cave will open up to you. Keep your wits about you and you may 
eventually become a Grand Master. Slip up and you may not become anything, if 
that. It all depends upon your ability and your ingenuity. 

When your adventure begins, you will find yourself outside of the cave. From 
there on in you must tell the computer what you wish to do by means of one- or two
word commands. Sometimes the computer might offer to help you with a small hint, 
but remember, there's no free lunch! You will have to do most of the work, including 
learning to use magic, yourself. Look for allies in unexpected places and you might 
surprise yourself. But above all, enjoy! 

5-80 version 32K disk 

$29.95 
Apple version 32K disk 

$29.95 

1he 
SultHare 
Exchange 

65wth5treel, 
Milford,NH 03055 

~~ 
TO ORDER TOll-FREE r,'! 1-800-258-1790 . - .. 
(In NH call 673-5144) [VIS4" ~ 
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by Michael McKenna 
Atari translation by Rich Bouchard 

The S-80 version of SPACE 
DODGE requires at least 16K 
RAM. The Atari version requires 
16K and a joystick. 

For those of you with Ataris, 
here is SPACE DODGE complete 
with action packed graphics and 
extensive sound effects. Translated 
for the Atari by our own Atari 
expert. 

You are a spy for the Lastels, a 
people resident in the small 
oppressed system known as 
Trifsed. 

For the last seven centuries your 
people have been trying to form 
their own government. But the 
Saplifs, your oppressors, have been 
quick to suppress any such 
attempts. 

The people realized long ago 
that the only chance to rise as a 
people was to somehow stop the 
intelligence efforts of the Saplifs. 

In a desperate attempt to 
infiltrate the Saplif intelligence 
organization, a small team of spies 
succeeded in crossing the dreaded 
minefield and obtained several 
documents exposing the Saplif 
spies on Lastel. But alas, just as 
they were escaping from Saplif, 
they were discovered and executed, 
but not before they had a chance 
to hide the important documents. 
Your mission is to get across the 
minefield, get the secret 
documents, and return without 
being destroyed by the ever-present 
triton mines which come out of 
hyperspace at random intervals. 

Can you succeed???? Here's 
your chance. 

VARIABLES: 

Xl = Speed factor. 
ZM$ = Sound Routine string. 
A$ = String storing triton mine. 
A = Random positions for 

triton mines. 
Y = Steering logic. 
O&Z = Ship's position. 
70 

SPACE DODGE 

AT ARI VERSION 
Z REtI DDDDUDUDIDD 

3 REtI DO SPACE IXIlG[ DO 

1 ~ IIIIII··············· 
5 REtI D ClUGD«. PR{X;RAIt 

18 REtI I ttlOV'fl II:K£HNA 
15 REtI I ATAR! TAAHSlATIm. 
18 REtI I RICH BO£tWID 
28 PO([ az,2:GOStIl 368 
25 SI:37:SZ:11:53=1 
38 GRAPHICS I:PO{[ 752,1 
35 !FEN 11,1,1, ''I('' 
10 S:8:PRIHT :PRIHT "PUSH .IlYSTIO< FIIlWA 
RD IR 1Wl<WtRO":PRIHT "TO SELECT SPEED F 
I£TIR," 
12 PRIHT "PRESS FIRE IIEH READY TO PlAY" 
:PRIHT -SPEED FI£TIR -)";S; 
SO IF STRIG(O):O THEN 60 
51 IF STIO<(8):lI IR STIO<(o):l1 IR STIC 
K(I):6 THEN IF S0 9 THEN S:S+1 
52 IF STICK(O);9 OR STIO«0):13 OR STIO< 
(0);5 THEN IF SO O THEN 5--5-1 
53 FIR K:l TO SO:I£XT K 
51 PRINT CHR$(30);S;:GOTO 50 
60 PRIHT :PRIHT "Gal) LOCK! (K£ 11£ SOU 
ARE IS ~":PRIHT "PRESS 11£ FIRE BUTT 
~ TO START" 
70 FIR P=1 TO 1000:1£XT P 
120 GRJYlHICS e:PO{[ 752,1 
130 FIR K=l TO 38:PRIHT CHRS(160);:HEXT 
K 
132 FOR K=l TO 21:POSITIm. 2,K:PRIHT ~ 
$(160);:POSITION 39,K:PRIHT CHR$(160);:N 
EXT K 
131 FOR 1:=1 TO 37:PRINT CHRS(160);:1£XT 
K 
136 PRIHT CHR$(160); 
110 IF STRIG(O)O O THEN 110 
115 IF INT(RND(O)IS)O O 1l£N 150 
116 F~ITION INT(RND(0)131)+3,INT(RND(0) 
120)+1 
117 PRINT CHR$(8);CHR$(10);CHRS(Z9);CHRf 
(30) ;CIf(f(30) ;CIf(f(138) ; CHRS (136) ; 
118 SOUND 0,100,12,6 
150 POSITION Sl,SZ:IF S3=l THEN PRINT CH 
R$(1);CIf{$(30);:GOTO 160 
155 PRINT CIf(f(1) ;CIf:f(30); 
160 IF STICK(0)=10 OR STICK(0)=11 OR STI 
CK(O):6 1l£N SZ=S2-1 
170 IF STICK(O);9 OR STIO«0)=13 OR STIC 
K(O);5 THEN SZ=52+1 
188 IF 53=1 THEN Sl=Sl-1:GOTO 190 
185 Sl=S1+1 
190 Rat 
195 SOUND 1,S2+10,8,2:SOUND O,O,O,O:POKE 
752,1:f'RINT" ";:IF Sl=39 TI£N 250 

200 LOCATE Sl,SZ,A:IF A=32 THEN 115 

SoftSide DECEMBER, 1980 

211 IF Sl=2 AND 53=1 THEN SI:S1+1:53=2:G 
OTO 218 
221 SOUND 1,250,1,1:SOUND 1,210,8,8 
221 FOR K=l TO 20:FOR 1=1 TO 15 
225 S£TCIl.IR 2,1,11:1£XT mer K 
230 GOStIl see 
231 IF S2{1 IR 52>19 THEN 218 
232 PRIHT " MAS DESTROYED BY A TRITm. ttl 
1£ !N";:PRIHT "11£ ATTI£K FmJ),":GOTO 6 
80 
210 PRINT " LEFT 11£ SfECIFIED ATTI£K":P 
RINT "FmJ) AND WAS DESTROYED BY A TRIPI.. 
£":PRINT "LAS£R IlUtST," 
215 GOTO 61. 
250 FOR K=l TO 30:SOUND 1,1',10,10:SOUND 
1,20,18,II:SOUND 2,30,1',10:SOUND 3,10, 

18,10 

252 FOR Kl=O TO 3:SOUND K1,0,0,0:NEXT K1 
:t£XT K 
2SS GRAPHICS ° 
260 PRINT "Yl6 ttlSSION IS AgmSS Nf) 

YIlJ":PRINT "HAVE: SAI.{l) Yl6 PE£R.£!!!!! 

'" 
270 GOTO 600 
359 PRINT "~/T GO I£R£":STOP 

360 GRJYlHICS 8 : PRINT :PRIHT "SPACE DOOG£ 
----- SPACE: 1XIlG[" 

378 PRINT :PRINT "CAH YOO GET ACROSS n£ 
ATTACK FmJ)":PRINT "AND 8I£K wmwr H 

ITTING IJ£ IF 11£" 
372 PRINT "TRITON Kll£S CIItTht IlJT IF HY 
P£RSPACE?";:PRINT "OPERATION IF Yl6 SHI 
P IS EASY," 
380 PRINT "IF YOO REACH TIE LEFT SIDE OF 
11£":PRINT "tOffTOR YOO Iffi.L TI.RH AR(UI 

0, AN)" 
3B2 PRINT "YOO ItUST TRY TO ItAK£ IT 8I£K, 
":PRINT "-iMRHOC- ~/T TRY TO FLY ON 0 
R" 
381 PRINT "PAST TIE THICK If{IT£ LI1£S ON 
TIE": PRINT "HP AN) 8OTTIJt!" 

390 PRINT :PRINT "PR£SS FIR£ TO CONTItU: 
" 
100 IF STRIG(O){)O THEN 100 
105 IF STRIG(O)=o THEN 105 
110 R£T\.fiN 
500 SOUND I,O,O,O:SOUND O,o,o,o:GRAPHICS 

o:POKE 752,1 
518 PRINT "F£D£RATION ~T£RS:" 
520 PRINT "LOt«; RAta SCAMR gu.s lMT 
TIE SPY":PRINT "SHIP";:R£l"mN 

600 PRINT :PRINT "PRESS TIE FIR£ BUTTON 
TO PLAY AGAIN": 
610 IF STRIG(O)C~O TIEN 610 
620 IF STRIG(OI=O THEN 620 
630 I\~ 



S-80 VERSION 

10' BY /Uom. ~ 

The subroutine at 360 calls ~ ard displil'jS the instrlCtions 
for pl~ing. 

ZO GOStI3360 
30 CLS 

Lines 10-60: Clears string space ard inputs skill level. 

10 CLEAR300:L$=!H<EY$:PRIHT:PRIHT"ThflJT SPEED FACTOO (9(SUJI)-O( 
FAST"! » .. 
50 CL£AR:X$=IH<EY$ :IFXf=" "TI£H50 ELSEIFASC (Xf ) <1~ASC( X$ l>57T 
1£H50 
60 PRIHT"GOO) LOCK! ot«:E TI£ SOOARE IS ~ PRESS fVfT KEY TO ST 
ART" 
70 FORP=lTOIOOO:NEXT 

ZM = Sould routine string. 
Line 9. finds address of 501..00 routine. 
Line 180 pokes address pointers and &«ks for 
disk basic. 

90 I =VARPTR (ZM) :J=PEE){ (1+ 1 )+Z56IPEEJ{ (1+ Z) :IFJ>36767TI£HJ=J-6553 
6 
100 FORK=JTOJ+20:READX:POKEK,X:NEXT:IFPEEK(16396)=201POKEl6526,P 
[£)( (1+1) :P1J(E16527 , PEEK (1 +2)ELSEDEFUSRO=J:OO"T" :POKE11308, 0 

Line 110: Initializes variables. 

110 Xl=VAL(XS)+1:Z=507:Df=CHR$(93):A$=CHRS(160)+CHR$(191)+CHR$(1 
11)+STRINGS(3,21)+CHR$(Z6)+STRING$(3,191)+STRING$(3,21)+CHR$(Z6) 
+CHR$( 130 )+CHR$( 191 )+OR$U29) :CLS 
120 CLS 

Line130: Creates pl~ing field. 

130 FffiX=15122T015360STEP-l:POKEX,191:NEXT:FORX=15360TOl6320STEP 
61:POKEX,191:NEXT:FffiX=16320TOl63B2:POKEX,191:NEXJ:FORX=163B2TOl 
5122STEP-61:POKEX,191:NEXT 

Lines 110-150: Wait for plajer input to start gafte. 

110 (}$= IHI<£Y$ 
150 Ff=Df(£Y$lIFFS= .... Tl£N150 

Line 160: l\aI,es so..oo and created a tri tion /line at 
a RAt«Xl'1 I ocat ion. 

160 UZ=USR(Z5610) :A=(IOO<12) )K61+1OO(SS) :PRINTIM,A$; 

Line 170: Starts loop relative to skill level. This 
loop deter/lines the length of .tille spent 
between appearances .of ir iton /lines. 

170 FOOY=lTOXl:IFZ-IHT(Zl61)K61=1THENU=2:0f=CHRS(91) 
180 O=Z 

Line 190: Steering loop. Deterftines the iIIIOUlt of change 
in vertical position before next forward advance 
of plajer. Directl~ related to skill level. 

190 FOOT =1TOXll 8$= Df(£Y$llFB$O .... TI£HGOSUB260 
200 NEXT 

Line 210: Check to see if plajer has Stx:Cessfull~ crossed 
screen the first tille. If so change pointer ard 
start /lOVing to the right. 

210 IFJ=ZTHEH230 ELSEIFPEEK(15360+Z-1)0 32THEH290 
220 Z=Z...:1:GOT0250 
230 IFZ-IHT(Z/61)K61=61THEN310 ELSEIFPEEK(15360+Z+1)0 32THEN290 

210 Z=Z+l 

Line 250: Erase ships old position ard ~date "new. 

250 PRINT@()," .. ; :PRINT@Z,Df;:O=Z:NEXT:GOT0160 
260 lFB$="["THEHZ=Z-61 
270 lFB$=CHR$(lO>Tl£HZ=Z+61 
280RETlfiN 
290 PRINT@()," .. ; :IFZ<61<1ID9S9n£H320 

Line 300-320: You have been zapped bo; a triton /line. 
The federation is inforlled ard the gafte 
starts over. 

300 FffiO=IT02:PRINT@Z,CHR$(153);:UZ=USR(25800):PRIHT@Z,CHR$(166) 
: :UZ=USR(25800) : NEXT: CLS:PRINT 
310 PRINT"FEDERATI~ I£AI)(llWUERS: 
L(H; RAta: SCAtf£R SHJWS THAT TI£SPY SHIP NAS 
DESTROYED BY A TRIT~ HINE IN TI£ ATTACK FIELD.":PRIHT:PRINT:GOT 
010 
320 UZ=USR(150) :CLS:PRIHT :PRIHT"FEDERATI~ ~TERS: 
L(H; RAHGE SCAtf£RS SHJN THAT Tff: spy SHIP I.EHT WT OF ITS 
SPECIFIED BOARDER At«) WAS DESTROYED BY A OON LASER GEl£RATOO":C 
OT010 
330 CLfAR:GOTOSO 

Line 310: YQlJ win! " " 

310 FffiZ=OT020 : U2=USR ( 10280) :NEXT:CLS:P!lIHT:PRIHT .. ctH;RADI.lATI~ 
S, YIlI IW>E IT'! 
YIlI ARE NCJI PRIMlTED AI() DON'T HAVE TO T Ii{[ 
SID! ~ HISSIOOS":PRIHT:PfUIfT:GOT010 
350 DATAZ05,1271 1U ,68,62,l,211,255,16,252,68,62,2,211,255,16,252 
,15,32,239,201 

Subrovtine called b~ line ZO 

360 CLSWRINT" 

SPACE DOOGE------SPACE DOOGE" 
370 PRINT" 

... , 

CAN YOU GET ACROSS TI£ ATTACK FIELD At«) IW:K 
IlITHIlIT IfITTIt{; (»£ OF TI£ nuTON HINES COHn«; 
WT OF HYPER-SPACE? OPERA TI~ OF YlUl SHIP 
IS" EASY. PRESS TI£ [ KEY TO GO 1Ji, TI£ "CHR$ (92)" KEY 

380 PRINT" TO GO DOWN. IF YIlI RfACH TI£ LEFT SIDf OF TI£ 

HONITOR YOU lULL TlJ<N AR{XH), At«) YIlI tt.GT TRY TO 
HAKE IT BACK. =WARNIHG= DON'T TRY TO FLY ON OR 
PAST TI£ THIel: illITE LIl£S ON T/£ TOP At«) BOTTCJf!" 

390 PRINT" 
THIS GAt1E HAS SCU«) so HOO< IJi ytlJ( AI1PLIFIER' 

PRESS ENTER"; 
100 Df'UTMRETtJ<H 
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Satisfy your~ 
craving for 
• • InvasIon 
games 

* 
,. 

RE 
INVASION~ I , 

Now you can continue to play this popular arcade game even 
after you run out of quarters' Shoot down the invading aliens , 
but protect your guns from their bombs. 

I 
G reat sound and graphics. (Sound requires external amplifie r. ) 

16K Level II cassette $9.95 (plus $1 shipping) 
32K Disk $14 .95 (plus $1 shipping) 

S6Rsutionai 
sOftWUP6 

SUPER INVASION 
Fifty-five alie ns advance and shower you with lethal , writhing electric worms. As you pick off the 

aliens one by one, they quicken their descent. They whiz across the screen , wearing away the 
parapets which are yo ur only defense, coming closer and closer to your level. SUPER INVASION is 
the origina l invasion game with the original moon creatures . 

