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X-wING FIGHTER

W ) 7272272272722 272222

The Death Star Space Station, under the command of Darth Vader, is the mos
powerful weapon the universe has ever known. A frontal attack by any othe
craft would be absolute suicide. However, intelligence delivered to Republi
headquarters by the androids R2D2 and C3PO gives a faint hope of :
successful attack by a small 1- or 2-passenger X-wing fighter.

There is a small unshielded exhaust port on the surface of the Death Star tha
leads directly to the main reactor. Since it is an emergency thermal port in cas
the reactor overheats, it could
not be shielded. If you can slip
your small fighter past the
Death Star’s defenses and
make a direct hit on the
thermal exhaust port with a
torpedo, there is a chance the
torpedo will penetrate the
main reactor and start a chain
reaction, destroying the Death
Star. It is a slim chance, but it
is the only one the Republic
has. Obi-Wan Kenobi gave his
life to get the message here; v
so he considered it very . THIN TOREIE SGE
important.

The X-wing fighter is a small o1 mEn 0F YOUR KEVBOWD CONTROLS YOUR SHIP, RS FOLLOKS®

1- or 2-passenger rocket that (SLONER) (FRSTER)"

is, quite frankly, obsolete. It is 123456789

armed only with a laser cannon - B o Lo
and 3 torpedoes. Use the laser (EFT) (CANON) (TORPEDDY  (RIGHT”
cannon to fight off any ASD FG HJ KLt
imperial fighters, and save the 2% VBN N, . -
torpedoes for the Death Star. (DoMD"

The target acquisition radar can detect targets in excess of 100,000 km away
but can only display targets within 20,000 km. Therefore, you will be warned o
approaching targets on the right side of your control panel before they ar
displayed in the radar screen.

Available on Digital Cassette for the
Level |11 16 K Microcomputer — $7.95

TRS-80 Software Exchange
17 Briar Cliff Drive
Milford, New Hampshire 03055
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This is a program designed to serve the small businessman with few
employees. The process begins with the entering of last week’s receipts. First,
load the tape file. A complete chart of all 42 expenses areas w1ll be on dxsplay

as you enter your checking
activity. After entering, you
are given a review of your
entries and permitted to
change any incorrect data.
The activity is then posted to
the respective account areas.
Reports for the year to date,
year to last week, and this
week are now available for
your review. One of the
special features of this pro-
gram is that it gives the user
the ability to customize
account areas. If all or some
of the areas specified do not
suit your business, or if other
accounts would be more
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DL IVERY
FREIGHT
INTEREST

.LICERSES

FOSTAGE .
SHOP EXP
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96,64

useful to your particular business, the user can alter a few of the data
. —statements, re-record and everything will function as before. The process ends
by transferring the newly-created data file to cassette for use next week.
The program runs in Level I or II 16K, or Level I 4K. Sorry, but there just was
not enough room in the Level II 4K to house the information. If you are using
Level I 4K, do not post more than 30 checks per batch. Written to run in
parallel with the nationally known Dome Bookkeeping System, the journal is
available when ordering this program for an additional $7.00.

THE TRS-80 SOFTWARE EXCHANGE
17 Briar Cliff Drive
Milford, New Hampshire 03055

Available on Digital Cassette — $15.00 [$22.00 with Journal]




When we mailed the October issue of SeftSide
last month, we really had no idea of what to expect.
It’s just as well, because the rousing reception and

attention our first issue received surely exceeded
our wildest dreams.

f

About forty percent of those who subscribed took
the time to let us know what they thought. In gen-
eral, you told us what you liked about the magazine
and let us know what you would like to see in future
issues. '

Many sought a better understanding of the dif-
ferences between Level | and Level Il programs.
We’ve included two articles in this issue that are
sure to help in that regard.

The number and variety of programs available to
us for publication is growing daily. In order to get a
clearer picture of where your general interests lie,
we’ve included a brief questionnaire on page 60.
Your answers will be published in a forthcoming
issue and are sure to have a tremendous impact on
future programming.

The forty percent figure mentioned earlier is an
extremely high rate of return for a new publication,
and is indicative of a high level of involvement
among our readers. We thank you, not only for en-
dorsing SoftSide’s beginning, but for taking the
time to help shape its future.

- J
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Dear Fine Print Perusers, it's working.
Thanks to the attention our first issue
recewed the quanmy md quamy of

grown by leaps and bounds. It's our polv:y
to offer the best programming available —
even if it means shahng up our production
schedule. Tin Can and Solar System are
being reworked and will be published in a
future issue. Hope you like their

J




DID YOU?

We’re not into ‘‘Pie in the Sky’’ promises, we just happen to be the
best vehicle in existence for writers of personal software, and to our
way of thinking, offer the best pian for remuneration as well. On the
face of it, that seems like a pretty big statement, but we’re willing to
put our money where our mouth is.

With SoftSide, you have your choice of ‘‘one time’’ publication
rights, listing in the Market Basket section of the magazine, or just
plain letting us sell your software for you. In any case, you retain the
rights to the programs that you worked so hard to-write. If your
programs don’'t sell, you don’t make money, so why tie up your
software with an exclusive contract? With SoftSide, you're free to
market through us, and still sell your own programs privately or
through other non-exclusive arrangements. We prefer to et our
performance be the only ‘‘tie that binds.”’
For more details, write:
The TRS-80 Software Exchange
17 Briar Clitf Drive
Milford, New Hampshire 03055

COULD YOU ?

‘““Round the Horn’? ‘‘Flight to the Moon’’? ‘‘Chromatic
Composer’’? What do all these titles have in common? They’'re all
ideas that are waiting for some talented software artist to turn them
into living, breathing programs. imagine a simulated trip around
the Cape of Good Hope in an 18th century trading ship, or a trip to
the moon, from lift-off to lunar landing — and back again. Music
programs have been written for the TRS-80, but need muchj"
improvement. Could someone you know get some enjoyment out of
composing tunes on the TRS-80, and hearing them played back
through an inexpensive AM radio? We would, and if you’ve already
written programs such as these, or if you feel up to tackling one or
two, we’d like to hear from you. Just call or write:

Roger Robitaille, Software Editor

17 Briar Cliff Drive
Milford, New Hampshire 03055
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INVENTORY
MANAGEMENT
SOFTWARE

INVENTORY FP

This is a Front Panel approach to Inventory management. Available only for
Level Il machines, it is for those who never want to type LIST. It handles up

to 100 stock items with
primary and backup vendor
and allows for stock on
order and date last ship-
ment received information,
The major difference be-
tween this system and the
Modular system is that all
information including char-
acter strings, is contained
in subscripts and thus
recordable separately from
the program.

THVERTORY FILE NAME? MICROPROCESSORS
QUANTITY. IDEHTIFIER? 125 5
\n SUPPLIER?
) SUPPLIER? RADIO SHACK
nm[ OF LAST SHIPMENT? 1-6-?8
LAST PRICE PER UHIT?.399,95
nnuttuuuuuutuuun !
QUANTITY. OH HeHD? 1B -
QANTITY SHIPPER?S
QUNTITY RECIEVER? 45+ ]
uutusuntnuuuuuuu_

ADAISTED IMENTORY BALARCE: 28
If your inventory exceeds [UIRELIERE: ]
100 stock items, it should
be a simple matter to
segregate stock into logical
subdivisions with separate
data files. Two programs are included on one cassette (Initialization &

Maintenance). Abeve, Inventory FP by M. Kelleher

15 THIS DATA ALL CORRECT? _

INVENTORY SUPER PAC

This inventory program makes maximum use of available memory. It is

especially useful in a real time ‘amount on hand’ environment, and will

yield only the count. If your purposes require such features as automatic

reordering and on line supplier information, we suggest that you look at one

of the other inventory management programs. A good example of use would

be a retail tire business where the ability to quickly determine the stock

level of a certain type tire and to change it a sales occur and shipments

arrive, is a necessity

VERSION I 1500 items stored in quantities of up to 999

VERSION II 2200 items stored in quantities of up to 99

VERSION II1 6000 items stored in quantities of up to 9

VERSION IV 750 items stored in quantities of up to 99 and price information
of up to four digits

NOTE: Items are callable by code number. A separate log is required to
keep track of what the code calls represent.

8



INVENTORY [MODULAR]

This inventory program runs on Level I or II TRS-80 Microcomputers. Its
construction permits the user to create subroutines customized to his own
purpose. One of the main features of this program allows for the inclusion of
Alphabetic information and a Data Index Code in the form of data
statements within the program. The result is performance and flexibility
unmatched by our other Inventory Software. All versions include;

1. Reports-user specifies up to three numeric and either or both alpha
informations to be listed and can be vendor specific

2. Cost/value Summary-searches all stock areas and reports Cost/value
Quantity, Total Value by line item and Grand Total

3. Reorder Search-compares current stock level against specified
reorder point and displays on screen all line items in need of
reorder, along with tentative reorder information

4. Index-uses arbitrary file numbers reflecting the order in which the
data codes are stored. Index will reveal the file names and file
numbers in groups of 24 for use in other data calls.

S. Detailed Rept-everystock file is callable by file number to reveal all
memory information regarding that item

6. Read and Write File-stores and reenters data from day to day

7. Data Change-updates Data Base

Runs on Level I and 1.
REQUIRES 16K (SPECIFY VERSION WHEN ORDERING)

VERSION I 240 stock items can be contained using the full 8 data areas
and two pieces of Alpha information

VERSION II 290 stock items can be contained using 6 data areas and two
pieces of Alpha information.

VERSION III 450 stock items, Simplified report with no reorder search,
allows one piece of Alpha information (description) and three data
areas (quantity on hand, cost price, sales history)

SUMMARY
INVENTORY SUPER PAC LEVELI 4K $10
INVENTORY MODULAR LEVELI& I 16K $20
INVENTORY FP LEVEL I 16K $25
Order from:

THE TRS-80 SOFTWARE EXCHANGE
17 Briar Cliff Dr. Milford, NH 03055




Converting Your Programs From Level I
to Level Il In Radio Shack BASIC

The most frustrating moment of
computer ownership for many pur-
chasers of the Radio Shack TRS-80
comes shortly after they have brought
home their newly converted Level II
Computer. They pick up the data
conversion tape, pop it into the tape
recorder and type CLOAD. After
experiencing a failure to load the
tape, they open the little instruction
booklet that came with the program,
and four hours of frustration later,
make an outraged: telephone call
to the local Shack.

As a theology student, I have
studied ancient Greek for five years. 1
found that exercise in Masochism
helpful in dealing with the obscure
language of this little booklet. After a
careful comparison of the User
Instruction Manual with a replica of
the Rosetta Stone in the Carnegie
Museum, I succeeded, not only in
translating the booklet into English,
but also in converting my programs.
The translation is here published for
the first time, along with a few
magical incantations that seemed
helpful in completing the process.

-

Magical Incantation Number One

If you do not have 16K of memory in
your computer, say to yourself: ‘‘It
can’t be done.”” Then give up and go
do something else. The data con-
version program takes up so much
" room in the computer and is so
difficult to use that you would be
ahead of the game to start over and
enter your programs from the
keyboard.

Magical Act Number One

Clean the head on your tape
recorder. A dirty pickup head can
wreak havoc with the understand-
ability of your program to the

10

computer. You can buy a kit to do this
from Radio Shack for $1.39, or you
'can go up to the medicine closet, get a
bottle of Isopropyl Alcohol and a
Q-tip, then dip the Q-tip into the
alcohol and rub it across the head a
few times.

Magic Talisman Number One

Get an AM radio and place it beside
your computer keyboard (on the side
opposite the tape recorder, so that it
doesn’t get in the way). Tune it to a
spot in between stations and turn the
volume down low enough so that it
isn’t too annoying. This will help you
keep track of what is going on inside
the computer when you are loading
from tape. If there is little or no
sound, you are either listening to a
blank tape, or the volume is too low
for the computer to pick up the
information. If you get an interrupted
buzzing, the volume is either too loud
or too soft. Turn the volume (on the
tape recorder, not the radio) so that
there is a steady tone. Then, rewind
the tape and start over. If you get a
steady tone, the volume is ap-
proximately (unfortunately, only ap-
proximately) correct.

Magic Act Number Two

Unplug the miniature gray jack from
your tape recorder. (The larger one is
the miniture; the little one is a
subminiature jack.) This eliminates
the likelihood of interference from a

. ground loop hum. (I don’t want to

explain that now, but a ground loop
can make your tape into gibberish for
the computer).

Magical Incantations 2 through 12

There is a number before each of the
following steps. Say the number out
loud before each step, then take the
steps in order. This way, if a stray
demon wants to drive you crazy, he



Level I to Level Il Conversion

will hear you counting and realize you
are already crazy.

