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ter of gravity, volume and sum.ce area
of revolution, finding derivative for
slope, local maxima or minima, and
far too many more to list. If you have
use for a C-64 disk full of formulas like
these, it certainly seems like every
thing's here.

Free Spirit Software. Inc., 800-552
6777 or 312-352-7323 (see address list,
page 14).

CUSTOM AWA."
Award Maker Plus ($39.95) lets C

64 owners create custom certificates,
coupons, and the like. Graphics for
home, education, and business uses are
included. Border designs can be print
ed in color or black and white.

Baudville, 616-698'{)888 (see address
list, page 14).

IIIVISTMIIIT .ITU••
Version 2.1 of the Investment Sim

ulation Program (ISP) for the C-64 and
C-128 works faster than the previous
version, and can save output to disk
ftJes that can be used with a word pro
cessor. The program computes internal
and equity ROR's, present net worth,
life-cycle cost, and capitalized present
value from cash flows covering up to
200 time periods. Included are six dif
ferent worksheets for personal and bus
iness applications, among them car, ed
ucation, and general business. In most
cases, an investor can simply load a
worksheet and correct the title and data
to suit a specific project. Price is
$36.00, plus 10% for shipping in con
tinental US.

Pyxis Software, 719-596-6465 (see
address list, page 14).

aOAD 01' lDUCATIO.
The Michigan Association for Com

puter Users in Learning (MACUL) has
opened a reachers' BBS on the Univer
sity of Michigan's CONFER system.
The board serves as a pUblic forum for
discussion of current trends in compu
ter technology. To join CONFER,
write or call Joan McCoy, School of
Education, The University of Michi
gan, Ann Arbor, MI 48109-1259
(phone: 313-763-9497).

MACUL, 313-595-2493 (see address
list" page 14).

aONUS TRACKS
Through September 30, Fuji will in-
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clude a free Uth disk in specially
marked 10-packs of Fuji MD2D (dou
ble sided, double density) 5\4" disks.

Fuji Photo Film U.S.A., Inc. (see ad
dress list, page 14).

lDUCATION IVINTS
There's still time for educators to get

in on Computer Learning Month (Oc
tober 1988). Contests, sweepstakes, and
local events around the US and Cana
da are planned. Detailed information
is provided in the official CLM pUbli
cation, available on written request.

Computer Learning Month (see ad
dress list, page 14).

LOAD '1M
Blue Lion's latest travelogue, TIcket

w Hollywood ($29.95), takes the 64 us
er through eight decades of movie his
tory. Aided by six 3-D maps, you can
explore Tmsel Town's landmarks or fol
low the footsteps of your favorite stars
as you gather the clues needed to solve
one of 25 mysteries.

Blue Lion Software, 617-876-2500
(see address list, page 14).

MIDI COIIYIIITIOMS
Two upcoming dates are scheduled

for MIDI Expo, the Conference and
Exposition of MIDI Music. MIDI Ex
po West will occur at Anaheim's Mar
riott Convention Center on September
10-U, and New York's second annual
MIDI Expo will be held in the Shera-

ton Centre on December 34. At each,
MIDI enthusiasts will be able to ex
plore the range of digital music instru
ments, equipment, and services
through product demonstrations and a
seminar program covering MIDI ba
sics, sampling techniques, and other
topics.

Expocon Management Associates,
203-259-5734 (see address list, page
14).

PRIIITIR .IPAI.
Printer Troubleshooting & Repair

provides users who have a basic under
standing of electronics with answers to
problems that commonly plague dot
matrix, inkjet, and laser printers. 250
pages; $19.95.

Howard W. Sarns & Company, 317
298-5400 (see address list, page 14).

KITIK SUPPORT
Computer accessories from Ketek,

makers of the Command Center line
of system enclosures:

The Sound Trap ($49.95) encloses
almost any 80 column printer with
sound-absorbing foam and wood to re
duce noise by up to 90%. Included are
an acrylic lid and a slide-out shelf for
catching printout.

The Remote Power Controller
($89.00) provides outlets for up to five
devices, each offering 3-way protection
against surges and spikes. The base unit
can mount behind or under your desk,
while the 3'1> x 514 x 11"" controller
is kept close at hand.

The Tut/Swivel Monitor Stand
($14.95) lets you tum your monitor to
the desired angle, with cushioned pads
to hold the monitor securely in place.

Ketek, 319-338-7123 (see address Jist,
page 14).

DlYICI # SWITCH
The Drive Box ($29.95) provides a

switch to let users change device num
bers on the 1541 or 1571, or tum off
write protection. It installs in minutes,
with some soldering required.

Free Spirit Software, Inc., 800-552
6777 or 312-352-7323 (see address Jist,
page 14).

..USHUP
How's your knowledge of junior

drum corps trivia-a little rusty? Don't
be the laughingstock of your next cock-
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Group (distributed by EA). The game
recreates eight crucial Nonh African
battles, or lets you remake history with
Warplan, a wargame construction kit,
and Warpaint, a graphics editor.

Bard's 'RJle /lI: ThiefofRite ($39.95)
finds the city of Skarn Brae in ruins,
thanks to the Mad God 1111jan. Your
job is to assemble a group of adven
turers who will travel the world in
search of11ujan to release the city from
the bond of ruin. Included are more
than 100 magic spells and 500 mon
sters, some of whom can join your
pany. The right mix of characters (cho
sen from up to 13 classes) is essential
to making it through the 84 dungeon
levels and 7 different dimensions.

[n a future threatened by galactic
war, Reach for the Stars ($39.95) gives
you the responsibility fur the propaga
tion of your race. You must search for
planets to colonize, manage your peo
ple's economic and social forces, and
develop a strong space navy. Play all
your cards right, and youl1 become rul
er of the galaxy.

Rockford ($29.99) lets you fullow the
famed archeologist of Boulder Dash
around the globe in search of the Phar
oah's gold pieces, the Emerald Eras
mus, and the Apples of Eternal Youth.

The computer which controls the
highways connecting the moons of Ar
megeddon has gone haywire, altering
some of the magnetic side panels that
keep vehicles on the roads. The result
is Roadwars ($29.99), which you must
win against the killer sparks, spikes,
barriers, and vicious aliens.

Electronic Ans, 415-571-7171 (see ad
dress list, page 14).

Electronic Ans has made a minority
investment in Strategic Simulations,
Inc., acquiring the rights to distribute
SSI software in the United Slates and
Canada. The first EAlSSI releases for
the C-64 will be three Advanced Dun
geons & Dragons Products:

Pools ofRadiance ($39.95) lets com
puterists "roll up" .characters, in clas
sic AD&D fashion, from four Classes,
six Races, and nine Alignments. Cities,
dungeons, and encounters are shown
in 3-0. The player can control the char
acters during battle, or let the compu
ter handle some or all of the action.

Heroes of the Lance ($29.95), de
rived from Dragons of Despair, the first
DragonJance game module, recreates

United they stand: EA (left) and SSI.
READER SERVICE NO. 258

the epic battle between good and evil
on the world of Krynn. The player
guides eigbt cbaracters into the ruins
of the temple Xak Tsaroth to retrieve
the Disks ofMisbakal. This entails de
feating the monstrous Draconians and
surviving attacks from dwarves, skel
etal undead, and other terrors.

711e Dungeon Master's Assistant
I1>lwne I, Encounters ($29.95) is ssrs
first utility for AD&D tabletop players.
The program includes over 1300 pre
generated monsters and characters, and
over 1000 separate encounters.

Pools and Heroes are already avail
able; Encounters, by late summer.

Strategic Simulations, Inc., 415-964
1353 (see address list, page 14).

Mindscape will publish ssrs backlist
of C-64 strategy/simulation titles under
its low-priced Thunder Mountain line.
The first releases will be Fortress, Bat
talion Commander, Nam, and Geopoli
tique 1990; coming are Cartels and
Cutthroats, Combat Leader, Galactic
Gladiators, and Queen of Hearts.

Also from Mjndscape comes Cop
tain Blood ($34.95), utilizing both frac
tal and vector graphics to teU the story
of the Captain's quest to destroy bis
half-<lozen clones scattered around the
galaxy which are sapping his energy.

Mindscape Inc., 312-480-7667 (see
address list, page 14).

From Broderbund for the 64:
Based on the Alari coin-op classic

and, amazingly enough, the first home
computer adaptation of the movie to be

NEWS
published in North America, Star lItlrs
($29.95) puts the player in the role of
Luke Skywalker, piloting an X-Wing
Fighter in an attack on the Empire's
Death Star.

Downhill Challenge ($24.95) simu
lates four sryles of ski racing: down
hill, slalom, giant slalom, and jump
ing. Eacb event offers three skill levels.

1Wo previously released titles added
to Broderbund's $14.95 Value-Priced
Software line: Cauldron (recover the
golden broom stolen by the Pumpking
and destroy the evil Witeh Queen) and
Magnetron (pilot a Photon fighter in
combat against the 50 war bases orbit
ing the earth, or against bases of your
own devising).

Broderbund Software, 415-492-3200
(see address list, page 14).

The fuUowing are for the 64 from
Epyx, $39.95 each unless otherwise
noted. Scheduled for release in the
third quaner:

Ballieship ($29.95) brings the fa
mous board game to the computer
screen, improved with grapbics and
digitized sound efrects. Players can see

NLQ
Near Letter Quality

You don't have to bUy a new
printer if you need 10 improve the
print quality of your correspon
dence.
We have an easy-to-install kIt fOf you:

EPSON FX-BO/100
incl. + series Call

EPSON AX·BO/100
incl. + series Call

EPSON MX series Call
STAR Gemini 10X I 15X $52.50
STAR Delta 10 I 15 $52.50
Checks or COD only. Florida residents
add tax.
Order information for STAR Gemini
printers:
The largest integrated circuit on the
printed board is either a type 0 7800
or 0 7801. Please submilthat informa
tion with-your order.
The kit for the EPSON printers (Dots
Perfect) is a trade mark of Dressel·
haus Computer Products..

ESP Corporation
PO Box 1248
Hotmes Beach, FL 34218
Phone: (813) n8-5TT3
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Group (distributed by EA) . The game 
recreates eight crucial North African 
battles, or lets you remake history with 
Warplan , a wargame construction kit , 
and Warpaint , a graphics editor. 

&rd's 7ale m: Thief oj RIte ($39.95) 
finds the city of Skarn Brae in ruins, 
thanks to the Mad God Tarjan . Your 
job is to assemble a group of adven
turers who will travel the world in 
search of llujan to release the city from 
the bond of ruin . Included are more 
than 100 magic spells and 500 mon
sters, some of whom can join your 
parry. The right mix of characters (cho
sen from up to 13 classes) is essential 
to making it through the 84 dungeon 
levels and 7 different dimensions. 

In a future threatened by galactic 
war, Reach for the Stars ($39.95) gives 
you the responsibility for the propaga
tion of your race. You must search for 
planets to colonize, manage your peo
ple's economic and social forces, and 
develop a strong space navy. Play all 
your cards right, and you'll become rul
er of the galaxy. 

Rockford ($29.99) lets you follow the 
fumed archeologist of &ulder Dash 
around the globe in search of the Phar
oab's gold pieces, the Emerald Eras
mus, and the Apples of Eternal Youth . 

The computer which controls the 
highways connecting the moons of Ar
megeddon has gone haywire, altering 
some of the magnetic side panels that 
keep vehicles on the roads. The result 
is Roadwars ($29.99), which you must 
win against the killer sparks, spikes, 
barriers, and vicious aliens. 

Electronic Arts, 415-571-7171 (see ad
dress list, page 14). 

Electronic Arts has made a minority 
investment in Strategic Simulations, 
Inc., acquiring the rights to distribute 
SSI software in the United States and 
Canada. The first EA/SSI releases for 
the C-64 will be three Advanced Dun
geons & Dragons Products : 

Pools oj Radiance ($39.95) lets com
puterists "roll up" .characters, in clas
sic AD&D fushion, from four Classes, 
six Races, and nine Alignments. Cities, 
dungeons, and encounters are shown 
in 3-0. The player can control the char
acters during battle, or let the compu
ter handle some or all of the action. 

Heroes oj the Lance ($29.95), de
rived from Dragons of Despair, the first 
Dragonlance game module, recreates 
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the epic battle between good and evil 
on the world of Krynn. The player 
guides eight characters into the ruins 
of the temple Xak Tsaroth to retrieve 
the Disks of Mishakal . This entails de
feating the monstrous Draconians and 
surviving attacks from dwarves, skel
etal undead, and other terrors. 

The Dungeon Master's Assistant
I1Jlume I , Encounters ($29.95) is ssrs 
first utility for AD&D tabletop players. 
The program includes over 1300 pre
generated monsters and characters, and 
over 1000 separate encounters. 

Pools and Heroes are already avail
able; Encounters, by late summer. 

Strategic Simulations, Inc. , 415-964-
1353 (see address list , page 14). 

Mindscape will publish ssrs backlist 
of C-64 strategy/simulation titles under 
its low-priced Thunder Mountain line. 
The first releases will be RIrtress, &t
talion Co1ll1/lQnder, Nam, and Geopoli
tique 1990; coming are Cartels and 
Cutthroats, Combat Leader, Galactic 
Gladiators, and Queen oj Hearts. 

Also from Mindscape comes Cap
tain Blood ($34.95), utilizing both frac
tal and vector graphics to tell the story 
of the Captain's quest to destroy his 
half-dozen clones scattered around the 
galaxy which are sapping his energy. 

Mindscape Inc., 312-480-7667 (see 
address list , page 14). 

From Broderbund for the 64 : 
Based on the Alari coin-op classic 

and, amazingly enough, the first home 
computer adaptation of the movie to be 

NEWS 
published in North America, Star Ubrs 
($29.95) puts the player in the role of 
Luke Skywalker, piloting an X-Wing 
Fighter in an attack on the Empire's 
Death Star. 

Downhill Challenge ($24.95) simu
lates four styles of ski racing: down
hill , slalom, giant slalom, and jump
ing. Each event of'fi:rs three skill levels. 

Two previously released titles added 
to Broderbund's $14.95 Value-Priced 
Software line: Cauldron (recover the 
golden broom stolen by the Pumpking 
and destroy the evil Witch Queen) and 
Magnetron (pilot a Photon fighter in 
combat against the 50 war bases orbit
ing the earth, or against bases of your 
own devising) . 

Broderbund Software, 415-492-3200 
(see address list , page 14). 