32K Apple II cassette $19.95 (plus $1 shipping) 

JheSoltware Exchange 
6 Sou lh Sl. , Mi llord, NH 03055 (603) 6735144 

ORDER TOLL-FREE: (In NH call 6735144) 

1-800-258-1790 

SoftSide DECEMBER, 1980 



Acorn Software 
and Leo 
Christopherson 
combine to 
bring you •••••• 
~U~L -N-~i\[Jl~5 

You are the Fenci ng Master and your Android 
is the raw material you use to claim top honors 
in the Tournament. All you need to do is train 
him (her, iU) To do so, you make the android 
duel with the machine's androids . Once he is 
trained to your sat isfac tion , just enter him in the 
Tournament and sit back to watch the fun . 

Features include: 
*Extensive Graphic Displays 
* Multiple Playing Levels 
*Sound Effects 

Christopherson is the author of such programs 
as Android NIM, Snake Eggs, and Bee Wary 
Don ' t miss out on the chance to add this great 
action game to your software library . 

TRS-80 Level II, 16K Cassette - - - - -$14.95 
Disk - - - - - - - - - - - - - - - $20.95 

TheSoltware Exchange 
6 South St.. Milford . NH 03055 

TO ORDER 
CALL TOLL·FREE 
1·800·258·1790 

NEW from 
Wdeys popl!lar 
paperback line 

USINGCP/M® 
Judi N. Fernandez & Ruth Ashley 
This detailed, self-paced introduction to Control 
Programl Microcomputers-the most widely used 
microcomputer operating system-lets you use 
CPI M to get maximum capability and efficiency from 
your micro. 
"A marvelous add~ion to the CP I M I~erature ... . I only 
wish that I had had the book when I was starting out!" 
-Alan R. Miller, New Mexico Tech and Software 
Editor, Interface Age 
o 471 08011·X Sept. 1980 343pp. $8.95 + $1 

BACKGROUND MATH FOR A 
COMPUTER WORLD, 2nd Ed. 
Ruth Ashley in consunation w~h Nancy B. Stern 
Here are all the basic mathematical techniques, 
concepts, and facts you need for productive, intelli
gent interaction w~h your computer using any 
computer language. The new ed~ion of this popular 
manual includes an entirely new chapter on 
trigonometry. 
0471 08086·1 1980 308pp. $7.95 + $1 

WHY DO YOU NEED A PERSONAL 
COMPUTER? 
Lance A. Leventhal & Irvin Stafford 
Whether you 're considering buying a personal 
computer or already own one, this is the book for 
you! Both consu mer handbook and practical 
manual, ~'s more comprehensive, detailed, and up
to-date than any other work of ~s kind. It includes 
sensible guidelines on the advantages and 
drawbacks of each model, plus technical advice and 
sources of equipment and information. Find out how 
to use the personal computer to manage your 
finances, analyze stock market trends, serve as 
appliance conirollers, much more! 
0471 04784-8 Nov. 1980 approx. 320pp. $8.95 + $1 

FORTRAN IV, 2nd Ed. 
Jehosua Friedmann, Philip Greenberg, & 
Alan M. Hoffberg 
A revolutionary new ed~ion of the standard 
FORTRAN guide-now heavily oriented to personal 
computers. You'll start writing basic FORTRAN 
immediately, then progress smoothly to standard 
extensions and advanced options. Whether you use 
FORTRAN 77 or FORTRAN IV, the authors clarify the 
differences-w~h comparative tables-so you can 
follow whichever version is right for your machine. 
Users of mainframe computers will also find the book 
totally applicable. 
0471 07771·2 Nov. 1980 approx . 452pp. $10.95 + $1 

TRS·80 BASIC 
Bob Albrecht, Don Inman, & Ramon Zamora 
Packed with games, graphics, and practical applica
tions, this eagerly awa~ed guide leads you step by 
step to maximum use and enjoyment of your new 
TRS-80. 
0471 06466·1 1980 351pp. $8.95 + $1 

JheStJltware Exr:hange 
6 SruthSt""" . Box 68. M;/fCNd.NH 03055 W3 ·673-5144 

TOLL FREE ORDERS: 

1·800·258·179b 
(i. NH c.11 673·5144) 

@) JOHN WILEY & SONS, Inc. 

Wiley Self·Teaching Guides also teach COBOL, Job Control Language, 
Flowcharting, and other computer skills. 

IN N.H. CAll (603) 673·514. Prices subject to change without notice 
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FantasY at 
your 

fi rti , lI!e PS.TM 
1 '·1 AUTOMATED Jj. SIMULATIONS 

TRS-80 
Morloc 's Tower .. . . . ... .. ............... . . . .. .. ..... ... .. ........ $14 .95 (c) 
Morloc 's Tower ......... ..... ..... . . .. . . . . ...... .... .. . ... .. . . . .. $19 .95 (d) 
Datestones of Ryn . . ........... . .... .. ... .. ... ... . . ... . .... . ... . . $14 .95 (c) 
Datestones of Ryn ....... . . . ... . ... . . ... ....... .. . .......... .. ... $19 .95 (d) 
Starfleet Orion .. . . . . .......... .. . . .. .. . .. . ... .. .. .... . .......... $19 .95 (c) 
Starfleet Orion .... . ... .. .. ......... .. ... . ...... . . .. .... . ...... .. $24 .95 (d) 
Rescue at Rigel .... . .. .. ............ . .... . ....... . ... . . . . . .. . ... $19.95 (c) 
Rescue at Rigel .... .. .... . .. . .. . . .. . ... . . .. . ... ... . ... . .... . .... $24 .95 (d) 
Temple of Apshai ....... ... . . . ........ .. ... . ... . .. . .. .. . .. .. . ... $24 .95 (c) 
Temple of Apshai . . . .. ...... .... .. . . .. ......... . . . . . ...... . ..... $29.95 (d) 
Invasion of Orion . . ....... . .. . .. .. ... .. . ... . ..... . .. ... ..... ... .. $19.95 (c) 
Invasion of Orion .. . . . . . ..... . ...... .. .. . . . ... . . . ... .... ... .. .. . . $24 .95 (d) 
Hellfire Warrior ............ . . . ......... . ..... . ......... . . .. .. ... .. ... .. . $24.95 (c) 

APPLE ~ 
Rescue at Rigel .. ... ..... . ......... . ... .. ... .. ... . . . . . . .... .. ... $19.95 (c) 
Rescue at Rigel .. . .. ... . . . .. . ......... .... ... ... . . . . .. .. ..... .. . $24.95 (d) 
Datestones of Ryn . ...... . . . . . . . . ... .. .. . .. .. ..... ... . ..... .. .... $14 .95 (c) 
Datestones of Ryn ... . ..... . . ... . . .. ......... . ... . . .... . . . . . .. . .. $19 .95 (d) 
Starfleet Orion .. . .. ... . ... . .......... . . . .. . . .. ... ... ... .. . . . . .. . $19.95 (c) 
Starfleet Orion . . . . ..... . ... . ... . ....... ..... ...... . . . . ... . . . .. .. $24 .95 (d) 
Invasion Orion ....... . ....... . ... . .... .. . .... . . ... . . .. . . . . . . . . .. $19 .95 (c ) 
Invasion Orion ... . ...... .. ... . . . ........ ... ........ . . . .... . .. . " $24 .95 (d) 
Temple of Apshai .... .................... . . .. ... .. .. .... .. .. . . . . $29.95 (d) 
Morloc's Tower ... .... .. . ........... . .... .. . . ......... . .. . . . ... .. $14 .95 (c) 
Morloc 's Tower . ............. .. . . .. . .. . ...... . .. . . .. .. . .... .. . . . . $19 .95 (d) 
Hellfire Warrior ... . .. . . ...... . ... .. .. . ................... . ... .. .......... $29.95 (d) 

PET If( 
Starfleet Orion ... . . .. . . .. .. ... . . ... ..... .. ..... . .. . . . ..... . ... . . $17 .95 (c) 
Rescue at Rigel . ...... . . ..................... . . . .. . ......... . . . . $19.95 (c) 
Temple of Apshai ...... ... ..... . . . ............ .. . .. .. .. .... . . .. . $24 .95 (c) 
Invasion Orion ................................. .. ....... . ....... $19.95 (c) 
Datestones of Ryn ...... . ......... . .. .. . . ...... . ... ..... . .. ...... $14 .95 (c) 
Morloc 's Tower ..... .. ......... . .............. . . . . .. . ...... .. . . .. $14 .95 (c) 

JheSoltware Exchange 
6 South St .. M ilfo rd. NH 03055 

Order TOLL-FREE: (In NH call 673-5144) • . •• II!"~ 
1-800-258-1790 VIS( 
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ake your 
Apple Blossom. • • 

HIGHER GRAPHICS 

Complete shape generation, 
manipulation, and utilization tools 
for the programmer. Add 
sophisticated graphic displays and 
effects to your programs. Shape 
Maker, Table Combiner, Screen 
Creator, four shape tables, three 
high·res displays, and the machine 
language graphics routines required 
to produce high resolution graphics 
on the Apple II . 

48K Disk, Integer BASIC . $24.95 

HIGHER TEXT 
Print characters in upper case, 

lower case , upside down, 
sideways .. . in any color! Script, 
Old English, foreign languages and 
special scientific symbology 
included. Define your own 
specialized or decorative character 
sets. Customized displays without 
any hardware modifications! 

Apple II , Apple II Plus, Machine 
Language Disk ... $35.00 

MAILING LIST DATA BASE 
Enter and store a list of names 

with associated addresses, phone 
numbers, comments , and code 
designations. List , search, edit , print 
labels; convert prior mailing lists. 
Up to 225 records can be loaded on 
li ne at any time. 

Applesoft , 48K Disk .. . . . $34.50 

MODIFIABLE DATA BASE 
Now you can have a data base 

program that can be customized at 
will. The variety of applications is 
endless, limited only by your 
imagination. Machine language 
searches and sorts permit 
immediate access to files. Data 
manipulation · editing, printing, or 
deleting · has never been easier. 

Applesoft , 48K Disk .. ... $79.50 

Full feature line editors for both 
Integer and Applesoft programs. 
Program development and 
modification can now be completed 
in a tenth the time previously 
required . 

Apple II , Apple II Plus, Disk .... $40.00 

DUNGEON CAMPAIGN 
Lead an expeditionary force into 

an underground labyrinth, but watch 
out for monsters, pitfalls, poisonous 
vapors , evil sorcerors , and those 
pesky pterodactyls! 

16K Integer 
Cassette ... . ... .. . . . . $14.95 
Disk .. . . .. ...... ... . $17.95 

WILDERNESS CAMPAIGN 
Free the kingdom of Draconia 

from the clutches of the Evil 
Necromancer! Your party must 
overcome obstacles and defeat 
hostile inhabitants. Explore tombs, 
temples, castles, and ruins, in 
search of gold and magic. 

48K Integer 
Cassette . .... . .. .. . . . $17.50 
Disk . . ..... . . ........ $19.95 
Both adventures on Disk, 48K 

Integer .... .. .... .. ... . $32.50 

JheSoitware Exchange 
h SaJlh 51 f'(~ 'I, &Jx 68, Milford, NH 03055 

TO ORDER: TOLL·FREE 
1·800·258·1790 

(in N .H . call 673-5144) -Soft Side DECEM BER. 1980 

HI RESOLUTION 
DRAWING 
Connect any points on 
the screen, fill areas, 
paint with a set of nine 
"brushes" (or define 
your own), and 
draw with , plot , 
rotate , and scale 
shapes that 
you define. 

ORDER 
TOLL-FREE 

1-800-258-1790 

SHAPE 
TABLE 

DESIGNER 
Design shape tables with 

keystrokes or paddles . 

Also included are Applesoft 
Invaders and Slot Machine -

colorful variations of well-known 
diversions whose graphics were 
created with this package, and 

instructions for saving graphics 
on disk and putting them in your 

own programs . 
32K Applesoft , ROM 

$29.95 on diskette 
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FLOPPY DISK 
DIAGN05nC 

by Dave Stambaugh 

Now includes memory 
diagnostic at the same price 

The best and most complete diagnostic 
you can buy to verify disk drive reliability 
and f ind problems. Displays 19 error 
messages and cross references them 
to 14 poss ible causes. Continuous 
test opt ion for exhaustive testing 
keeps statistical record of all erro rs 
found. 

• 35 or 40 track in same program 
• Tests controller functions and 

status bits 
• Tests drive speed and allows 

adjustment 
• Tests switches and mechanical 

components 
• Verifies data transfer 
• Tests drive seek function 
• Sector and byte write and read 

tests using all possible patterns 
• 16 to 48K, 1 to 4 disk drives 
• Tests cross cylinder Interference 
• Tests drive-to-drive compatibility 

Supplied on diskette with manual for 
only ~ $24_95 

The 
SoItware Exchange 

TOLL-FREE ORDERS: 

1·800·258·1790 
(in NH call 673-5144) 

1111111111111111111111111111111111111111 
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FRom CllRISTOPllERson 

ANDROID NIM 
The newest version of TRS-80's first animated graph ics game - An 
droid NIM - now w ith more an imation and sound ' Level II. 16K 

.. . .. . ... . . . . . .. . . . . ...... .. . . . . .. ' " .. . ... . . . . . . . .. . . . . . . $14.95 

BEE WARY 
Thi s fast· paced real time action game is a cont est between a Bee 
operated by th e player and a Spider operated by th e computer. 
Machine langu age subrout ines, but loads as Leve l II fo r easy opera· 
tion . . . ........ .. . .. ... . ' " .... . . .. . . . . . . .. .. . . . ... . . .. . . $14.95 

SNAKE EGGS 
Here is a computerized repti li an version of 21 comp lete wit h arrogant 
snakes and appropriate sound . Level II 16K - . .. . ... . . . . . . . . $14.95 

LIFE TWO 
Two in one: Game of Life, at an astounding 100 generations a minute, 
plus Battle of Life with animated creat ures and sound . Level II 16K. 
...... . ........ . .......... .. .. . . . .. .. ... .. ... . . . . . ... . ... .. $14.95 

DUEL·N·DROIDS 
You are the Fencing Master and all you need to do is t rain your An
dro id by making him duel t he machine's androids. Aft er he is trai n
ed, enter him in t he Tournament and sit back and enjoy the fun. 
Feat ures included in th is game are: sound effects , ex tensive grap hic 
displays & multiple pl&yi ng levels . Level II, 16K Cassette $14.95 
. . . . . . .. .. .. .. .. ... .. . ... . .. . ... . ... . . . . . ... . ... .. . . . Di sk $20.95 

~ 
lheSoltware Exchange 
TOll FREE 1-800-258-1790 pn MH elll 613·51441 

_ VISA 

SoftSide DECEMBER, 1980 



• 

, 

o 

• 
t 

f · 
. 

I 

v 

.0 

• 6 ..... ~ ... 
• 

DISKETTE 
LIBRARY CASE: 

Allows you to store up 
to 15 mini-diskettes in a 
strong molded plastic 
carrier. 

..... .. . ... . . . $5.00 + $1 

SOUNDWARE 
SOUNDWARE adds a 

whole new dimension to 
your computer games . 

Programs come 
alive with laser sounds, 
bounces, clicks, sirens, 
bird calls, music notes, 
tunes, and whatever else 
your imagination dreams 
up. Just slip in two AA 
batteries , plug into your 
computer, and have fun. 