1. Pilace the PROGRAM CONVER-
SION tape in your recorder. Make
sure it says PROGRAM CON-
VERSION, not DATA CONVER-
SION. Make sure it says 16K, not

4K. If you do not know why this is |

so, go back to magical incantation
number one._

2. Set the volume adjustment on the
tape recorder to S, and press the
PLAY button. Make sure the black
plug is in the earphone jack, and
the remote plug is in the remote
jack.

3. If your computer is on, turn it off -

with the little black button beside
the input/output jacks to the
power supply, recorder and mon-
itor. Turn it on again. If is says,
READY, the repairman forgot to
install your Level I ROM, and you
don’t need to convert your tapes.
If it says:

MEMORY SIZE?

You answer by typing: 31477
and pressing ENTER., =™

This way, if you ever do get the
tape loaded, you will be able to use
it more than once.

4. Type SYSTEM, and press ENTER
S. Type CONV and press ENTER

aae—
Your tape recorder should start.

playing. Monitor the tape by listening
to Magic Talisman Number One (the
radio).

Several things could happen here.
Look at the upper right hand part of
your screen and select the ap-

~ propriate line below.

**  (both steady) Watch for ten
seconds, then experiment with the

volume control on the recorder and
listen to the effect on the radio. Your
volume is probably too loud (not
necessarily — it could be too low) so
try a slightly different volume setting.
Rewind the tape and go back to step
3.

*(steady) Same as above, except
chances are that the volume is too
low. (Again, it could be too high) Try
same actions.

C or C* (steady) Your volume is very
close to being correct. Experiment by
moving it a hair each way until it
loads properly. Most likely, it is too
low by about one-tenth of one number
on the voulume dial. Go back to step

3

** (right one flashing) or C* (*
flashifig) Say a prayer. It seems to be
working. Note the volume setting on
the recorder right here for
future reference (to the nearest
tenth).

6. If the computer comes back with

*? __Type:

/31478

If the computer displays:

MEMORY SIZE? _

The tape did not load properly.
Adjust volume ever so little, and go
back to the middle of step 3.

7. If the computer says LOAD TAPE

AND PRESS ENTER?__ Set the

volume on your tape recorder to 8 (or

whatever you have found successful
with Level I tapes.) I find it helpful to
keep a drop of bright nail polish on
the most frequently used volume
setting (See Magic Talisman Number

Twe)

8. Take the conversion tape out of
your recorder and put in your
Level I program.

9. Press PLAY on the recorder.

10.Press ENTER on the computer.
Again, monitor the tape by
listening to the radio.
If the recorder stops and the

11



Level I to Level H Conversion

computer prints PROGRAM TOO
LONG, borrow a friend’s Level 1
computer, and delete about 3K
Bytes of unnecessary trivia from
your program. Do not turn off your
computer — you can reuse the
conversion program simply by:
Typing SYSTEM, pressing ENTER
and then typing /31478, whenever
it says READY

11.If the program loads, the computer
will display PRESS ENTER TO
BEGIN? _ Press ENTER and the
computer will spend about two

~ minutes converting the program

_ you just loaded. When it is done, it
will display PRESS ENTER TO
CONTINUE ? — Press ENTER
again and the computer will
display READY. LIST your pro-
gram to be sure it loaded properly.
Then RUN it to discover if it
works. You will probably have
several bugs. Some of them are
listed in the next section.

Debugging Your Converted Programs

The conversion program is supposed
to convert all abbreviations to full
Level II statements, and all PRINT
AT statements to PRINT@. Mine
sometimes misses PRINT AT, which
does not stop the program, but
results in a misplaced statement and
and a mysterious variable, usually a
0, as the computer considers AT a two

There are some things that the
conversion program will not do:

Level II requires a comma after
PRINT @ while Level 1 takes a
semi-colon. See Example A.

Since Level II allows two letters or a
letter and a number in a variable,
spaces are required in some
statements. See Example B.

If you used the array A() with more
than ten variables, you will need a
DIM statement. If your program has a
GOTO statement that causes it to

start over, you will have to put the |

DIM statement before the line the
program goes to, as the computer will
only allow a variable to be dim-
ensioned once. See Example C.

If you use the POINT function, Level
II returns a —1 if the coordinates are
SET instead of the 1 in Level 1. See
Example D: A negative argument
remains 0.

The logical operators * and + in
Level 1 have been changed to AND
and OR in Level II, and a new one has
been added, NOT. See Example E.

If you used a letter as input to a
numerical value, as in answering
questions with Y for yes and N for no.
Level II will not accept a letter in a
numerical variable. See Example F.

If you used A$ and B$ without
quotes in Level I, you will need

quotes in Level II. See Example G. - (]

letter variable. — Rev. George Blank
LEVELI LEVEL I LEVEL Il MANUAL
A. PRINT AT; PRINT @ 372
B. FORATOB FORATOB
C. F.A=0TO012:A(A)=0:N.A DIM A(12) 4/3
D. IF POINT THEN 50 IF POINT=—1 THEN 50 8/2
E. IF(A=1¥B=1+(C=1) D=1 IF(A=1)AND(B=1)OR(C=1) D=1 8/10,1/6
F. 10Y=0:N=1 10 INPUT X3
20 INPUT X 20 IF LEFT$(X$,1)="*‘N"’ THEN 50
30 IF X=1THEN 50
G. AS=SAMII AS="SAMII" 5/6

12



TWOor CEPS

KING oF SWORBS

Since the dawn of civilization man has sought a
better explanation of the mysterious forces that seem
to govern our lives. Learn the secrets of ancient
Egypt. Benefit from the special knowledge once
reserved for High Priests and Conquering Kings. Or
better yet, if you don’t believe in any of that, just
bring it out the next time someone you know says,
"“Gee, it's a nice-looking computer. What does it
do?’’

Available on prerecorded Audio Cassette for the
Level I or 11 16K TRS-80 Microcomputer — $9.95

THE TRS-80 SOFTWARE EXCHANGE
17 Briar Cliff Drive
Milford, New Hampshire 03055

13
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Here's a subroutine that g AR R

can provide a handy ref-
erence of block characters

for graphic displays. The 'tsq (0t 16t iR

program simply prints a

chart of TRS-80 2 by 3 ESEH m]' 171 g 1Y 173 1174,_!.1?.5'_&"'

graphic chararcter struc-

1 IS( ] 5 RIE JINSpinp i g

VoL s

tures, and their respective :'1?‘3 3 'iat L4 RUREL] ﬁ 185 ]L&.: 15 g1

values.

20009 (15:%=129

PSR 101 1 10 PRESS BNR 0 REVRY

20905 FORI=1707: FORJ=1T02: GOSUB20B10: ¥=X+5: NEXTJ - FORK=1T064 : PRINT"~"; : NEXTK: NEXTI

20087 INPUT*PRESS ENTER TO RETURN'; R$

26018 PRINTCHRS (X2 Xi CHRECX+4 s Kt1: CHRE (X42); 842 CHRECK3); K43; CHRE(KH4), X+,

20815 IF¥=163 GOTOM087 ELSE PETURN

BAD CODE

Here’s a little puzzle that should have even the most
experienced of exterminators scratching their heads.
Can you find the bug 2 We’ll publish the answer in our

December issue. Good Luck !

16 R PROGEARS BUG PR B

130 REN 0 LAMNCE #ITELUS.

190 BEM - WINOOSKD, VERONT &5é04
IERRER o . . L.
188 FEH

20 pER CRR YOU FIGURE LT WY THIS
270 REM FROGRRM GIVES A “"NF" ERRIR
248 KM

2RB TNPUT'ERTER NUREER FROM 1 TO 475N
S F NI IR A7 RN O INTON THEN
R

14

0 FOR =R 04
48 FOR 4= 15 427
9 ENL

T8 HERT B

S0 IF =N THEN 448
G2k HEXT Y

* 448 FOR =3 T0 123 STEF S

464 FIR ¥=8 T0 47
s BT Y
66 X

525 NEXT ¢

540 GT0 540




CORRECTION

CALCULATOR

In trying to get the first issue of
SofiSide in circulation as quickly as
possible, we neglected to include the
Level 1 to Level 11 conversion
information for CALCULATOR. For-
tunately, we remembered. Unfortun-
ately, not until all of the first printing
had been mailed ....

After a suitable period of mourning,
we resigned ourselves to the fact that
about all we couid do at that point was
include the conversion information in
the next issue and hope our “‘sin of
omission’” hadn’t caused any undue
hardships. We had no way of knowing
the devastating consequences of our
misdeed.

We got a call from a fellow out in
Wisconsin. [t seems that he was
trying te convince his wife that his
shiny, new 16K Level T TRS-80 was
capable of performing practical,
useful tasks. His wife, who up to then
had only seen this techmological
marvel zap Klingons, was somewhat
skeptical.

Well, he had just received his first
issue of SoftSide in the afterncon
mail, and seeing the CALCULATOR
program on page 39, he seized upon
the opportunity to make his point with
the Mrs. We can only imagine what
happened from there.

Our sincere apologies.

Here's the cure:

30 PRINT “'FUNCTION" ;: INPUT F3
J1IFF$ = A" F=1: GOTO40
J2IFFS = “S" F=2: GOTO 40
33IFF$ = “X" F=3: GOTO 4
34IFF§ =D F=4: GOTG 40
351FFS = “M"’ GOSUR 140

36 IFF$ = 'R GOUSUB 150

371F F$ = K" GUSUE 160

381FF$ = T GOSUB 170
39GOTO 55

50 ONF GOSUB 100, 110, 120, 130
320 PRINT®, X', “MULTIPLY",
©“§="", “DIVIDE"

PROJECT DEATH STAR
For Level [1

As listed on pages 33-36 of the
Qctober issue, PROJECT DEATH
STAR is a Level I program only.

Those who read the article will recalf
that the CLEAR key was used as in
interrupt while in EXECUTE mode —
a function that the Level II machine
will not tolerate.

The same effect can be accom-
plished in Level II by using the
INKEY f{unction. For PROJECT
DEATH STAR conversion to Levej 1,
just substitute the following lines:

55 Delete
210 C$ = INKEY $: IF C$§ = "
GOTO 212

3055 =5-1:1F 5 = 0 GOTO 500

o ey .

GOT A
PROGRAMMING
PROBLEM ?

If you ever find yourself in need of )
some fast answers, an easy
solution, or just a sympathetic
ear, call SoftSide’s TRS-80 {
Hotline.

From 7:00 to 8:00 on Tuesday
nights, our resident software
editor will be “‘on line" to offer
BASIC programimning assistance
to TRS-80 Level ¥ and M users in
need of a fix.
E HOTLINE 503-673.3144 [

e i A g b T R T g i P s
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THAT’S RIGHT! NOW,
YOU CAN TURN YOUR
TRS-80 INTO A CASH
REGISTER WITH MANY
FEATURES FOUND ONLY
ON MACHINES COSTING
THOUSANDS!

e Twelve Departments that You Can Customize !
® Stores up to 300 Sale Events by Department and
Amount !

Total Daily Sales Report !

Cash-out Routine !

® Can even be used with Screem Printer to furnish
Receipts !

® Best of all, it runs on either Level I or II, 4K or 16K
TRS-80 Microcomputers !

If you’ve been considering adding the convenience and versatility
of a small computer to your business, for use in Inventory
Management, Business Accounting, or any of hundreds of other
useful applications, here's one more reason to do it today, At this
price, you'll never find a better buy.

Available on Prerecorded Digital Cassett for the Level | or II, 4K
or 16K TRS-80 Microcomputer - $3.95

The TRS-80 Software Exchange

17 Briar Cliff Drive
Milford, NH 03055



TRALL'S 604D

Trolls never have done very well in public opinion
polls, probably because of their penchant for eating
any unsuspecting traveler who strays their way. The
“’“miscreant muncher’’ in this particular game is no
exception in that regard, but the fact that he’s sittin
on enough gold to underwrite the national debt coul
well make the trip worth your while. One word of
caution: reaching the gold is only half the battle —
he’ll be doing everything he can to prevent you from
getting it back out again.