The following are for the 64 from 
Epyx, $39.95 each unless otherwise 
noted . Scheduled for release in the 
third quarter: 

&ttleship ($29.95) brings the fa
mous board game to the computer 
screen, improved with graphics and 
digitized sound effi:cts. Players can see 
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STAR Delta 10 I 15 ........... ... .. $52.50 
Checks or COD only. Florida residents 
add tax. 
Order information for STAR Gemini 
printers: 
The largest integrated circuit on the 
printed board is either a type 0 7800 
or 0 7801 . Please submit that informa
tion with your order. 
The kit for the EPSON printers (Dots
Perfect) is a trade mark 01 Dressel
haus Computer Products. 

ESP Corporation 
PO Box 1248 
Holmes Beach, FL 34218 
Phone: (813) n8-5773 
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with creations of his twisted mind. To
stop him, players must travel through
the kingdom (rifu, of course, with mon
sters, sorcerors, natural disturbances,
etc.), rescue the King, and fushion a
sword of Blacksilver with which to cap
ture Thrgas.

Scheduled for fourth quarter release:
Street Spons rootball, like previous

titles in the series, forces players to put
up with real life obslacles like puddles,
oil slicks, and inconveniently parked
cars. Plays can be picked from a com
puterized playbook, or designed from
scratch.

TeChIlOCOp, designed by U.S. Gold
and distributed by Epyx, matches the
Enforcers, a technologically advanced
police force, against the international
crime family known as D.Q.A. The
good guys' weapons include criminal
radar detectors, .88 magnums, and V
Max, the most advanced auto ever built.

Another U.S. Gold design, Spons
a-Roni ($24.95) consists of events like
a sack race down the streets of Naples,
balancing pasla plates near the Lean
ing Tower of Pisa, climbing an olive
oiled pole, vaulting the Amo River, and
pillow fighting in a gondola.

Epyx will distribute seven games by
UBlsoft, the French software house.
The first titles will be Trails of Hon
or, released as part of Epyx's Masters
Collection (see above) and involving
the efforts by the rightful heir to the
throne of a French kingdom to save his
people from a false monarch; and lee
Troshers, a futuristic combination of
ice hockey and soccer played arrtidst
explosive devices, bouomless pits, and
other dangers.

Epyx, Inc., 415-366-0606 (see ad
dress list this page).

Microlllusions has acquired the
rights to release games for the 64 star
ring a number of Hanna-Barbera char
acters. The Fiints/ones, The JetsollS,
Scooby-Doo, and Johnrry Quesr are
scheduled for fourth quarter release.

MicroJllusions, 800-522-2041 or 818
360-3715 (see address list, this page).

Znk McKrack1!n and the Alien Mind
benders ($34.95) involves a joumaJisl's
quest to locate and thwart the aliens
who are reducing the I.Q. of everyone
in the world to single digits with a stu
pidity machine.

Lucasfilm Games, 415-M2-1966 (see

Continued on page 36
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LuCll5flIm Games
P.O. Box 2009
San Rafael, CA 94912
Phone: 415-662-1966

MACUL
Box 628
Westland, MI 48185
Ppone: 313-595-2493

Gamestar
clo Medlagenlc

HI Tech Expressions
584 Broadway-Suite n05
New York, NY 10012
Phone: 212-941-1224

Howard W. Sams & Co.
clo Macmlllan

Inw-play Productions
1575 Corporate Drive
Cos.. Mesa, CA 92626
Phone: 714-549-2411

InlraCorp Inc.
14160 SW 139th Court
Miami, FL 33186
Phone: 305-252-9040

Ketek
P.O. Box 203
Oakdale, lA 52319
Phone: 319-338-7123

BaudvWe
5380 5200 Street SE
Grand Rapids, Ml 49508
Phone: 616-698-0888

Berkeley Sonworks
2150 Shattuck Avenue
Berkeley, CA 94704
Phone: 415-644-0883

Blue Lion Sonware
90 Sherman Street
Camhridge, MA 02140
Phone: 617-876-2500

Broderbund Sonware
17 Paul Drive
San Rafael. CA 94903
Phone: 415-492-3200

Compuler Learning
Montb

P.O. Box 60007
Palo Alto, CA 94306

Consort Sonware Co.
P.O. Box 1623
laCrosse. Wl 54601

Data East U.S.A., Inc.
410 Needles Drive
San Jose. CA 95112
Phone: 408-286-1074

D1glTtk, Inc.
10415 North Florida Ave.,

Suite 410
Thmpa, FL 33612
Phone: 813-933-8023

Activision
clo Med.lagenlc

Artworx Software
1844 Penfield Road
Penfield, NY 14526
Phone: 800-828-6573

or 716-385-6120

shrapnel tear into vessels, fires rage on gear from over 50 available items-
deck, and holes appear broadside. one wrong choice could be the differ-

The Games-Summer Edition tests ence between life and death.
world class athletes in events like Mind-Roll involves manipulating a
springboard diving, uneven parallel bouncing and rolling ball through 3-D
bats, velodrome sprint cycling, the walls, floors, and ramps. Sharp turns,
hammer throw, hurdles, archery, and maze races, and obslacle courses must
the rings. Camera angle views are de- be negotiated.
signed to give the feeling of network The latest in Epyx's Masters Collec-
TV coverage. tion of software for the advanced gam-

Though it sounds like a nuclear er, The Legend ofBlacksilver pits you
showdown, Final Assault lakes the against the evil Baron Thrgas, who has
player on a mounlain climbing eXpedi- kidnapped the King and plans to sub-
tion up some of the world's most trea- merge the existing continent and raise
chemus peaks. Players must select their one from the ocean depths, populated

Absolute Enlertalnment E1ectronlc Arts
251 Rock Road 1820 GaleW3)' Drive
Glen Rock, NJ 07452 San Mateo, CA 94404
Phone: 201-652-12Z7 Phone: 415-571-7171

Accolade Epyx, Inc.
20813 Stevens Creek Blvd. 600 Galveston Drive
Cupertino. CA 95014 PO. Box 8020
Phone: 408-446-5757 Redwood City, CA 94063

Phone: 415-366-0606

Expocon MllD8l!ement
Associates, Inc.

3695 Post Road
Southport, CT 06490
Phone: 203-259-5734

MacmUlan, Inc.
First Row Sonware 4300 West 6200 Street
900 E. 8th Ave.-Ste. 300 Indianapolis IN 46268
King of Prussia, PA 19406 Phone: 317-298-5400
Phone: 215-337-1500

Medlagenlc
Free Spirit SoItware Inc. 3g85 Bohannon Drive
905 W. Hillgrove, Suite 6 Menlo Park. CA 94025
laGrange, lL 80525 Ph' 15 329-0500
Phone: 800-552-6777 one. 4 -

or 312-352-7323 MicroWuslons
17408 Chatsworth SI.

Fuji Pboto Film U.S.A. Granada Hills, CA 91344
555 ThJtter Road Phone: 800-522-2041
Elmsford, NY 10523 or 818-360-3715
Phone: 914-789-8148

MIndsalpe Inc.
3444 Dundee Road
Northbrook, IL 60062
Phone: 312-480-7667

Okldata
5323 Fellowship Road
Mount Laurel, NJ 08054
Phone: 609-235-2600

Paragon Sonware
600 Rugh Street-Suite A
Greensburg, PA 15601
Phone: 412-838-1166

Pyxis Sonware
PO. Box 18016
Colorado Springs,

CO 80935
Pbone: 719-596-6465

Strategic Simulations
1046 N. Rengstorff Ave.
Mountain View, CA 94043
Phone: 415-964-1353

shrnpnel tear into vessels, fires rnge on 
deck, and holes appear broadside. 

gear from over 50 available items
one wrong choice could be the differ
ence between life and death. The Games-Summer Edition tests 

world class athletes in events like 
springboard diving, uneven parallel 
bars, velodrome sprint cycling, the 
hammer throw, hurdles, archery, and 
the rings. Camern angle views are de
signed to give the feeling of network 
TV covernge. 

Mind-Roll involves manipulating a 
bouncing and rolling ball through 3-D 
walls, floors, and rnmps. Sharp turns, 
maze rnces, and obstacle courses must 
be negotiated. 

The latest in Epyx's Masters Collec
tion of software for the advanced gam
er, The Legend of Blacksilver pits you 
against the evil Baron Thrgas, who has 
kidnapped the King and plans to sub
merge the existing continent and rnise 
one from the ocean depths, populated 

Though it sounds like a nuclear 
showdown, Final Assault takes the 
player on a mountain climbing expedi
tion up some of the world's most trea
cherous peaks. Players must select their 

Absolute Entertainment Electronic Arts 
251 Rock Road 1820 Gateway Drive 
Glen Rock, NJ 07452 San Mateo, CA 94404 
Phone: 201-652-12Z7 Phone: 415-571-7171 

Accolade Epyx, IDC. 
20813 Stevens Creek Blvd. 600 Galveston Drive 
Cupertino, CA 95014 P.O. Box 8020 
Phone: 408-446-5757 Redwood City, CA 94063 
ActivlsloD Phone: 415-366-0606 
clo Medlagenic Expocon Management 

Artworx Software Associates, Inc. 

1844 Penfield Road 3695 Post Road 
Penfield, NY 14526 Southpon, CT 06490 

Phone: 203-259-5734 Phone: 800-828-6573 
or 716-385-6120 FI ... t Row Sonware 

eo-pa ..... 
.......... d 

I. 
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Lucasnlm Games 
P.O. Box 2009 
San Rafael , CA 94912 
Phone: 415-662-1966 

MACUL 
Box 628 
Westland , MI 48185 
Prone: 313-595-2493 
MacmUlan, Inc. 
4300 West 62nd Street 

8audville 900 E. 8th Ave.-Ste. 300 Indianapolis IN 46268 
King of Prussia, PA 19406 Phone: 317-298-5400 5380 52nd Street SE 

Grand Rapids, MJ 49508 Phone: 215-337-1500 
MedlageDic 

Phone: 616-698-0888 Free Spirit Sonware IDC. 3885 Bohannon Drive 
Berkeley Sonworks 905 W. Hiligrove. Suite 6 Menlo Park, CA 94025 
2150 Shattuck Avenue laGrange, IL 80525 Phone: 415-329-0500 
Berkeley, CA 94704 Phone: 800-552-6777 

or 312-352-7323 MlcrolUuslons 
Phone: 415-644-0883 17408 Chatsworth 51. 
Blue Lion Sonware Fuji Photo FIlm U.S.A. Granada Hills, CA 91344 
90 Sherman Street 555 lltxter Road Phone: 800-522-2041 
Cambridge. MA 02140 Elmsford, NY 10523 or 818-360-3715 

Phone: 914-789-8148 Phone: 617-876-2500 Mindscape Inc. 
Broderbund Sonware Gamestar 3444 Dundee Road 
17 Paul Drive c/o Medlagenic Northbrook, IL 60062 
San Rafael , CA 94903 Hi Tech Expressions Phone: 312-480-7667 
Phone: 415-492-3200 584 Broadway-Suite 1105 OkIdata 
Computer LearniDg New York, NY 10012 5323 Fellowship Road 

Month Phone: 212-941-1224 Mount Laurel , NJ 08054 
P.O. Box 60007 Howard W. Sarns & Co. Phone: 609-235-2600 
Palo Aito, CA 94306 clo Macmillan Paragon Sonware 
Consort Sonware Co. Interplay Productions 600 Rugh Street - Suite A 
P.O. Box 1623 1575 Corporate Drive Greensburg, PA 15601 
laCrosse, WI 54601 Costa Mesa, CA 92626 Phonc: 412-838-1166 

Data East U.S.A. , Inc. Phone: 714-549-2411 Pyxls Sonware 
470 Needles Drive IntraCorp Inc. PO. Box 18016 
San Jose, CA 95112 14160 5W 139th Coun Colorado Springs, 
Phone: 408-286-7074 Miami, FL 33186 CO 80935 
DigiTek, Inc. Phone: 305-252-9040 Phone: 719-596-6465 
10415 North Florida Avo .. Ketek Strategic Simulations 

Suite 410 P.O. Box 203 1046 N. RengSlorff Ave. 
Tampa, FL 33612 Oakdale, IA 52319 Mountain View, CA 94043 
Phone: 813-933-8023 Phone: 319-338-7123 Phone: 415-964-1353 
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with creations of his twisted mind . To 
stop him, players must trnvel through 
the kingdom (rife, of course, with mon
sters, sorcerors, natural disturbances, 
etc.), rescue the King, and fashion a 
sword of Blacksilver with which to cap
ture Thrgas. 

Scheduled for fourth quarter release: 
Street Spons rootball, like previous 

titles in the series, forces players to put 
up with real life obstacles like puddles, 
oil slicks, and inconveniently parked 
ca .... Plays can be picked from a com
puterized playbook, or designed from 
scrntch. 

TecllllOCOP, designed by U.S. Gold 
and distributed by Epyx , matches the 
Enforcers, a technologically advanced 
police force, against the international 
crime family known as O.o.A. The 
good guys' weapons include criminal 
radar detectors, .BB magnums, and V
Max, the most advanced auto ever buill. 

Another U.S. Gold design, Spons
a-Roni ($24.95) consists of events like 
a sack rnce down the streets of Naples, 
balancing pasta plates near the Lean
ing Tower of Pisa, climbing an olive 
oiled pole, vaulting the Arno River, and 
pillow fighting in a gondola . 

Epyx will distribute seven games by 
UBlsoft, the French software house. 
The first titles will be Trails of Hon
or, released as part of Epyx's Masters 
Collection (see above) and involving 
the efforts by the rightful heir to the 
throne of a French kingdom to save his 
people from a false monarch; and lee 
Trashers , a futuristic combination of 
ice hockey and soccer played amidst 
explosive devices, bottomless pits, and 
other dange .... 

Epyx, Inc., 415-366-0606 (see ad
dress list this page). 

MicroDlusions has acquired the 
rights to release games for the 64 star
ring a number of Hanna-Barbern char
acters. The F1intstones, The Jetsons, 
Scooby-Doo, and Johnny Quest are 
scheduled for fourth quarter release. 

MicroDlusions, 800-522-2041 or BIB-
360-3715 (see address list, this page). 

Zak McKracken alld the Alien Mind
benders ($34.95) involves a journalist's 
quest to locate and thwart the aliens 
who are reducing the I.Q. of everyone 
in the world to single digits with a stu
pidity machine. 

Lucasfilm Games, 415-662-1966 (see 
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marker. An unsuccessful furay into a
warzone results in a "blown" zone.
These zones are marked with a series
ofdots on the master grid and are ren
dered useless as the player strives to
connect a complete grid-length chain
of conquered zones.

The three battledroids each exhibit
specific virtues and weaknesses. The
Fangdroid moves well but is vulnerable
to the acid lakes. Hoverdroid is not so
maneuverable, but since he travels off
the ground he is not affected by the acid
lakes. BaIldroid is the most agile r0

bot, but also the weakest and the hard
est to steer.