SOUNDWARE 
SOFTWARE programs 
are also available to 
enhance the enjoyment 
of your computer. $29.95 

DIGITAL CASSETTES 
Premium quality digital recording tapes. These 5-screw cassettes come 

packaged in boxes of 10. They are offered in 10 and 20 minute lengths. 
C- l0 ........... .. . .. . .. ..... . . . ........... ... ... . . . . . ... . ... . $6.95 + $1 
C-20 ...... ........ .. ... . . . . . . . . . . . .. ... .... ... .... . ..... . .. . . $7.95 + $1 

DISKETTES 
DYSAN: 

104/ 1 One-sided single density (one side certified error free at single 
density of 3979 bpr.) In track and between track testing is performed to 
ensure that the entire record ing surface of every disk is 100% error-free. 
Box of 5 diskettes .. . . . .... . .. .... .... . .. . . .. .. . . . . .. .. .. .. .. $29.95+ $1 

BASF: 
Box of 10 .. . .. . . .. . . . ............ . .......... . ...... . . .. . ... . $34.95 + $2 
Box of 100 ........ .... . ... .. ...... .... ....... .. .. . ..... . .. . $299.00 + $3 

3-M SCOTCH 
Encased in a tough jacket which res ists handling damages. 100% 

certified error-free performance. Low modulation provides better signal 
stabil ity. 
Box of 10 ....... . . . . ... . . . . ..... . . . .... . ........... . ...... .. $39.95 + $2 

( 

,) 

o 

FLOPPY DISK SAVER 
PREVENTS: 

Computer drive's clamping hub 
from tearing disk's center hole; 

Coating removal , scuffing, 
dimpling; 

DISKETTE HEAD CLEANING KIT: Data loss caused by improper 
rotation. 

3-M Scotch 7400 head cleaning kit is simple and easy to use. You simply 
saturate the write head cleaning fabric in the cleaning diskette with the 
clean ing solution, insert the diskette into the drive and turn it on. The 
rotating cleaning fabric alternately wipes the heads with the solution and 
the dry surface, removing contamination from the read write head. Each 
kit contains 10 cleaning diskettes which will allow you a total of 150 
cleanings. . . . ..... .. . ... ...... .. ... .. ... ... . . . . . ..... . . . . . ..... $29.95 

$14.95 Refills $7 .95 

FLOPPY ARMOR: 
RECORDING HEAD TAPE ALIGNMENT KIT Prevents damages to your 

diskettes. These are high 
dflnsity, ultra lightweight 
polymer shipping envelops. 

It consists of a template for locating the adjustment screw. An alignment 
tape is also included and a special screwdriver as well. The kit will allow 
you to align the heads to an industrial standard, ensuring consistent 
loading results. . . . .. . ... . ... .... . ............... .. . ........ .. ... . $9.95 

SoftS ide DECEMBER. 1980 
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Board Games-1, 
CS-3001 (16K) 

• Mugwump $7.95 
Mugwump is a board game which uses 

a 10x10 grid on which four friendly 
Mugwumps are hiding. Your mission is to 
locate these mysterious animals and 
capture them. 

• Flip Disc 
Are you an Othello freak? Flip Disc is a 

program which will turn your computer into 
an excellent opponent. Three different skill 
levels, (good , expert, and genius). provide 
an introduction for the novice and con
tinuing interest for the experienced player. 

• Wumpus 
In game 1, you scour a network of 

underground caves in search of the prized 
Wumpus. Bagging a Wumpus wins the 
game, but if you accidentally stumble into 
his cave, the Wumpus will enjoy a tasty 
dinner of sauteed computer freak . 

• Wumpus 2 
If you master the dodecahedron cave 

network in Wumpus 1, you may proceed to 
Wumpus 2 which allows you to choose from 
five different caves, or you can design your 
own. 

• Qubic 
Qubic is a three dimensional Tic Tac 

Toe game. The game is played in a 3 
dimensional cube (4x4x4) . The object is to 
outwit the computer and place four pieces 
in any straight line. 

• Backgammon 
This is the TRS-80 adaptation of the 

popular board game. Backgammon uses 
graphics and all the standard backgammon 
rules, not a strange computer variation. The 
computer is your opponent in this version, 
written by Scott Adams of "Adventure" 
fame. 

WRITE FOR ••• 

FREE 
SOFTWARE CATALOG 
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Space Games-3, 
CS-3002 (16K) 

• Ultra-Trek $7 .95 

Ultra-Trek is a fast-paced version of 
Star Trek , complete with " real time" action 
graphics, lasers, Nilon space mines, high 
energy photon torpedoes, enemy ships that 
move, and an experimental ray which does 
something different each time you use it. 
You must act quickly to save yourself and 
the Federation. 

• Star Lanes 
Imagine yourself the president of an 

intergalactic shipping company. If you're 
successful , you may be named Imperial 
Advisor on Economic Affairs. Entrepre
neurs: to your ships. 

• Star Wars 
If you hate Darth Vader, you 'll love Star 

Wars. This real time game is fun for aliens of 
all ages. May the Force be with you! 

• Romulan 
Your mission is to destroy an invading 

Romulan space craft. Maneuver through 
space and around stars looking for the 
deadly enemy, but be careful! The nasty 
Romulans fire back . 

For the 
SERIOUS 
Game Player 

••• 

s8RsatioRaI 
softwap8 

Air Traffic Controller, 
CS-3006 (16K) $7.95 

This real time machine language 
program puts you in the chair of an air traffic 
controller. There are 27 airplanes - jets and 
prop planes - which must be controlled as 
they land, take off and fly over your air 
space. You give the orders to change 
altitude, turn , maintain a holding pattern , 
clear for approach, and land at your two 
airports . This realistic simulation includes 
navigational beacons, and requires planes 
to take off and land into the wind. Air Traffic 
Controller was written by an air traffic 
controller and is a favor ite of the Creative 
Computing staff! 

Who Is Creative 
Computing? 

Creative Computing consists of five 
divisions serving you . Creative Computing 
magazine is the number 1 magazine of 
software and applications. Creative Com
puting Press publishes a wide variety of 
books, art prints, posters and T-shirts for 
the computer enthusiast. And Creative 
Computing Software produces and markets 
software on cassette and floppy disk for a 
wide variety of computers for home, school , 
and small business. 

If your dealer does not carry the full line 
of Creative Computing products, please 
send three first-class stamps for a free 
catalog of products . 

tiduenture 
Welcome to an astonishing new 
experience! ADVENTURE is one of 
the most challenging and inno
vative games available for your 
TRS-80. 
• Adventureland 

You wander through an enchanted 
world trying to recover the 1310st treasures 
and encounter WILD ANIMALS, MAGICAL 
BEINGS, and many other perils and 
puzzles. 
CS-3008 TRS-80 16K Level II 
CS-3506 TRS-80 48K DISK 

(Includes Pirate Adventure) 

• Pirate Adventure 
Can you recover LONG JOHN 
lost treasu reo 
CS-3007 TRS-80 16K Level II 
CS-3506 TRS-80 32K DISK 

(Includes Adventureland) 
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$14.95 
$24.95 

SILVER's 

$14.95 
$24.95 

• Mission Impossible Adventure 
Will you be able to complete your mission in 
time? Or is the world's first automated 
nuclear reactor doomed? 
CS-3009 TRS-80 16K Level II 
CS-3507 TRS-80 32K DISK 

(Includes Voodoo Adventure) 

• Voodoo Castle 

$14.95 
$24.95 

Count Cristo has had a fiendish curse 
put on him by his enemies. Will you be able 
to rescue him or is he forever doomed? 
CS-3010 TRS-80 Level II $14.95 

(Available in November) 
CS-3507 TRS-80 32K DISK $24.95 

(Includes Mission Impossible) 

• The Count 
You'll love this Adventure; in fact, you might 
say it's LOVE AT FIRST BITE ... 
CS-3011 TRS-80 Level II $14.95 

(Available in November) 



Strategy Games, 
CS-3005 (16K) 

• Tunnel Vision $7.95 
You are transported into a massive 

labyrinth and must find the exit or be lost 
forever. This is an excellent example of 
three dimensional perspective using TRS-
80 graphics. 

• Evasion 
In this real time game, you are pursued 

around the game board by an evil-looking 
snake . Variations of play include two 
different speeds and hyper-jumps which 
randomly relocate you on the board . 
Looking for an escape? Try Evasion. 

• Jigsaw 
Jigsaw is a computer-age puzzle game 

making extensive use of TRS-80 graphics. 
The computer generates a random puzzle 
and puzzle board. Using a combination of 
deductive reasoning and luck you must fit 
the graphically represented puzzle piece 
into place. 

• The Masters 
Are you a wandering pro or just a 

Sunday golfer who would like to keep in 
practice? Once you 're on the green, a 
worm 's-eye view is displayed for putting . 

• Motor Racing 
Motor Racing combines real time 

ra cing action with advanced graphics 
functions . The graphics and animation 
make Motor Racing fun to watch as well as 
play. 

Pursuit Games, 
CS-3004 (16K) 

• Stock Car Race $7 .95 
Stock Car Race is a real time racing 

game on a road race circuit. 

• Maze 
You are timed throughout your run and 

rated on the basis of elapsed time and the 
number of moves required to escape. Nine 
skill levels. 

• Indy Racer 
Indy Racer is a real time racing game 

for the TRS-80. Similar to the popular 
arcade-style driving games. 

• Depth Charge 
As commander of a destroyer, your 

mission is to destroy as many enemy subs 
as possible in this re-creation of the Battle 
of the Atlantic . 

• Kaleidoscope 
This graphics demonstration program 

turns your TRS-80 into a computer age 
kaleidoscope. 

Creative Computing 
Magazine 

Creative Computing has long been 
Number 1 in applications and software for 
micros, minis, and time-sharing systems 
for homes , schools and small busi
nesses . Loads of applications every 
issue : text editing, graphics, communi
cations, artificial intelligence, simula
tions , data base and file systems , music 
synthesis, analog control. Complete pro
grams with sample runs. Programming 
techniques: sort algorithms , file struc
tures, shuffling, etc . Coverage of elec
tronic and video games and other related 
consumer electronics products , too . 

Just getting started? Then turn to our 
technology tutorials, learning activities, 
short programs, and problem solving 
pages . No-nonsense book reviews , too. 
Even some fiction and foolishness. 

Subscriptions : 1 year$15 , 3years$40 . 
Foreign, add $9 / year surface postage , 
$26 / year air . 

Basic Computer Games 
Edited by David Ahl , this book con

tains 101 imaginative and challenging 
games for one , two , or more players -
Basketball , Craps , Gomoko , Blackjack , 
Even Wins , Super Star Trek , Bombs 
Away , Horserace. Simulate lunar land
ings . Play the stock market. Write poetry . 
Draw pictures . 

All programs are complete with listing 
in Microsoft Basic , sample run and 
description . Basic conversion table in
cluded . 125,000 copies in print. 192 pages 
softbound. [6C) $7 .50. 

More Basic 
Computer Games 

Contains 84 fascinating and enter
taining games for solo and group play -
evade a maR-eating rabbit, crack a safe , 
tame a wi ld horse, become a millionaire, 
race your Ferrari, joust with a knight, trek 
acro'ss the desert on your camel , navigate 
in deep space . 

All games come complete with pro
gram listing in Microsoft Basic , sample 
run and description. 192 pages soft
bound . [6C2)$7 .50 . 
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The Best of 
Creative Computing 

The first two years of Creative Com
puting magazine have been edited into 
two big blockbuster books . American 
Vocational Journal said of Volume 1, 
" This book is the 'Whole Earth Catalog ' of 
computers. " [6A) Volume 2 continues in 
the same tradition. "Non-technical in 
approach, its pages are filled with infor
mation, articles, games and activities. 
Fun layout." -American Libraries. [6B) 
Each volume $8 .95 . 

Computer Coin Games 

Computer Coin Games by Joe Weis
becker aids newcomers to the field of 
com puters by simplifying the concepts of 
computer circuitry through games which 
can be played with a few pennies and full 
sized playing boards in the book. 
Enhanced by outrageous cartoons , 
teachers, students and self-learners of all 
ages will enjoy this 96 page softbound 
book . [10R)$3.95. 

HowToOrder 
Send order and payment to Creative 

Computing, P.O . Box 789-M, Morris
town, NJ 07960. Add $1 .00 shipping and 
handling per order (foreign, $2.50) N.J . 
residents add 0% sales 1ax. Visa , 
MasterCharge and American Express 
orders welcome . For faster service, call 
in your bank card order toll free to : 
800-631-8112.(ln NJ,.cail (201) 540-0445.) 

GP6ativ6 
GOmputfnd 
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STATES AND CAPITALS 

by David Bohlke 

States & Capitals is for a 16K 
Atari with paddles. 

States and Capitals has always 
been a popular educational game 
for microcomputers. For the most 
part , I wrote this version to 
experiment with the Atari graphics . 
The main feature of this version is 
that each State to be guessed will 
be individually outlined on the 
map. Also, your response time is 
recorded after each attempt. Thus, 
the game can be competitive for 
adults, as well as educational. 
Since it is not necessary to spell 
out your guess, even very young 
players who can identify names 
should be able to use this version. 
USING THE PROGRAM 

To begin, it will be necessary to 
plug a pair of game paddles into 
Slot # 1. Only the paddle on the 
left will be used for play, however. 
After you type RUN, turn the 
game paddle to select either the 
State or Capital quiz; then press 
the fire button. 

The program will randomly 
select and outline on the map the 
State to be guessed. The States (or 
Capitals) will be displayed in 
alphabetical order in the print 
window at the bottom of the 
screen. To pick your guess, turn 
the paddle knob until your choice 
is opposite the time indicator in 
the print display, then press the 
fire button. A correct/ incorrect 
bar graph will be displayed at the 
lower right of the screen. If you 
miss more than ten attempts before 
guessing all fifty States (or 
Capitals), the program will 
terminate and you will need to 
begin again. Otherwise, this 
sequence will continue until you 
correctly match all fifty states. 

A timing sequence was added so 
that several players can attempt to 
guess all fifty States in the shortest 
amount of time. I hope, then, this 
States and Capitals program can 
be educational and competitive for 
you . Maybe you'll even find the 
graphics display impressive enough 
so that you will want to use this 
version when you show off your 
Atari to friends. 
80 

Li nes !(l-68 , Pt'O;lrail1 init ial ization 

Colors 

10 GRAPHICS 7 ' Cll.OR 3 ' PCl~E 752, 1 
12 SETCOLOR 4, 13 ,2 

DIMension strin9s 
A< 51 )=1 If state is guessed COt't' ectl!<j . 

C, W are t he number of . correct/wt'otr.3 
9UeS5eS . 

Disp 1 a!<j box for bar graphs . 

38 PLOT 1 42 , 79 ' ~TO 142, 28 ' DRAl.rrO 159, 
28 

Plot 50 s tates . 

48 F~ J=I TO 50 ' RESTrnE J+9B0 ' GOSLS 960 
,~ J 

Zero answer arr~ . 

44 F~ 1=9 TO 5H~ i)=!H £XT I 

I rw>Ut Sta te/Cap i ta 1 OPt ion . 

611 P=Pf:Ol.E( 0 ) , IF PI=P Tf£N 64 
61 PRINT "Ttrn the paddle knob , t hen Pre 
55 f i re" ' PRINT "to select ~ choice ' " 

62 PI=P ' IF P) 113 Tf£N PRINT , " Guess the 
CaPital " 

63 IF P< 114 Tf£N PRINT ," Guess the sta 
te N 
64 IF PTRIG< 9 )=1 Tf£N SUHl 0, Rt-IX 9 )*250 
, 18,2 ' GOTO 611 
55 F~ 1=1 TO 50 'SOOiJ B, L IB,6 ' SETCll.~ 
4,RtI)(9 ):U5 , RtO<B ):t1 5 '~ I 

aro tilllet' . 

66 Pa<E 28, 9 ' PO<E 18, 9 'PO<E 19, 9 

branch to Sta te/Ca.p i tal OPt i on . 

fi7 IF P< 114 Tf£N 100 
611 GOTO 389 

Guess the State . 

O«k if all States have been 9UE!55ed . 
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100 SETca..~ 4, 13,2 ' P=25 ' F~ 1=1 TO 50 ' I 
F AI: 1)=9 Tf£N 193 
IBI I£XT I ' GOTO 228 

Get randoon state . 

193 S=INT( RtO<B ):t50)+99I ' IF A< S-900 )>B T 
f£N 193 

Read State to be 9Ue55ed . 

195 RESTORE S ' REro AS 

Print tN--ee States at curr ent 
paddle(P ) POS i tiot1. 

lIB REST~ P+899 'REAO S$ ' F'RI NT , S$ 
III GOSl£ 600 ' RESTORE P+9BB ' READ S$ ' PRIN 
T tfl;II ; II ; SE i ll " ; 5$ 
11 2 RESTORE P+9Bl ,READ S$ ' F'RI NT , Sf 

Sf i s State 9uessed 

113 RESTORE P+9BB ' REAO SS ' PI=P 

If fire but ton is PreSsed, check if 
9Ue55 i 5 correct . 