9 DIN R(118)

10 REM * TROLLSGOLD *

20 REM  JULY 17 1978 »

25 REM & COPYRIGHT 1978 GEORGE BLANK, LEECHBURG PR
39 GOSUB 6008

98 G=0:P=1:T=36

9 GOTO1608
168 REM * DRAW GRID *
165 QS

116 FORX=68T0120
115  IF X<10 THENi3®
126 SET(X®)
130 SET(X.6)
40 SET(X12)
150  SET(X.18)
160  SET(X.24)
178 SET(X 38)
180  SET(X 36)
199 NEXTX

200 FORY=1T035
28  SETB.Y)
26  SET(28.Y)
238 SET(4a,Y)
248 SET(68,Y)

7
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SET(88,Y)

SET(168. Y)

SET(128. Y)
NEXTY

SET(8, 1) :SET(8, 2):SET(1,2):SET(2, 2): SET(2, 3):SET(3, 3)
SET(3,4):SET(4, 4):SET(4, 5) - SET(S. )

IF G=1 THEM9@
FORX=162T0142
SET(X 35)
NEXTX
FORX=104T0110
SET(X 34)
NEXTY
FORX=106T0168
SET(X 33)

REN * MASTER ROUTINE #
IF POINT(15, 36)=8 GOSUB16@



R(R+30)=1
NEXTA
RETURN
REM * Y COORDINATE OF DOOR # IN D s OUT. ¥ #
IF D49 THEN2268
IF DX43 ¥=6.G0T02398
IF DX19 Y=12:G0T02398
IF DX25 ¥=18:60T0239
IF DG4 ¥=24:60T02390
IF D36 ¥=36:60T02398
¥=30:60T023%
IF DS57 ¥=5:60T0239%8
IF D$63 Y=11:GOT02398
IF DX69 ¥=17:G0T02399
IF D75 ¥=23:60T02398
IF D81 Y=29:G0T0239%
¥=35
RETURN
REN & X COORDINATE OF DOOR *+ IN, D = QUT, X #
=D
IF 249 THEN2539
2=2-6
IF 226 THEN2439
2=INT(2+. 2)
IF 2=1 ¥=18
IF 2=2 %=38
IF 2=3 X=56
IF 2=4 X=70
IF 2=5 %=98
IF 2=6 %110
GOT02590
2=D-44
2=2-6
IFD6 THEN2546
Z=INT(24. 2)
IF 2=2 X=28
IF 2=3 X=40
IF 2=4 X=69
IF 2=5 %=80
'F 26 X=100
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CREFHEF |

EPF

4

B oy ~
4 .\

RETURN
REM & SELECT DOORS *
D=RND(88)+6
IFR(D)O1 THEN2618
AD)=2
GOSUB2208
GOSuB2468
RETURN
REM & WHICH DOORS ARE OPEN? *
FORB=90T0110

GOSUB2608

AB)=D

RESET(X ¥)

IF D<4@ RESET(X-1, V):RESET(X+L V)
IF D48 RESET(X ¥-1)

NEXTB
PRINTEE32,
RETURN
REN & CLOSE DOORS *
FORA=90T0110

D=A(R)

AR

AD)=1

GOSUB2408

SET(K V)

IF DX48 SET(X-1, ¥):SET(X+1, V)

IF D48 SET(X. ¥-1)
NEXTR
RETURN
REN * LOCATE TROLL *
D=T+6
GOSUB2208

GOSUB2468
X=ie3

¥=y-3

RETURN

REN * RESET TROLL *
RESET(X-3, ¥-1) :RESET(X-2, ¥-1)
RESET(X-2, ¥): RESET(X-1, ¥) :RESET(X. V)
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RESET(X-1, Y+1) :RESET(X, Y+1) .RESET(X+L, Y+1)
RESET(X~1, ¥42) :RESET(X+1, Y+2)
RETURN

REN # SET TROLL

SET(X-3, ¥-1) : SET(X-2, ¥-1)
SET(X-2 ¥) :SETCX-L, V) :SET(X. ¥)
SET(X-1, Y#1) : SET(R, ¥41) :SET(X+1, ¥41)
SET(X-1, Y42) : SET(X+1, Y42)
RETURN

REN + CONTROL TROLL *
GOSUB3000

GOsuB3168

C=T-P

IFC<B THEN37®

GOT03460

C=ABS(C)

IFCC6 THEN3G608

GOTO3700

REM & NOVE TROLL WP =*

IF T<7 THEN3S@®

IFA(T)=2 T=T-6

IF T=P THEN4800

REN & MOVE TROLL OUT

IF T=1 THEN360@

IF A(T+58)=2 T=T-1

IF T=P THEN4008

IF A(T)=2 THENT=T-6

G0T03808

REM * MOVE TROLL IN #

IF A(T+51)=2 T=T+1:G0T03730
REM & MOVE TROLL DOWN *

IF )38 THEN3S0@

IF T=P THEN40O9

IF A(T+6)=2 T=T+6

REM & END TROLL TURN *

IF T=P THENAGE®

GOSUB3000

GOSUB3200

RETURN
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REM * EATEN BY TROLL *

s

PRINT@ 458, "SOME PEOPLE NEVER LEARN'®
PRINT

PRINT*THE SIGN AT THE ENTRANCE TO THE CAVE SRID:.®
PRINT* & PLERSE DON‘T FEED THE TROLL **
PRINT

PRINT" THE TROLL JUST ATE YOU FOR DINNER'®
PRINT

PRINT* &% YOU LOSE' ss%3s"
PRINT

INPUT"PRESS ENTER FOR NEW GAME"; B$
GOTOS8

REM * GAME WON *

s

PRINT : PRINT :PRINT : PRINT

PRINT" 5% YOU NIN sss3s
PRINT

PRINT

FORA=1T01608: NEXTA

PRINT“BY THE WAY...."

PRINT

FORA=1T01060: NEXTR

PRINT*CAN YOU LOAN ME R FEN THOUSAND?®
FORR=1T01600: NEXTA

PRINT

GOTO4110

REM * PLAYER LOCATION *

D=P+6

GOSUB2200

GOSUB2460

X=X¢3

y=y-2

RETURN

REM & RESET PLAVER »

RESET(X. ¥-1)

RESET(X-1,¥):RESET(X, ¥) :RESET(X+1, ¥)
RESET(X-1, Y+1) :RESET(X+1, Y+1)

IFG=1 RESET(X+2, ¥-1):RESET(X+2, ¥) :RESET(X+3, ¥-1) :RESET(X+3, )
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RETURN
REN # SET PLAVER #
SET(X ¥-1)
SET(X-1, ¥) - SET(X, V) :SET(X+L, V)
SET(X-1, ¥41) : SET(X+1, Y#1)
IFG=1 SET(X#2, ¥-1):SET(X+2, ¥):SET(X+3, Y-1) :SET(X+3, ¥)
RETURN
REN = CONTROL PLAYER &
IF(RP)C)%(A(P+6)C2)#(A(P+38)C2)#(A(P+51)<2) THENS498
3310 INPUT"UP, DOWN. RIGHT (OR IND, LEFT (OR OUT),
OR STRY"; D%:E=0:E$=LEFT$(DS$, 1): IFE$="U" THEN E=-6
3315 IF ES="D" THEN E=6
3328 IF ES="R" OR ES="I" THEN E=1
3325 IF ES="L" OR E$="0" THEN E=-1
3330 J=9:PRINT® 832,
IFCECRAND(P=1)AND(G=1) THEN4SOO
IF(E=-6)*(A(P)=2) J=£
IF(E=6)*(R(P+6)=2) J=£
IF(E=1)*(R(P+51)=2) J=£
IF(E=-1)*(R(P+38)=2) J=£
IF J=8 THENS499
GOSUBSE08
GOSUBS160
P=P+J
IF P=36 THENSS88

HEFFHEEE PR R R
3



5740 FORX=104T0118

5756  RESET(X 34)

5766 NEXTX

5770 FORX=106T0168

5780  RESET(X 33)

5799 NEXTX

5795 RETURN

6000 CLS

6818 PRINT

6826 PRINT CHR$(23),

6030 PRINT"TROLLSGOLD®

6840 PRINT

6850 PRINT"IF YOU ARE FOOLHARDY ENOUGH TO®
6060 PRINT*DESCEND TO THE LOMEST & INMOST®
6876 PRINT"REACHES OF R CAVE INWABITED"
6680 PRINT*BY A NASTY TROLL, JUST TO*
6899 PRINT*STEAL HIS GOLD...*

6109 PRINT

6110 INPUT"PRESS ENTER"; R$

6126 (LS

6138 PRINT:PRINT CHR$(23)

6140 PRINT*PLERSE DON‘T FEED THE TROLL®

6150 FOR A=1T0309:NEXT A

6168 RETURN

9999 GOT09999
ST R,
= Although it is our intention to publish programs in line listing form =
= for our readers’ transcription, we. muumm;
Emmmhhmmn&bm. -
= To better serve our readers, digital cassettes of this =
= program are being made available for substantially reduced rates from =
= the TRS-80 Software -
= If the ‘“‘prerecorded” route is best for simply check the =
= appropriate box on the order form in the TRS-80 Software Exchange =
EM&MW.&&.‘M% =
:‘ -

ARERRRRRRRRRRRRRRRRRERERRRRRRRRERRRBRARRRRARRRRTRRRRRAR RN |
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RENUMBER

No, it’s not a game, but it can make renumbering your
programs seem like child’s play!

If you find yourself renumbering your BASIC programs
to provide room for additional lines, or just to make
things neater, this 1.3K program has got to make your

life easier — it can renumber a 12K program like
Treasure Hunt in just 32 seconds!

BN NF B% BN RR M) |

The user has complete control over which lines are re-
numbered and how — including all COTQO’s and

GOSUB’s. You can even renumber the middle of your
program and leave the beginning and ending alone. If
an undefined line is found, the program will display both
the line which caused the error, and the unfound line
number, thereby making corrections much easier.
HEiEINIEIEIRININIEIE
You may have seen other renumbering programs, but
none with this many features. No external tables are
used. RENUMBER runs in 1300 bytes of high memory,
regardless of program size, and loads with the SYSTEM
command. Versions are available for 4, 16, 32 and 48K
machines. Be sure to specify memory size desired, or
16K version will automatically be supplied. Compatible
with Disk BASIC.
AN BR B0 B0 B0 BU BR NN NN B NN OF |
Available on Digital Cassette for the Level 1]
TRS-80 Microcomputer — $15.00

THE TRS-80 SOFTWARE EXCHANGE

17 Briar Cliff Dr. Milford, NH 03055
C §R BN BN BN NR OB NN SR RN RN RN RR MR BB |

26



)PPING LIST

“‘Oh, good, you're back!’’

““Yup, the groceries came to $46.20 this week. These prices are
really getting out of hand."”’

‘“Sure are. Did you get the cheese?”’

‘“Cheese? That wasn’t on the shopping list!"’

‘| know, but how are we going to have a cheese souffle tonight
without it? If you hurry up, you can stili caich Duffy’s Variety
betore it closes.”’

(1} Bu!- - LR}

“‘C’mon, hon, really, Duffy’s is going to close in 15 minutes!”’

“Lucky Duffy.”’

As presented, this program is intended to serve as a ‘memory
- jogger’ when it comes time to make oul your weekly shopping list.
In fact, it can be used to call up for review just about anything you
- want, from nuts and bolis i baseball cards, and then list your
- selections when you're finished.
We've included a list of commoniy purchased (and some not so
- cammonly purchased) foodstuffs for your convenience. Just type
. them in in the manner shown in the DATA statements (lines 1000,
-+ 101¢, 1020(. Onece your data statemenis are composed, count them
- and alier line 5 50 that ¥ = tha toizl number of eniries to be listed. I
_ you are a Level i owner, eliminate the DIM stztament on line 5. Lise
. this program as a final ¢hack before taking off for the supermarket
- next time, and who knows ... you may get home before Mr. Dufty.