Beneath the main visual display is
the multireature control panel which in
cludes an energy bar (how much life
is left in the droid), score, time remain
ing in minutes and seconds, bonus let
ters, Energy Key status, smart bomb

AHOY/ 'S

availability, temperature gauge, and
number of objects to find.

The player also has access to a Bat
tle Map of his current location within
a warzone. This provides a detailed
overview of the area.

The visuals on Banledroidz are very
impressive and, since we've mentioned
it twice already, superior to the C-64
version of Marble Madness. The game
uses the popular 2IJ perspective with
action viewed from above and slightly
to the side. The scrolling is very
smooth and the color selection makes
the action easy to fullow.

But, this game is hard. It takes lots
of practice to control even the easiest
droid over these treacherous land
scapes, and even more to simultaneous
ly monitor the complex control con
sole. It's worth the effurt, however,
since Banledroidz is a solid, entertain
ing program.

Intellicreations, 19808 Nordhoff PI.,
ChalS\mrth, CA 91311 (phone: 818-886
5922). -Bill Kunkel

IMPOSSIBLE MISSION 2
Epyx
Ca_adllt'll 64
DIsk; $39.95

The original Impossible Mission was
a watershed design in the history of
computer games. Though not a big fi-
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It's hard to
negotiole
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erous Uuul
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Battle
droidz, es
peciDllyas
you try to
monitor the
complex
control con
sole at the
same time.
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SERVICE
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The graph
ics and ani
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of the art at
that time,

and still im
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umEDROIDZ
DataIoft/llIIehMtionl
Co_adore 64
DIsk; $24.95

BanleDroidz can best be described
as Marble Madness with combat. Play
ers manipulate a trio of warrior robots
over a series of digital landscapes
(called warzones) in this fast-moving
and extremely challenging action-strat
egy contest.

The game begins with a grid display
depicting 'J7 circular and color-roded
warzones connected by short lines
(much like a drawing of a molecular
structure). The colors indicate the dif
ficulty level fur that warzone. The play
er selects a warzone and then chooses
one of his three battledroids.

The droid is transported to the war
zone where the actual action begins.
The Marble Madness-style landscapes
include hills, cliffi;, acid lakes, and
deadly pits. They are also patrolled by
guardian Cyborites and offer a variety
of strategic devices including Immo
bilizers (temporarily Ii=.e Cyborites),
Cyborite Generators, Smart Bombs
(clear the screen of nasties), Ice
Switches (cool out the acid lakes), En
ergy Keys (unlock the exit of each
zone), Tune Pistons (add or subtract
from time remaining), and Telepads
(transport the battledroid to another
area of the zone).

The game's ultimate object is to con
quer an unbroken chain of warzones
by reaching and unlocking the exit to
each. A conquered zone is indicated
on the master grid by a series of hori
zontal lines within the circular zone-

RAntEDROIDZ 
Datuoft /lntellcreatioM 
COIIImodore 64 
Di.k; $24.95 

BattleDroidz can best be described 
as Marble Madness with combat. Play
ers manipulate a trio of warrior robots 
over a series of digital landscapes 
(called warzones) in this fast-moving 
and extremely challenging action-sttat
egy contest. 

The game begins with a grid display 
depicting :r7 circular and color-coded 
warzones connected by short lines 
(much like a drawing of a molecular 
strucrure) . The colors indicate the dif
ficulty level for that warzone. The play
er selects a warzone and then chooses 
one of his three battledroids. 

The droid is transported to the war
wne where the actual action begins. 
The Marble Madness-style landscapes 
include hills, clifti;, acid lakes, and 
deadly pits. They are also patrolled by 
guardian Cyborites and offer a variety 
of strategic devices including Immo
bi1izers (temporarily freeze Cyborites), 
Cyborite Generators, Smart Bombs 
(clear the screen of nasties) , Ice 
Switches (cool out the acid lakes) , En
ergy Keys (unlock the exit of each 
wne) , Tune Pistons (add or subttact 
from time remaining), and Telepads 
(transport the battledroid to another 
area of the wne). 

The game's ultimate object is to con
quer an unbroken chain of warzones 
by reaching and unlocking the exit to 
each. A conquered wne is indicated 
on the master grid by a series of hori
wntal lines within the circular wne-

It's hard to 
negotiate 
the treach
erous land
scapes of 
Battle
droidz, es
peciaJJyas 
you try to 
monaor the 
complex 
control con
sole at the 
same lime. 
READER 
SERVICE 
NO. 245 

marker. An unsuccessful foray into a 
warzone results in a "blown" wne. 
These wnes are marked with a series 
of dots on the master grid and are ren
dered useless as the player strives to 
connect a complete grid-length chain 
of conquered wnes. 

The three battledroids each exhibit 
specific virtues and weaknesses. The 
Fangdroid moves well but is vulnerable 
to the acid lakes. Hoverdroid is not so 
maneuverable, but since he travels off 
the grouod he is nOi affected by the acid 
lakes. Balldroid is the most agile r0-

bot, but also the weakest and the hard
est to steer. 

Beneath the main visual display is 
the multili:arure control panel which in
cludes an energy bar (how much life 
is left in the droid), score, time remain
ing in minutes and seconds, bonus let
ters, Energy Key status, smart bomb 

The graph
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availability, temperature gauge, and 
number of objects to find . 

The player also has access to a Bat
tle Map of his current location within 
a warzone. This provides a detailed 
overview of the area. 

The visuals on Battledroidz are very 
impressive and, since we've mentioned 
it twice already, superior to the C-64 
version of Marble Madness. The game 
uses the popular 'h perspective with 
action viewed from above and slightly 
to the side. The scrolling is very 
smooth and the color selection makes 
the action easy to follow. 

But, this game is hard. It takes lots 
of practice to control even the easiest 
droid over these treacherous land
scapes, and even more to simultaneous
ly monitor the complex control con
sole. It's worth the effort, however, 
since Battledroidz is a solid , entertain
ing program. 

intellicreations, 19808 Nordhoff PI. , 
Chatsworth, CA 91311 (phone: 818-886-
5922) . -Bill Kunk£1 

IMPOSSIBLE MISSION 2 
Epyx 
Commodore 64 
Di.k; $39.95 

The original /mpossible Mission was 
a watershed design in the history of 
computer games. Though not a big fi-
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By Richard Herring

Variegated (OMALs 
From (-64 To ... Amiga?

AHOYI 21

ferences, like graphics (including sprites) and sound are usu
ally put into extensions to the Kernal. Extensions, when
a specific computer can support them, are then kept as uni
form as possible. Graphics commands on an ffiM and a
C-64 should look alike, except fur machine-dependent ca
pabilities like IBM's lack of support fur sprites. According
to the COMAL literature, a graphics Kernal extension is
one of the major areas under development.

Whenever a new "standard" is proposed for COMAL,
general agreement must be reached among the gurus of the
different versions or no change will be made. An example
of the kind of detail they have considered recently is wbe
ther to allow a simple statement like "8(,): =1" to assign each
element of an array the same value. (As reported by Brian
Granger's "COMAL Standards Meeting" in COMAL Today
#15.)

Beyond common keywords and the same programming
structures, COMAL versions are even supposed to bave a
similar "look and feel." What does this mean for you and
me? As I have experimented recently with ffiM and CP/M
COMALs, I find that most of my non-graphic programs
for the C-64 work just fine after a mere handful of simple
alterations. If you change computers, you can take your pro
grams with you. The same bolds true for moving from a
C-64 to a C-128 and perhaps even to an Arniga. If your
best friend programs in BASIC, you will not be able to swap
your COMAL programs with him, but if he programs in
COMAL on a different brand of computer, you probably
will.

For the C-64, you can choose between two COMAL ver
sions-the 0.14 disk and the 2.0 cartridge. The disk ver
sion is really an introductory COMAL and is nOl a com
plete implementation of the fuJI COMAL Kernal. But it's
not fur off. Other than LOOP, an error handler, nested pro
cedures or functions, IMPORfed variables, and PAGE, ev
erything else youll need is there. It is certainly suitable for
beginning and intermediate level programmers.

The C-64 cartridge version does meet the Common
COMAL Standard and includes nearly a dozen additional
packages (machine language sets of commands that can be
attached or loaded into COMAL or LINKed to a program).
It supports nearly every feature offered by C-64 hardware,
including commands for peripherals like joysticks, paddles,

Undoubtedly, there are fewer copies of COMAL
in the world of computerdom than there are of
BASIC. Yet COMAL proves its versatility in at
least two ways other than the power and ease

of the language.
First, COMAL has a broad base. I have used, or at least

read about, COMAL running on Commodore computers,
from PET to C-128, 00 ffiM compatibles, on Acorns, and
on a VAX minicomputer. COMAL runs under several com
mon operating systems including CP/M, CP/M-86 (an al
ternative to MS-DOS), and UNIX. Each of those offers
COMAL a wide variety of computers to run on. Finally,
COMAL versions are being developed for a number of other
computers including Apple and Arniga. Well come back
to that and I'll show you how to run COMAL on an Amiga
today.

Second, COMAL is consistent. If you have programmed
in BASIC and then moved to another computer, you know
how inconsistent a language can be. Different versions of
BASIC use different commands and different syntax for the
most common functions.

COMAL avoids that kind of disconcerting panoply of
changes by adopting some rules for uniformity. That set
of rules is typically called the full COMAL Kernal or the
Common COMAL Standard. Both those terms mean even
more ease of use for you and me.

Once or twice a year, COMAL gurus from around the
world meet and work toward keeping all the varieties of
COMAL as compatible as possible. The core group of com
mands available in every version of COMAL is kept iden
tical: the same commands, the same syntax.

Variation is allowed only wbere it is a function of the
different operating systems or hardware. ffiM compatibles,
for instance, allow only II characters fur filenames. Cormno
dore 64's and 128s, of course, allow longer filenames that
can be really descriptive of file contents. The maximum
number of files that can be open at once also varies among
computers, as does graphics and sound capability. Rather
than cripple every version to the lowest common denomi
nator, the Common COMAL Standard allows for these var
iations in one of two ways.

Small variations, like ftIename length, will be allowed
to exist among different versions of COMAL. Bigger dif-
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ndoubtedly, there are fewer copies of COMAL 
in the world of computerdom than there are of 
BASIC. Yet COMAL proves its versatility in at 
least two ways other than the power and ease 

of the language. 
First, COMAL has a broad base. I have used, or at least 

read about, COMAL running on Commodore computers, 
from PET to C-128, on mM compatibles, on Acorns, and 
on a VAX. minicomputer. COMAL runs under several com
mon operating systems including CP/M, CP/M-86 (an al
ternative to MS-DOS), and UNIX. Each of those offers 
COMAL a wide variety of computers to run on . Finally, 
COMAL versions are being developed for a number of other 
computers including Apple and Amiga . We'll come back 
to that and ru show you how to run COMAL on an Amiga 
today. 

Second, COMAL is consistent. If you have programmed 
in BASIC and then moved to another computer, you know 
how inconsistent a language can be. Different versions of 
BASIC use different commands and different syntax for the 
most common functions. 

COMAL avoids that kind of disconcerting panoply of 
changes by adopting some rules for uniformity. That set 
of rules is typically called the full COMAL Kernal or the 
Common COMAL Standard. Both those terms mean even 
more ease of use for you and me. 

Once or twice a year, COMAL gurus from around the 
world meet and work toward keeping all the varieties of 
COMAL as compatible as possible. The core group of com
mands available in every version of COMAL is kept iden
tical: the same commands, the same syntax . 

Variation is allowed only where it is a function of the 
different operating systems or hardware. mM compatibles, 
for instance, allow only II characters for filenames. Commo
dore 64's and 128s, of course, allow longer filenames that 
can be really descriptive of fIle contents. The maximum 
number of fLIes that can be open at once also varies among 
computers, as does graphics and sound capability. Rather 
than cripple every version to the lowest common denomi
nator, the Common COMAL Standard allows for these var
iations in one of two ways. 

Small variations, like fLlename length, will be allowed 
to exist among different versions of COMAL. Bigger dif-

ferences, like graphics (including sprites) and sound are usu
ally put into extensions to the Kernal . Extensions, when 
a specific computer can support them, are then kept as uni
form as possible. Graphics commands on an mM and a 
C-64 should look alike, except for machine-<lependent ca
pabilities like mM's lack of support for sprites. According 
to the COMAL literature, a graphics Kernal extension is 
one of the major areas under development. 

Whenever a new "standard" is proposed for COMAL, 
general agreement must be reached among the gurus of the 
different versions or no change will be made. An example 
of the kind of detail they have considered recently is whe
ther to allow a simple statement like "'(,):=1" to assign each 
element of an array the same value. (As reported by Brian 
Granger's "COMAL Standards Meeting" in COMAL Today 
#15.) 

Beyond common keywords and the same programming 
structures, COMAL versions are even supposed to have a 
similar "look and feel." What does this mean for you and 
me? As I have experimented recently with mM and CP/M 
COMALs, I find that most of my non-graphic programs 
for the C-64 work just fine after a mere handful of simple 
alterations. If you change computers, you can take your pro
grams with you . The same holds true for moving from a 
C-64 to a C-128 and perhaps even to an Amiga. If your 
best friend programs in BASIC, you will not be able to swap 
your COMAL programs with him, but if he programs in 
COMAL on a different brand of computer, you probably 
will . 

For the C-64, you can choose between two COMAL ver
sions - the 0.14 disk and the 2 .0 cartridge. The disk ver
sion is really an introductory COMAL and is not a com
plete implementation of the full COMAL Kernal. But it's 
not far off. Other than LOOP, an error hancller, nested pro
cedures or functions, IMPORfed variables, and PAGE, ev
erything else youll need is there. It is certainly suitable for 
beginning and intermediate level programmers. 

The C-64 cartridge version does meet the Common 
COMAL Standard and includes nearly a dozen additional 
packages (machine language sets of commands that can be 
attached or loaded into COMAL or LINKed to a program) . 
It supports nearly every feature offered by C-64 hardware, 
including commands for peripherals like joysticks, padclles, 
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ticolor (160 by 200 pixel display) bit mapped screen on your
hands. And finally, if the border turns blue, the screen is
a nonnal text screen.

At this point, if you find that you don't have enough disk
space or just don't want to continue, hit the RETURN key
and the utility will abort and return you to where you orig
inally left off. Ifyou decide to continue, though, the utility
expects you to type ONE letter or number to be used to
as an Ld. for the disk rue containing your screen. (please
note that no onscreen prompt will be displayed reminding
you to type this i.d. character. The only hint that Vuleo Snap
shot is active is the altered border color.) After that, the
screen display will tum blank, and your screen will be saved
to disk under a filename created from the Ld. character you
entered. If a disk error happens to occur while the screen
file is being written, the program will abort and leave the
disk drive error light blinking. This is done so that you can
determine the problem, possibly fix it, and try the snap
shot process again if needed. If the snapshot process was
without incident, though, the program will dump you back,
right at the point where you first activated Vuleo Snnpshot.
You may then reactivate it as many times as you wish until
you reset or tum off your computer.