114 RESTORE P+9B0 ' READ S$ ' IF PTRIG( 0)=B 
THEN GOSUB 160 ' GOTO 100 

Adjust P to new i'addle i'05it i on . 
Disp l a~ out! ine of state 

115 P=lNT( PADOLWl H .5 ) ' IF P( I THEN P=1 

11 6 IF P)50 THEft P=50 
lIB IF PI=P THE~l GOSLS 7OO ' GOTO 114 
11 9 GOTO 110 

Check is 9\JeSS i s Cot' t'ect. ad.iust 
counter'5 . 

160 IF At=S$ Tf£N PRI HT 'SETCOLOR 4, 11,1 
0 '? ' PRINT "~ECT " ' A(S-900 )= I ' C=C+ l ' GO 
TO 192 
170 ~,j=W+l ' SETCOLOR 4, 5, 10 ,7 ,? ' PRINT • 
m:ORF~ET "GOSU8 75» 
18e SOUHD 0., 1 2 , ~'/8 
1913 FOF~ 1=1 TO 509 ' NE:{T ! ·GOW 195 
192 GOSU8 750 ' FOR ! =1 TO 3 ' FOF~ J=1 TO 50 
,SOLt·1D 0, .) . 10 . { ' flE:':T l 'rE<: I 
195 F~ESTORE S ' COLOR 3 ' GOSUE: 96:i1 · F:ETURN 

220 FOF~ 1=1 TO 2013 · SOUtlC £,, ! . W.4 t·lE:-:T ! 

221 PF~lNT " TWE · tH N ";1·11·1; " SEC 
II i SE 

222 PR INT "PE'ESS FIRE t.o contir'.le ??7 

" 
224 SOUND 13 , FJIX 0 ):(,250 , 1£1 , 4 
226 SETCOLOR 4, F:~( 9 )t! 5 . RfUu,n:n 5 
228 IF PTF:IG( £1 )=1 Tf£N 224 
230 RUN 

Guess the Ca", i ta 1 . 

Check if e\.<et' !<j cat> i tJ. 1 has been 
9uessed . 

300 SETCOLOR 4, 1 3 ,2 ' P=25 ' FOF~ 1=1 TO 50 · 1 
F A< I ;'=0 THEN 303 
301 HE):T I ' GOTO 220 

Se 1 ect t' atmlll cal'ita 1 t o t .e 9ues5ed . 

3B3 Pl=0 ' S=!HT< RI'lOd ) :tS0H901 ' IF A(S- 9\:l0 
» 9 THEN 303 

READ Cai'ital to be 9ue;>sed . 



Adjust paddl e 

32e P=lHT( mnWl).I45 ) ' IF P{1 HEN P=1 

321 IF P)5e Tf£H P=5e 
325 IF P1=P Tf£N 336 

I'T-int Capital to be guessed 

33e RESTORE P+799 ' READ Sf ' PRINT , S$ 
332 GOSUB 6OO ' RESTORE P+800 ' PEAO S$ 'PRIN 
T ,..,;_ ; 11;5£;" -iSS 
334 RESTORE . P+881 ' REOO Sf · F'R INT ,Sf 

S$ is 9UeSS, GG is 5ta te numbet' 
for capital . 

336 RESTORE P+800 ' REfll S$ , GG 

a-.eck if suess is COt'r-ect when f i t'e 
button is pressed . 

338 RESTORE GG+90e ' READ Sf 
35e IF PTRH;(0 )=0 TfEN ? ' GOWB 169 ' GOTO 
300 

Mlir.e St;;.te, continue . 

360 P1=P 'GOSI£ 700GOTO 320 

Adjust tillle . 

600 SE=( PEEK( 19 ir.256+PEEK( 20 )+PEEK( 18 ):/,-6 
5536 )/ 613 
602 t'tI=HlTo: SE/ 60 ) SE=lHT( SE-MHt 60;" RETLJ( 
N 

M l ine ( or trace) Stlte 

700 IF 0=1 Tf£N 0=2 ' GOTO 705 
702 0=1 
7e5 RESTORE S ' CCtOR O' W3!_!B 960 'SOIJI! e, 
5*3, H1, 5 ' RETUFll 

AdJI.Jst bat"' 9t-· .'l~h . 

Crll2ck fot-· 1'''Of'~ than 10 illi55~5 . 

75e COLOF: 2 ' PLOT 150.78- C ORAHTO 159, 78-
C' RETUFJ I 
769 COLOF: l ' PLOT 144 , 79-W.2 ' OF:AHTO 148.7 
9-1·!t.2 
762 IF "J=10 TfEN .;. ,ppmr "lou ~.:.ve ',l iss 
ed 19 -=ruestiofts I ! II :OOTO 22£1 
764 RETLJ(t·, 

mTA f !)r" l:api ta.!s . 
The nUlllbel' if the DATA L HIE t plus 
990 of the IY~l tch i fig St3. te 

80e DATA "", '" 
801 DAHl AL8;~N . ::l2 
802 DATA P.l-tIHP()L !S, :;''Y 
893 DATA ATL~ITA, 10 
804 DATA >:IX,!,TA, 19 
805 DATA AtE! ! ~L 4.:! 
806 DATA 8ATC~' : ~':jljc;E , 1::; 
807 DAT A I': I ~::t'lAPCL 34 
808 OPITA 8O: ~::E , 12 
809 DATA 8:j:,TiJ,;, 2! 
810 DATA CARSON C! "1,28 
811 OATA C'HARLESTOtM8 
812 OATA CHE'r'E~!'IE , 50 
813 DATA COLUI'!S !A, 40 
814 OATA COLU!'B!JS ,35 
815 DATA COI'I:ORO,29 
816 DATA Om,IER , 6 
817 OArtl DES 1'[JUlES, 15 
818 DATA OOl'EF:, 8 

819 ~TA FRf:H<Fll<:Td7 
829 ~TA IWlRlsatJ1G, 38 
821 ~TA ~TFCIlIl. 7 
822 ~TA 1£J..ffil,26 
823 ~TA fOIl.ll..U , 11 
824 ~TA II{)I~IS, 14 
825 ~TA ~SCt4,24 

826 ~ TA. ..[f'FERS()I C lTY , 2S 
827 ~TA ~,2 
828 ~TA LAHSIf(;,22 
829 ~TA L1t-m.H,27 

839 ~TA LITTlE ROOC 4 
831 ~TA IWlISCt4, 49 
832 ~TA 1DITG(l£RY,1 
833 ~TA IDITPElIER,45 

834 ~TA ~Illi,42 
83S ~TA ~ CITY,36 
836 ~TA OLYMPIA, 47 
837 ~TA PH:ENIX.3 
838 ~TA PIERRE,41 

839 ~TA PROOI IDCE , 39 
848 ~TA Rf:UIGI,33 
841 ~TA RICH1HJ.46 
842 ~TA SACRAMENTO,5 
843 ~TA SALEM,37 

844 ~TA SALT LAKE CITY, 44 
845 ~TA $/WA FL31 
846 ~TA SPRHUIE.LO, 13 
847 ~TA ST . PIU.,,23 

848 ~TA T~E, 9 
849 ~TA TIFEKA,16 
sse OOTA TRENTl.tl, 30 
851 ~TA '" ,0 

~TA for states . 
The first II is the rtJ,nber of 
coordimtes r-eminin9 in the DATA 
line for each States outlino 
lIIinus 
one -- for t!X'lGW'le , 

95e OOTA W'101 It-C , 3, IleMrS 
~il'l9 has foo..r points (corners) to 
be plotted . The re.uinir09 nUlnbel's in 
the line :U'e the actual paired X,Y 
coor'dimtes for the State's outl ine . 

900 OOTA '" 
901 OATA AL~,4, 85 , 49,91,49 , 92,62,87, 
62,85, 63 

902 DATA ALASKA,9,24, 79 , 2~)' 75 ,20, 64, 14, 6 
3,9,65, 1B,69, 8, 73 / 10, 76 J 2, 79,19,76 
903 OATA ARIZCiJ'~ , 5 , 23 , 42,35 , 42 , 35 , 60,29, 
69, 21.54 , 22, 46 
904 DATA ARKAI·t;AS , 4, (0 , 45 , 81. 45, 78,54, 72 
, 54 /71!L52 

905 DATA CALIFCP-fIIA ,8, 3,27,11.27 , 11.34, 2 
2,46, 21 , 54 , 16 , 54, 9,47,2, ::l4 , 3, 27 
ge6 DATA COLOf;:AOI) , 3,35, 31. 51. 31. 51. 43 , 35 
,43 
907 DATA CClf't·/ECTICUT,3.!17,27 , 12 1.27,121 
,30 , 117 , 30 

908 DATA DELA!·JA~:L3, 113, 35 , W ;,36 , 115,39 
, 113/39 
909 DATA FLORIDA,6, 87 , 62, Ie2 ,62,107 , 72, 1 
85, {7 , Hl2 , 73 , 100 ,66 ,87 ,64 
9Hi DATA GEORGIA, 4, 9L49 , 97, 49,103, 58, 10 
2/62,92,62 

911 OOTA HAl'~ILe J3L72/34 / 73/33/ 74 / 37 / 7 
4 , 38,74, 37, 75, 40, 76, 39 , (9 , 42,78 , 40,76 
912 DATA IOAHO,6,20,5, 24,6,28,21, 31 , 21,3 
1, 27, 18,27,20,14 

91300TA ILLlNOIS,6, 78, 27,79,28,76 , 32,81 
, 43 , 85,41, 85,29,83,27 
91400TA II{)If:Hl ,3, 85,29,85,4L92, 36,92, 
29 
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915 OATA IOl·JA , 4, 66 , 24 , 76 , 24, 79 ,2e , 76 , 22 . 
67 ,32 
916 DATA K~J 2 , 51133 l t:e.3:; , 7£~ . 4] . 51 , 4 
3 
917 ~TA KENTU::KY, 6, 81,45, E:1,43 .S5 .4I.92 
,36,99,38, 100, 41.97, 44 
918 OOTA LOUISIANA, 5,72 , 54 , (9 , 54 , ?'2 , £2 , 8 
1162182 ,66 ,73,64 
919 DATA MAINE .. 4, 123 , 12 , 124 ,23 , 133. 13 , 12 
9,3,125 , 4 
920 DATA MARYLAI'/() , 5 , 195 , 3.5 , 113 , 3~,, 113 . 39 
,115,39 , 11 3, 41 , 118, 37 
921 OATA MA.SSACh''JSETTS, 3, 117 .. 24 .. 12::l , 24 , 1 
24,27,117, 27 
922 DATA tllCHI~L7 , 99 , 14 ,84 . ! ~~ , 7:3,1 5 , 9t~ 
114, 96J 22, 95 , :=''9,87 , 29 , S'SI 22 
923 OATA Mm·£ SOTA , 5, Q , 9, 77 . 11 , 72, 18, 76 
,24,66,24,62 , 9 
924 DATA MI SS!SSIPPL6,ge , 49,eS, 49 , i35 , 6::l 
,81,64,81.62 , 78,62, 79 , 54 
925 DATA MISSOURL 3,67132J 76 .32J8L45, 70 
145 

926 OATA rulTrt~ , 5 , 24 , 6 , 47 , 8 , 47 , 19,31. 19 
,31. 21. 28, 21 
927 OOTA NEBRASKA ,6, 47 , 25 , 61,;<'5 , 66, 26,68 
,33,51 , 33,51,31.47 , 31 
928 OATA fEl'AOA,4,I1.27dI.34 , 22 , 46 , 23, 4 
2,23,27 
929 OATA fBJ ffn'SHIR£ , 3, 121. 13 , 119, 24 , 1 
24,24,123,12 
930 OATA ~£l.J £t:'-~'r' , 4 , 113 , 28 , 114 , 3.3 , 113 , 
35, 116 , 36, 117 ,30 
931 OATA ~£1.J t'£X!CO.4 , 35.43, 48, 43.48, 58, 
42J58,35,6e 
932 DATA NEJoJ \'ffiK , 6, 102 ,28, 103 , 25, 106, 23 
,11 1, 15, 116, 14 , 117, 31:), 113 , :;''8 
933 OATA ~DRTH CARCU~ , 5 , 101,44. 112, 43 , 
114 , 47, 108, 53 , 185, 48 ,95 , 49 
934 OATA NORTH OAKOTA , 3, 47 ,g,F.,2,9 , 64 , 17, 
47 , 17 
935 DATA OH!O/4,92 ,29, 102,28 / 102,35,99,3 
819'2,36 
936 DATA OKLAHCr~ , 5 , 48 , 4::l , 7B , 43 , 70 , 52 , 55 
,51,55, 45.48 , 45 

937 OATA OREQ)'/'4,6 , 11.3, 27, 18 , 27, 20, 14 , 
8,15 
938 OATA PHt-lSYLUAN!A, 4, 1e2, 28, 113, 28, 11 
4 , 33, 113 , 35, 102, 35 
939 OATA RHO[£ ISLAND, ::: , 121.27, 124 , 27, 12 
2,29, 121 , 30 
940 DATA SOUTH CtlROLI~~,.3 , 97 , 49 , 105 , 48 , I 
08,53, Hl3 , 58 
941 OATA SOUTH OAKDTA, 4, 47, 17, 64 , 17, 66, 2 
6 , 61.25, 47 , 25 
942 DATA THtIESSEE,3 , SL 45, I£11.44 , 95, 49, 
80,49 
943 OATA TEXAS , IL48, 45 , 55, 45 , 55, 5L7B, S 
2,7~54,n,~ , ~ , 7B,~ , ~,52,64 , Q ,~ , ~ 

158,48,58 
944 DATA UTAH, S,23, 27, ::l L 27, 31.3L3S, 31. 
3-5 / 42,23,42 
945 DATA l'EF:~'lCW, 3. 116, 14 , 121, \3 , 119, 24, 
117,24 

946 DAm I.,II ~:GH!IA , S , lta8 . 37 , IBu , 4L97.44 , 

112 /431 113J4L I1ft , 37 
947 DAT~I H~:SHU~T!).t..L£ J 5 ; 5 ; 9 , 7 ) 11 ; 3 J 2£L 5 , 
29 J 14,8 , 15, 6, 11 
948 DATA l\'EST I.H~~'GI~II '::: . ·:L le::: ,.::5, 1(~5 1 35j 1 
09137 , 100 , 41 , 99 , 2:~ 
949 oAT~) !·J!~ow·tO!.,!. £ , 7 ~ , 14 , 72, ! E: , 7£, 24.? 
8J27 /83 , 27 J84 , 18,?8 , 15 
9S13 DATA !·NOt·H~!C . 3 .. !L !9 J4: , !9 .4?. 3L3L 
31 
951 OATA '" 

This r'out ine :")i! 1 t"'E::l(; thr~ 
coor·d i fla tes for- ea.d-. Sta ta2 J 3. !":(~ '? ~ :')t 
the out 1 ine for' t he Stat.e . 

960 READ S$ , fl .:"':,'i ~'LOT :~+S!. ':· 
961 SOUt·!] 0 . ::.::+v, IfL::: 
9F2 IF S$=tI~·~~ I! " THH1970 
91!A FO~: I = ! TO ~I'F:EAO A, E~ 
966 [IRA1~TO f~+S! , E: . ~IE>~T ! . DF.'?tlTO >':+S 1 J V: R 
ETLIf'll 
970 FOR 1=1 TO 5 · ~:Et'O i< , E~' F'LOT H"':;1 , E:' flE 
>~T I 
972 READ ~, J 8 . PLO T n+S 1 J E: . P£;:;~~ ~l. S . ~'~·~·!TC! 
A+SL8 : ~~E:::'~D !:~, 8 : CrF::Ai~TC: ('I~S L £ '-'!. 