B HBERRRUERRE ARG OBRIET

This is a Lewal 1! program. Te
make this program rui in Lewasl !
maehines, chiange all FRINT @ fo
205 P.AT 2nd deleie e BIM state-
98 PRINTTRB(ZR), "SELECTIGHS ment on fine 10,

108 FORT=4TOMSTER S3RaRiIRLERURTREFRGRREERRE0E

5 FRONRCE
18 5=0:8-4
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120 PRIHTI.‘FB; I*LB;

136 B=B+{; [FB>=24B=0: GOSUB2E

146 NEXT] - RESTORE : GOSLB269: GOT030E

268 PRINTEBZ2, : INPUT"ENTER THE # OF THE IEM DESIRED (8 IF DONE)";P

205 IFPORPRINT'ENTRY ERROR"; -G0T0268

218 IFP=RCLS PRINTTRB(23); *SELECTIONS" RETURN

229 A(S)=P-S=5+1: 6010288

388 PRINTELY, "SHOPPING LIST®:PRINT

305 FORI=GTOS-1

316 FORI=1TOX

345 READAS: IFACD=JPRINTAS, - J=X

328 NEXTJ-RESTORE : HEXT]

339 6010339

1698 DATREL 52, 83, 84, 5, 86, #7, §8, #9, B16, 1114, $12, #12, #14, 115, 16, $17, #16
1618 DATRELY, 120, 121, 422, 823, 204, 825, 026, 027, 2B, 829, 820, #34, §32 033, §34
1620 DATREZS, K36, 437, 438, 3% 848, BAL, 942, 042, 844, 45, 846, 847, 848, M9, 150

VARIETY MEATS LAMB
Kidney Lamb Chops
Heart Iﬁ?g ;t Lamb
oast
'?::gl:a Loin Roast
Liver Lamb Shoulder
Ribs

DRIED FOODS
Apples BEVERAGES
Apricots Hot Chocolate
Figs Cocoa
Peaches Milk
Loin Roast Prunes $oﬂea !
Blade Steak Pears ea .
Peas Powdered fruitdrink ©
gglglgsjtc:mned o Lentils 3 Bottled Fruit Drink
i Orange Juice =
Picnic Shoulder PK;g"Bega E:ans Lemo?}eade
Ham Slice Soybioars flineads
Sait Pork Pinto Beans Soda
Sausage Navy Beans Wine
Smoked Ham Cider
Crown Roast

g\




Dog Biscuits
Catnip
Kitty Litter

FRUIT
Apples
Tomatoes
QOranges
Lemons
Limes
Grapefruit
Kumquats
Tangerines
Peaches
Apricots
Cherries
Grapes
Pears
Plums
Rhubarb
Bananas
Melon
Avocadoes
Pineapple
Strawberries
Blueberries
Raspberries
Coconuts
Canteloupe
Prunes
Watermelon

FROZEN FOODS
Vegetables
Fruits

Breads

Pizza

Main Dishes
Desserts

Juice

Fish

Meat Pies

BREADS
White

Rye

Wheat
Qatmeal
Brown

Corn

Raisin
Bisquits
Coffee Cake
Doughnuts
Muffins
French
ltalian
Breadsticks
Rolis
Hamburg Rolls
Hot Dog Rolls
English Muffins
Stuffing
Pancake Mix
Watffle Mix

CHEESE
American
Blue
Cheddar
Cream
Jarisberg
Swiss
Parmesan
Camembert
Brie
Gruyere
Cottage
Ricotta
Roquefort

SEAFDOD
Shrimp
Crab
Oysters
Scallaps
Lobster
Clams

BAKING

Cake Mix

Pie Mix
Chocolate Chips
Nut meats
Raisins

Brown Sugar
Granulated Sugar
Confectionary Sugar
Baking Soda
Baking Powder
Cherries

Flour White
Flour Wheat
Flour Rye
Vegetable Shortening
Vegetable Qil
Lard

Flavored Extracts
Spices

Cream of Tartar
Foad Coloring
Cocoa
Unsweetened Chocolate
Corn Syrup
Molasses
Candied Fruits
Coconut

Salt

Corn Starch

Dates

Pie Filling
Brownie Mix
Honey
Toothpicks

Candy
Marshmallows

CANNED GOODS
Soup

Gravy

Vegetables

Fruit

Drinks

Tomatoes

Tomato Paste
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Popcorn
Cornmeal
Qatmeal
Mayonaise
Pickles
Ketchup
Mustard

Salad Dressing (bottle)
Salad Dressing (mix)
Jam

Jelly

Peanut Butter
Worcestershire Sauce
Tabasco Sauce
Steak Sauce
Horseradish
White Vinegar
Cider vinegar
Wine Vinegar
Olive Ol
Wheat Germ
White Rice
Brown Rice
Noodles
Spaghetti
Macaroni
Gelatin

Jello

Pudding
Cereal
Cookies
Crackers

DAIRY
Butter

Eggs

Yogurt

Sour Cream
Light Cream
Heavy Cream
Half & Haif
Cool Whip
Milk — whole
Skim Milk

lce Creani
Evaporated Milk

e

POLLYRY
Chicken
Cornish Hen
Duck

Goose
Pheasant

Squab
Turkey

VEAL
Shoulder
Blade Roast
Ground Veal

Leg

Veal Chops
Rump Roast
_ Sirloin Roast

HOUSEHOLD
Paper Towels
Toilet Paper
Paper Napkins
Dish Detergent

Laundry Detergent

Fabric Softener
Bleach

Steel Wool Pads
Ammonia

Oven Cleaner
Window Cleaner
Floor Cleaners
Floor Wax
Silver Polish
Copper Polish
Aluminum Foil
Waxed Paper
Plasiic Wrap
Plastic Bags
Garbage Bags
Rubber Gloves
Maiches

Bubble Bath
Pectin

Suie-Jeil

VEGETABLES
Potatoes
Sweet Potatoes
Onions
Lettuce
Cabbage
Celery
Asparagus
Carrots

Beets
Radishes
Broccoli
Peppers
Cucumbers
Turnip

Brussel Sprouts
Mushrooms
Spinach

Corn

Peas

Pumpkin
Acorn Squash
Summer Squash
Zucchini
Winter Squash
Beans
Soybeans
Sprouts
Eggplant
Skallots
Chutney
Parsley

Chives
Cauliflower

BEEF
Pot Roast
Chuck Roast
Sirloin Roast
Ribs

Club Steak
Corned Beef
Flank Steak
Hamburger
Rib Eve Roast
Sirloin Steak
T-Bone Steak
Frankturters
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This powerful set of procedures is of use to students, instuctors,
behavioral and research scientists, statisticians — anyone using these
statistical formulas for practical or research applications:

RANK-ORDER DATA A simple program utilizing a
Shell-Metzner sorting routine to rank data in an ascending manner.

CENTRAL TENDENCY Given a set of raw data, this program
ranks and displays raw data (optional), N, X, X , variance,
standard deviation, the Median, and the Mean.

PEARSON PRODUCT-MOMENT CORRELATION COEFFICIENT

Given N pair (X,Y) of data, the program computes mean, standard
deviation for S and Y, and R. An option is available to utilize a
regression equation to predict Y given any value of X.

CHI-SQUARE Given 1aw data for any number of rows and
column, the program will optionally display a raw data printout with
observed and expected values; row, column, and grand totals; and
gives the used CHl and DF.

FISHER T-TEST Given 2 sets of raw data for either equal or
unequal N, the program computes and displays N, mean, standard
deviation and standard error of the mean for both data samples as
well as T and DF.

SIMPLE ANALYSIS OF VARIANCE Given raw data for any
number of conditions, the program computes and displays N, Mean
and Standard Deviation for each condition as well as SSbg, SSwg,
SStot, DFbg, DFwg, DFtot, MSbg, MSwg, and the F.
Z-SCORES AND STANDARD SCORES Given N scores, the
program computes a Z-score for each N. The user has an available
option to compute a standard score for each N given the desired
Population Mean and S.D.

RANDOM NUMBER GENERATOR Given the upper and lower
limits, this program produces a list of N random numbers useful in
research and experimental design.

NOTE: Thebasic formulas for these major statistical procedures were
derived from the textbook, ‘‘Elementary Statistics™, by Janet T. Spencer, |
Benton J. Underwood, Carl P. Duncan, and John W. Cotton. Appleton -
Century - Crofts Psychology Series, New York, 1968.

Available on Digital Audio Cassette for the Level T TRS-80
Microcomputer - $20.00
The TRS-80 Software Exchange
17 Briar Cliff Drive







It’s Autumn again, and around this
part of the country, trees are changing
color and roadside stands are stocked to

capacity with this year’s crop of apple
cider. The nights are getting colder,

. there’s no denying that, but Fall isn 't

the only thing that’s in the air.

L Dt in T

With the exception of Thanksgiving, § .

and all its attendant visiting and
overeating, the game of Football must
might be the biggest thing that ever
happened to the month of November.
No matter where you go,’’Monday
morning quarterbacks’’ and linebacker
alike are watching, talking or playing
this cool-weather sport. Now, with the
help of your computer, you can
b participate in this bone-crunching
- pastime any time of the year, day or
g night, regardless of your physical

condition. All you need is a little time at |

the keyboard and a willing opponent.
SoftSide presents END ZONE.




The game begins, appropriately enough, with the

toss of a coin (computer currency, of course). Once the
receiving team has been determined, the ‘‘kickoff’’ is
initiated by a keyboard input, and the game is on.
Anything is possible. The ball may be caught and run
back for some fantastic yardage, or you may find
yourself 7 yards into the end zone for a touchback.

The next prompts you’ll see ask both teams if there
are any offensive or defensive time maneuvers. If
delaying tactics are desired, simply press 1 and
ENTER The offensive team’s options include: time
out, quick huddle, or slow down, while the defensive
team may opt for either the slow down, or time out. If
none of these maneuvers
are desired by either
team, any keyboard input B
other than 1 will return §
you to the game. /

A quick glance beneath B2
the playing field, which is
shown at the top of the §
screen will reveal the [ B e e
game’s statistics. At this LSS FIRST 00K 175: S
point in the game, an [SNeAaR i
average display might be:

Note the time clock. Yes, there really are four
15-minute quarters — complete with the ‘‘two minute
warning’’ at the end of the game.

After pressing 1 and ENTER to continue, a list of
offensive options are displayed beneath the playing .
field; run weak side, run strong side, sweep, delayed

run, run up the mlddle short pass, medium pass, long |
pass, punt, field goal, and that play so familiar to any

back lot touch football player — the old ‘‘razzle

dazzle.”” Before making your selection, ask your !
opponent to get you a cup of coffee, or maybe have

him look for that pencil you dropped under the table.
34
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The important thing is that he not view your offensive
play selection. After all, when was the last time you
saw a player from the defending team saunter over to
an offensive huddle? If you’re known for a ‘‘poker
face’’”, now might be a good time to use it!

Once you’ve made your selection, the computer
displays a list of possible defensive alignments; blitz,
prevent, stacked, balanced, keyed short pass, keyed
medium pass, keyed long pass, keyed long run, keyed
sweep, and goal line. As in the real game, the amount
of yardage the offensive team can expect to make
depends on the defensive team’s influence on the
offensive play.

When both teams have made their choice, the
computer prints both teams’ strategy, and the ball is
put in motion. From this point on, the number and
variety of play situations that can occur far exceed the
space available in this magazine.

If you selected a passing play, and the computer
didn’t deem your pass ‘‘uncatchable,’’ you just might
connect for some exciting passing and running
yardage, or you might just as easily get sacked, and
lose some of that precious turf. If you did manage to
get the ball off, there’s always the chance that you
might have thrown right intc an interception. Or,
maybe your receiver caught the ball, only to fumble a
yard or so down field. Then again, he just may recover
the ball, avoiding a potentially dangerous run back.

If you chose a running play, you might find that the
handoff was successful, the runner cleared the line,
then the defensive linemen, then the linebackers, only
to be tackled by a safety a split second later.

Whether running or passing, both teams are subject
to the ever-present penalty flags of the referees,
offsides, encroachment, illegal formation, taise start,
holding, personal foul. It’s no use arguing, they don’t
miss a trick

35



After a few plays, and barring any fumbles or
interceptions, you should find yourself somewhat
further down the field. Keep an eye on the number of
yards to the first down. What do you do if you’'re
fourth down and 65 to go? Why, punt! Defense has the
choice of whether to cover the return or attempt to
blocll:. There’s even a provision for calling a ‘‘fair
catch”’.

To sum it all up, this simulation comes about as close
to the real game of football as you can get, without
getting your clothes dirty. It falls under the general
category of ‘‘computer games’’, but clearly it is a
game of and for people.

Now, | want you to go out there and win. Play clean,
and play hard ... and say, while you’re at it, someone
please win one for the Gipper.

1 REN Sttt

2REM =  SOFTSIDE PRESENTS =

3N = END Z0NE =

4fEN = COPYRIGHT 1977 -

SREM &  ROGER ROBITRILLE ok

6 REN sttt

9 T=600:A(1)=3:A(2)=3:M=0:N=8:R(3)=3:(LS

10 F=10:P=0:D=1.6=1.:L=65

11 IFT=600:60T020

12 CLS:PRINTES30, "SECOND HALF BEGINS® :GOSUBS368:GOSUB2088

13 6=A(0):A(1)=3:A(2)=3:60T01160

20 PRINT®192,

21 PRINT*00000 0 0 0000 00000 000 O O 00000

KZFPRINTO 0 00 O 00 00000 i
ZPRINT*000 0000 O 0 0 0000000 1
MPRINT0O 0 000 O 0 0 00000 l
25 PRINT"00000 0 0 0000 00000 000 O O 000OD i
26 GOSUBS200: PRINT" INSTRUCTIONS

27 PRINT®  THIS VERSION OF FOOTBALL CLOSELY FOLLONS THE PRINCIPAL RULES® l
28 PRINT"OF AMERICAN FOOTBALL. RS PLAYED ON THE TRS-68, THE OFFENSIVE ]
29 PRINT*PLAYER SHOULD ASK THAT THE DEFENDING PLAYER NOT VIEW THE®
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30 PRINT"OFFENSIVE PLRY SELECTION

31 INPUT"WHO IS THE HOME TEAM";A$:INPUT"WHO IS THE VISITING TEAM";BS$
35 GOSUB2008  PRINTE788, "COIN TOSS".GOSUBS168: A=RND(2) : IFR=1PRINTBS; :GOTO37
36 PRINTRS;