Video Snnpshot will capture all three major types of
graphics and text screens. High resolution bit mapped
screens (320 by 200 pixels) are saved as rues that are com
patible with the popular DOODLE! drawing program. Af
ter capturing one of these screens, the screen file will ap
pear in the directory of your disk as such: "DDSNAP [Ld.
character]". The reference to the Ld. character refers to the
Ld. you entered after activating Vuleo Snapshot. (What i.d.
characters actually do is allow you to capture more than
one screen display on the same disk by assigning different
i.d:s to different screens.) Hi-res!DOODLE! files can also
be viewed on a C-128 in 40 column mode by typing
GRAPHlC I:BLOAD "[fLlenamel",P7168.

Multicolor bit mapped screens (160 by 200 pixels) are
saved in a format compatible with the widely used Koala
Painter paint program. These flies appear in the directory
as such: "[reverse spade symbol]PIC [Ld. character][9 spac-

A tone time or another you have probably
come across a fabulously great graphic or
text screen display that you just had to pre
serve and keep. Maybe it was part of another

program, and to view it you had to tediously LOAD and
RUN the large and bulky program that created it. And even
then, you couldn't alter or manipulate the screen display
to your satisfaction as you could with one of your own works
of art. Or worse yet, it was one of those "one time only"
type screens that contained the only proof you had that you
scored ten quadrillion points on your favorite space shoot
em-up.

What you needed was a different kind of screen dump
utility that would, instead of sending a copy of the display
to the printer, take a "snapshot" of the particular screen in
memory and put it on disk. Vuieo Snapshot for the C-64
does just that. Irs a utility which will allow you to capture
a copy of almost any type of graphic or text screen and
place it on a disk for later use. Once the screen is on disk,
you can use, view, or alter it to your satisfaction.

Video Snnpshot will work on any C-64 or C-128 (in 64
mode). You should first type in and save a copy of the pro
gram. Be sure to save a copy-the program erases itself
after being run. You can install Vuleo Snnpshot by simply
typing RUN. The utility will then quietly reside (as long
as you don't reset or tum off your machine!) in your com
puter until you need it. Before activating the utility, you
should make sure that the screen you wish to capture is
being displayed, and that a disk with appropriate storage
space is in the disk drive. The amount of space you need
depeods on the type ofdisplay you're trying to capture. High
resolution graphic screens require at least TI disk blocks,
multicolor graphic screens require at least 40 blocks, and
text screens require 8 blocks.

If you aren't sure what type screen you're trying to cap
ture, Vuieo Snapshot provides a key. First, hit the RESfORE
key once to activate the utility. Notice that the screen bor
der color will change. If the border turns black, the screen
is a high resolution (320 by 200 pixel display) bit mapped
screen. Likewise, if the border turns white, you have a mul-
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VIDEO SNAPSHOT 
Graphic and Text Screen Archiver 

for the Commodore 64 
By .11m Partin 

t one time or another you have probably 
come across a fabulously great graphic or 
text screen display that you just had to pre
serve and keep. Maybe it was pan of another 

program, and to view it you had to tediously LOAD and 
RUN the large and bulky program that created it. And even 
then, you couldn't alter or manipulate the screen display 
to your satisfaction as you could with one of your own works 
of art. Or worse yet, it was one of those "one time only" 
type screens that contained the only proof you had that you 
scored ten quadrillion points on your favorite space shoot
em-up. 

What you needed was a different kind of screen dump 
utility that would, instead of sending a copy of the display 
to the printer, take a "snapshot" of the particular screen in 
memory and put it on disk. Video Snapshot for the C-64 
does just that. It's a utility which will allow you to capture 
a copy of almost any type of graphic or text screen and 
place it on a disk for later use. Once the screen is on disk, 
you can use, view, or alter it to your satisfaction. 

Video Snapshot will work on any C-64 or C-128 (in 64 
mode). You should first type in and save a copy of the pro
gram. Be sure to save a copy-the program erases itself 
after being run. You can install Video Snapshot by simply 
typing RUN. The utility will then quietly reside (as long 
as you don't reset or tum off your machine!) in your com
puter until you need it. Before activating the utility, you 
should make sure that the screen you wish to capture is 
being displayed, and that a disk with appropriate storage 
space is in the disk drive. The amount of space you need 
depends on the type of display you're trying to capture. High 
resolution graphic screens require at least TI disk blocks, 
multicolor graphic screens require at least 40 blocks, and 
text screens requ.ire 8 blocks. 

If you aren't sure what type screen you're trying to cap
ture, Video Snapshot provides a key. First, hit the RESIDRE 
key once to activate the utility. Notice that the screen bor
der color will change. If the border turns black, the screen 
is a high resolution (320 by 200 pixel display) bit mapped 
screen . Likewise, if the border turns white, you have a mul-
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ticolor (160 by 200 pixel display) bit mapped screen on your 
hands. And firtaIIy, if the border turns blue, the screen is 
a normal text screen. 

At this point, if you find that you don't have enough disk 
space or just don't want to continue, hit the RETURN key 
and the utility will abort and return you to where you orig
inally left off. If you decide to continue, though, the utility 
expects you to type ONE letter or number to be used to 
as an i.d. for the disk file containing your screen. (please 
note that no onscreen prompt will be displayed reminding 
you to type this i.d. character. The only hint that VuJeo Snap
shot is active is the altered border color.) After that, the 
screen display will turn blank, and your screen will be saved 
to disk under a filename created from the i.d. character you 
entered. If a disk error happens to occur while the screen 
file is being written, the program will abort and leave the 
disk drive error light blinking. This is done so that you can 
determine the problem, possibly fix it, and try the snap
shot process again if needed. If the snapshot process was 
without incident, though, the program will dump you back, 
right at the point where you first activated Video Snapshot. 
You may then reactivate it as many times as you wish until 
you reset or turn off your computer. 

Video Snapshot will capture all three major types of 
graphics and text screens. High resolution bit mapped 
screens (320 by 200 pixels) are saved as flies that are com
patible with the popular DOODLE! drawing program. Af
ter capturing one of these screens, the screen file will ap
pear in the directory of your disk as such: "DDSNAP [i.d. 
character]". The reference to the i.d. character refers to the 
i.d. you entered after activating Video Snapshot. (What i.d. 
characters actually do is allow you to capture more than 
one screen display on the same disk by assigning different 
i.d.'s to different screens.) Hi-res! DOODLE! files can also 
be viewed on a C-128 in 40 column mode by typing 
GRAPHlC I:BLOAD "[fIIename)",P7168. 

Multicolor bit mapped screens (160 by 200 pixels) are 
saved in a format compatible with the widely used Koala 
Painter paint program. These flies appear in the directory 
as such: "[reverse spade symbol]PIC [i.d. character][9 spac-









TRAP SHOOT
For the (-64

By Ma" Pierce

T rap shooting is the sport of firing at frisbee
shaped targets commonly called clay pigeons.
The clay pigeons are sprung into the air from
a trap (small building in front of the marksman).

The trap operator alters the direction and altitude at which
the pigeon flies to vary the difficulty of the targets. Com-

TURBO SKI
For the (-64

By .... B.aclDner

T urbo Ski is a very realistic three-dimensional
flying simulation based on my concept of a fu
ture Olympic event styled after the biathlon. The
object of the game is to maneuver your jet

through a series of gates, similar to slalom skiing, while
shooting UFO's that fly over a distant city.

Ifyou successfully navigate the 16 gates and shoot at least
one UFO, you will receive an extra jet and advance to the
next level. The speed of your jet and the UFO targets will
increase as a level is completed. Ifyou filiJ to shoot a UFO
or miss any gates, you will lose one of your jets and the
current level will be repeated.

To maneuver your jet, push left or right on a joystick
plugged in Port 2. To fire at a passing UFO, press the fire
button and a rocket will be launched from your jet. If you
miss, don't worry: rve given you an inexhaustible supply
of rockets.

The last gate on each level will be yellow instead ofblack.
The game has an automatic pause after the last gate. If you
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petitors use shotguns to fire at the clay targets. As you aim,
you must lead the target slightly, then fire. It is best to hit
a pigeon while it is climbing or floating rather than while
descending.

TYpe in and save both parts of the program: the BASIC
portion and TRAP.SPRTS. Leave the disk containing both
portions in the disk drive so that the sprites will be loaded
into memory. A menu will come up on the screen once
the sprites are loaded in. There are three options: to I) se
lect the level you wish to play at, 2) designate the number
of shotgun shells a player is allowed per target, and 3) be
gin the game.

When the game begins, you'll notice a man in a red shin
and black pants shouldering a shotgun. You control this
man's aim by aiming the black crosshairs in the middle of
the screen with a joystick plugged into Port 2. Directly in
front of your marksman are two traps out of which pigeons
intermittently spring. To fire the shotgun, hit the joystick
button when the dot in the center of the sights is aligned
directly in front of the target (you must lead the pigeon
slightly).

On the bottom line of the screen the current statistics are
displayed. They include (from left to right) the number of
shells remaining for the current clay pigeon, the number
of targets hit, the total number of pigeons that have been
sprung, and the total amount of shotgun shells that have
!;Jeen used. The game terminates once 30 pigeons have been
sprung. At this point, statistics of your perrormance are dis
played. They include the percentage of targets hit, a ratio
of shells fired to targets hit, and a rating of your perfor
mance. Once you have completed viewing the stats, hit any
key to initiate a new game. 0

SEE PROGRAM USTING ON PAGE 79

wish to continue uninterrupted, merely push forward on
the joystick as you pass through the last gate.

Each gate and UFO is worth 10 points times the current
level, up to a maximum of 100 points. The speed will top
out on level 12, but there is plenty of action after this point
in the game. You can earn up, to a maximum of nine ships.
The highest level I reached was level 25 with a score of
72000. As always, there will be readers who can easily sur
pass my perrormance.

To enhance the 3-D effect, a total of 26 sprite shapes are
used in the program. Turbo Ski is written in machine lan
guage and must be entered using F1ankspeed (see page 67).
After typing in and saving a copy, reset the machine and
LOAD "TURBO SKI",8,1. Then enter SYS 49152 to start. 0

SEE PROGRAM LISTING ON PAGE 75

P SHOOT 
For the C-64 

By MaH Pierce 

T rap shooting is the sport of firing at frisbee
shaped targets commonly called clay pigeons. 
The clay pigeons are sprung into the air from 
a trap (small building in front of the marksman). 

The trap operator alters the direction and altitude at which 
the pigeon flies to vary the difficulty of the targets. Com-

SKI 
For the C-64 

By Bob Blackmer 

T urbo Ski is a very realistic three-dimensional 
flying simulation based on my concept of a fu
ture Olympic event styled after the biathlon . The 
object of the game is to maneuver your jet 

through a series of gates, similar to slalom skiing, while 
shooting UFO's that fly over a distant city. 

If you successfully navigate the 16 gates and shoot at least 
one UFO, you will receive an extra jet and advance to the 
next level. The speed of your jet and the UFO targets will 
increase as a level is completed. If you filil to shoot a UFO 
or miss any gates, you will lose one of your jets and the 
current level will be repeated. 

To maneuver your jet, push left or right on a joystick 
plugged in Port 2. To fire at a passing UFO, press the fire 
button and a rocket will be launched from your jet . If you 
miss, don't worry: I've given you an inexhaustible supply 
of rockets. 

The last gate on each level will be yellow instead of black. 
The game has an automatic pause after the last gate. If you 
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petitors use shotguns to fire at the clay targets. As you aim, 
you must lead the target slightly, then fire. It is best to hit 
a pigeon while it is climbing or floating rather than while 
descending. 

Type in and save both parts of the program: the BASIC 
portion and TRAP.SPR1S. Leave the disk containing both 
portions in the disk drive so that the sprites will be loaded 
into memory. A menu will come up on the screen once 
the sprites are loaded in. There are three options: to I) se
lect the level you wish to play at, 2) designate the number 
of shotgun shells a player is allowed per target , and 3) be
gin the game. 

When the game begins, you'll notice a man in a red shirt 
and black pants shouldering a shotgun . You control this 
man's aim by aiming the black crosshairs in the middle of 
the screen with a joystick plugged into Port 2 . Directly in 
front of your marksman are two traps out of which pigeons 
intermittently spring. To fire the shotgun , hit the joystick 
button when the dot in the center of the sights is aligned 
directly in front of the target (you must lead the pigeon 
slightly). 

On the bottom line of the screen the current statistics are 
displayed . They include (from left to right) the number of 
shells remaining for the current clay pigeon, the number 
of targets hit , the total number of pigeons that have been 
sprung, and the total amount of shotgun shells that have 
been used . The game terminates once 30 pigeons have been 
sprung. At this point, statistics of your performance are dis
played. They include the percentage of targets hit , a ratio 
of shells fired to targets hit , and a rating of your perfor
mance. Once you have completed viewing the stats, hit any 
key to initiate a new game. 0 

SEE PROGRAM USTING ON PAGE 79 

wish to continue uninterrupted, merely push forward on 
the joystick as you pass through the last gate. 

Each gate and UFO is worth 10 points times the current 
level, up to a maximum of 100 points. The speed will top 
out on level 12 , but there is plenty of action after this point 
in the game. You can earn up to a maximum of nine ships. 
The highest level I reached was level 25 with a score of 
72000. As always, there will be readers who can easily sur
pass my performance. 

To enhance the 3-D effect, a total of 26 sprite shapes are 
used in the program. Turbo Ski is written in machine lan
guage and must be entered using F/ankspeed (see page 67) . 
After typing in and saving a copy, reset the machine and 
LOAD "TURBO SKI",8,1. Then enter SYS 49152 to start. 0 

SEE PROGRAM USTING ON PAGE 75 

































REVIEWS

The SX-64 package contains one
chip for the computer and one
for the built-in drive.

Each JiffyDOS package consists
of a custom pair of Kernal ROMs:
one ROM for the C-64 or C-12S,
and one ROM for one of the follow
ing disk drives:

ject matter. When you consider the
price, and if you have the right audi
ence, this is not a program you can af
ford to pass up.

Hi Tech Expressions, 584 Broadway,
Suite ll05, New York, NY 10012
(phone: 212-941-1224).

-Morton Kevelson

ter's or disk drive's original ROM plus
the JiffyDOS ver.;ion of the ROM. The
1571's ROM manages to contain the or
iginal code as well as JiffyDOS in the
same size chip as the original.