974 F~EfID A / 8 : [.~~~!l-JT!) t:+S! , £ · ~;ETUF:'~·! ~ 
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TRS-80 
Model 1 

TRS-80 
Model 2 

APPLE 2 

Adventure by Scott Adams is like no other program you have 
ever seen! Inspired by the large Adventure game found on 
big computers in the last few years , it will run on your 16K 
Home Computer! This is one game you will NOT master in 
an hour and then lose interest in! Adventure is a machine 
language program using all 16K of your computer. Adven
ture supports your optional lower case hardware and has a 
unique split screen video driver with blinking cursor! * 
Adventure is so fantastic that the author was asked to speak 
on it at the Personal Computer Festival of NCC.'79! Adven
ture was also the cover feature of the August 1979 issue of 
Creative Computing! Adventures are very addictinQ! 

O. t "SPECIAL SAMPLER" - Never tried Adventure? This 
special inexpensive sampler complete with 3 Treasures 
is a cut-down version of our large Adventureland. 
Guaranteed to supply hours of enjoyment: Try an Adven
ture today! 

1.t ADVENTURELAND - You wander through an enchanted 
world trying to recover the 13 lost treasures. You ' ll en
counter wild animals, magical beings, and many other 
perils and puzzles . Can you rescue the Blue Ox from the 
quicksand? Or find your way out of the maze of pits? 
Happy Adventuring . ... 

2.t PIRATE'S ADVENTURE - " Yo ho ho and a bottie of 
rum ... " You 'll meet up with the pirate and his daffy bird 
along with many strange sights as you attempt to go 
from your London flat to Treasure Island. Can you 
recover Long John Silver's lost treasures? Happy sail
ing, matey .... 

3. MISSION IMPOSSIBLE ADVENTURE - Good morning, 
your missioo is to ... and so it starts . Will you be able to 
complete your mission in t ime? Or is the world 's first 
automated nuclear reactor doomed? This one 's well 
named. It 's hard , there is no magic, but plenty of 
suspense. Good luck .... 

4. VOODOO CASTLE - Count Cristo has had a fiendish 
curse put on him by his enemies . There he lies, with you 
his only hope. Will you be able to rescue him or is he 
forever doomed? Beware the Voodoo Man . ... 

5. THE COUNT - You wake up in a large brass bed in a cas
tle somewhere in Transylvan ia. Who are you , what are 
you doing here, and WHY did the postman deliver a bot
tle of blood ? You 'll love this Adventure , in fact , you 
might say it 's Love at First Byte .... 

6. STRANGE ODYSSEY - Marooned at the edge of the 
galaxy, you 've stumbled on the ruins of an ancient alien 
civilization complete with fabulous treasures and un
earthly technologies. Can you collect the treasures and 
return or will you end up marooned forever? . . . 

7. MYSTERY FUN HOUSE - Can you find your way com
pletely through the strangest Fun House in existence, or 
will you always be kicked out when the park closes? .. . 

8. PYRAMID OF DOOM - An Egyptian Treasure Hunt leads 
you into the dark recesses of a recently uncovered 
Pyramid . Will you recover all the treasures or more likely 
will you join its denizens for that long eternal sleep? ... 

9. GHOST TOWN - Explore a deserted western mining 
town in search of 13 treasures . From rattlesnakes to 
runaway horses, this Adventure's got them all! Just 
remember, Pardner, they don't call them Ghost Towns 
for nothin '. (Also includes new bonus scoring system!) 

• Note' Apple requires 24K and has no lower case . t Recommended for the novice adventurer, with many built-in HELPSI 
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Galactic 
Lrtlogq 

by Douglas Carlston 

\ 
\ \ 

. . \ \ \ "\ 
\ 

\ ,\ \ 

\ \ \ Give up your shoot-em-
\ \ up games and move up to 

wars as a general, not a 
\ mere pilot! 

\ \ \ 
Galactic Empire - As commander of Galactica's Imperial 
Forces, you must conquer and hold the inhabited worlds of the 
galactic system . Deploy armies, raise taxes and conscript 
soldiers, gather intelligence, manage resources . 

Galactic Trader - You have succeeded in uniting the 
universe . Now you are an ex-soldier who must scramble for a 
living as an intergalactic tramp freighter. Outwit the locals at 
bartering, struggle with the fuel cartel, and outmaneuver the 
big trading monopolies as you seek your fortune. 

Galactic Revolution - The emperor is a bungler and is 
becoming upopular. Your popularity is a threat, and he is 
seeking to kill you . Turnabout is fair play, so you start a 
revolution to unseat him. Will you succeed? 

Each game .. . 16K Level II Cassette . . . ....... . .. .. . . . $14 .95 
Special! - All three on Disk (32K) .... ... . . ........ . $39.95 

lheSoItItIare Exchange 
6 ScuthStreet, Mi/ford,NH 03055 
ORDER TOLL-FREE: 1-800-258-1790 

(in N H call 673 -5 144) 
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Create 3· 
dimensional 
graphics! 
by Mark Pelczarski 

3-dimensional figures can 
be rotated, shifted, scaled, 
or distorted. Each figure 
can be saved on disk and 
later assembled into larger 
figures, with each part 
capable of being 
manipulated. Screen 
images may be saved and 
used with other programs. 

48K Applesoft ROM 
$29.95 on diskette 

TO ORDER 
TOLL FREE 
1·800·258·1790 
(In NH call 673-5144) 

Now you can have 
a way with words . • • 

Scripsit - the new 

word processor from 

Radio Shack! 

SCRIPSIT features Lower case capability; total documentation 
formatting; error co rrection by deletion, insertion, overwriting and 
exchanging ; automatic headers, footers, and page numbers; global 
find , replace , and delete ; Operator-defined blocks for hyp henation 
and editi ng . 

SCRIPSIT will produ ce letters or any text material. The documents 
can be stored on disk for revision and update. 

If you've seen or used the Electri c Pencil , you'll be delighted with 
SCRIPSIT's versatility and extra features. Rapid typists will apprecidle 
the fact that SCRIPS IT does NOT lose letters at the end of each line. 
Titles ca n be automatically ce ntered . Screen width can be changed 
to match yo ur printer. Tabs can be set , etc .. 

If you are a BASIC programmer , you'll want to utilize SCRIPSIT's 
ability to work di rectly with BASIC programs. 

SCRI PSIT comes on disk with thorough documentation and 
sample text files. Includes three audio casse tte tapes which cover all 
aspects of this exciting Word Processing Package. 

32K Level II TRS-sd; one or more disk drives ; lineprinter . 

The Complete SCRIPSIT Package (with Binder, Manual , 2 Disks, 3 
Cassettes, Instruction Summary Card and special press-on key labels) 
is o nly $95.00 + $2.00 shipping. 

NEW! Scripsit Cassette /32/ M $65.00 + $2.00 shipping 

The SoItware Exchange 
6 Sourh Streer . Milford, NH 03055 

TO ORDER TOLL FREE 
1-800-258-1790 
(in NH 673-5144) 
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LEARN MICRO-COMPUTERS 
(Scelbi) . 

A new multimedia information 
package. Includes text 
(" Understanding Microcomputers") 
plus high-quality cassette. For the 
beginner just starting in 
microcomputers. Covers all the 
basics quickly, easily and enjoyably . 
Companion tape includes chapter
by-chapter synopsis of the book. 
Great new idea for se lf-study. 
$14.95 plus $1 
TAKE MY COMPUTER ... PLEASE! 
S. Cia rcia 
(Scelbi) 

An uproariously funny book about 
the true-life misadventures of author 
Steve Ciarcia and his computer's 
inability to cooperate. Hardcover. 
$5.95 plus $1 
MICROCOMPUTER POTPOURRI 
(Scelbi ) 

A pocket-sized reference for the 
beginner. Has a really great glossary 
covering all the jargon. Full digest on 
understanding microcomputers. 
$3 .95 plus $1 
CALCULATING WITH BASIC 
R G uido 
(Scelbi) 

Use your computer to calcu late 
home mortgage payments, interest 
rates, payback periods and more. 
Complete routines already worked 
out for problem solving using BASIC 
language. Also includes 
mathematics, finance and statistics , 
mechanical engineering and 
electronics. $S.95 plus $1 

PERSONAL INFORMATION 
MANAGEMENT SYSTEM 
(Scelb i) 

When you're in business you've got 
a personal stake in how information 
is managed. That's because 
information is your key to success . 
PIMS will allow you to unleash the 
power of a microcomputer - and you 
don 't have to become a programmer 
first. Use a computer for accounts 
receivable . . . accounts payable . 
maintain inventory records ... run a 
mailing list .. . keep track of credit 
charges. These are just a few of the 
many things you can do with PIMS. 
It is a ready-to-use data base 
management program for computers 
like the Commodore PET and Radio 
Shack TRS-SO . $11 .95 plus $1 

APL - AN INTERACTIVE 
APPROACH 
L Gilman. AJ . Rose 
( Wil ey and Sons) 

This revised second edition has 
been renamed to reflect the fact that 
several versions of APL are currently 

being offered. I n recognition of 
APL's growing use in business 
applications, more examples have 
been included, and the body of the 
text itself has undergone a modest 
shift in orientation toward 
commercial uses of APL. 

For this edition , nearly all the 
example functions in the text have 
been placed in a workspace named 1 
CLASS. If your APL system lacks 
this workspace, it may be obtained 
from Scientific Time Sharing 
Corporation . $16.95 plus $3 . 

LITTLE BOOK OF BASIC STYLE 
J .M . Neviso n 
(Add ison-Wesley) 

Ideal reference for BASIC 
programmer, junior high to research 
scientist. Indexed, illustrated, 151 
pages. By John M. Nevison $5.95 
plus $1 

Z-SO AND 8080 ASSEMBLY 
LANGUAGE PROGRAMMING 
K. Sp rac klen 
(Hayden) 

The best introduction to assembly 
language we sell . You shou ld have 
experience in BASIC. $7.95 plus $1 

Z80 INSTRUCTION HANDBOOK 
N. Wadswo rth 
(Scelb i) 

Convenient pocket-size manual 
describes ZSO capabilities in easy-to
understand terms. Designed as a 
practical reference to mnemonics, 
machine codings, usage. For 
programmers of every level -
beginner to professional - anyone 
working in ZSO machine or 
assemb ler language. Appendixed . 
$5 .95 plus $1 . 

THE SECRET GUIDE TO 
COMPUTERS 
(Scelbi ) 

A quickie course on computers . 
$5 .95 plus $1 

SARGON HANDBOOK 
D. Spracklen . K . Sprac klen 
(Hayden) 

Complete documentation covering 
all algorithms in Sargon can be 
found in this guide book . Contains 
complete table of contents, block 
diagram of the program, four part 
introduction, Z-SO listing, index to 
subroutines. Fully annotated . 
$15 .95 plus $1 

SoflSide DECEMBER. 1980 

The SoItware 
Exchange 

ORDER TOLL FREE 

1·800·258·1790 
(In NH ca ll 673·51441 

TRS~OASSEMBLYLANGUAGE 
PROGRAMMING 
W . Bard en Jr. 
(Radio Shack) 

Covers Z-SO, and introduction to 
Assembly Language, the Radio 
Shack Editor/ Assembler and T-Bug, 
and debugging methods; also 
explains how to move data, the use 
of ar ithmetic, compare, logic , and bit 
operators, shifts, strings, tables, 
input and output, and 12 commonly 
used subroutines. Well indexed and 
illustrated . $3 .95 plus $1 

Z-80 SOFTWARE GOURMET GUIDE 
AND COOKBOOK 
N. Wad sworth 
(Scelbi ) 

Over 100 usable subroutines, plus 
how to use them. $15.95 plus $1 

TRS-80 DISK AND OTHER 
MYSTERIES 
H. Pennington 
(IJG) 

The serious programmers' guide to 
Disk BASIC and the wonders of 
NEWDOS +. $22 .95 plus $1 
6502 SOFTWARE GOURMET GUIDE 
AND COOKBOOK 
R. Findlay 
(Scelbi ) 

Incl udes instruction set, floating 
point and decimal arithmetic, search 
and sort routines, and more. $12.95 
plus $1 

FORTRAN IV, 2nd Ed. 
J . Friedma nn. Ph.D .. P. Greenberg . Ph.D .. A M. 
Hollberg. CPA. MBA 

(Wiley & Sons ) 

This revolutionary new edition of 
the standard FORTRAN guide is 
heavily oriented to personal 
computers. Ninety percent of the 
material can be implemented on 
microprocessors; users of mainframe 
computers will also find the book 
app licable to their needs. As 
thousands more companies and 
individuals buy microcomputers for 
scientific , industrial , research . and 
professional uses, this much-needed 
manual will find a ready market. 

FORTRAN , 2nd Ed. gives complete 
explana tions - with comparative 
tables - of the new standards for 
FORTRAN developed in 1977. 
Whether you use FORTRAN 77 or 
FORTRAN IV. the authors point out 
all the differences and let you follow 
whichever version is right for your 
machine. You' II start writing basic 
FORTRAN almost immediately . then 
learn standard extensions and 
advanced options . Previous data 
processing background and access 
to a computer are unnecessary. 
$10.95 plus $1 



PATHWAYS THROUGH T.HE ROM 
R.M . Richardson. R. Fuller. J .T . Phillipp. G . Blank . J . 
Hartfo rd 
(SoftSide Publicalions) 

The definitive guide to Level II 
BASIC. Includes Super Map by Fuller 
Software. The TRS-80 Disassembled 
Handbook by Robert Ri chardson, 
HexMem by J . Phil ip, Z-80 
Disassembler by George Blank and 
DOS Map by John Hartford. $19.95 
plus $1 
LEARNING LEVEL II 
Dr. D.A . Lien 
(CompuSO!I ) 

Th e User's Guide to Radio Shack 
Level II BASIC. $15.95 plus $1 
CP/ M SOFTWARE SUMMARY 
GUIDE 
( Rai nbow Associates ) 

Rainbow Associates announces the 
CP/ M Software Summary Guide - a 
concise, handy summary of the 
major software used on most CP/ M 
systems. I ncluded are summaries of 
the CP/ M operation system , 
Microsoft BASIC, CBASIC'·, and the 
CP/ M utilities DESPOOL'·, MAC'·, 
and TEX . 

The CP/ M Software Summary 
Guide, 60 pages long, is designed to 
be especially easy to use . Features 
are organized alphabetica ll y, so the 
reader can find an explanation 
quickly rather than having to page 
through various function sections . 
$4 .95 plus $1 
THE BASIC HANDBOOK 
by Or . David Lien 
(Compusoft ) 

This book is unique . It is not a 
textbook . It's far more than a 
dictionary. It is a virtual 
ENCYCLOPEDIA of the BASIC 
language. 

While not favoring one computer 
over another, it exp lains over 250 
BASIC words, how to use t hem, and 
alternate strateg ies . Since over 50 
computers are represented , yours is 
probably in here too . 
$1495 plus $1 
UNDERSTANDING MICRO 
COMPUTERS 
(Scelbi) 

Here are the answers to hundreds 
of questions about mic rocomputers. 
Written in simple Eng l ish. You get 
the fundamental concepts behind the 
operation of virtually al l 
microcomputers. Convenient 
g lossa ry covers all the key words. 

Introduces BASIC language 
programming . Tell s how to select a 
small computer system. Basic 
instructions for almost every class of 
microprocessor are il lustrated along 
with detai ls on how a CPU is 
organized and how it follows 
directives and so lves problems. 
Explains flow charts , program 
worksheets and memory maps. 
$9.95 plus $1 

USING CP/ M 
Fern andez & Ashley 

CP/ M - the Controi 
Program/Microcomputers 
software package - is the most 
widely used microcomputer 
operating system. With it, tens of 
thousands of users operate their 

microcomputers and perform 
routine work fun ctions. Now two 
authors of bestselling Wil ey 
co mputer books present a 
comp lete, detailed introduction to 
the use of CP/ M for maximum 
capabili ty and efficiency - wit h 
any hardware , usi ng any 
programming language. 