37 PRINT® WILL RECEIVE THE BALL":FORI=1T01588 NEXTI:GOSUBS888:G=A:A(B)=A
38 A(B)=A(0)+1. IFR(B))2A(8)=1

19 GOT04168

808 L=L-H:D=D#1.F=F-H: IFL160T0828

881 GOSUBS208 . GOSUBSE0D

882 IFLC160T0820

803 IFF1G0TO845

804 IFDX4GOT0840

885 GOT08SD

828 PRINT:PRINT*TOUCHDOWN" : PRINT : GOSUB962

821 GOT01100

825 (LS:60SUB16089:60T08S8

838 PRINT:PRINTTAB(28); "SAFETY" : GOSUBS368 : GOSUB1 688 : GSUB9@1 : GOSUB1608
834 INPUT"PRESS 1 WHEN RERDY FOR FREE KICK";RA:L=80:A=RND(38):L=L-38-
835 GOSUB1608:GOT0BSS

840 PRINT.PRINTTRB(15); "BALL LOST ON DOWNS" : GOSUBS398: GOSUB1688 : GOTOBSS
845 PRINT:PRINTTRB(28); "FIRST DOMN" :F=18:605UB5360

846 D=1

GOSUBL550 : GOSUBS998 : G0SUB1.588 : GOSUB20808 : GOSUB16168

854 PRINT"SCORE: ", A$; M. BS; N "QUARTER"; X

852 PRINT"POSSESSION: *, : IFG=1PRINTRS, :GOT0854

PRINTBS,

84 IF(T=300)*(R(3)=1)G0T040

855 PRINT"TIME REMAINING: ", : IFT)4S@PRINT(T-458)/16:GOT0859

856 IFTD380PRINT(T-208)/10:G0T0859

857 IFTDAS8PRINT(T-150)/18:G0T0859

PRINTT/48

PRINT*DOMN: *, D,

860 PRINT"FIRST DOWN YDS:*,F

865 PRINT*YDS FOR A TD:", L, "TIME OUTS: ", "HOME"; RC1); “"ARAY"; A(2)

867 PRINT"PRESS 1 TO GO ON": :PRINTE@893, **; : INPUTR. GOSUBS008 : GOT03008
908 S=3:60T0918

981 5=2:60T0916

982 5=6:INPUT"EXTRA POINT ATT 1%;@

963 R=RND(18) : IFR=9THENS0G
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904 5=5+1:PRINT"EXTRA POINT GOOD":GOT0918

906 PRINT"EXTRA POINT NO GOOD*

918 GOSUBS300:6G0SLBILY

91 IFG=1G0T0915

913 N=p+S:RETURN

913 =S

916 RETURN

919 GOSUBS000

928 PRINTRES, “000000 000000 000000 00000 000000

921 PRINTTRB(18);"00 00 00 0000 0000

922 PRINTTAB(18); "000000 00 00 00 00000 00000

923 PRINTTRB(18);* 0000 00 00000 OO

924 PRINTTRE(18); "000000 000000 000000 00 00 000000%;
925 GOSUBS308: RETURN

1100 GOSUBSE00:L=65:A=RND(12) : INPUT"PRESS 1 WHEN RERDY FOR KICKDFF*;B
1182 E=2:H=10:C=0:L<L-5%6-A

1163 GOSUBSERR: IFLO=8G0T01128

1184 GOTO1168

1185 PRINT"BALL RECIEVED ON THE";160-L; "AND RUN BACK"; H; "YRRDS"
1106 L<LH

1167 GOSUBS200:GOSUBS08 : GOSUB1688: GOT08S8

1108 PRINT°BALL CAUGHT IN THE END ZONE®

1189 INPUT"PRESS 1 TO ACCEPT TOUCHBACK"; B: IFBOAGOT01420
1118 1L=20:PRINT"TOUCHBACK" : GOT01167

1128 A=RND(18) : IFACGOTOL165

1121 B=RND(18) : HeH+B: A=RND(10) : IFAK6GOT01185

1122 A=RND(10) : Hetf: B=RND(10) : IFBC7G0T01405

123 C=C4.: IFCC4G0T01422

1124 A=RND(28) :H=HHA: B=RND(10)  IFBC4GOT01165

1125 PRINT®LONG GRIN® :C=C+1: IFCC6G0TOL44

1426 HeL:PRINT"RUN-BACK FOR A TOUCHDOMN"

1127 GOSUBS308 : GOSUB1608: H=L :E=3:GOT0668

1148 PRINTRETURNER DECKED IMMEDIATELY®:H=9:GOTO1185
12600 E=2:A=RND(28) - A=f+B: GOSUBSE08: IFRX1960T01228

1281 A=RND(20) : IFRC4G0T01230

1282 A=RND(15) :H=35+1: PRINTES4S, "PUNT GOES®; H; "YARDS" :L=L-H.GOSUBS108
1263 GOTO01268

1204 A=RND(10) : IFAC4GOTO1240

1285 W0.C-8



1206 A=RND(9) : IFR-BC4GOTO1214

1287 A=RND(8) : Hett+A:C=C+4 : PRINTE4S, "BREAKS TRCKLE" :GOSUBS168: IFCCG0T01206
1288 PRINTEG4S, "BREAKING ANAY" : GOSUBS108

1209 A=RND(9): IFRK6GOTO1214

1218 A=RND(15) : H=HA:C=C+1: IADLGOT0SE8

1211 IFC<6G0T01289

1212 A=RND(25) : H=t+A: B=RND(2) : IFB=260T01214

1213 H-L.:G0T0688

1214 PRINTEO4S, "TRCKLED" : GOSUBS100 : A=RND(15) : IFR=860T01243

1215 PRINTEO4S, “PUNT RETURNED"; H; "YARDS TO THE®; L-H:GOSUBS308
1216 L=L-H:60T0858

1220 PRINTEO4S, "PUNT BLOCKED" : H=-RND(28)+5:G0SUBS160

1224 PRINTEO4S, "BALL RECOVERED ON®; 168-L-H:G0SUBS100

1222 GOSUB1688:GOT08S8

1238 A=RND(25) :H=10+A:PRINTEO4S, "BAD PUNT OF"; K "YARDS - NO RUNBACK
1231 G0SUBS160:60T01222

1248 PRINTEO4S, "PUNT COVERAGE VERY GDOD'*:60SUBS168

1241 INPUT"SIGNAL FOR FAIR CATCH (Y/D*; A:G0SUBS160:60T01258

1242 PRINTEG4S, "TRCKLED IMMEDIATELY" :H=0:A=RND(3):GOSUBS108 : IFACSG0TOL245
1243 GOTO3600

1245 PRINTE84S, FRIR CRTCH CALLED" :H=9:G0S. 5160

1246 GOTO4215

1258 IFR=YGOT01245

1251 A=RND(10) : IFRD6GOT01206

1252 GOT01242

1268 IFLC160TO1440

1261 GOSUB1608

1262 GOT01204

1300 A=RND(28) :H=INT(L/16)+1: IFR=20G0T01360

1361 ONHGOTO1310, 1310, 1329, 1339, 1348, 1358, 1358, 1358, 1356, 1356, 1358
1318 IFRO1660T01378

1311 GOT01380

1328 IFD1460T01378

1321 60T01389

1338 IFAA16G0T04370

1331 GOTO1398

1348 IFROSGOT01378

1341 GOTO1380

1359 GOTO1378



1368 PRINT®FIELD GOAL BLOCKED" :H=RND(38)-10

1361 PRINT"BALL RECOVERED ON THE®;L-H: IFL-tD8G0T01370
1362 GOTO1116

1370 PRINT"FG NO GDOD" : GOSUB1698

1371 GOTO8S8

4388 PRINT"FG GOOD* : GOSUB988

1381 GOT01160

1400 S=RND(10) : ONAGOT01418, 1415, 1429, 1425, 1438, 1435, 1448, 1459, 1468, 1479
4410 PRINT®OFFSIDES OFF *; :Q=-5:G0T01489

1415 PRINT®OFF HOLDING *; :0=-10:G0T01480

1420 PRINT*DEF HOLDING °; :Q=-10:G0T01480

1425 PRINT"ILLEGAL FORMATION OFF *; :H=-5:G0T01488
1438 PRINT"OFFSIDES DEF *; :@=5:G0T01488

1435 PRINT*FALSE STRRT OFF *; :@=-5:G0T01480

1448 PRINT"PERSONAL FOUL DEF *; :0=15:G0T01480

1450 PRINT"PERSONAL FOUL OFF *; :0=-15:60T01480

1460 PRINT"ILLEGAL PROCEDURE OFF *; :0=-5:G0T01480

1478 PRINT®HOLDING OFF *; :0=-10

1480 C=1: IFQCOTHENIFL-DL+((100-1)/2)G0T01485

1481 IFOSTHENIFL-QL/20=INT(L/2) :RETURN

1482 RETURN

1485 0=(108-1.)/2:RETURN

1500 REM TIME CLOCK

1585 T=T-E: IF(T(300)+(A(3)=2) THENT=308: A(3)=1.60T01516
1596 IF(T320)#(R(3)=3)THENR(3)=2: T=328.GOT01549

1507 IF(TC29)+(A(3)=1)THENA(3)=9: T=28:GOT01519

1510 IFT<=860T01545

1512 RETURN

1515 PRINT*GAME HAS ENDED":END

1516 GOSUBS099: PRINTEB4S, *THE HALF HAS ENDED® : GOSUBS308:RETURN

1549 GOSUBSE00: PRINTESAS, "THD NINUTE WARNING" :GOSUBS398:RETURN

1550 INPUT®IF THERE ARE ANY OFFENSIVE TINE MANEUVERS PRESS 1°:R

1551 IFROA60T0L560

1552 GOSUBS90:PRINT"1-TINE OUT" :PRINT*2-QUICK HUDDLE" :PRINT"3-SLONDONN

1553 INPUT"NHAT IS YOUR STRATEGY"; B: IF(B=1)#(A(G))@) THENE=1 :A(G)=A(G)-1:RETURN
1554 IFB=2THENE=E-2:RETURN

1355 IFB=3THENE=E+2:RETURN
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SUBS808: INPUT"IF THERE ARE ANY DEFENSIVE TIME MANEUVERS PRESS 1°:A
1561 IFROARETURN
1565 GOSUBSBO:PRINT"TIME OUT - 1":PRINT"SLOM DOMN - 2
1566 INPUT™MHAT IS YOUR SELECTION®; A: IFRD2RETURN
1570 IFR=2THENE=E+1:RETURN
1575 IFROZRETURN
1380 IF(G=1)*(R(2)>8) THENR(2)=(2)-1:E=1 :RETURN
1585 IFACL)XOTHENACL)=A(1)~1:E=1:RETURN
1599 PRINT*YOU RRE OUT OF TIME OUTS!™:RETURN
1608 L=108-1:0=1:F=10: IFG=1G0T01685
1683 G=1:G0T01606
1685 G=2:RETURN
1686 RETURN
1610 ¥=INT(T/158)+1 : IFX=4X=1:RETURN
1644 IFX=3x=2:RETURN
1612 IFX=2%=3:RETURN
1613 ¥=4:RETURN
2008 CLS:PRINTES, **;
2085 FORQ=1T018:0NOGOSUB2818, 2815, 2815, 2028, 2815, 2815, 2028, 2815, 2815, 2818
2006 NEXTO:G0SUB2097 : PRINTE648, :RETURN
2007 IFG-1PRINTE259+58-(L/2), "=""; :RETURN
2088 PRINTE3Z54L/2, " F="; :RETURN
2018 PRINT*/////=======sss==s=m===sssss=s——ssssssss=s—====s=======/////
2814 RETURN

2045 RINT*/22¢¢ = - oo M
2816 RETURN
2820 PRINT*/22/ - - = = = = = = = NN
2821 RETURN

2050 IFG=1PRINTE259+58+INT(H/2)-(L/2), "=""; :RETURN

2054 PRINTE325+(L/2)-INT(H/2), " }=*; :RETURN

2999 REM NEN PLRY ARER

3000 U=0:Y=0:W-0:%-8:Y=1:2-8:1=1. )

3818 PRINTEESS, "THESE ARE YOUR OFFENSIVE PLAYS

3011 PRINT*RUN MEAK SIDE -4 RINUWP MIDDLE -5 LONGPRSS -9

3812 PRINT"RUN STRONG SIDE 2 RAZZLE DRZAE - 6 PUNT -1
3013 PRINT SHEEP =3 SHORT PRSS -7 FIRDGoAL - 11
3814 PRINT®DELAY - 4 MEDIUM PRSS -8

3620 PRINT*MHAT PLAY DO YOU SELECT?"; :PRINT@93S, "*; : INPUTP
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| 3822 G0SUBS6E8
!3025 ONPGOSUB3108, 3165, 3148, 3115, 3128, 3125, 3138, 3135, 3148, 3145, 3158, 3455
| 3026
i
3030 PRINTE6SS, "DEFENSIVE PLAYER CHOOSE YOUR DEFENSE