Installation does require that you
open up your computer and disk drive.
The original Kernal ROMs have to be
located, removed, and replaced with
the JiffyDOS Kernal ROM adapter
board. Ifyour original ROMs are sol
dered in place, the removal job should
be tackled by someone skilled in the
surgical removal of multipin integra
ted circuils. Otherwise the installation
is simply a matter of prying out the old
chips and pressing in the new chips.
Except in the case of 1571 installation,
you will also have to install a small tog
gle switch in the computer and the disk
drive. This allows you to man.ually
switch between the original Kernal and
the JiffyDOS replacement Kernal.

The switch can be left dangling from
ils pair of thin wires out of an unused
pon. The best approach is to drill a
small hole in the plastic case and per
manently mount the switch. The 1571
disk drive does not need a switch, as
ils JiffyDOS Kernal automatically sens
es when JiffyDOS is active in the com
puter and selecls the appropriate drive
routines. The SX-64 version only re
quires a single switch, which performs
ils function for both the computer and
ils built-in disk drive. Actually, only
a single switch is required for any of
the installations, even for multiple drive
systems. However, a single switch
would also necessitate a pair of con
necting wires between each piece of
equipment. If you are technically as
tute and do not mind the extra wires,
you should be able to perform this
modification on your own. Of course,
you will be doing this at your own risk.
We have not tried this ourselves and
can assume no responsibility for what
you may do to your system. So there,
you have been warned.

We ran our tesls of JiffyDOS using
a ver.;ion for the SX-64 with ils internal
disk drive and using a ver.;ion for the
C-128 with the 1571 disk drive. The
tesls using the 1541 were aetually done
with the C-128 in C-64 mode and with
the 1571 in 1541 mode. One side ef
fect of the C-128 installation is that the
JiffyDOS replacement ROMs contain
a copy of the latest upgrades from
Commodore for their respective ma-

FSD-2
1581
MSD-l
MSD-2
Bluechip 1541

1541
1541C
I54I-II
1571
FSD-I

No sooner had the April issue hit the
stands than we received a call from
Charles Christianson, VP of Market
ing at Creative Micro Designs, who in
somewhat accusatory tones inquired as
to the omission of his company's prod
UCIs from our repon. We pleaded ig
norance (no excuse in the eyes of the
law and our reader.;) and asked for
some samples. Here are the resulls.

JiffyDOS, as can be seen from the
list on this page, is available for practi
cally every C-64 and I54l-compatible
disk drive combination you can come
up with. Each JiffyDOS package con
sisls of a custom Kernal ROM set for
the computer and one disk drive. Just
be cenain to specify your hardware
configuration when ordering. If you
have more than one disk drive, you can
order an extra disk drive ROM for
$24.95. Each JiffyDOS Kernal ROM
actually contains a copy of the compu-

JIFFYDOS
CNlltive Micro Designs, Inc.
C·64, C·l21, SX-64
Price: C·64 or SX·64 $49,95;

C·128 $59.95
Please excuse us while we wipe

some egg from our collective filces.
Back in the April issue we thought we
had cornered the market on 1541 disk
drive speedup accessories, but some
items managed to get by us (no doubt
while we were looking the other way).

density will save some time and print
er ribbon during the layout process.
Test printouls are likely when overlay
ing text on graphics, as the screen dis
play cannot be used to determine the
exact positions.

The text editor is of the single-line
type, which is adequate for this type
of work. Up to four fonls can be se
lected for a single design, but only one
font per line is allowed. Text can be
centered, justified, and sized. The text
attributes are displayed alongside the
ends of each line.

Since the most recent project is al
ways saved to disk, it is possible to go
back and create a series of per.;onal
ized items. This will take some time,
due primarily to the large amount of
disk activity and the need to page
through the entire project even if you
are changing only one word. For exam
ple, it takes about five minutes to page
through a four sided greeting card fol
lowed by 15 minutes of printing.

Although the subject matter is geared
towards the younger set, it will take a
keyboard-literate person to operate the
program. The younger child will enjoy
the opportunity to pick and choose his
or her own graphics and fonls from the
handy card induded with the package.
As a matter of filet, we found the young
children in our test group to be quite
defmitive and opinionated about these
matters. Your child will also be thrilled
when the first printouls come buzzing
out of your dot matrix printer.

Sesmlle Street Print Kit and Print
Power will accept each other's graph
ics disks. However, the graphics disks
which are supplied with the programs
are not available as separate items. If
you wish to use the graphics from the
other program, you will have to buy
the entire package. This is not such a
bad deal, as the whole program sells
for less than the supplementary graph
ics disks which are available for other
manufacturer.;' programs of this type.
Hi Tech Expressions presently offer.;
a single stand-alone graphics disk
which can be used with either program
for only $4.99. Neither package has
any provisions to edit or create graph
ics or fonls on ils own.

The Sesame Street Prim Kit does not
have all the features that we have seen
with other programs of this type. How
ever, it does have some unique quali
ties, not the least of which is the sub-
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density will save some time and print
er ribbon during the layout process. 
Test printouts are likely when overlay
ing text on graphics, as the screen dis
play cannot be used to determine the 
exact positions. 

The text editor is of the single-line 
type, which is adequate for this type 
of work . Up to four fonts can be se
lected for a single design , but only one 
font per line is allowed. Text can be 
centered, justified , and sized . The text 
attributes are displayed alongside the 
ends of each line. 

Since the most recent project is al
ways saved to disk, it is possible to go 
back and create a series of personal
ized items. This will take some time, 
due primarily to the large amount of 
disk activity and the need to page 
through the entire project even if you 
are changing only one word. For exam
ple, it takes about five minutes to page 
through a four sided greeting card fol
lowed by 15 minutes of printing. 

Although the subject maner is geared 
towards the younger set, it will take a 
keyboard-literate person to operate the 
program. The younger child will enjoy 
the opportunity to pick and choose his 
or her own graphics and fonts from the 
handy card included with the package. 
As a maner of fact , we found the young 
children in our test group to be quite 
defmitive and opinionated about these 
maners. Your child will also be thrilled 
when the first printouts come buzzing 
out of your dot matrix printer. 

Sesame Street Print Kit and Print
Power will accept each other's graph
ics disks. However, the graphics disks 
which are supplied with the programs 
are not available as separate items. If 
you wish to use the graphics from the 
other program, you will have to buy 
the entire package. This is not such a 
bad deal, as the whole program sells 
for less than the supplementary graph
ics disks which are available for other 
manufacturers' programs of this type. 
Hi Tech Expressions presently offers 
a single stand-alone graphics disk 
which can be used with either program 
for only $4.99. Neither package has 
any provisions to edit or create graph
ics or fonts on its own . 

The Sesame Street Print Kit does not 
have all the features that we have seen 
with other programs of this type. How
ever, it does have some unique quali
ties , not the least of which is the sub-
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ject matter. When you consider the 
price, and if you have the right audi
ence, this is not a program you can af
ford to pass up. 

ill Tech Expressions, 584 Broadway, 
Suite 1105, New York, NY 10012 
(phone: 212-94l-1224). 

-Morlon [(eve/son 

JIFFYDOS 
Creative Micro Designs, Inc. 
C-64, C-128, SX-64 
Price: C·64 or SX·64 $49.95; 

C·128 $SU5 
Please excuse us while we wipe 

some egg from our collective faces. 
Back in the April issue we thought we 
had cornered the market on 1541 disk 
drive speedup accessories, but some 
items managed to get by us (no doubt 
while we were looking the other way). 

Each JiffyDOS package consists 
of a custom pair of Kemal ROMs: 
one ROM for the C-64 or C-128, 
and one ROM for one of the follow
ing disk drives: 

1541 
1541C 
1541-II 
1571 
FSD-l 

FSD-2 
1581 
MSD-1 
MSD-2 
Bluechip 1541 

The SX-64 package contains one 
chip for the computer and one 
for the built-in drive. 

No sooner had the April issue hit the 
stands than we received a call from 
Charles Christianson, VP of Market
ing at Creative Micro Designs, who in 
somewhat accusatory tones inquired as 
to the omission of his company's prod
ucts from our repon. We pleaded ig
norance (no excuse in the eyes of the 
law and our readers) and asked for 
some samples. Here are the results. 

JiffyDOS, as can be seen from the 
list on this page, is available for practi
cally every C-64 and 1541-compatible 
disk drive combination you can come 
up with . Each JiffyDOS package con
sists of a custom Kernal ROM set for 
the computer and one disk drive. Just 
be cenain to specify your hardware 
configuration when ordering. If you 
have more than one disk drive, you can 
order an extra disk drive ROM for 
$24.95. Each JiffyDOS Kernal ROM 
actually contains a copy of the compu-

REVIEWS 
ter's or disk drive's original ROM plus 
the JiffyDOS version of the ROM. The 
1571's ROM manages to contain the or
iginal code as well as JiffyDOS in the 
same size chip as the original. 

Installation does require that you 
open up your computer and disk drive. 
The original Kernal ROMs have to be 
located , removed , and replaced with 
the JiffyDOS Kernal ROM adapter 
board . If your original ROMs are sol
dered in place, the removal job should 
be tackled by someone skilled in the 
surgical removal of multipin integra
ted circuits. Otherwise the installation 
is simply a maner of prying out the old 
chips and pressing in the new chips. 
Except in the case of 1571 installation, 
you will also have to install a small tog
gle switch in the computer and the disk 
drive. This allows you to manually 
switch between the original Kemal and 
the JiffyDOS replacement Kernal . 

The switch can be left dangling from 
its pair of thin wires out of an unused 
pon. The best approach is to drill a 
small hole in the plastic case and per
manently mount the switch . The 1571 
disk drive does not need a switch, as 
its JiffyDOS Kemal automatically sens
es when JiffyDOS is active in the com
puter and selects the appropriate drive 
routines. The SX-64 version only re
quires a single switch, which performs 
its function for both the computer and 
its built-in disk drive. Actually, only 
a single switch is required for any of 
the installations, even for multiple drive 
systems. However, a single switcb 
would also necessitate a pair of con
necting wires between each piece of 
equipment. If you are technically as
tute and do not mind the extra wires, 
you should be able to perform this 
modification on your own. Of course, 
you will be doing this at your own risk. 
We have not tried this ourselves and 
can assume no responsibility for what 
you may do to your system. So there, 
you have been warned. 

We ran our tests of JiffyDOS using 
a version for the SX-64 with its internal 
disk drive and using a version for the 
C-128 with the 157l disk drive. The 
tests using the 1541 were actually done 
with the C-128 in C-64 mode and with 
the 1571 in 154l mode. One side ef
fect of the C-128 installation is that the 
JiffyDOS replacement ROMs contain 
a copy of the latest upgrades from 
Commodore for their respective ma-











AHOYI SS

CALLING ALL
COMPUTER RETAILERS!

hoy ,
ccess.

REVIEWS
Though the effon-creating a full-fea
tured CAD program for the C-128 - is
noble, the execution-making it reli
abJeand easy to use-is not. With any
luck at all, perhaps the programmer
will return to his computer and pro
duce version 2.0 without the bugs and
with a bener user interface.

Until that occurs, we'd recommend
buying this one only if you are dis
mayed by the lack of equivalent soft
ware for the C-128.

Free Spirit Software, Inc., 905 W.
Hillgrove, Suite 6, laGrange, II.. 60525
(phone: 800-552-6777 or 312-352
7323). -Ervin Hobo

The deadline for inclusion in the November '88 edition of
the Clipper is August 15. Write or call now!

Ahoy! Access Club
c/o Ion International Inc.

45 West 34th Street-Suite 500
New York, NY 10001
Phone: 212-239-0855

Simply offer a 10% discount to members of the Ahoy! Ac
cess Club, comprised of all subscribers to Ahoy! and
Ahoy!'s AmigaUser (see page 17). We'll list your store
name, address, and phone number in the Clipper (our
monthly newsletter) and on the Ahoy! Access Club BBS.
Then, the next time a member in your town wants to make
a purchase, he'll pass your competitors by. (Unless, of
course, your competitors are listed-in which case you'd
really better be!)

If an across-the-board discount is not feasible for you, but
you'd like to o.ffer our members some other incentive to
shop with you, write us. Space restrictions will prevent us
from listing very many individualized offers, but if yours is
significant enough to warrant the space, we'll include it.

Would you like to:
• Get free national advertising?
• Increase store traffic?
• Acquire the most avid Commodore computer

ists in your area as steady customers?

measure a program by what it attempts
to do and how well it succeeds in do
ing it. The key to Home Designer's
aims is probably embodied in the title:
You might use it to design your dream
home or a room addition so that you
could give the printed copy to an ar
chitect for fmal rendering; in this it
should be thought of as having the abil
ity to produce first drafts. It is not the
type of progrnm you 'Mluld use if your
aim were to design a supersonic air
craft, nor does it pretend to be.

But even on that level, my overall
opinion is that Home Designer is a fine
idea whose time has not yet come.

probably a design engineer with access
to far more powerful CAD programs.

(In using the keyboard, certain of the
more common commands- such as
INSERr-are assigned to the function
keys, and this does seem to make the
overall operation a bit faster.)

Another drawback is in the use of
library images-figures such as win
dows and water closets that are pre
drawn and need only to be insened in
your drawings. Flip the disk over and
use the directory command to see
what's available, then return to your
drawing board and try to call up an im
age. In my anempts, the progrnm sim
ply locked up.

In fact, I experienced several lock
ups - screens or areas from which I
could not escape without rebooting the
computer. In light of this, my best ad
vice is to save your 'Mlrk frequently to
avoid total losses.

Printing of an image is done from
the opening menu, which means you
must first save a drawing and then exit
and reboot before you can print. Once
a drawing has been loaded, you1J be
asked to specify which layers you wish
printed, the scale of the printing (a
scale of .05 will print the 22 x 16" ea
sel sideways on a sheet of 8 Y, x ll" pa
per), and whether you wish to print in
draft or high resolution graphics.

My Panasonic 1092 is supponed by
both graphics modes, the draft being
72 x 120 dots per inch and hi-res be
ing 216 x 240 dpi. The primary differ
ence is in the printing of vertical lines
(vertical here in the sideways printout;
horizontal in your drawing). In draft,
these lines are broken; in hi-res, a se
ries of tiny linefeeds renders them as
solids.

Printing is the area in which Home
DeSigner lives up to its full potential.
The output of even a dot-matrix print
er looks as good as many ploners. For
those who 'Mluld prefer using the lat
ter, the CBM 1520 and H-P 14m plot
ters are supponed by the program.