Now microcomputer users can 
get the most from their software 
(or " firmware" ) - for best results 
from their hardwarel 
$8.95 plus $1 
INTRODUCTION TO LOW 
RESOLUTION GRAPHICS 
N. Wadsworth (Scelbi) 

Now you can produce amazing 
com puter graphics - even if you can 't 
draw a straight line. Li tera ll yl Learn 
how to draw lines and shapes , make 
graphs, draw pictures and even do 
animation . The simp le secrets of how 
to do all this are conta ined in 
SC ELBI 's new book " I ntroduction to 
Low Resolution Graphics." 
$11 .95 plus $1. 
VINYL BINDERS 

Quality viny l binders w ith 12 metal 
rods , perfect for storing your back 
issues of SoftSide. $4.95 +$ 1 
STlMU-LATING SIMULATIONS, 
2nd Edition 
by c. W. Engel 
(Hayden) 

An exciting handbook con taining 
twelve "simulation programs," which 
are actually game program s. Each 
program is presented with a listing , 
sample run , instruction , and program 
documentation , including f low chart 
and ideas for variations. 

$5.50 plus $1 

A CONSUMER'S GUIDE TO 
PERSONAL COMPUTING AND 
MICROCOMPUTERS by S. Freiberger and 
P. Chew Jr. 
(Hayden) 

Both an introduction to the 
principals of microcomputers that 
assumes no previous knowledge on 
the reader's part, and a rev iew of 64 
microcomputer products from over 
50 manufacturers. Other features 
include: extensive illustrations to 
reinforce the discussions, a se lection 
and sources section to assist in 
reviewing , selecting , and purchasing 
microcomputer products; summary 
charts of major microcomputer 
products offering a quick summary 
of specifications for a given product , 
and comment sections cove rin g the 
advantages, disadvantages, and best
buy tips for each microcomputer 
product. 

$8 .95 plus $1 

THE MIND APPLIANCE: HOME 
COMPUTER APPLICATIONS 
by T .G . Lewis 
(Hayden) 

Chock full of unique and 
challenging ideas for app ly ing your 
computer to home use. Make your 
computer write poetry, balance a 
check book, dial a telephone 
automaticall y, hand le househo ld 
budgets, menu planning , shopp ing 
lists, and income tax ca lculat ions. 
Dozens of BASIC language 
programs. $9.55 plus $1 
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TEN EASY PIECES: CREATIVE 
PROGRAMMING FOR FUN AND 
PROFIT 
by H. Sagan and C . Meyer. 
(Hayden) 

An introduction to the BASIC 
language through computer games. 
Written in an informal sty le, it 
stimulates interest in creat ive 
programming of games of chance 
and of sk ill. Teachin g by example, 
th ese games illustrate the various 
programming techniques at stages of 
difficulty which are suitable to almost 
unlimited modification , simp lification , 
o r amplification . Emphasis is on 
prompting creativity on the part of 
the reader. The text req uires little 
knowledge of elementary 
mathematics. 
$7 .95 plus $1 

UNDERGROUND GUIDE TO 
BUYING A COMPUTER 
(Scelbi) 

This book is a guide to buying 
a microcomputer. Computers, 
like people, come in all sizes . 

The most popular 
maxi computer has been the IBM 
370 (which is being replaced by 
the IBM 3030 and the IBM 4300); 
the most popular minicomputer 
is the PDP-11 ; the most popular 
microcomputer is the TRS-80 . 
But before you buy a computer, 
look at the competition . IBM, 
DEC, and Radio Shack aren' t the 
only fish in the sea; some of 
their competitors have something 
to offer, too. Treat a computer 
purchase just as you'd treat any 
other important decision -
check out all the facts. 
$5.95 plus $1 

TRS-80 INTERFACING 
J .A. T it us 
(HoW. Sams & Co.) 

Wh at you need to know to connect 
your TR S-80 to th e wo rld . Assumes 
knowledge of some machin e 
language programming. $8.95 plus 
$1 . 

TRS-80 INTERFACING - Book 2 

by T itus, Titus, 'and Larsen 

(HoW. Sams & Co.) 

Introduces you to more 
advanced interfacing techniques 
th at all ow you to do new th ings 
wi th your TRS-80 computer. You 
learn how to drive high current 
and hig h vo ltage loads, how to 
generate vo ltage and current 
signals used in a var iety of 
cont ro l applications, how to 
measure unknown voltages and 
currents with your computer, and 
how to use remote control circuits 
that allow you to control 
Unive rsal Asynchronous 
Receiver/Transmitter Chips, 
ana lo.g-to-digital and digital-to
analog converters, and other 
dev ices located some distance 
from your computer. Contains 
co mplete software examples. 
$:10.95 + $1 
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by Dave Bohlke 

Speedello is for a 16K Atari with 
one joystick. 

Speedello is an adaptation of the 
popular strategy board game of 
Othello . In this version, one 
human player is pitted against the 
computer and the clock . Since the 
BASIC language is slow in 
execution time, it is usually not 
used when a lot of computer 
evaluation is needed - as in 
strategic games like Othello. 
Speedello, though, makes its move 
according to the board square 
location, not the piece situations. 
The advantage here is that the 
computer can select its move in a 
very few seconds . On the other 
hand, this evaluation does not 
make for a very strong game on 
the computer's part. 

So to make play more 
interesting, this version has a 
response timing clock which will 
record your move time. Thus the 
object of the game is to not only 
win, but to win in the shortest 
possible time. Perhaps you can 
even compete with friends to see 
who can play the quickest winning 
game. But don't get too careless 
against the computer. The machine 
strategy is good enough to 
consistently beat inexperienced 
players. So if you haven't played 
Othello too much, take your time 
at first and try for a win . Even 
after your confidence grows, the 
machine has the ability to jump all 
over you if your playing strategy is 
weak. 

USING THE PROGRAM 
Plug a joystick into Slot number 

1. The computer's pieces are in 
red, and yours are green. The 
computer determines who will go 
first by random selection. Two 
graphics bars will be displayed on 
the left of the screen indicating the 
relative number of pieces each 
player has. The exact number of 
pieces for each, as well as the 
current human response time, will 
be displayed in the printing 
window. 

When it is your turn to move, 
press the joystick in any of the 
four cardinal directions to place 
88 

SPEEDELLO 

the black cursor in the square you 
wish to move to, then press the 
fire button. If you attempt to 
make three illegal moves during 
anyone turn, the computer will 
assume you have no move at all, 
and it will take its turn. Or, if you 
have no square to move to, press 
the fire button three times and the 
computer will continue with its 
move . 

Ini tia 1 ization 
Colors , el ioninate CUl'SOt'. 

5 REM SPEEDELLO 
6 REM b~ Da'.'id Bohlke, C0990n IA 
10 GRAPHI CS 5 SETCOLOR 4, 10,6 
12 SETCOLOR flo 4, 12 'SETCQOR 1,14,12 
14 Pc.<E 752, 1 SETCOLOR 2, 9, 2 

B< 99) Ho 1 ds pieces on boot' d 
8( S) = 1 Coolll"Uter piece (r'ed ;' 
8(S ) = 2 flinan piece ( 9I"een ) 
8( S;. = e EIllPt;o s~r-e 
8(S ) = 9 Off edge of board 
P(99) = ~blle point \.oalue for' each 
square 
IXB ) = Ei9ht possible n'Qlle dit'ections 
F(20 ) = squares flir"r"ed in mo'.'e 

2e OIM B( 99) , P<99 ), IXS) , F(20;' 

ML M2, M3 used to initial ize 
real-ti,lle clock . 

22 Ml=0 ' M2=0 ' M3=0 

Plot board . 

50 mOR 3Fffi 1=10 TO 66 STEP 7 PLOT L 
0 ' ffiAWTO L39 ,f£)(T I 
52 Fffi 1=0 TO 35 STEP 5 ' PLOT 10, I ' Il1AI4TO 
52 FOR I =0 TO 35 STEP 5 ' PLOT 10, I ffilWO 
66,I '~ I 

Eisht directions . 

68 FOR 1=1 TO 8 ' READ X' IX!)=X' i'EXT I 
62 o:ITA -11,-10,-9,-1,1,9,10,11 

Initial board arra;o , 

64 FOR 1=0 TO 99 ,8(I)=0 ,f£)(T I 
70 FOR 1=0 TO 9 , 8(1)=9 , 8(1+9B )=9 ' ~£XT I 
72 FOR 1=1 TO 8 '8( Ill13 >=9 ' 8( 1:1:10+9 >=9 ' i'E 
XlI 
74 8(44 )=1 ' 8(45)=2 '8(54)=2 '8(55)=1 

I 
Plot pieces . 

75 S=44 ' CQOR 8( S HOSlE geI3 ' S=55 ' GOSlE 
geI3 

76 S=45 , Cll.OR 8( S ) 'GOSlE geI3 ' S=54 ' GOSlE 
geI3 

Ini tia 1 point arra;o . 

se FOR 1=1 TO 4 ' FOR J=1 TO 8 ' READ X' K=I* 
l&+J ' P<K)=X 'P« 4-j)m+K+10)=X '~ J ' i'E 
Xl I 
"81 o:ITA 9,2, 8,6, 6,8,2, 9 
82 o:ITA 2, 1,3,4, 4,3,1,2 
B3 o:ITA 8,3,7, 5,5,7,3,8 
84 o:ITA 6, 4 , 5,O,O, 5,4,6 

Zero time , brarrl> to ( RHJ ;' first move . 

289 POKE IB, Ml 'Pc.<E 19,M2 ' POKE 20,M3 
290 IF RNIX 13 ){0 . 5 Tf£N 399 

flinan • s mo\.'t? 

S = current s<tU3.re , C = Co 1 or, 
~ = No mOl.'t? fla9. 

3013 S=44 ' C=1 ' NM=e 

Start clock . 

302 POKE 18, Ml ' POKE 19,M2 ,POKE 2fLM3 
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Pro,.,-,pts . 

3e5 PR INT "Use the stick to nlO<.'t? the c 
UI' sor" ' PRIHT "to the square ;oou wish to 
flRJ',,'€.' to J II 

306 PRUH " 
!" 

Disp 1 a~ cut'sor·. 

then pr·ess f i t' e I 

310 >(=(5-HIT< S/leme )~~7+4 ' \'=um $.-' 10 );t5 
- 4 ' LOCATE X,'r',C 
312 COLOR 3 ' F'lOT )(+1,\'+1 ' ORAI·lTO X+4,Y+l , 
PLOT ,(+1, Y+2 ' ffiAl-HO X+4 , Y+2 

Branch to mO<le iff i t' e but ton was 
pressed . 

320 IF STRIG(tl)=0 THE~l 350 

i f necess::a.r~ . 

322 T=STICf( (1) IF T=!5 TffJ! SOUND 0., RtlD( 
e):~~255 , H~t , 4 ' GOTO 312 
324 COLOF~ Co F'LOT ;":+1. -;+1 ,DF:Al.JTO X+4, '0'+ 1 
PLOT :":+1 , '-,'+2 ' DRAl.JT!) :<+4 ., '-,'+2 
3313 IF T=7 THEt-l S=:o+ I ' IF B(S)=9 THEN 5=S 
-8 
332 ! F T = 13 Tf£tl S=$+ 10 ' IF S >9£1 THEN S=:; 
- 813 
334 IF T=l! Tf£!l 5=S- 1 , IF B( S )=9 THEt·l s = 
5+8 
336 IF T=14 TfHl S=5- 10 , IF S( 11 THEfl S=S 
+80 
345 GOTO 310 

I r.::r-el)lent no . Inove f 1 a9 } bt-'anch if 
9I"ea te.' than tl-J'ee . 

350 Ht1=flf1+ 1 . Fffi 1=1 TO 20 ' HE:>:T I ' ! F 1" 1=3 
Tf£H COLOF~ C' GOSU8 900 ' GOTO 399 
Branch if s·'tW.r·e is OCClJP i ed . 

355 IF 8( S )00 THHl st-1=0 ' COLOR Co GOSUB 9 
00 ' GOTO 365 

PM = piece t o :)lO\}e ( 2 for' HUllia.n > 
PF = Piece t o flip (! for computet') 
Branch to check f Ot' 1 ega 1 l"I)o'.'e , 511 
wi 11 equa 1 S or. t'etUl"n j f 1 e9a! "iOlle . 

360 PM=2 ' PF = 1 ' SM=13 ' GOSUB 81313 

Hot 1 ega 1 li»'.'e . 

365 IF SM=0 Tf£N ? • ? , PR I NT "I LLEGAL ~10 

LE'" SOU·() fLll L H-"8 ,FOR 1=1 TO 713IHEl<T 
I ,GaTO 305 
Fill squat'e . 

370 COLOR 3 , GOSUB 9013 

Place all S'lUar'es to be F! iPF'ed in 
F(fD . H = fOnber· of s'~uat'es to f 1 i p . 

375 N=I ' F(! )=5 GOSUB 820 
Adjust board indicatot's , adjust 
bar 9t' aphs . 

380 FOR K=l TO ~H( F< K»=PM ' NE:~T K' GQSlS 
B5e 
Disp la~ flips . 

3B2 FOR K=1 TO N· S=F(K) ' Cll.OR Pt1 ' GOSUB 9 
OO,FOR 1=1 TO 30 ,SOLtO 0, L I0, 6 ' HE>-'T I 'S 
(S)=PM ' NEXT K 

Turn off clock ( sa'.oe \.·;;lues fOt' ti",e ), 
disp 1 a;o ti,lle . 

399 m =PEEK( 18 ) , tt:."'=PEEK( 19 ;0 , r13=PEEK( 20 ) , 
GOSlE 9513 

CooiPutet's liiO'Je . 
Ini tia 1 piece and flip indicatot' s . 

400 SQ=tJoF'F =2 ' F'I1= 1 
Check each squat'·e . 

410 FOR $=11 TO 88 
"b,,'e fll)t POS5 i b 1 e . 

420 IF P(S;O( F'(SQ) OF~ 8(S)00 THEN 450 

SolJnd ) Irlo'·}e cur'so,-' . 
421 SOU!·ID OS,3, I~L 4 
422 ;.~=( 5- !HT(S/Hi Y, 10 ):~7+4 ' \'=HlT( $/ W;ot5 
-4 ,LOCATE ;';, 'i,e 



424 ClILOR I ' F'lOT X+ !''''+I ' DF~AHTO :~+4 , Y+I ' 
FLOT >~+l J Y+2:ORAl·JTO :)~+4 / 'i+2 

lJ..eck 5-=tU3f'e f 0'-· 1 e::.a 1 1l':O' .. 'e . 
438 SM=0 ' GO""L'B 800 

Save s"=CLnt"e with hi 9hest point {"'3.1ue 
in SQ . 

44e IF SM=SQ IN) Rt·lOdD(0.5 THEN SGFSr~ 
442 I F S~1)SQ TfHI SQ=5r1 

Reset CUt' SOI' . 
445 CQOR C-F'lOT X+LY+I ,ffiAl.ro X+4 , Y+I ' 
PlOT X+L Y+2 ' ffiAl.JTO X+4 ,'1'+2 

fIJ nlove I'Oss ib 1 e . 
450 I-£XT S' IF SQ=0 THEN PR HIT "NO f1Jl1£'" 
Fffi 1=1 TO IOO SOUNO fLI50 , 10,OE>rr I ' G 
OTO 300 

Fill F( N) with S9Uares to be flipped . 
468 S=SQ ' F ( 1)=SQ , N= I 'GOSl£ 820 

Miust board val lJeS to coolPutet' 
pieces . 

478 Fffi K=I TO N' B< F( K»)=PM ' NE:':T K 
Displa~ bar 9raphs . 

4S9 GOSLB 850 
Fl ip pieces 

4ge F()1 K=I TO N'S=F(K) CQOR pr1 ' GOSLB 9 
89 ' B<SFPM 'F!J? 1=1 TO 4ll 'S!UlJ fJ, I, 18,8 ' 
I£XT I ' I-£>IT K 

Eranch to fUnan ' S nlOve . 
495 GOTO 300 

Ched for 1 e9a 1 !lOVe . 

eee FOR J=I TO 8 'K=S+D< J ) ' IF B( KlO PF TH 
EN 898 
882 K=K+[)(J ) ' IF B<KFPF Tf£N 892 
894 IF B< K X >PM Tfel 898 
886 SM=S ' R£Tl.IlN 
898 i'£XT J ' R£Tl.IlN 

Fi 11 HN ) lIIith the runber of each 
S'Uilre to be fliPPed, place a 
a.rsor in each s~e to be fl iPPed . 