3631 PRINT'BLITZ -1 BALANCED -4 KEYEDLIERN -8
|3832PRINT'PRE\BIT-2 KEVED SHORT PRSS - 5 KEYED SEEP -9
j 3833 PRINT"STACKED - 3 KEVED MEDIUM PRSS- 6 GOAL LINE -18

i 3834 PRINTE918, "KEVED LONG PRSS - 7":PRINT® WHAT IS YOUR DEFENSE?";
| 3835 PRINTE9S3, * *; : INPUTK:GOTO3940
{ 3836 PRINT"PUNT STRATEGY*:PRINT*COVER RETURN 11°:PRINT*ATTENPT TO BLOCK 12°
| 3837 INPUT*NHAT IS YOUR PUNT DEFENSE";A:B=2: IFR=1260T01208
i 3038 B=0:60T01200
| 3040 ONKGOSUB3208, 3285, 3218, 3215, 3228, 3225, 3238, 3235, 3248, 345, 3258, 3255
f 3044 GOSUBSHEO: PRINTOFFENSIVE PLAY  *
| 3845 ONPGOSUB3388, 3385, 3318, 3315, 3328, 3325, 3338, 3335, 3348, 3345, 3358, 3355
| 3049 PRINT"DEFENSIVE ALIGNMENT IS°,
i 3050 ONKGOSUB3468, 3465, 3410, 3415, 3428, 3425, 3438, 3435, 3440, 3445, 3459, 3455
, 3031 GOSUBS300:H-6
| 3053 AERND(13) :C=8: IFR=7C=1
3955 IFPC7G0TO3580
i 3060 1FPC1660T04000
' 3108 V=1 X=X-1: N1 Y=Y-1:RETURN
; 30685 V=v-1:W=h-1:v=Y-1:RETURN
' 3040 U= Y=t N1 X=X-1 Y=Y-1 . RETURN
3445 V=92 M=l X=X+2:RETURN
© 3128 V=V-1: N1 K=K Y=Y+41 -RETURN
3425 U=U#2: V=V H=b-2: X=X-1 RETURN
3138 2=2-3:1=1-1:RETURN
3135 RETURN
3140 Z=242:1=1
3145 RETURN
3156 GOT01308
3200 U=U1: N1 X=K-2:2=242: 1=1-1: J=J-1 :RETURN
32685 U=U-1:2=2-2: [=1+42: J=J+2:RETURN
3210 V=143 Hebi2: X=X-2: Y=¥-2:2=2-2: I=]41 - RETURN
3215 RETURN
3220 Wl XK Y=Y-2:2=2-1 : [=143: J=J-1:RETURN
3225 ¥=X-1:Y=¥-1:1=142:J=J+1:RETURN
3230 V=1 M1 X=X Y= - 22244 - [=142:RETURN
3235 U=t V=l ] X=X Y= 221 - [=]-1 - J=J-1: RETURN
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3240 V=42 ML XK1 Y=42:252-1: =11 :RETURN

3045 U1 V=3 RebH3: eK-2. Yeb-2. JJ-3: RETURN

3300 PRINT"RUN HERK SIDE” :RETURN

2305 PRINT'RUN STRONG SIDE® RETURN

319 PRINT'RUN SHEEP* :RETURN

45 PRINTDELAY RUN®:RETURN

7320 PRINT'RIN UP NIDDLE®:RETURN

3325 -PRINT'RAZZLE DAZZLE® :RETURN

3330 PRINT*SHORT PRSS* :RETURN

7335 PRINT*MEDIUM PRSS® :RETURN

3349 PRINT"LONG PRSS® -RETURN

345 PRINT*PUNT* :RETURN

2359 PRINTFIELD GORL® :RETURN

2400 PRINTELITZ" :RETURN

485 PRINT*PREVENT* :RETURN

3449 PRINT*STROKED" :RETURN

15 PRINT'BALANCED" RETURN

420 PRINT'KEVED SP*:RETURN

25 PRINTKEVED IP* RETURN

3430 PRINTYEVED LP2:RETURN

U35 PRINT*KEVED LINE RUN® :RETURN

3440 PRINTKEVED SHEEP*:RETURN

345 PRINT"GORL. LINE® :RETURN

3500 GOSUBS000: U=U+3:A=RD(189) : IFAUGOTUZS58

B0 -2

3505 PRINTEO4S, "HRDOFF SUCCESSFUL®:A=RND(18) - ¥=v+2: GOSUBS198: IFACVGOTO3568

7506 19

3518 PRINTOOAS, “CLERRED LINE™:A=RADC18) :W=H+5: GOSUES199: IFAKHGOTOZS78

4 K2

3515 PRINTOOAS, *CLERRS DEFENSIVE LINEWEN":R=RAD(18) :X=K+7: GOSUB5108

3516 1FROBOTO3560

47 Het

3529 PRINTRBAS, “CLEARS LINEBACKERS" :A=RND(18) :¥=v+7 GOSUBS109: IFACVGOTIBSES |
52 16 '
3525 PRINTOGHS, "BREAKS TACKLE B=10:G0SUBSI00:-RID(2): IFR=AG0TIZS90 |
3526 He19 ~
3539 PRINTEOAS, "BREAKS TROKLE® :B=B+49: H=B: IFLCHGOTO3540

7531 A-RID(19) : IFAC4GOTOZS90 !
3532 HeH+19: GOSUBS169:60T03539 '
3548 IFD2i=H-1:G0SUES160 g
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3541 PRINTES4S, "RUNNING PLAY GRINED"; H; "YARDS® :E=2: IFCOATHENE=S: GOT0800
3542 PRINTE998, " *; :GOSUB1468

345 PRINTQ; "YARD PENALTY AGRINST *; : IF((G=1)#((0))+((G=2)%(@8)) THENPRINTRS
346 IF((G=2)*(0<B8))+((G=1)%(0>0)) THENPRINTBS

3547 GOSUBS308:PRINTE787, **; - INPUT*TO ACCEPT PENALTY PRESS 1%; X:IFX(160T0800
348 H=Q:D=D-1:G0T0800

3558 PRINTEB4S, "RUNMER HIT IMMEDIATELY AFTER HANDOFF*®:A=RND(3): IFR=1G0T03608
331 H=-RND(7):GOTO3540

3568 PRINTEG4S, "RUNNER HIT APPROACHING THE LINE® :R=RND(28): IFR=1G0T(3600
35961 A=RND(S) :H=R-2:GOTO3540

3570 PRINTEG4S, "RUNNER HIT AT LINE" :A=RND(29) : IFR=9GOT03608

3571 A=RD(3) : H=1+A:GOTO3548

3508 PRINTRG4S, “TRCKLED BY LINEBACKER" :R=RND(25) : IFR=9G0T03608

3581 A=RND(S) : H=ht3:GOTO3540

3585 PRINTEG4S, “TRCKLED BY SAFETY" :R=RND(35) : IFR=8G0T03600

3586 R=RND(10) :H=6+A:GOTO3546

3598 PRINT@G4S, "TARCKLED BY CORNER BACK" :R=RND(35) : IFR=6G0T03600

3591 A=RND(10) :H=B+5+A:GOTO3540

3608 PRINTE84S, "FUMBLE" : GOSUBS108 : GOSUB1608

3681 A=RND(18): IFROIPRINTEB4S, “BALL RECOVERED ON THE";L:GOSUBS168:GOT(

3682 A-RND(18) :PRINTES4S, "BALL RECOVERED ON THE®;L:L=L-R:GOT0858

4008 GOSUBS008 : ONP-6G0T04081, 4010, 4620

4081 A=RND(28) :2=2+1: IFACZGOT04050

4002 A=RND(10) : IFRD2G0T04830

4003 PRINTE84S, "PASS UNCRTCHABLE® : GOSUBS108: H=8:E=1:G0T04698

4810 R=RND(10) : 2=2+1 : IFRCZGOT04650

4811 A=RND(8): IFRD2G0T04031

4612 GOT04003

4826 A=RND(8) : IFRCZGOT04050

4621 A=RND(6) : IFRD260T04032

4822 GOT04083

4030 H=RND(7) . H=H-2:GOT04@33

4031 H=RND(8)+7:GOT04033

4832 H=RND(15)415

4033 R=RND(19) : IFR=3G0T04160

4034 A=RND(10) : 1=1+43: IFAC1GOT04060

4835 IFL-HK-10PRINT*BALL CAUGHT OUT OF THE END ZONE® :GOTO46083

4836 REM TOUCHDOMN PRSS

4837 PRINTE845, "BALL CAUGHT ON THE®;L-H: * YARD LINE*:GOSUBS108
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4648 R=RND(10) : J=J+45: IFR< JGOT04845

4941 PRINTEB4S, "TRCKLE BROKEN® :H=H+10:60SUBS108:E=7 : IFL-HKBGOT0808
4842 A=RND(10) : IFROSGOTO4041

4845 PRINT@B4S, "RECEIVER TACKLED"®:E=6:A=RND(6) :H=H+A:60SUBS100:GOT0469%8
4850 PRINTEB4S, "SACKED" : A=RND(10) :H=-f1:E=5: GOSUBS100. GOT0489%

4060 PRINT@B4S, “RECEIVER DROPPED THE BALL":E=1:H=8:GOSUBS108:G0T0469%
489 1FHOBG0T04892

4891 A=RND(28) : IF (R=4)+(1DO)G0TO3608

4892 PRINTE4S, "PASS GRINED"; H; "YARDS" : GOSUBS168: IFCO160T0608

4893 GOTO3544

4100 E=3:PRINT*INTERCEPTED AT THE";L-H:H=8:60SUB1608

4181 A=RND(18) :B=RND(10) : IFRK6G0T04110

4162 HeHB:GOTO4481

4110 PRINT"RAN BACK"; H; "YARDS" : GOT0BS8

5000 PRINTEG4E, * °:PRINT:PRINT :PRINT:PRINTPRINT" *,* " *,"

081 PRINT@648, ** :RETURN

5108 GOSUB2858 : FORD=1T0508: NEXTO: PRINTES4S, "

165 FORO=1T0300: NEXTO:RETURN

5200 FORD=1T02008:NEXTO:RETURN

5300 FORD=1T01600:NEXTO:RETURN

Although it is our intention to publish programs in line listing form
for our readers’ transcription, we realize that the actual keyboarding
may require more time than some are able to devote.

To better serve our readers, prerecorded digital cassettes of this
program are being made available for substantially reduced rates from
the TRS-80 Software Exchange.

H the “‘prerecorded” route Is best for you, simply check the
appropriate bex on the order form in the TRS-80 Seftware Exchange
Market Basket section of this magazine.
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STARDATE: 2200 ' . Al
From Admiral Fitzpatrick — : g

““You are to enter
and explore the
Omega Vlregion
of the galaxy,
gather information N

on other inhabitable B i

planetary systems that you may encounter and

defend yourself should that situation arise.”” :
You are in command of the Starship ENTERPRISE and
its ships’ complement of 371 officers and crew. Omega
Viis composed of 192 quadrants containing star systems
and planets [a few habitable!l. Information on Omega \|
is sketchy, but astronomical hazards such as pulsars,
class 0 stars'and black holes are known to be present in
_the region. The area is also patrolled by Klingon Battle
Cruisers, so look before your leap.

SPECS: STAR TREK Il
PLAY BOARD: 8 by 8 by 3 quadrants
WEAPON SYSTEMS: Phaser and Photon Torpedos
POWER SYSTEMS: Warp and Impulse
COMPUTER SYSTEMS: Science (Data Collection and
Ship’s Computer
SENSORS: Long and Short Range
REPORTS: Damage Control and Status
PLAY ELEMENTS: 20 Klingon Battle Cruisers,
100+ stars and planets, black holes and pulsars

Available on Digital Cassette for the Level 11
16K TRS-80 Microcomputer — $14.95
THE TRS-80 SOF TWARE EXCHANGE
17 Briar Cliff Drive
Milford, New Hampshire 03055



What They Never Told You About Level I

At long last Radio Shack’s TRS-80
Level II is being shipped. Many
people now own Level 1 machines,
and most will be converting to Level
II. No doubt you will be reading lots
of stuff about all of the features Level
11 has to offer. But there are a lot of
things Radio Shack didn’t tell you
about Level II. And that’s what this
article is all about.

If you don’t know it by now, let me
tell you about a Radio Shack first.
Radio Shack is the first company in
the world to make a real time clock
that requires a disk drive to operate
it. Does the disk drive motor wind the
clock? Well, of course not. The truth
of the matter is that there is no clock.
In the expansion interface there is a
timer which creates an interrupt
every 25 milliseconds. When Disk
Basic is loaded in memory, this
interrupt is enabled, causing a
subroutine to add one to a counter
every 25 milliseconds. By reading ths
counter correctly, which TIMES does,
you can make the computer keep
track of time.