Documentation for Home Designer
is good, and it will take some practice
and memorizing befure you have all the
abbreviations down pat. A jarring note
is the W'd'j the author frequently insens
first-person observations and opinions
into what should be an impersonal
"how-to-do-it" book.

In evaluating any software, I try to

probably a design engineer with access 
to far more powerful CAD programs. 

(In using the keyboard, certain of the 
more common commands-such as 
INSERT-are assigned to the function 
keys, and this does seem to make the 
overnlJ operation a bit faster.) 

Another drawback is in the use of 
library images-figures such as win
dows and water closets that are pre
drawn and need only to be insened in 
your drawings. Flip the disk over and 
use the directory command to see 
what's available, then return to your 
drawing board and try to call up an im
age. In my attempts, the program sim
ply locked up. 

In fact, I experienced severnl lock
ups-screens or areas from which I 
could not escape without rebooting the 
computer. In light of this, my best ad
vice is to save your work frequendy to 
avoid total losses. 

Printing of an image is done from 
the opening menu, which means you 
must first save a drawing and then exit 
and reboot before you can print. Once 
a drawing has been loaded, youll be 
asked to specify which layers you wish 
printed, the scale of the printing (a 
scale of .05 will print the 22 x 16" ea
sel sideways on a sheet of 8'h x 11" pa
per), and whether you wish to print in 
draft or high resolution graphics. 

My Panasonic 1092 is supported by 
both graphics modes, the draft being 
72 x 120 dots per inch and hi-res be
ing 216 x 240 dpi. The primary differ
ence is in the printing of venicallines 
(vertical here in the sideways printout; 
horizontal in your drawing) . In draft , 
these lines are broken; in hi-res, a se
ries of tiny linefeeds renders them as 
solids. 

Printing is the area in which Home 
Designer lives up to its full potential. 
The output of even a dot-matrix print
er looks as good as many plotters. For 
those who would prefer using the lat
ter, the CBM 1520 and H-P 74Th plot
ters are supported by the program. 

Documentation for Home DeSigner 
is good, and it will take some practice 
and memorizing before you have all the 
abbreviations down pat. A jarring note 
is the wd:j the author frequendy insens 
first-person observations and opinions 
into what should be an impersonal 
"how-to-do-it" book. 

In evaluating any software, I try to 

measure a program by what it attempts 
to do and how well it succeeds in do
ing it. The key to Home Designer's 
aims is probably embodied in the tide: 
You might use it to design your dream 
home or a room addition so that you 
could give the printed copy to an ar
chitect for final rendering; in this it 
should be thought of as having the abil
ity to produce first drafts. It is not the 
type of program you would use if your 
aim were to design a supersonic air
craft, nor does it pretend to be. 

But even on that level , my overnll 
opinion is that Home Designer is a fine 
idea whose time has not yet come. 

REVIEWS 
Though the effon-creating a full-fea
tured CAD program for the C-128 - is 
noble, the execution - making it reli
able and easy to use-is not. With any 
luck at all, perhaps the programmer 
will return to his computer and pro
duce version 2.0 without the bugs and 
with a better user interface. 

Until that occurs, we'd recommend 
buying this one only if you are dis
mayed by the lack of equivalent soft
ware for the C-128. 

Free Spirit Software, Inc., 905 W. 
Hillgrove, Suite 6, laGrange, II.. 60525 
(phone: 800-552-6777 or 312-352-
7323) . -Ervin Hobo 

CALLING ALL 
COMPUTER RETAILERS! 

Would you like to: 
• Get free national advertising? 
• Increase store traffic? 
• Acquire the most avid Commodore computer

ists in your area as steady customers? 

Simply offer a 10% discount to members of the Ahoy! Ac
cess Club, comprised of all subscribers to Ahoy! and 
Ahoy!'s AmigaUser (see page 17). We'll list your store 
name, address, and phone number in the Clipper (our 
monthly newsletter) and on the Ahoy! Access Club BBS. 
Then, the next time a member in your town wants to make 
a purchase, he'll pass your competitors by. (Unless, of 
course, your competitors are listed-in which case you'd 
really better be!) 

If an across-the-board discount is not feasible for you, but 
you'd like to offer our members some other incentive to 
shop with you, write us. Space restrictions will prevent us 
from listing very many individualized offers, but if yours is 
significant enough to warrant the space, we'll include it. 

The deadline for inclusion in the November '88 edition of 
the Clipper is August 15. Write or call now! 

Ahoy! Access Club 
c/o Ion International Inc. 

45 West 34th Street-Suite 500 
New York, NY 10001 
Phone: 212-239-0855 

hoy , 
ccess. 

AHOYI SS 



















•IfJ A=(J:C=2
·15 :
'20 A=A+1:IFA=CTHEN20
·21 B=-1:IFA>9THENEND
·30 B=B+1:IFB=AORB=CTHEN30
·31 D=0:IFB>9THEN20
·40 D=D+1:IFD=AORD=BORD=CTHEN40
·41 E=-1:IFD>9THEN30
·50 E=E+1:IFE=AORE=BORE=CORE=DTHEN50
•51 IFE>9THEN4(j
·55 :
·60 P=(A*l(J+B)*l(J+C:Q=D*l(J+E:R=P*Q
·61 R$=STR$(R):IFLEN(R$)<6THEN50
·65 :
·70 FORN=lT05:Y=VAL(MID$(R$,N+1,l))
·71 IFY=AORY=BORY=CORY=DORY=ETHEN50
·73 FORM=lTON-1:IFM<>NTHENIFY=F(M)THEN50
·74 NEXT:F(N)=Y:NEXT
·75 :
·8(J PRINTP; "*";Q;"=";R:END
·85 :
·100 REM --- TO FIND ALL SOLUTIONS,
·110 REM ***CHANGE THESE LINES:
·120 REM 20 A=A+1
·130 REM 30 B=B+1: IF B=A THEN 30
·140 REM 31 C=-l: IF B>9 THEN 20
·150 REM 41 E=-l: IF D>9 THEN 36
·160 REM 8(J PRINT P;"*";Q;"=";R: GOTO 50
·170 REM ***ADD THESE LINES:
·180 REM 36 C=C+1: IF C=A OR C=B THEN 36
·190 REM 37 D=0: IF C>9 THEN 30

You may modify this program according to the instructions
staning in line 100 in order to find all solutions besides
those with C=2. From this modified program, Justin con
cluded that there are no solutions with C equal to 0, I, 3,
8, or 9.

Rather than use this "sequential brute force" method,
George Boomers (Agnos, AR) lOOk a "random brute force"
approach, also known as a Monte Carlo method. George's
program randomly picked values for A, B, D, and E (with
C always 2) and calculated their product. The digits of the
product were checked for duplication. If there is a dupli
cate, the program picks the another random set of digits
for A through E.

As George points out, this approach may find the solu
tion with the first pick or it may not find it at aU. George
compiled this program with Abacus Software's BASIC 128
Compiler and found the solution in about 20 minutes. in
terestingly, when he ran the program in interpreted BASIC
before compiling it, it found the same answer in only 10
minutes. Evidently the random number generators used dif
ferent sequences of numbers. The BASIC interpreter was
just "luckier" for this particular problem.

Jim Speers deduced that C cannot equal 0 since J would
then equal C. Also, C cannot be I since J would equal E.
Jim's program constructed strings to represent ABC and DE.
Duplicate digits abort the appropriate loops. The impres
sive thing about Jim's program is its efficiency. On the C-128

64 AHOYI

in FAST mode it finds the answer in 9 seconds or less.

·1 REM =================================
·2 REM COMMODARES PROBLEM #51-4
·3 REM CRYPTIC PRODUCT
·4 REM SOLUTION BY
•5 REM JIM SPEERS
·6 REM ========================
·1(}) TB=TI: FAST
·110 FOR 1=1 TO 9: READ N$(I): NEXT: DATA

1,3,4,5,6,7,8,9,0
·12(J C$="2": FOR 1=1 TO 9: FOR J=l TO 9:
IF J=I THEN 28(J

·130 A$=N$(I)+N$(J)+C$
·140 FOR K=l TO 9: IF K=I OR K=J THEN 280
·150 FOR L=1 TO 9: IF L=I OR L=J OR L=K T

HEN 26(J
·160 B$=N$(K)+N$(L): T$=MID$(STR$(VAL(A$)
*VAL(B$)),2,l(J)

·170 REM PRINT A$"*"B$"="T$
·180 IF LEN(T$)<5 THEN 260
·190 FOR Y=l TO 4:FOR Z=Y+1 TO 5: IF MID$
(T$,Y,l)=MID$(T$,Z,l) THEN 260

·2(J0 NEXT Z, Y
·210 FOR Z=l TO 5: X$=MID$(T$,Z,l)
·220 IF X$=N$(I) OR X$=N$(J) OR X$=N$(K)

OR X$=N$(L) OR X$=C$ THEN 260
·23(J NEXT Z
·2MJ PRINT"THE ANSWER IS "A$"*"B$"="T$
·250 TE=TI: PRINT "[DOWN]TIME IS";INT((TE
-TB)/6(J+.5) ;"SECONDS": SLOW: END

•26(J NEXT L
·270 NEXT K
·280 NEXT J
·290 NEXT I

Removing the SLOW:END statements in line 250 aUows
the program to continue checking for otber solutions al
though there are none. The entire program takes about 90
seconds. Delete tbe REM in line 170 to see aU intennedi
ate expressions as they are tested.

Hopefully you will get some new programming ideas by
studying and modifying the programs presented bere. Have
a good time solving this month's problems. Keep those s0

lutions and cbaUenges coming. 0

The foUowing readers not already mentioned also sent
valid solutions and deserve the honor of having their names
listed in genuine print:

Stanley Anderson (Tishomingo, OK)
Carlos Centeno (Lares, PR)
Robert Clark (Ocean Springs, MS)
Lucien GraveUe (ComwaU, ONT)
David Kapsos (Portsmouth, NH)
Larry Louks (Freeport, TX)
Larry Miranda (Toronto, ONT)
Don Wilkins (Burke, VA)

'1() A=(): C=2 
·15 : 
' 20 A=A+1:IFA=CTHEN20 
·21 B=-1:IFA>9THENEND 
·30 B=8+1 :IFB=AORB=CTHEN30 
·31 D=0:IFB>9THEN20 
·40 D=D+1 : IFD=AORD=BORD=CTHEN40 
·41 E=-1:IFD>9THEN30 
·50 E=E+1:IFE=AORE=BORE=CORE=DTHEN50 
. 51 IFE>9THEN4() 
· 55 : 
· 60 P=(A*l(J+B)*l(J+C :Q=D*l(J+E:R=P*Q 
· 61 R$=STR$(R):IFLEN(R$) <6THEN50 
· 65 : 
'70 FORN=lT05:Y=VAL(MID$(R$,N+1,l)) 
·71 IFY=AORY=BORY=CORY=DORY=ETHEN50 
·73 FORM=lTON-1:IFM<>NTHENIFY=F(M)THEN50 
·74 NEXT:F(N)=Y:NEXT 
·75 : 
·8() PRINTP; "*"; Q; "="; R: END 
·85 : 
·100 REM --- TO FIND ALL SOLUTIONS, 
·110 REM ***CHANGE THESE LINES: 
·120 REM 20 A=A+1 
·130 REM 30 B=8+1: IF B=A THEN 30 
·140 REM 31 C=-l: IF B>9 THEN 20 
·150 REM 41 E=-l: IF D>9 THEN 36 
·160 REM 8() PRINT P;"*";Q;"=";R: GOTO 5() 
·170 REM ***ADD THESE LINES: 
·180 REM 36 C=C+1: IF C=A OR C=B THEN 36 
·190 REM 37 D=0: IF C>9 THEN 30 

You may modify this program according to the instructions 
starting in line 100 in order to find all solutions besides 
those with C= 2. From this modified program, Justin con
cluded that there are no solutions with C equal to 0, I, 3, 
8, or 9. 

Rather than use this "sequential brute force" method, 
George Boomers (Agnos, AR) took a "random brute force" 
approach , also known as a Monte Carlo method. George's 
program randomly picked values for A, B, D, and E (with 
C always 2) and calculated their product. The digits of the 
product were checked for duplication. If there is a dupli
cate, the program picks the another random set of digits 
for A through E. 

As George points out, this approach may find the solu
tion with the first pick or it may not find it at all. George 
compiled this program with Abacus Software's BASIC 128 
Compiler and found the solution in about 20 minutes. In
terestingly, when he ran the program in interpreted BASIC 
before compiling it, it found the same answer in only 10 
minutes. Evidently the random number generators used dif
ferent sequences of numbers. The BASIC interpreter was 
just "luckier" for this particular problem. 

Jim Speers deduced that C cannot equal 0 since J would 
then equal C. Also, C cannot be I since J would equal E. 
Jim's program constructed strings to represent ABC and DE. 
Duplicate digits abort the appropriate loops. The impres
sive thing about Jim's program is its efficiency. On the C-128 
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in FAST mode it finds the answer in 9 seconds or less. 

·1 REM ================================= 
·2 REM COMMODARES PROBLEM #51-4 
·3 REM CRYPTIC PRODUCT 
·4 REM SOLUTION BY 
'5 REM JIM SPEERS 
· 6 REM ================================= 
· 100 TB=TI: FAST 
·110 FOR 1=1 TO 9: READ N$(I): NEXT: DATA 

1,3,4,5,6,7,8,9,0 
·120 C$="2": FOR 1=1 TO 9: FOR J=l TO 9: 
IF J=I THEN 28() 

·130 A$=N$(I)+N$(J)+C$ 
·140 FOR K=l TO 9: IF K=I OR K=J THEN 280 
·150 FOR 1=1 TO 9: IF L=I OR L=J OR L=K T 

HEN 26() 
·160 B$=N$(K)+N$(L): T$=MID$(STR$(VAL(A$) 
*VAL(B$)), 2, F)) 

· 170 REM PRINT A$"*"B$"="T$ 
·180 IF LEN(T$) <5 THEN 260 
·190 FOR Y=l TO 4:FOR Z=Y+1 TO 5: IF MID$ 
(T$,Y,l)=MID$(T$,Z,l) THEN 260 

• 2()() NEXT Z, Y 
·210 FOR Z=l TO 5: X$=MID$(T$,Z,l) 
· 220 IF X$=N$(I) OR X$=N$(J) OR X$=N$(K) 

OR X$=N$(L) OR X$=C$ THEN 260 
·23() NEXT Z 
'2M) PRINT"THE ANSWER IS "A$"*"B$"="T$ 
' 2sr) TE=TI: PRINT "[DOWN]TIME IS";INT((TE 
-TB)/6(J+ .5) ; "SECONDS": SLOW : END 

• 26() NEXT L 
· 27() NEXT K 
·280 NEXT J 
·290 NEXT I 

Removing the SLOW:END statements in line 250 allows 
the program to continue checking for other solutions al
though there are none. The entire program takes about 90 
seconds. Delete the REM in line 170 to see all intermedi
ate expressions as they are tested. 