829 FOR J=I TO 8 'K=S+D< J ) ' IF B( K X >PI' TH 
EN 838 
822 K=K+[)(J ) ' IF B<K)=PF Tf£N 822 
824 IF B<K X >PM HEN 838 
82S K=K-D<J )' X=( K-lJoIT(!V18 ):t IB ):f7+4 ' Y=IN 
T( !VIB )*5-4 
826 cn.DR PM 'PlOT X+LY+I ' ffiAWTO X+4,Y+I 
' PLOT X+I , Y+2 ' 0RAWT0 X+4 ,Y+2 
82S IF K=S TIel 838 
838 N=t!+ I ' F( N )=IC GOTO 82S 
838 i'£XT J ' RETlJ(N 

Plots bar 9raph, adiusts scor·e . 
HS = !-Uun score, CS = CoIIlPuter score . 

sse CS=B ' HS=B ' CQOR e 
8S2 FOR 1=1 TO 5 'PlOT L8 ' DRA1,JTO 1,39 ' 1-£ 
>IT I 
86e F!J? S= II TO 88 
862 IF B( S)=I TI£N 878 
864 IF B( S)=2 Tf£N sse 
866 GOTO 8ge 
878 CS=CS+l ' CI=CS ' IF Cl )411 TI£N CI=411 
872 S(ll[) 8, CS*6, 18, 6 ' CQffi I ' PLOT 1, 40-
Cl ' PlOT 2, 48-Cl ' GOTO 8ge 
sse HS=HS+l ' Hl=HS ' IF H1>40 TI£N HI=4ll 
882 S(UV 8, HS.'l:6 , 18 ,6 ' CQIY 2 'F'lOT 4, 40-
Hl ' F'lOT 5, 40-Hl 
8ge i'£>rr S ' RET~ 

Fi 115 square (S) with cUt'rent color . 

900 x=< S-IJoIT( S/ 10 ):1: 18 )t7+4 ' Y=HIT( S/ 18 )*5 
- 4 
902 FOR 1=1' TO 'r'+3 ' PLOT X, I ' DRAHTO X+5, I 
, i'£XT I ' RETI.RN 

CoonPutes and Prints ti nle , checks for 
end of 9anle . 

9se PRIHT "Computet' " ; CS," HUiAaro "; HS 

~ 
AUTOMATED 
SIMULATIONS 

Hellfire 
Warrior 

At lall the sequel t o th e " Temple o f Apshai." 
Dunjonquest 's newest, " Hell fire Warrior," adds 
four more levels to the lowest reaches of Apshai 's 
dunjon. Undead and fi ery demons roam 
seem ingly endless labyrinth s, gobbling up all but 
the hardiest warriors . If you are a beginner, 
perhaps you should explore other regions first , 
for " Hellfire Warrior" is for only the most 
hardened. 

Cassette ..... . . .. .. ... . 
Disk... . . . .. .. ..... ,. 

I~-) ....... -~ 

.. .... $24.95 
.. $29.95 

lSE;1-f=R)SIDE 
6 South St. , Milford, N.H. 03055 
ORDER TOLL FREE: 1·800-258-1790 

(in NH call 673-5144) 
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The Chatterbox 
A TRS-80 Interfacing Alternative 

The CHATTERBOX is a un ique packaging combination of the presently 
available COMM-80 1/ 0 Interface for the TRS-80· and an acoustic modem. 

This one box is all that is requ ired to turn even a barebones 4K TRS-80· into a 
full tim&-sharing terminal. 

The CHATTERBOX includes built-in programmable 50-19200 baud serial port, a Centronics 
compatible parallel printer port, a 300 baud acoustic originate modem, and a spare TRS-BUS 

expansion connector . It comes complete with power supply, ribbon cable and connector, user's manual, and 
terminal software for immediate operation. When the modem is in use, the complete data conversion is 

automatically routed to the serial output port where it can be logged on a printer. 
The CHATTERBOX is the only peripheral needed to allow a TRS-80· to communicate with time-sharing systems such as 
MICRONET and the SOURCE. 

It is completely hardware and software compatible with exi sting TRS-80· products and connects either to the keyboard 
connector or screen printer port on the RS Expansion Interface. Features: Full 8-b it parallel port ; RS-232-C serial port (up to 

19,200 baud) ; Acoustic modem; TRS-BUS connector for futu re expansion; Connects to Keyboard or E.I. ; Includes terminal 
software; Users manual ; Power supply. $259.95 

PR INTERS 

Centronics 730 
Centronics 730-3 
Centronics 737 
Centronics 779 
Centronics 779 w/ lower case 
NEC 5510 SpinWriter 
NEC 5520 SpinWriter 
N EC 5530 SpinWriter . 
NEC Tractor-Feed Opt ion 
LRC 7000' (64-co l. ) 
Okidata Microline-80 

Tractor-Feed Option 

SPECIAL 

LIST 
PRICE 

$795.00 
$895.00 
$995.00 

$1395 .00 
$1595.00 

$405.00 
$800 .00 
$140.00 

BONE 
FONE 
$56.95 

(plu. $2.50 postage and handling ) 

OUR 
PRICE 

$749 .00 
795.00 

LRC to TRS-80 
LRC to PET , IEEE 
LRC to RS232C , male or female 
730 or 737 to TRS-80 
NEC or 779 to TRS-80 
RS-232-C to RS-232-C, male to male 

$20.00 
$59 .00 
$65 .00 
$29.00 
$35.00 
$24 .95 

$869 .00 
$1095.00 
$1195.00 
$2795.00 
$3195.00 
$2695,00 

GENERAL INTEREST 

$250.00 
$299 .00 
$639.00 
$129.00 

BSR System X- 10 Starter kit 
BUSY BOX , TRS-80 
BUSY BOX , S-1 00 
AC-SFK-31 Line Fi lter 
ISO-2 Line Filter & Isolator 
ISO-2/CBS Line Filter-Isolator 
ISO-7 ICB Super Filter-Isolator 
Mini-Flex Diskette File 
CASIO C-80 Calculator Watch 
BONE FON E 
LOGOS-9 Pri nting Calculator 

CASIO 
C-80 CALCULATOR 

WATCH $44.95 
(p lus $2 .50 postage and handling ) 

OLIVETTI 
LOGOS-9 
PRINTING 

CALCULATOR 
$79.95 

(plus $2 .50 postage and handling ) 

SoftSide D ECEMBER, 1980 

LI ST OUR 
PRICE PRICE 

$124 .95 $99.95 
$114 .95 $99.95 
$119 .95 $1 14.95 

$24.95 $19.95 
$56.95 $49.95 
$70.95 $59.95 

$146.95 $99.95 
$24 .95 $19.95 
$49 .95 $44 .95 
$69 .95 $56.95 
$99 .95 $79.95 



POCKET COMPUTER $269 

MODEL II $3599.00 

Model II . 64K RAM 
Model III. 16K RAM 
Model ;111 . 32K Dual Disk 
Pocket Computer w/lnterface 
IRS-80 Color Computer 
IRS-80 Color Computer Expanded 
COM M -80 Interface 
CHATTER BOX Interface 
DISK-80 Interface 
Expansion Interface. no RAM 
Expansion Interface . 16K RAM 
Expansion Interface. 32K RAM 
RS-232-C Board 

LIST OUR 
PRICE PRICE 

$3899 .00 
$999 .00 

$2495 .00 
$298 .95 
$399 .00 
$599 .00 
$179 .95 
$279 .95 
$349 .95 
$299 .00 
$418 .00 
$537 .00 
$99 .00 

$3599.00 
$929 .00 

$2299 .00 
$269 .00 
$359 .00 
$519 .00 
$159 .95 
$259 .95 
$339.95 
$279 .00 
$339 .00 
$399 .00 
$89 .00 

with interface 

IRS-232 Printer Interface 
16K Memory Kit. IRS-Keypad 
16K Memory Kit . IRS-Exp . Int . 
Upper/lower Mod Kit 
Video Reverse Kit 
CPU Speed -up Kit 
Perc om Electric Crayon. w/cable 
IRS-80 Dust Cover (3pc set) 
IRS-80 Computer Case 
IRS-80 Monitor Case 

LIST OUR 
PRICE PRICE 

$119 .00 
$119 .00 
$59.00 

$9 .95 
$109 .00 

$84 .00 

$59 .95 
$59 .00 
$59 .00 
$25.00 
$23 .95 
$24 .95 

$279 .95 
$7 .95 

$99 .95 
$84 .00 

COLOR COMPUTER $359 
LIST OUR 

PR ICE PR ICE 

Percom . IFD-100. 40-track $429 .95 $399 .00 
Percom . Dual IFD-100 Drives $849 .00 $799 .00 
Percom . IFD-40 . 40-track $399 .95 $379 .00 
Percom . IFD-200. 77-track $675 .00 $629 .00 
Hardside 40 -Track Disk Drive $399 .00 $329 .00 
Hardside aO-Track Disk Drive $499.00 $449.00 
Percom Data Separator $29 .95 
Extender Card $15 .95 $15 .00 
2-Drive Cable $29 .95 $29 .00 
4-Drive Cable $39 .95 $39 .00 

MODEL III $929 

TERMS: 
TERMS: Prices and specifications are subject to change. HARDSIDE accepts VISA & MASTERCARD. 

Certified checks and Money Orders; Personal checks accepted (takes 3 weeks to clear) . HARDSIDE pays all 
shipping charges (within the 48 states) on all PREPAID orders OVER $100 .00. On all orders under $100 a 
$2.50 handl ing charge must be added . COD orders accepted (orders over $250 require 25% deposit) there is 
a $5.00 handling charge . UPS Blue Label , and A ir Freight available at extra cost . 
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The Doubler ™ [LlEflIlIlM I 
This proprietary adapter for the TRS-80* Model I computer packs approximately twice the 

data on a disk track . 
Depending on the type of drive , you can store up to four times as much data -350 Kbytes -

on one side of a minidiskette as you can store using a Tandy standard Model I computer drive. 
Easy to install, the DOUBLER reads, writes and formats either single - or do uble-density 

disks ; you can continue to run all of your single-density software, then switch to double 
density operation at any convenient time . 

Included with the PC card adapter is a TRSDOS*:compatible double-density disk operating 
system, ca lled DBLDOSTI

. , plus a CONVERT utility that converts files and programs from 
single- to double-density or double - to single-density format. 

Each DOUBLER also includes a n on-card high performance data separator circuit which 
ensures reliable disk read operation . 

The DOUBLER works with standard 35-, 40-, 77- and 80- track drives rated for double 
density operation. 
$219.95 postpaid . ( $199.95 * with $20 coupon. ) 

6 SOUTH ST ., MILFORD , NH 03055 

TO ORDER TOLL-FREE 

1-800-258-1790 
I l~ 
! VIS4 I~ 

'" trademark of Percom Data Company, Inc . 

• Trademark of T andy RadIo Shack CorporaTion which has no rela tionship 10 Perc om Data Company. 

,~.::::::. 
I-FR:>SI . ',. 

We buy and sell 
used computers 
and peripherals 
for the TRS-80', 
APPLE: ATARI*. 

(603)673-
.. -><---..~--- """""- -
- ~ 'r _ ~--- . 

'TRS-80, Apple, Atarl, and Pet are t rademarks of Tandy, Apple Computer, Warner Communications and Commodore, respectively. 
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If you 
just bought 

another 
printer, 
boy are 

you gonna 
be sorry. 

MX-80 
The Epson MX-80. It's not just another worked

over rehash of last year's model. It' s our top-of
the-line 80-column printer. It' s new . From the 
ground up . And it's the most revolutionary printer 
to hit the market since Epson invented small 
printers for the 1964 Olympics in Tokyo . Don't 
take our word for it, though. Compare. There 
simply isn't a better value in an 80-column printer. 
Period. 

But here's the fact that' s going to stand the 
printer world on its ear. The MX-80 sport s the 
world's first disposable print head . After it' s 
printed about 50 million characters, you can 
throw it away. Because a new one costs less than 
$30, and the only tool you need to change it is at
tached to the end of your arm. 

Now that's revolutionary, 
but that's only the beginning . 
The MX-80 also prints bidirec
tionally at 80 CPS with a logi
cal seeking function to mini 
mize print head travel time 

The world's first disposable print 

head . It has a life expectancy of over 
50 million characters, yet it's so sim
ple, you can change it with one hand . 

And it cost less than - repeat less than 

-530. 

and maximize throughput. It prints 96 ASCII, 64 
graphic and eight international characters in a 
tack-sharp 9x9 matrix . And it provides a user
defined choice of 40, 80, 66 or 132 columns and 
multiple type fonts. 

We spent three long years developing the 
MX-80 as the first of a revolutionary series of 
Epson MX Printers. We employed the most ad
vanced automatic assembly and machining tech
niques in existence to produce a printer that is in
credibly versatile, remarkably reliable and extra
ordinarily inexpensive. It's a printer that could 
only come from the world's largest manufacturer 
of print mechanisms: Epson. 

If it sounds like we're proud of the MX-80, we 
are. Not only does it do things 
some of the world's most ex'
pensive printers can't do, it'll 
do them for you for $599. 
That's right .......... . $599. 

l~fDE), 
6 South St .. Milford . NH 03055 
TOLL FREE l-11JO.25f.171O 
(In NH call 673·5144) 
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Solution to last months puzzle. 

S-80 PROGRAMMING HINT 

Dear Sirs, 
I enjoy your magazine greatly, 

and have learned from and 
enjoyed the programs you publish. 
It would be nice if you published 
more machine and assembly 
language programs, as that is 
where my particular area of 
interest lies. With the new large 
format (a rather dramatic change), 
you can surely afford the space. 

In any case, I am writing to 
offer a couple of Programming 
Hints for the S-80. I sent these in 
before, but the letter was hand
written, and I just recently realized 
that you would probably only 
accept them typed. If you still have 
that letter, you can use this one 
instead. 

1) More about the much
discussed Break key: When in 
Command or Input mode, pressing 
the Break key causes a RST 28H 
to be executed. This also happens 
when a program is running. The 
RST causes a jump to (surprise!) 
location 16396 in memory. The 
value in the Accumulator upon 
return is that which BASIC will 
assume you typetl. In addition, at 
the time of the call, the L register 
will contain 54H if only the Break 
key was pressed, and a 55H if it 
was a shift Break. This (and an 
A-80 opcode table) explains why 
the previous POKE values do what 
they do. (I refer to the ones in the 
May, 1980 issue). It also suggests 
!':everal other possibilities. 
Poke into: 
163961639716398Results 

62 X 0 The Break key will 

94 

return the ASCII 
character 
corresponding to x 
(see the chart in 
the Level II 
manual, page 
CI2). An x over 

128 will do some 
strange things, 
though, as BASIC 
will treat it as a 
keyword code 
(page Ell). 

1639616397 16398Results 
165 198 x Break will be the 

ASCII of x, as 
above, and shift 
Break will be the 
ASCII of x+ I. 
Note that with 
both of these 
methods one can 
get the down, left, 
and right arrows 
to print out, as 
shown on the 
table. This is one 
of the easiest ways 
I have seen to do 
that. 

195 LSB MSB This will cause a 
jump to the 
memory location 
specified, an easy 
way to start a 
machine language 
routine. 

I should mention that these 
POKE values were intended for 
Level II BASIC, and they may do 
completely different things under 
TRSDOS. I would be quite happy 
if some fortunate soul with a disk 
system told me just what did 
happen. 

2) A simple way to get your 
machine-language program to 
execute as soon as it is finished 
10ading:Have it ORG at 41E2H, 
and put a 233 there. This can also 
be poked before you begin loading 
the program. 

Ian Taylor 
Cambridge, Mass. 

S-80 PROGRAMMING HINT 
(Level II) 

Here is a safety measure you can 
take to avoid losing a program that 
has been accidentally NEWed. 