Then there is the SYSTEM
command. This lets you load and run
Z—80 machine language programs.
What the book doesn’t tell you is this:
if the first character is a slash ‘‘/”’,
then the command is treated like a
jump instruction. If other characters
follow the slash, they are used as a
jump address in decimal. If no
characters follow, then the address
currently stored at memory address
40DF—40E0 is used as the jump
address. If the first character is not a
slash, then the instruction is treated
as a load from tape instruction with
the typed characters as the file
name.

While on the subject of machine

language, here’s another address to
write down. It’s 1A19 (hex). If you
write any machine language pro-
grams, and want to get back to
BASIC, jump to that address. That’s
also a good way to exit T—BUG.

The verify command CLOAD? is a
nice feature. But, if you run with two
cassette machines, always verify on
cassette #1. It seems that CLOAD?
#-2 doesn’t work. CLOAD and
CSAVE can be directed to cassette
machine #2, however, just like the
book says.

There is also a bug in the
FOR-NEXT loop. The following line
works fine in Level I, but causes a
syntax error in Level II:

100 FOR A(89)=1TO 100

A(89) is an element of a dimensioned
array. Seems that the counter in a
FOR-NEXT loop cannot be an array
element.

If you’re used to Level I, the print
commands can seem to work rather
strangely. In Level I, a simple print
clears the current line to the end,
then skips to the next line. In Level II,
no clear takes place. If you want to
clear a line, use PRINT CHR$(30).
PRINTUSING can also do some rather
strange things by erasing the next
line below it. If you run into this
problem, add a comma to the end of
your PRINTUSING name list.

Level II BASIC uses the words OR
and AND. Also, you enclose each
condition without parentheses. While
it is better to use the Level II method,
the old Level I version still works.
What that really means is that if
you're converting a Level I program
to Level II, don’t go killing yourself
changing this:
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What They Never Told You

100 IF (A=B)+ (A=C) THEN
350

to this:
100 IF A=B OR A=C THEN 350

just to satisfy Level II. Either will
work.

Certainly, one of the big features of
Level II basic is its ability to handle
string characters. There is one
problem here that you should know
about. Let’s say you have the
following lines in your program:

100 B$=‘‘LANCE MICKLUS,
WINOOSKI,VERMONT”’

110 PRINT #—1, B$

Fine, so you wrote ‘LANCE
MICKLUS, WINOOSKI,VERMONT”’
on tape. Or did you? Read the tape
back and guess what you get. You get
LANCE MICKLUS and that’s all. The
quotes don’t go on the tape. Worse
yet, the comma terminates the read
and doesn’t give you any errors like

?EXTRA IGNORED.
Both versions of Radio Shack BASIC
usually do not require THEN

following an IF statement. But
sometimes this will get you into
trouble. When in doubt, use THEN.
But here’s a better rule. Instead of
THEN, use any logical BASIC word.
For example:

100 IF A=B THEN B=B+3
110IF A=BLETB=B+3
120IFA=BB=B+3

Using line 120 could get you into
trouble. You’re safe with line 100 by
using THEN. But line 110 follows my
rule, since LET is a BASIC word.
Also, LET better explains what the
statement is and is better pro-
gramming. See, there is a good use
for LET. RETURN, END, CLS, and,
PRINT are all BASIC words and do
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not require THEN before them.
However, you must always usé THEN
when you are also going to use ELSE.

What about that down arrow or line
feed? What that will do is force a line
feed, or series of line feeds when the
program is listed. You can use this to
really clean up the appearance of your
programs when they’re listed, es-
pecially in a remark.

What about those nice Level I short
hand commands, like P. for PRINT.
Well, they’re alive and well, and
living in your ROM. The difference is
that the computer does the short hand
conversion for you, but converts it
back when you list the line. If you are
now using a Level II, here’s an
experiment. Type NEW, then type
the following:

10 PRINT‘‘HELLO”’
Now type PRINT MEM and see

_how much memory is left. Then type

this:
10 PRENT“‘HELLO”’

Followed by PRINT MEM again.
Guess what. PRENT‘‘HELLO”’ uses 4
more bytes of memory than
PRINT‘“HELLO”’ even though both
lines use exactly the same number of
characters. The reason is that BASIC
knows the word PRINT and converts
it to a single character, which it stores
in memory in place of the word
PRINT. Since PRENT is not a BASIC
word, there is no short hand for it, so
all S letters must be stored, thus
using more memory.

Some final advice to anyone moving
up to Level II. Anytime you start
using a new computer, whether it’s a
TRS-80 or a SIGMA/VIItime-sharing
system, the first thing to learn is the
editor. Forget about everything else
and master the editor first. Only after
you know the editor inside out, should
you begin to learn all of the other
stuff. It’s time that more than pays
for itself when you start programming

— Lance Micklus [



SOFTWARE
TRS-80 EXCHANGE

Market Basket Catalog

RENUMBER -by Lance Micklus

Can renumber a 12K program in just 32 seconds. Complete user control
with respect to which lines are renumbered, and how, including all
GOSUB’s and GOTO's. Runs in 1300 bytes of high memory regardless of
program size. Specity 4, 16, 32, or 48K version. Compatible with Disk
BASIC. For the Level 11 TRS-80 Microcomputer.

ACCOUNTS RECEIVABLE -by M.D. Kelleher

Allows for the creation of up to 200 files with account name, invoice
number, payment date and balance. Updates files and stores to tape. Offers
complete aging data and reveals delinquent accounts, Level Il 16K

BREAKAWAY-by Lance Micklus

A challenging ‘‘real time'' action game of skill and dexterity. All the
excitement of the traditional Pinball machine-without the expense! You
control the speed and direction of the ball as you try to ‘*Breakaway’’ the
playing field. Easy to play? You bet! Easy to win? Better start practicing.

MOVING SIGNBOARD -by Circle Enterprises

This machine language program is designed to use the TRS-80 as a display
device. The user may type-in up to a full screen of text, store it in memory
and then cause it to crawl across the screen in the fashion of an electronic
marquee.

TRS-80 SLOT MACHINE -by Circle Enterprises
This program simulates (with full graphics) a typical 3-reel casino slot
machine with 10 payoff combinations ranging from $2 to $200.

PETALS AROUND THE ROSE -by Circle Enterprises

This is a TRS-80 implementation of the dice game/puzzle described in the
Sep/OCT 1977 issue of Personal Computing Magazine. The game is both
challenging and frustrating for most people.
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SCI.-FI SAMPLER -by Tim Quinlan

Three science fiction games in one program: Lunar Lander, Star Monster
and Space Battle, Instructions are part of the program along with graphic
displays.

‘CONCENTRATION by Lance Micklus

Back in the sixty’s, one of the most popular TV game shows in modemn
history appeared on the air, entertaining millions for years. “Win campers
or boxes of nails, win gifts, but take the chance on forfeiting them later in
the game.”” Most of alf, concentrate on where these items appear on the
play board. This program runs in 16K on either Level Lor I ROM, and
assures hours of enjoyment—~—just like you used to}

FILE HANDLING -by Circle Enterprises

A must for file handling in BASIC. Will list names in file, search/edit file,
record file on cassette. One use would be to record names and phone
numbers, either one callable by the other, Level Il 16K

X-WING FIGHTER -by Rev. George Blank

Looking for more realism in “TREK” type programming? Put yourself in
the cockpit of this X-wing fighter. Extensive use of the INKEY function puts
all of the ship’s controls at your ringertips without hitting the ENTER key.
Long range sensors wartt you of approaching aircraft in advance of a visual
sighting. When they are close enough to be seen, they will become larger as
they get closer. (see advertisement elsewhere in magazine) Level Il 16K

THREE D TICTACTOE

Everyone knows the game, but how about a 4x4x4 version. This program
offers three skill levels for computer competition, and the author warns you
to practice before you take on the computer’s third skill level. You can also
play your easy-to-beat friend, of course. LEVELT & I1 16K.

SMALL BUSINESS BOOKKEEPING-by Roger Robitaille

For scores of years, National Distributing Company has been selling the
“Dome Bookkeeping Journal’”” through stationery and discount stores
nationwide. Qur Small Business Bookkeeping program is designed to be
compatible with that bookkeeping journal. As is appropriate with
any business application, we assume no liability whatsoever in regards to
the use of this pregram. The user is expected to assess it based upon its
performance as observed. It’s not that we don’t believe in it, it’s just that
the conceivable libility for its use (or misuse) is so staggering that you just
plain use it at your own risk, or don’t use it.

BANKOQ-by Lance Micklus

Banko is a game similar to Blackjack in principal; however, the game is not
conducted in a simple “‘win/loss” manner. The maximum poiat is eleven,
and the winner wins according to the point difference between the twao
players. Thus, the game is not over when one player *'busis”. i is for the
other player to maximize his gains by increasing his count toward 1%,
without going over. Suvitable for Level I or II 4K systems.
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TIMB BOMB -by David Bohike

Somewhere inside a fowering skyscraper, a {ime bomb is ticking away. in
this game, your mission is to locate the explosive device (o easy task ip
such s large, maze-like structure; and disarm: it withis a given dme. Levei |
or 1 16K

BLACK JACK by Milan Chepko
"Yes, I know you zll have one, but if you are willing to forsake the graphics,
.many more of the Las Vegas type optioas are available with this Levej 1
prograrn.
TAROQT CARDS-by Frank Rowlett
This is probably the best future gazing type program [ have seen. Unfike
many programs in the field, whose appeal wear out duickly, the
combination of the graphics and the presenation leads to continuimg
use——try it, you'll like it,
. BASIC STATISTICS - by Steve Reisser
This powerful set of procedures is of use to students, instructors, behavioral
and research scientist, statisticians — anyone using rand order, central
tendency, Peatson product-movement correlation coefficient, chi-square,
Fisher T test, sample analysis of variance, Z-scores and standard scores,
- with a random number generator built in to simulate data.

CRIBBAGE by Roger Robitaiile, Sr.

Here it is.— the October SeltSide feature program oun digital cassetie. It's
a “‘you vs. computer’” Cribbage, played by the standard reles. The
compater shuffles, deals, keeps score and wins ...unless you're careful!
Suitable for 16K machines.

END ZONE - by Koger Robitaille

The October cover program on cassetic, 1o tuke some of the sizain off your
fingers. It’s 16K TRS.80 football, right down to the 2-minute warning,
played in four 15-minute quarters. A 2-player game, Levef [or 116K

STAR TREK Il -by Lance Micklus

One of the most advanced Star Trek games ever written. Object is to explore
as much of the galaxy as possible, destroy the 20 Klingons and locate the 5
class M planets. Thus, the exploration part of the Enterptise’s mission has
been added to the game, giving it a whole new dimension. Speaking of
dimension, the galaxy is 3 dimensional, not flat like in other versions.
Extensive use of graphics is made. Duting a Klingon battle, you will see the
Enterprise fire its phasers, the phasers hit the Klingon and the Klingon
explode. And before you go charging off, you must be careful of the large
stars and biack holes, as well as the pulsar. But there's more; the pulsar
makes space noise in adjacent quadrants. The only way to find a Klingon in
those quadrants is to explore them. And you never can tell in which onre of
them a Klingon might be hiding. Also, when you dock at a Star Base, you
must control you speed, Otherwise, you'll have a collision but won’t dock.
At the end of the game, you return to Star Fleet Headquarters, where the
data you've been gathering in yout ship’s computer will be evaluated and
your performance rated, 16K Level Il only, Takes about 2 hours to play a
game,
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PILLBOX by Gene Perkins

This program simulates an artillery battle between two fixed implacements.
A two-player game, each player controls the angle of fire and the muzzle
velocity of the shell. The game places a mountain between the warring
batteries and lets the laws of physics take over. A really good game, easily
fitting a 4K machine.

8080 TO 2-80 CONVERSION-by M. Keliher

What can we say! For you machine language buffs, here is a prograw which
permits you to enter 8080 codings and the program will refurn the Z-80
equivalent, Jt will also store these equivslenis in the order in which they
were entered, for later review,

BIORHYTHM-by James Penny

There is a theory that everyone is sebject e a group of life cycles which,
together, effect our daily life. The rates of those cycles are mathematically
fized and lend themselves to computer analysis. This program unravels
those interrelated formulias into a meaningful graphic presentation. Rans in
4K Level L

BINGO CALLING PROGRAM -by Tim Quinlan

This is a great program for the family or small groups. It picks a number
and displays it in screen size characters. It then displays a table of alt the
calls up to that time, When someone has a bingo, there's a number
checking routine at the end.

OTHELLO HI -by Tim Quinian

A strategy game played on an 8 x 8 board. The object of the game is to
capture as many of the squares as possible. You can play against the
computer, a friend or have the computer play against itself, Has an
interesting graphics display,

GALACTIC BLOCKADE RUNNNER -by Tim Quinlan

You are the captain of a federation starship battle cruiser. Your mission is to
run an enemny biockade and to defiver vital supplies to federation forces
under siege on Planet M/5. You control your ship’s course and speed along
with the firing of its weapons. You will have to fight battie after battle
successfully to reach your destination. Besides the enemy, you will have to
cope with ship malfunctions and ion storms.