Hopefully you will get some new programming ideas by 
studying and modifying the programs presented here. Have 
a good time solving this month's problems. Keep those so
lutions and challenges coming. 0 

The foUowing readers not already mentioned also sent 
valid solutions and deserve the honor of having their names 
listed in genuine print: 

Stanley Anderson (Tishomingo, OK) 
Carlos Centeno (Lares, PR) 
Robert Clark (Ocean Springs, MS) 
Lucien GraveUe (Cornwall, ONT) 
David Kapsos (Portsmouth, NH) 
Larry Louks (Freeport, TX) 
Larry Miranda (Toronto, ONT) 
Don Wtlkins (Burke, VA) 















IMPORli'ANT' Letters on white background are Bug Repellent line codes. Do not enter them! Pages 65 and 66 explain these codes
" • and provide other essential information on entering Ahoy! programs. Refer to these pages before entering any programs!!B

EN
JH
HF
J1

PG
DG
AG
MA

HP

BE
OL

HD
NP
ED

NO
JO
NG

HP

PP
LL
EL
AJ
IH

DD
BP
DE
PA
AB

MC

AN

AJ

DO

PD

N1

MA

CB
OM
FB
HD
OM

'11050 GOTO 11030 NB
'llfJ6(J IF CK<>CS THEN PRINT"ERROR IN DATA

STATEMENTS STARTING AT [3"1"]20":STOP JK
·11(J7(J RETURN PH
'11080 DATA 169. 32. 2()I"J. 136. 16. 2 PD
·11090 DATA 169. 45. 32. 210. 255, 152. 1
6. 12 LC

·111()I"J DATA 138. 73. 255, 24, 105. I, 170
, 152 1M

'11110 DATA 73. 255. 105. 0. 32. 205. 189
• 96 MI

·11120 DATA -1 IB

THI Y'LURIAN ..NIS
FROM PMI 56
·1 GOT055 PJ
·2 X=RSPPOS(1 •. ):Y=RSPPOS(1.1):1FX=325THE
NR=R+1:PX=PX+1:GOSUB49:MOVSPR1.15.Y:GOTO
6 OE

·3 1FX=12THENR=R-1:PX=PX-1:GOSUB49:MOVSPR
1.322.Y:GOT06 DF

·4 1FY=4(JTHENBEG1N:1FR=.THEN18:ELSER=R-MX
:PY=PY-1:GOSUB49:MOVSPR1.X.230:GOT06:BEN
D JA

·5 1FY=232THENR=R+MX:PY=PY+1:GOSUB49:MOVS
PR1.X.42 G1

·6 POKEPS.1 KJ
·7 GOSUB47:Z1=BUMP(1):Zl=BUMP(2) JO
·8 1FPEEK(PS)=.THEN2:ELSEIFJOY(2)=5THEN83 BH
·9 C=RSPRITE(1.1):Zl=BUMP(1):Z2=BUMP(2):1
FZ2AND1THEN39:ELSEIF(ZlAND1)ANDC=13THEN4
o EE

·10 CT=CT+1:IFCT=FCORC=7THENCT=.:F=F-1:IF
F<=.THEN28 EH

·11 IFBSANDTI>TMTHEN30 NA
·12 GETA$:1FA$="B"THENGOSUB14:ELSEIFA$="

"THENGOSUB16 AO
·13 GOSUB47:GOT08 AM
·14 IFBS=.THENBS=1:BR=R:GOSUB53:PLAY"V2T8
03WC": TI$=" [6"(/']" :TM=2(J()I"}+LV*12(J: POKE48
88.30 HL

·15 RETURN IN
·16 IFF>1(JTHENPOKEPS •• :SPRITE1.1.7:S0UND2
.1500.60.2. l()I")I"J. 180. 3:FORI=4T07: POKE2040
+I-1.193:SPRITEI •••••• 1:NEXT:SLEEP1:FORI
=4T07:SPRITEI •. :NEXT:F=F-10:R(R.4)=. ON

·17 RETURN JP
·18 POKEPS •. :POKETS •. :TT=INT(TM/60-TI/60)
:FORI=lT08:SPRITEI •. :NEXT:IFBSTHENGOSUB3
7 PL

'19 SCNCLR:SLEEP1:CHAR.3.2."[GREEN]MISSIO
N COMPLETED [s *][ s *] MINE LEVEL ": PRIN
TUSING"#I/";LV:SLEEP2 LM

•2(J IFCR=NCTHENCHAR. 5.1(J. "[BLUE]REMAINING

FUEL BONUS = ":FORI=lTOF:CHAR.3(J.lfJ."":
PRINTUSING" [e 7] [3"#"]"; 1*5: SOUND2. 4(J(J(}+
I*25.1 •••• 1:FORJ=lT025:NEXT:NEXT:SC=SC+F
*5:SLEEP1 LO

·21 IFBSTHENCHAR.5.12."[PURPLE]REMAINING
TIME BONUS = ":FORI=lTOTT:CHAR.3fJ.12. "":
PRINTUSING" [RED] [3"#"]"; 1*5: SOUND2. SfJl"J(}+
I*25.1 ••••• :FORJ=lT010:NEXT:NEXT:SC=SC+T
T*5:SLEEP1 PJ

·22 IFBSTHENIFBR=BX+BY*MXTHENCHAR.5.15."[
GREEN]TOTAL DEVESTATION OF MINE = [e 6]1
[3"(/']": SOUND2. 3SfJ(J .12(J,l. 3f)l")I"J, 75 •. :SC=S
C+lfJl"J(J: GOT025 FC

·23 IFBSTHENCHAR.3.16."[e 1]8OMB MISPLACE
D [s *][s *] MINE LEFT INTACT":CHAR.12.1
7."[e 4]5()I"J PTS DEDUCTED":SOUND2.4fh(J.12
0.1 •.• 25.3:SC=SC-500:GOT025 JB

·24 CHAR.2.15."[YELLOW]BOMB NOT SET [s *]
[s *] MINE LEFT OPERATIONAL":CHAR.12.17,
"[e 1]1[3"(J"] PTS DEDUCTED":SOUND2.4fJ()I"J.
120.1 •.• 25 •. :SC=SC-1()I")I"J HF

·25 SLEEP2:IFSC<.THENSC=.:ELSEIFSC>HSTHEN
HS=SC JE

'26 CHAR.14.2(J."[BLUE]SCORE: ":PRINTUSING
"[6"#"]";SC:CHAR.14.22."[e 7]HIGH : ":PR
INTUSING"[6"#"]";HS BI

·27 CHAR.3.24."[WHITE]PRESS [RVSON] TRIGG
ER [RVSOFF] TO ENTER NEXT MINE":DO:LOOPU
NT1LJOY(2»127:SCNCLR:LV=LV+(lANDLV<10):
GOT076 00

·28 CHAR.7.11."[RED][s *] [YELLOW]FUEL S
UPPLY DEPLETED [RED][ s *]": GOT031 MN

.29 CHAR.7.11."[RED][s *][4" "][YELLOW]AN
ITEON DESTROYED[4" "][RED][s *]":GOT031 HJ

·30 CHAR.7.11."[RED][s *] [YELLOW]BOMB SE
LF-DESTRUCT INIT [RED][s *]" MH

·31 CHAR.7.1(J."[RED][27"[s *]"J":CHAR.7.1
2,"[s *J [e l][s *][s *J MISSION FAILUR
E [s *][s *J [RED][s *J":CHAR.7.13."[27
"[s *J"]" BD

·32 POKEPS •. :POKETS •• :FORI=lT08:SPRITEI •.
:NEXT IP

·33 IFF<=.THENFORI=50()I"JT030()I"JSTEP-5()I"J:SOU
ND2.I.25,l.5()I"J.4()I"J •• :NEXT IJ

·34 IFBSTHENGOSUB37 OP
·35 IFSC>HSTHENHS=SC BJ
·36 SLEEP6:GOT064 IF
·37 VOL15:FORI=lT060:POKE14336+FNR(8).FNR
(256):SOUND2.300+FNR(300).2 •••• 3:NEXT EI

·38 VOL5:FORI=lT030:POKE14336+FNR(8) •• :FO
RJ=lT010:NEXT:SOUND2.3()I"}+FNR(1(flJ).2 •••• 3
:NEXT:VOL15:RETURN KP

·39 X=RSPPOS(1 •. ):IF(X>115ANDX<225)ANDRSP
POS(l,l»221THEN8:ELSE44 PE

·40IFZ1AND2THENBEGIN:R(R.7)=.:SPRITE2•. :
CR=CR+1: PLAY"V203T(JIC" GD
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EN 
JH 
HF 
JI 

PG 
DG 
AG 
MA 

HP 

BE 
OL 

HD 
NP 
ED 

NO 
JO 
NG 

HP 

PP 
LL 
EL 
AJ 
IH 

DD 
BP 
DE 
PA 
AB 

MC 

AN 

AJ 

DO 

PD 

NI 

MA 

CB 
OM 
FB 
HD 
OM 

IMPORli·ANTI Letters on white background are Bug Repellent line codes. Do not enter theml Pages 65 and 66 explain these codes 
" • and provide other essential information on entering Ahoy/ programs. Refer to these pages before entering any programs! 

·11050 GOTO 11030 NB 
·1106() IF CK<>CS THEN PRINT"ERROR IN DATA 

STATEMENTS STARTING AT [3"1"]2(J": STOP JK 
·11070 RETURN PH 
·11080 DATA 169. 32. 200. 136. 16. 2 PD 
·11090 DATA 169. 45 . 32. 210, 255, 152, 1 
6, 12 LC 

·11100 DATA 138, 73, 255, 24, 105, 1, 170 
, 152 LM 

· 11110 DATA 73, 255, 105. 0, 32. 205, 189 
, 96 MI 

·11120 DATA -1 IB 

THE Y'LURIAN MINES 
FROM PAOli. 
·1 GOT055 PJ 
·2 X=RSPPOS(1 •. ):Y=RSPPOS(1.1):IFX=325THE 
NR=R+1:PX=PX+1:GOSUB49:MOVSPR1.15.Y:GOTO 
6 OE 

·3 IFX=12THENR=R-1:PX=PX-1:GOSUB49:MOVSPR 
1.322.Y :GOT06 DF 

·4 IFY=40THENBEGIN:IFR= .THEN18:ELSER=R-MX 
:PY=PY-1:GOSUB49:MOVSPR1.X.230:GOT06:BEN 
D JA 

·5 IFY=232THENR=R+MX:PY=PY+1:GOSUB49:MOVS 
PR1.X.42 GI 

·6 POKEPS.1 KJ 
·7 GOSUB47:Z1=BUMP(1) :Zl=BUMP(2) JO 
·8IFPEEK(PS)= .THEN2:ELSEIFJOY(2)=5THEN83BH 
·9 C=RSPRITE(1. 1): Zl=BUMP(1): Z2=BUMP(2):I 
FZ2AND1THEN39:ELSEIF(ZlAND1)ANDC=13THEN4 
o EE 

·10 CT=CT+1:IFCT=FCORC=7THENCT=.:F=F-1:IF 
F<=.THEN28 EH 

· 11 IFBSANDTI>TMTHEN30 NA 
· 12 GETA$ :IFA$="B"THENGOSUB14:ELSEIFA$=" 

"THENGOSUB16 AO 
·13 GOSUB47:GOT08 AM 
·14 IFBS=.THENBS=1: BR=R:GOSUB53:PLAY"V2T8 
03WC": TI$=" [6"rJ"]": TM=2rjrh+LV*12rj: POKE48 
88.30 HL 

·15 RETURN IN 
·16IFF>10THENPOKEPS •. :SPRITE1. 1.7: S0UND2 
.1500.60.2.1000.180.3:FORI=4T07:POKE2040 
+I-1.193: SPRITEI •••••• 1:NEXT:SLEEP1 :FORI 
=4T07:SPRITEI • . :NEXT:F=F-10:R(R.4)=. ON 

• 17 RETURN JP 
·18 POKEPS •. :POKETS •. :TT=INT(TM/60-TI/60) 
:FORI=lT08:SPRITEI •. : NEXT : IFBSTHENGOSUB3 
7 PL 

· 19 SCNCLR:SLEEP1:CHAR . 3.2."[GREEN]MISSIO 
N COMPLETED [s *][ s *] MINE LEVEL ": PRIN 
TUSING"##";LV:SLEEP2 LM 

·2rj IFCR=NCTHENCHAR.5 .1(j. "[BLUE]REMAINING 

FUEL BONUS = ":FORI=lTOF:CHAR.3rj . Fj,"" : 
PRINTUSING" [c 7] [3"#"]"; 1*5: SOUND2 , 4rj(h+ 
I*25,1.,.,1:FORJ=lT025:NEXT:NEXT: SC=SC+F 
*5 :SLEEP1 LO 

· 21 IFBSTHENCHAR,5,12."[PURPLE]REMAINING 
TIME BONUS = ": FORI=lTOTT:CHAR,3().12. "": 
PRINTUSING" [RED] [3" #"]"; 1*5: SOUND2. 5(h(J+ 
1*25,1. ",.: FORJ=lT010 : NEXT:NEXT:SC=SC+T 
T*5:SLEEP1 PJ 

·22 IFBSTHENIFBR=BX+BY*MXTHENCHAR,5,15."[ 
GREEN]TOTAL DEVESTATION OF MINE = [c 6]1 
[3"(J"]": SOUND2, 3srj(j, 12(j, 1, 3r)(h. 75 •. : SC=S 
C+1000:GOT025 FC 

·23 IFBSTHENCHAR.3.16."[c l]BOMB MISPLACE 
D [s *][s *] MINE LEFT INTACT" :CHAR.12.1 
7 • " [c 4]5()(j PTS DEDUCTED": SOUND2 • Mh(j. 12 
0.1, .• 25 . 3:SC=SC-500:GOT025 JB 

·24 CHAR.2. 15."[YELLOW]BOMB NOT SET [s *] 
[s *] MINE LEFT OPERATIONAL":CHAR.12,17. 
"[ c 1]1 [3"(j"] PTS DEDUCTED" : SOUND2 . Mh(j. 
120.1 • . ,25 •• :SC=SC-1000 HF 