Type in the first program line, 
then: (in the command mode) 

PRINT PEEK (17129), PEEK 
(17130) 

This will give you two important 
numbers, which you should jot 
down. Then to recover the 
program (again in the command 
mode): 

POKE 17129, xxx: POKE 17130, 
yyy 

Where xxx and yyy are the two 
numbers you had written down. 

Kevin Burke 
Ontario, Canada 
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S-80 PROGRAMMING HINT 

MODIFICATIONS TO TINY 
COMP 3.13 

Saving a program compiled by 
the tape version of Tiny Comp 
involves recording all of the 
memory between 26000 and 32767 
on tape. This is necessary because 
there are several machine language 
subroutines located at 32652 to 
32767 which are used by the 
compiler. Tapes must be much 
longer than the actual program, 
wasting time in recording and 
loading back into the computer as 
well as wasting tape space. 

If sOIlle of the subroutines are 
relocated to a spot just below the 
executable program (26000), then 
the tapes need to be no longer than 
the compiled program plus a few 
bytes for the subroutines. 

Here are the changes I made to 
Tiny Comp to accomplish this. 

Line Old data: Change to: 
1800 32673 to 32698 25957 to 25982 
1820 ---178,127 -118,101 
1830 32755 to 327 6~ 25985 to 2599~ 
1850 32652 to 32669 25936 to 25953 
1860 --148,127 --88,101 
2530 01=127:£1=2~3 D1=101:£1=129 
26~0 01=127:E1=161 D1=101:E1=101 
2750 £1=140 :01=127 £1=80:01=101 

Memory size has to be set to 
25934 instead of 26000. Tapes are 
punched, starting at 6550H and 
ending at the location of the last 
byte compiled (at line 799). Entry 
is still at 26000 (6590H) to run 
machine-coded program. 

Frank Di Nunzio 
Bristol, Pennsylvania 

Atari One-Liners 

~~O' 
1 ~ICS 5+48 ' Cll.ffi Rti)(B)*S ' PLOT RtIX 
9)t79, Rt{)( 0 )*47 '~O Rt{)( B )*79, Rt{)( B)* 
47'GOTO I 

PLOT .,ith (slow) color change , 
I GRAPHICS 5+16 'Pa<E 77, 25S ' FOR L=I TO 2 
eee ' COLffi Rt{)( 0 )*5 ' PLOT Rt{)( e ):t79 , Rt{)( B ) 
*47 ' tEXT U~l~ 

PLOT lIIith (f;s,,-t) color changes ' 

I GRAPHICS S+16 'Fffi L=I TO 20OO ' SETCOLCR 
Rt{)( 0 ):t4 , Rt{)( B ):U 5, 8 'Cll.CR Rt{)( ems , PLO 

T Rt{)( B ):t79, R!{j( B )J4n£XT U<t~ 

Li9htning ( with sartd ), 
I GRAPHICS 5+16 ' Cll.CR I+OO<B ):t4 ' PlOT J<)j 
[)(1!)*79,Rt()(B ):t47 ' ~.rr0 4B,24 ' SOLffi B,R 
til( 0 ):t25S, 10, 4+00< B >* I B GOTO I 

by David H. Simmons 
Redondo Beach, California 



Olympic Decathlon Review 

by Dave Albert 

All right all of you closet Bruce 
Jenners, here's your chance to 
make his record for ten events 
seem measly at best. It's "Olympic 
Decathlon", a program by Timothy 
W. Smith. The program simulates 
the ten events of the decathlon in a 
manner that requires split-second 
timing and good hand-to-eye 
coordination by the players to 
achieve scores comparable to the 
points awarded in the true athletic 
competition. On top of the 
authentic scoring system, "Olympic 
Decathlon" easily has the best 
graphics this author has seen on 
the TRS-80. 

The ten events of the decathlon 
are: 100 meter dash, long jump, 
shot put, high jump, 400 meter 
dash, discus throw, pole vault, 
javelin, 110 meter hurdles , and 
1500 meter run. In each of the 
events, save the three running 
races, you actually watch yourself 
(that is, you watch a humanoid 
figure on the screen) compete, and 
your digital dexterity determines 
your graphic counterpart's 
success . .. or humiliation. The pole 
vault requires four separate 
operations: the running approach, 
the planting of the pole, the pullup 
into a handstand, and the final 
push-off needed to clear the bar 
without knocking it off. It has to 
be seen (and played) to be 
believed. 

Unlike many computer games, 
"Olympic Decathlon" does not 
rapidly become boring . Each event 
demands of the player a constant 
refinement of technique, rather 
than the mere quickening of 
reflexes needed for improvement in 
Invasion-type games. Yet, at the 
same time, "Olympic Decathlon" 
is pretty much a straightforward 
affair, without the cute little 
puzzles, sometimes logical and 
sometimes not, that are so 
prevalent in Adventure-type .games. 

Even if you are an athlete only 
in the armchair sense .of the work, 
"Olympic Decathlon" may bring 
out the true competitor in you. The 
graphics are both remarkable and 
delightful, and the events have 
been thrilling people for well over 

2,000 years. Here at SoftSide 
we've surpassed Jenner ' s mark by 
over 1,000 points. Do you think 
you can do better? 

Galaxy Invasion Review 
by Dave Albert & Glen Ohlund 

There's an alien flagship coming 
to get you! If you don't get it first, 
you haven't got a prayer. Once it 
slips by .... ZAP! Not only will it 
get you , but any companion-type 
flagships will join in on the fun. 
Multiple lightning bolts are not 
good for pilots and other living 
things. 

Of course your eagle eye and 
split-second reflexes won't 
allow this scenario to take 
place .. . . right? Well, there's only 
one way to find out. Hop into 
your ship via your disk drive or 
cassette recorder and face the 
aliens. 

The name of the game is 
"Galaxy Invasion" by Bill Hogue 
and Jeff Konyu. Marketed by Big 
5 Software, the program is based 
on the popular arcade game 
, 'Galaxian . ' , 

The object of the game, in case 
you haven't figured it out, is to 
shoot down alien ships before they 
either bomb you out of existence 
or pull a kamikaze number on 
you. Sound easy? It isn't. To begin 
with, there are several different 

types of alien ships, which will 
attack you singly sometimes, and 
information at other times. 
Furthermore, the tricky little devils 
dodge quite astutely and have a 
nasty habit of boxing you into a 
corner and then overwhelming you 
with sheer weight of numbers. On 
top of that, the infamous flagships 
can disintegrate you in the blink of 
an eye from anywhere on the 
screen. You haven't died until you 
get zapped from four directions at 
once. The lateral bolt would have 
made Jim Thorpe proud. 

Unlike a cat, you, the pilot, 
have only three lives. However, if 
you're good (and we know you 
are), you can get additional ships 
to pilot by racking up 10,000 
points. Each multiple of 10,000 
adds another ship to your original 
roster of three. 

Oh yes, another feature: sound. 
Your cannons have one sound, 
each of the aliens has its own. 
When they begin to swarm it 
becomes an audio storm. 

We here at Soft Side have 
extnesively tested this program 
(during our lunch hours, of course) 
and have found it to provide a 
good deal of amusement and 
entertainment. Captain James, in 
particular, showed aptitude by 
compiling a veritable heap of alien 
ruins .... to the tune of 200,000 + 
points. 

S-80 One-Liner 

Machine-Graphics Routine One-Lilter 
by Patrick Boyle 

MACHINE -GRM1UCS l\'OUTIt£ 
M LINER 

BY PATR1Q( BOYLE 

o CL£AR22:A$=STRIt«;$(ZZ,32) :J=VA/\'I'TR(A$) :I=ffiJ(J+l )+~(J+ 
Z):FORK=ITOI+Zl:READZ:POfJEK,Z:NEXT:POfJE165Z6,PEEK(J+1):POKEl6SZl 
,PEEK(J+Z):FORX=lTOZ:POKEI+I0,RND(63)+1Z8:L=USR(0):X=1:NEXT:OATA 
33,0,60,17,1,60,1,255,3,5'1,0,237,176,6,5,33,0,0,13,121,181,201 

S-80 One-Liner 
Christmas One-Liner From SoftSide 

by Dave Garrity 

CllF:ISTHAS ONE -litH 
FP.OH SOFTSIDE 

BY OA'JE GAffiITY 
o IM''UT''ENTER YOUR NAI1E";A$:M=M+" ":L=L£N(M)W=30:a.S:PRINTI!P 
+1, "II" :FIJU=1T!l.:PRINT@P-I+6'1II, "I "; :F1lliITHlD$(A$,l,Il; :PRIHT!1 
IO$(A$,l,Il+" I" : NEXT: PRINTTAB (P) "HERRY" :F'RINTTAB(P) ;"xt1AS! ":FCIl 
T=l T05000 : NEXT: PRINTTAB (P-ll ); "FROt1 SOFTSIDE F'\JllICATI~":Rt14 
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The Software Exchange Order Form 
DESCRIPTION MEMORY TYPE PRICE 

ADD handling charges $1.00 Check 
SPECIFY: TRS·80, APPLE, (Foreign orders minimum $5.00 handling) 

ATARI or PET. Do not use for Money Order Addit ional charges 
hardware. TOTAL . , . OR VISA" 

CHARGE ACCOUNT NUMBER 

I I I I I I I I I I I I I I I I I 
Signature. ______ _______________ Exp. Date ______ lnter. No. _______ _ 

Name ___________________________________________ ___ 

Address ______________________________________________________ _ 

CltY ____ ........". __________________ State ________ Zip ______ _ 

MAIL TO: The Software Exchange 
6 South St. 
Milford, NH 03055 

Special prices In effect eo days from mailing 

or, CALL TOLL FREE 
for Orders Only 

1·800·258·1790 
(In NH call 673·5144) 

Level II software available on disk for a $5.00 (per ord.r) medium charge. This extra fee Is for any number of programs transferred to disk from tape 
when you order. If the order exceeds the capacity of a single disk, we absorb the extra cost. . 

Be sure to Include handling charge and any additional charges when figuri ng your total. All in house orders shipped within 4 working days. 

All prtcea ana aubJ8Ct to chang. without not lea. W. ana not r.aponalbl. lor typographical ."ona, Including Incorrect prtc ••. 

ALL SOFTWARE GUARANTEED TO LOAD AND RUN. If you experlanca diff iculties, simply raturn the tape or disk properly protected for free 
replacemant. Sand to the attention of Bette Keenan, Customar Sarvlce Rapresantatlva: ple88e enclose a brief note and your name and mailing 
address with the software. 

ALL SOFTWARE SOLD ON AN AS·IS BASIS WITHOUT WARRANTY. TSE assumes no liability for loss or damage caused or alleged to be caused 
directly or Indlractly by equipment or products sold or exchanged by them or their distributors, Including but not limited to any Interruption In 
service, loss of buslne"" or anticipatory profits or consequential damagss resul t ing from use or operation of such equipment or software. 

SoftSide DECEMBER, 1980 
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Don't lose your message 
because of the medium ... 

CASSETTES 
The cassette tapes used for recording data are 

composed of two parts: the cassette shell and the tape 
loaded into the shell . The shell can be either a 5-screw or 

sonic welded type with a non-magnet ic leader or a magnetic leader (so called leaderless 
cassettes) . The shell used in our cassettes is of premium qual ity . 5-screw, with non-magnetic leader. The 
choice of non-magnetic leader may co nfuse some people, but there is a valid reason . There is a splice 
required to connect the magnet ic tape to the lead er at both ends of the tape . A person record ing program 
mater ial o r data , using a leaderless tape, stands to drop a bit o f data at the splice point . Not all leaderless 
tapes have the splice and you have to be very careful when bu yi ng this type of data tape. We use standard 
leader to avoid the confusion , and unh appy cus to mers when the f i rst recording on the tape is always bad . 

The tape used in our cassettes is o f stud io qual ity, Th e sam e type 
of tape is used by som e studi os fo r mak ing maste r reco rd ings . The 
magnetic tape used in the cassette is th e true heart o f th e cassette . 
You can have the best shell made , but w ith low quality tape it is 
st i ll junk . 

The cassettes offered here have been chosen fo r the high
est qual ity components cons istent with a pract ical cos t level. 

Cassettes come packaged in boxes of 10. Th ey are 
offered in 10 and 20 minute lengths . 

C-10 .. . .. . . . . . . . . .. ... . . . . . ... . ..... ... . . . $6 .95 + $1 
C-20 , .... . .. ... . .. .. . . . . .. . .. ... . . . .. .. . . . $7 .95 + $1 

DISKETTES 

.. 
-. , 

We offer two levels of diskettes : ce rtif ied and non-ce rtified . The certified diskettes have been put 
through a test to chec k the entire wo rk ing surface fo r bad spots . These diskettes are certified error-free 
by the manufacturer. If you requ ire assuran ce of every diskette being perfect , then the Dysan certified 
d iskette is for you . 

The BASF company invented magneti c tape from whi ch the very large and varied industry of today has 
grown . We offer the BASF premium qual ity (no n-certified) D iskette . These diskettes enjoy one of the 
lowest reject rates of any manufacturer (all our disk-based software is duplicated on BASF) . 

We are also offering diskettes from 3-M SCOTCH . Th ese come encased in a touch (PVC) jacket which 
resists handling damages. They are cert if ied 100% erro r- free. Their low modulation provides better 
signal stability . 

BASF 
Box of 10 . . . ... .. ... , . . , . . .. . . . . .. . .. . . . . . ...... . .. .. . . . .. . .. . . .. . . . . . . ..... , ... . .. . $34.95 + $2 
Box of 100 ..... . . . . . . . .... . . ... .. .. . . . . " . .. .. ... . . . .. ... . .. . . . .. .. , ", . .... .. .. .. , $299 .00 + $3 

3-M SCOTCH: o Box of 10 ... . .. . . . ... .. . , .. ..... . . . . . . . ... . . . . . . .. .. .. .. . . . . .. ..... . .. . . .. . .... . . ... $39 .95 + $2 

DYSAN : 
Box of 5 . .. ... . .. . . ..... .. .. .. . . . . .. .. . .. . , . . , .... . .... . . . . . . .. . . . . .. . ..... . .. ... ... $29 .95 + $1 

TheSoltware Exchange 
6 50ulh 5 1 . M ilfo rd . NH 03055 

TO ORDER TOLL-FREE: (in NH call 673-5144) 

1-800-258-1790 
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en you pick a Daisy .. 
Pick Vista's V300 Printer. 

Compute. Co",,*,y 

There are Daisies!. .. And, There are Daisies!. .. But Vista has a Peach! 

The Vista V300 is exactly that , a "peach" of a daisy wheel pr inter both from the standpoint of price 
and performance. 

Think of it, a printer at nearly half the price (when compared to models even remotely competitive in 
quality) combined with the ultimate in reliability , print quality, and flexibility . 

Typical Comments: "Superb print quality! ", "Highl y reliable.", " Definitely letter quality . .. I can 't 
believe the price tag .", " Best use I've seen yet of LSI Technology." 

But judge for yourself - look at the V300 features and keep in mind this is a letter quality printer at 
dot matrix prices. 
• Tractor option available 
• Print Speed - 25 CPS (Optional 45 CPS for $2,195) 
• Print Wheel - Industry standard 96-character Daisy Wheel 
(including the extended-life dual plastic wheels) 
• Service - Prompt maintenance/service agreements avail
able nationwide 
• Interface - Industry standard parallel (RS232-C optional) 
• Printable Columns - 136 
• Warranty - 90 days parts and labor, one year parts only 
• Proportional , bi-directional printing • Programmable VFU 
• Extensive self-test functions • Hardware and software oomp"'fi!!} 1- ...... . 
I-FRDSI····~··~ 

6 South St., Milford, N.H. 03055 

AND, Vista Has a Complete V100 Word Pro
cessing System for Only $4995! 

The Vista V1 00 is a comp lete word process
ing system that includes: 

• Exidy Sorcerer 
Computer , 48K 

• V200E20 Disc Drive 
System , Double 
Density 

• Sanyo Data Display 
Monitor 

• Vista V300 Printer 
Full Character Daisy 
Wheel 

• Wordstar, CPM 1.4 
(Includes E Basic ) 

• Can also be used for 
Data Process ing 

TO ORDER TOLL FREE 1·800·258·1790 (In NH call 673·51 44) 