GAMES/GROUP 1 -by Tim Quinlan

There are four games in this package, starting off with an old favorite (for
mmputerlsts, that is) Hammurabi. The other games are Concentration 1,
which is based on the TV game, Russian Roulette, play with the computer
or a friend, and UF0, a space war game.

REMAINDER by Lance Micklus

A real good way to show off your TRS-80. It’s a ““find my number” game for
people with 64K of head space. Waming: Don’t leave this game loaded in
your computer and walk away. Or, when you return, you'll find a crowd
playing thes game. (Worse yet, they won't let you have your machine back.)
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TREASURE HUNT by Lance Micklus

This is a challenge, so don’t cheat and read the program listing. Use your
imagination. You are exploting caves and irying to find 20 treasures. Some
are easy to get, others are very difficult because you have to figure out how.
When you first play, you will probably make a lot of mistakes. The mote you
play this game, the more secrets you will discover, and thus, the more -
treasure you will find. All 20 treasures can be found in about an hour of play
if you know what you're doing. Your first problem is to draw a map of the
caves. However, to save you time, a map is enclosed. Good luck, you're
gonna need it.

- CHECKERS by Don McAllister

A Level 1 machine with 4K of memory is all you need to have a checkers
partner on call whenever you're in the mood. The program is written in
BASIC, but is suprisingly fast and competitive for such a smail program.

TEST FOR INDEPENDENT VARIABLES -by Steven Hebbler
Computes for Mean, Standard Deviation, N, Degrees of Freedom, and
probability of occurrence. Level 14K

METRIC/ENGLISH CONVERTER -by Steven Hebbler
Conversion. of length, weight, volume, temperature, and area are all
provided for in this Level I or I1 4K program.

HANGMAN, 2-PLAYER OR SOLITARY -by Robert Harkins
The game of Hangman just the way you remember playing it. Excellent
graphics. Level 114K

PORK BARREL -by Rev. George Blank

“The game that Congressmen never stop playing ... re-election’’. So begins
this 16K Level II masterpiece by the author of the December SoftSide’s
cover program, Santa Paravia en Fiumacclo. Put yourself in the shoes of an
aspiring Congressman. Given a breakdown of your constituency by
percentages; white collar, retired, farm worker, unemployed, welfare, blue
collar, elderly, and many more, how would you vote on various sensitive
issues? In PORK BARREL, you get to put your vote where your mouth is.
Don’t worry, the voters in your district will let you know how they feel!

TROLL’S GOLD -by Rev. George Blank
A chase game for children of all ages. The troll is deep within the caves,
Your goal is to descend to his gold-filied lair and escape with the booty
without him catching you. Level I 16K

MASTERMIND Ii-by Lance Micklus

Lots of people have written digital MASTERMIND programs that create
the code and give you the clues, This one will also let you make the code and
give the clues. You can play either way or take turns with the comgputer, 0
rounds make up a game, and at the end of each round, player averages are
displayed. Because this is a machine language program, it takes the
computer 3 seconds or less to come pp with a guess. Both Leveis I and Ii
versions are supplied. Level I loads with the CLOAD command, and Level I
with the SYSTEM command (file name MSTR). Loads into memory
addresses 5000 to 7FF0 and thus requires 16K of memory.
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GAMES

Star Trek 1M1

X-Wing Fighter

Concentration

Three D Tic Tac Toe

Santa Paravia & Fiemaccio

Banko

Pillbox

Othello [II

Galactic Biockade Runner

Games Group I

Remainder

Time Bomb

Black Jack

Cribbage

End Zone (special)

Treasure Humt

Hangman

Pork Barrell

Troll*s Gold (special)

Mastermind I

Robot

Breakaway

Bowling

Checkers

BUSINESS

Cash Register

Small Business Bookeeping
same with journal

Inventory Mgt (Super Pac)

inventory Mgt (Modular)

Inventory Mgt (FB}

File Handling

Moving Signboard

Text Editor

SPECIAL PURFOSE

B080-Z80 Conversion

Basic Statistics

Renumber

Metric / English Conversion

Test for Independent Variables

Binge Calling Program.

PERSONAL
Biorhythmns

Tarot

Perscnal Finance Pkg.
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14.95
7.95
7.95
7.95
9.95
4.95
4,95
5.95
7.95
595
4.95
7.95
4,95
7.95
4.95
7.95
4.95
9.95
3,95
7.95
4.95
4.95
7.95
4.95

10.00
15.00
22.00
10.00
20.00
25.00
9,95
2.95
92.95

1500

20.00
15.00
7.95
5.95
9.95

4.95
9.95
9.95

1&I

16K
16K

4K
16K
4K



HANGMAN [Level I]-by Roget Robitaille

. The age old pencil game has been tamed in Level 1. For those who don't
know the game, it is the original “*guess my word in X number of tries”
game. Originally in two versions, improvements have permitted this
Program to play both a solitary and a two-player version. To be acceptable
to Level 1 BASIC, the words must be coded in numeric equivalents, but the
ever available conversion chart lessens the confusion. The displays are
alphabetic.

PERSONAL FINANCE PACKAGE -by Tim Quinlan

This packape contains 3 programs to aid you in handling your personal
finances. The first is a Checking Account Program to help you keep track of
checks, deposits, interest, charges, transfers, etc., along with computing
your balance. | has a lot of nice features, including a fast method of data
retrieval. The second program helps you keep track of your Budget and the
* final program computes interest on loans, mortgages and charge accounts.

To order any of the programs shown on the
preceding pages, simply fill out the order
form provided below, enclose check or
money order and mail to:

THE TRS-80 SOFTWARE EXCHANGE
17 Briar Cliff Dr.
Milford, NH 03055

SOFTWARE ORDER FORM

DESCRIPTION ™ COST

(Office use)

TOTAL
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'“= time-sharing BASIC machines. Now, you can play at =
l_l_?' home! i'—_
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For the TRS-80 Level Il 4K or 18K

”-'ﬂ Microcomputer on Digital Cassette - $4.95. |lu'
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[OCheck [IMoney Order [IVISA/Master Charge

VISA
NAME
ADDRESS
CITY,STATE ZIP
*Special prices for feature programs in effect 60 days from date of mailing
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%, SoftSide.

(
What better gift for your
computing friends than SoftSide™ |
....the foremost magazine for :
software in BASIC. Twelve months
of dynamic entertainment
for only $15.00! And what a way
to open someone’s eyes to the
phenomenon of personal
computing !

— | — T — . —— e — e i S S S S e e S M e S S S s

Please send the next 12 issues to my friend listed
below. My full payment of $15.00 is enclosed.

[ICheck [JIMoney order
= Charge to my [IVISA/MASTER CHARGE (@8

Account #
Exp.Date ___________Interbank # (M/C only)
Signature
Address

37




by David Bohlke

Seconds count ... Somewhere
deep inside a towering sky-
scraper the time bomb is ticking
away. Would you be able to
locate and disarm this explosive
device in time to save the
building and its inhabitants 7
Maybe, but for everyone’s sake,
you'd better get in a little
practice with this computer
simulation first !

Available for Level | 4K or The Tﬁ?—g?lgrg}mrgﬁxhange
Level Il 16K — $7.95 Milford, New Hampshire 03055

SoftSide Subscriptions
PO Box 68
Milford, NH 03055
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H1Ji[H3, TRATION

JUST LIKE * »I>:_ R mam G

THE POPULAR N IR O B
09 nyig (_(\' ’
TV GAME Fn 134T O MK
' DISEVLAMD TRIP ) 18 <K -
SHOW! S

) 26

*

Select a square
and reveal one
half of a
fabulous prize !
Find the other half and it's yours (well, not really).
Stereos, televisions, Disneyland trips, they’re all on the
big screen — there’s even a TRS-80 !

But don’t forget the basic rules: concentrate on what's
on the board, or you’ll end up helping your opponent
more than yourself!

% Available on Digital Cassette for
the Level i or Il 16K Microcomputer — $7.95.
THE TRS-80 SOFTWARE EXCHANGE

17 Briar Cliff Drive
Milford, New Hampshire 03055
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SURVEY QUESTIONS

Dc you presentily own a TRS-807 if s0, please describe {Level |
oril, 4or 16K)

{f you own a system other than TRS-80, what kind?

If you own a Level | machine, are you planning to purchase Level ||
in the future?

‘Do you have Disk Drive?  Are you planning to purchase?

Do you have a Line Printer? Screen Printer? Are you
planning to purchase?

Have you keyboarded programs from SoftSide?
Which ones?

Would you be interested in seeing ail of the SoftSide programs
available on cassette for about $60 per year 7 (remember, that's
about 60 programs, or a buck apiece!)

tn general, what kinds of programs would you like to see in SoftSide
— (business, games, etc.) ?

' Any one program in particular you would like to see written?

Do you receive any other computer publications? if s0, which
ones?



OCTAL TO HEX

Here’s a simple program that can take some of the
drudgery out of converting those Octal codings to
Hexadecimal notation. Just enter the number to be
changed (e.g. 0,3,5) hit ENTER, and Voila; Instant
Hex!

OCTAL TO HEX CONYERSION PROGRAM
BY LANCE MICKLUS, WINOOSKI, ¥T.
TRS-6@ LEVEL 1 & 2 / 4K
VERSION 1.1 - JULY 1978

353838

G

NPUT"ENTER OCTAL NUMBER (SEPARRTED BY COMMAS)";H. M. L
=(64 *H) + (B*xM) +L
IF(N>233) + (HD>23) + (WD 7)+ (LD>7) THEN 318
C = INT(N/16)

RESTORE

150 READ D, RS

GEEES

(7Y
3

186 RERD D, B$

198 IF D O N - (16 * C) THEN 189
200 FPRINT "HEX YALUE: ";R$:B$
2106 PRINT

310 PRINT “77? ERROR 277"

320 GOTO 216

999 END

1008 DATA o, "e",1,"1", 2, "2",3,"3" 4, "4", 5, "5", 6, "6"
1010 DATR 7, "7".8, "8", 9, "9", 106, "A", 11, "B", 12, "C", 13, "D"
1620 DATA 14, "E". 15, "F"
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TRS-80 PROGRAMMING HINTS
GOT A VARIABLE?

Probably, but it’s often hard to remember which ones right off the bat.
This handy little subroutine can provide some quick answers when tacked
on to the end of a program. As shown below in the listing and sample run,
the program simply asks for and lists the variable values.

Unused variables will usually show .5 or —.5 value.

36808 PRINT"A®; R "B"; B, "C%;C, *D": Dy "E™E: °F™;F, 6" 6 "HY W 1% 1,
36640 PRINT®J®: J. "K": K ®L% L, "Ho 0 "N L #0%: 0, "P%i P, "8 @& "R°iR
30820 PRINT®S®: S, 75T, "US 4 V% W, W0 W, "X XK, "Y™ Y, "2% 2
30838 PRINT “As$"; A¢, "BS"iBS,

SAMPLE RUN
A.3 B-. 5 c4 Do
E7? F.5 G 3 H-.5
1.5 J . 49815 Kz L 12
L N2 0.5 Pa
Q26 R-.5 5.184 T.5
u.5 ¥ 43 W.5 Xa
Y- 218 A$ ALAN B$ MONDARY

All the excitement of the traditional Pinball machine —

without the expense! You control the speed and direction of

the ball as you try to ‘‘Breakaway’’ the playing field. Easy to

play? You bet! Easy to win? Better start practicing!

Available on Digital Cassette for the TRS-80 Level ii, 4K or
16K Microcomputer - $4.95 :

- The TRS-80 Software Exchange
17 Briar Cliff Drive
— Miiford, NH 03055
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In the next issue .....

Santa Paravia en Fiumaccio— Help Wanted: progressive
thinking 16th century Italian City State looking for strong
leadership. Guaranteed to turn ability into nobility. Four
levels of play for up to six lords and ladies.

The Six Million Dollar [/10,000] Clock — That’s right, it
can do everything a $10 Timex can ... except fit on your
wrist. Provides time, elapsed time, Greenwich Mean
Time, can serve as a chess clock, and much more.
Mortgage Calculation — Can be used to compute
monthly payment, summarize interest/amortization and
list monthly interest/amortization.

Spelling Bee — Just like the old-fashioned spelling bees
you remember as a child, only your computer does the
quizzing.

Biorhythyms — A history of the discovery of the
Biorhythymic phenomenon, complete with the program
to compute your very own cycle.

TRS-80 Programming Hints and much more.

Rush me the next 12 issues of SoftSide. Enclosed is
my full payment of $15.00.

(o Check [ Money Order [Master Charge/VISA

%. AC.COUnt# e -
TEREEIUR

Exp. Date Interbank # (M/C only)
Signature:

NAME
ADDRESS
CITY, TOWN -
STATE ZIP
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