·25 SLEEP2:IFSC<.THENSC= . :ELSEIFSC>HSTHEN 
HS=SC JE 

· 26 CHAR. 14 • 2() . "[BLUE]SCORE: ": PRINTUSING 
"[6"#"]";SC:CHAR.14,22."[c 7]HIGH : ":PR 
INTUSING"[6"#"]";HS BI 

· 27 CHAR.3.24."[WHITE]PRESS [RVSON] TRIGG 
ER [RVSOFF] TO ENTER NEXT MINE":DO:LOOPU 
NTILJOY(2»127:SCNCLR:LV=LV+(lANDLV<10): 
GOT076 00 

· 28 CHAR. 7,11. "[RED][s *] [YELLOW]FUEL S 
UPPLY DEPLETED [RED][s *]":GOT031 MN 

· 29 CHAR,7,11."[RED][s *][4" "][YELLOW]AN 
ITEON DESTROYED [ 4" "][RED][ s *]": GOT031 HJ 

·3(j CHAR,7 .11."[ RED][s *] [YELLOW]BOMB SE 
LF-DESTRUCT INIT [RED][s *]" MH 

·31 CHAR, 7 • Fj, "[ RED][ 27" [s *]"]": CHAR. 7 .1 
2."[s *] [c l][s *][s *] MISSION FAILUR 
E [s *][s *] [RED][s *]" :CHAR. 7,13. "[27 
"[s *]"]" BD 

·32 POKEPS •. :POKETS,.:FORI=lT08:SPRITEI •. 
: NEXT IP 

·33 IFF<= .THENFORI=5000T03000STEP-500:S0U 
ND2.I . 25,1,500.400 •• :NEXT IJ 

· 34 IFBSTHENGOSUB37 OP 
· 35 IFSC>HSTHENHS=SC BJ 
·36 SLEEP6 :GOT064 IF 
· 37 VOL15:FORI=lT060:POKE14336+FNR(8),FNR 
(256):SOUND2,30rJ+FNR(300).2 •••• 3:NEXT EI 

·38 VOL5:FORI=lT030:POKE14336+FNR(8),.:FO 
RJ=lT010:NEXT:SOUND2,30(J+FNR(100).2 ••• ,3 
:NEXT:VOL15:RETURN KP 

·39 X=RSPPOS(1 •• ):IF(X>115ANDX<225) ANDRSP 
POS(1.1»221THEN8:ELSE44 PE 

·40IFZ1AND2THENBEGIN:R(R,7)= .: SPRITE2 •. : 
CR=CR+1: PLAY"V203T()IC" GD 

AHOY/ 11 



·41 BEND:SC=SC+50*LV:GOT07 HD
·42IFZIAND4THENBEGIN:R(R.6)=.:SPRITE3•• :
F=F+FNR(12)+LV:PLAY"V2T303WC":IFF>99THEN
F=99 NC

·43 BEND:SC=SC+25:GOT07 HB
·44 POKEPS •. :X=RSPPOS(l •. ):Y=RSPPOS(l.l):
FORI=4T07:POKE2039+I.193:SPRITEI •.• 8.1 •.
•.• 1:MOVSPRI •• #.:MOVSPRI.X.Y:SPRITEI.1:N
EXT DE

·45 SOUND2.5(}}J.155 ••• 1(}J.600.3:FORI=lT04
0:MOVSPRFNR(3)+4.X+FNR(16)-8.Y+FNR(20)-1
0:NEXT:FORI=lT08:SPRITEI •. :NEXT DB

·46 GOT029 CJ
·47 CHAR •.• 24."[c 5]SC:[c 4]":PRINTUSING"
[6"#"]";SC; :PRINTUSING" [c 5]X: [c 4]##"
;PX; :PRINTUSING" [c 5]Y: [c 4]##";PY; BG

·48 PRINTUSING" [c 5]TIME[c 4]:[LEFT].##.
##";VAL(TI$)/lE4;:PRINTUSING" [c 5]FUEL:
[c 4]##";F; :RETURN NN

·49 SYSBO:POKESH.R(R.9):FAST:FORI=2T08:SP
RITEI •• :NEXT:POKEN1.R(R •. ):POKES1.R(R.1)
:POKEEl.R(R.2):POKEW1.R(R.3):POKEC1.R(R.
8) :SYS8278 AD

·50 IFR(R.4».THENFORI=lTOR(R.4):SPRITE3+
I.1.3 •.•.•.•• :MOVSPR3+I •.•• :MOVSPR3+I.FN
R(360)#FNR(3)+3+LV/3.5:NEXT IF

·51IFR(R.7)THENSPRITE2.1.6••••••• 1:MOVSP
R2.15(J.130 PB

·52IFR(R.6)THENSPRITE3.1.3•••••.•• :MOVSP
R3.1BrJ.1YJ HE

·53 POKE2041.195:POKE2042.194:SPRITE1.1:I
FBSANDBR=RTHENCHAR .18 .11. "[ c 6][ s Z][ GRE
EN][s Z][c 6][s Z][LEFT][LEFT][UP][s Z][
LEFT][DOWN][DOWN][s Z]" BA

·54 SLOW: RETURN CJ
·55 SCNCLR:COLOR .• 1:COLOR4.1:FAST:GRAPHIC
1:GRAPHIC.:DIMR(99.9).A$(1.21).M$(12) LG

·56 RESTORE142:FORI=8192T09818:READA$:POK
EI.DEC(A$):NEXT MN

·57 RESTORE121:FORI=lT021:READA$( •• I):NEX
T:FORI=lT016:READA$(1.I):NEXT FK

·58 B$="[RVSON][38" "][RVSOFF]":D(.)=2:D(
1)=-80:D(2)=-2:D(3)=80:Z=RND(-TI):DEFFNR
(Z)=INT(RND(l)*Z):PUDEF "0.:" KK

·59 D$=CHR$(27)+"W":FORI=lT08:KEYI.CHR$(l
32+1): NEXT JL

·60 PS=4878:CS=4875:N1=4864:S1=4865:W1=48
66:E1=4867:C1=4868:SH=4869:LV=1:SD=54272
:TS=4890:BO=9657 HB

·61 V2$="V202W":V3$="V303Q":FORI=2T0l2:RE
ADA$:M$(I)=V2$+A$:READA$:M$(I)=M$(I)+V3$
+A$+"M":NEXT:ENVELOPE3.9 ••••• 9.1 GL

·62 M$(. )="V2X(JT702WCV3X(J03T9ICDECDECDEV2
OlAWR":M$(1)="V202WGV302IAB03C02AB03C02A
B03CV202AWR" LP

·63 SYS8192:POKEPS •• :POKETS •• :SYS8466:SPR
COLOR3.7 MN

·64 SYSBO:SCNCLR:FAST:WINDOW.••• 39.24:PRI
11 AHOYI

NTCKR$(27)"M" PL
·65 CHAR..... "[RED][s K]"+B$+"[c 3][s L]"

:FORI=lT023:CHAR•.• I."[RED][RVSON] ":CHA
R.39.I."[c 3] ":NEXT:CHAR ••• 24."[RVSOFF]
[s I]"+B$+"[s J]":WINDOW1.1.38.23:PRINTC
HR$(27)"L":SLOW 1M

·66 PRINTD$D$D$;:FORI=lT021:CHAR ••••• A$(.
.22-I):PRINTD$:NEXT EE

·67 TEMP016:ENVELOPE7.9.9.12.12.FNR(2)+1.
RND(1)*4(}}J+50:ENVELOPE9.2.9.7.8.FNR(2)+
1.RND(1)*4(}}J+50 PI

·68 FORI=.T012:GETA$:IFA$<>""THEN69:ELSEP
LAYM$(I):NEXT OF

·69 FORI=lT016:CKAR.9.22.A$(1.I):PRINT:NE
XT:CHAR.1(J.22. "[BLUE]LAST SCORE: ":PRINT
USING"[6"#"]";SC:PRINT:CKAR.10.22."[c 7]
HIGH SCORE: " OM

•7(J PRINTUSING" [6"#"]"; KS: PRINT: CHAR.1(J. 2
2."[CYAN]MINE LEVEL: [5" "]":PRINTUSING"#
#";LV:PRINT:PRINT:PRINT:PRINT JP

·71 FORI=lT02(ftJ:GETJ$:IFJ$=CHR$(133)TKEN7
5:ELSEIFJ$=CHR$(139)THENWINDOW•••• 39.24.
1:SYS8491:END OE

·72 IFJ$<>cHR$(135)ANDJ$<>CHR$(136)THENNE
XT:GOT066 KG

·73 IFJ$=CHR$(136)THENLV=LV-(lANDLV>1):EL
SELV=LV+(lANDLV<10) FJ

'74 CHAR.26.17."":PRINTUSING"##";LV:GOT07
1 EF

·75 SC=.:WINDOW•••• 39.24 LM
·76 SYSBO:MX=INT(3+LV/2.2):MY=INT(3+LV/2)

:NC=INT(LV+FNR(3)):FAST:GOSUB1(J4:BX=INT(
MX/2):BY=INT(MY/2):PX=.:PY=.:BS=. OG

·77 SCNCLR: SLOW: CHAR. 9.1(J. "[BLUE]ENTERING
MINE LEVEL ":PRINTUSING"##";LV BC

·78 FILTERY}).l ••••• 15: PLAY"V1XlV2XlV3Xl"
: CHAR .1(J.14. "": PRINTUSING" [c 7]RETRIEVE
fI# CRYSTALS"; NC: SOUND3. 20/)1). 2MJ ••• Fft}). 2
5•• :SLEEP4 EI

·79 POKE4873.1:POKE4886.10--(LV/2)+4:POKE4
885. 1:POKE4880.4:POKE4879. 1:POKE2040.202
:F=45+LV*5:CR=. :R=. :FC=18:GOSUB49 JP

·80 SPRITE1.1.13.1 •••••• :MOVSPR1.160.130 FJ
·81 POKESD+6.1(J5: POKESD+5 •• :POKESD. 90:POK
ESD+1.5:POKESD+15.3:POKESD+14 •• :POKESD+1
9.8:POKESD+20.. PC

·82 POKEPS.1:POKETS.1:POKE4888.1(}J:POKECS
.INT(6-LV/2):TI$="[6"0"]":GOT06 10

·83 IFR(R.4».THENSOUND2.11(ftJ.5:G0T09:ELS
ESYSBO:S=.:POKEPS •• :FAST:FORI=lT08:SPRIT
EI •• :NEXT:SCNCLR:COLOR5.12:FORI=.TOMY*2:
PRINTLEFT$(B$.MX*2+2):NEXT MJ

·84 FORI=.TOMX-1:FORJ=.TOMY-1:B=I+J*MX:X1
=I*2+1:Y1=J*2+1:IFS=.TKEN87 KO

·85IFR(B.7)TKENBEGIN:CHAR.Xl.Yl."[GREEN]
1".1:IFR(B.6)THENCHAR.Xl.Yl."[BLUE]3".1:
BEND:ELSEIFR(B.6)THENCHAR.Xl.Yl."[RED]2"
.1 ON

·86
·87
·sa
·89
·9(J
·91
·92

]X
·93
c
N
RV

·94
s
TIl
CR

·95
W
TA

:c
'96
25
"

·97
T:

'98
cq

·9

8
·1
·1
·1
·1
·1

+
'1
·1
·1
·1
·1
·1
·1
·1
·1

·41 BEND:SC=SC+50*LV:GOT07 HD 
·42IFZ1AND4THENBEGIN:R(R.6)=.:SPRITE3 •. : 
F=F+FNR(12)+LV:PLAY"V2T303WC" : IFF>99THEN 
F=99 NC 

· 43 BEND:SC=SC+25:GOT07 HB 
·44 POKEPS •. :X=RSPPOS(1 •• ):Y=RSPPOS(1.1): 
FORI=4T07:POKE2039+I.193:SPRITEI •.• 8.1 •. 
•.• 1:MOVSPRI •. #.:MOVSPRI.X.Y:SPRITEI.1 :N 
EXT DE 

· 45 SOUND2.5000.155 ••• 100.600.3:FORI=1T04 
0:MOVSPRFNR(3)+4.X+FNR(16)-8.Y+FNR(20)-1 
0:NEXT :FORI=1T08:SPRITEI •. :NEXT DB 

·46 GOT029 CJ 
· 47 CHAR •.• 24."[c 5)SC:[c 4)":PRINTUSING" 
[6"#")";SC; :PRINTUSING" [c 5)X: [c 4)##" 
;PX; :PRINTUSING" [c 5lY: [c 4)##";PY; BG 

· 48 PRINTUSING" [c 5 )TlME[ c 4): [LEFT). ##. 
##";VAL(TI$)/lE4;:PRINTUSING" [c 5)FUEL: 
[c 4)##";F; : RETURN NN 

· 49 SYSBO:POKESH.R(R.9):FAST :FORI=2T08:SP 
RITEI • . :NEXT:POKEN1.R(R •. ):POKES1.R(R.1) 
:POKEE1.R(R.2):POKEW1.R(R.3):POKEC1.R(R. 
8) : SYS8278 AD 

· 50 IFR(R.4».THENFORI=lTOR(R.4) : SPRITE3+ 
I.1.3 •.• .•.• . :MOVSPR3+I •.•. :MOVSPR3+I.FN 
R(360)#FNR(3)+3+LV/3 .5:NEXT IF 

· 51IFR(R.7)THENSPRITE2.1 . 6 • .•••.• 1:MOVSP 
R2.15f).13() PB 

· 52IFR(R.6)THENSPRITE3.1.3 •••••.•. :MOVSP 
R3 .1ar) .15f) HE 

·53 POKE2041.195:POKE2042.194:SPRITE1.1:1 
FBSANDBR=RTHENCHAR .18 .11. "[ c 6)[ s Z)[ GRE 
EN)[s Z)[c 6)[s Z)[LEFT)[LEFT)[UP)[s Z)[ 
LEFT )[ DOWN )[ DOWN)[ s Z)" BA 

• 54 SLOW: RETURN CJ 
·55 SCNCLR :COLOR .• 1:COLOR4.1:FAST:GRAPHIC 
1:GRAPHIC.:DIMR(99.9).A$(1.21).M$(12) LG 

·56 RESTORE142:FORI=8192T09818:READA$:POK 
EI.DEC(A$) :NEXT MN 

·57 RESTORE121:FORI=1T021 :READA$( .• I) :NEX 
T:FORI=1T016:READA$(1.I) :NEXT FK 

· 58 B$="[RVSON)[38" ")[RVSOFF)":D(.)=2:D( 
1)=-80:D(2)=-2:D(3)=80:Z=RND(-TI):DEFFNR 
(Z)=INT(RND(l)*Z): PUDEF "0.:" KK 

· 59 D$=CHR$(27)+"W":FORI=1T08:KEYI.CHR$(l 
32+I):NEXT JL 

· 60 PS=4878:CS=4875 :N1 =4864 :S1=4865 :W1=48 
66 :E1=4867:C1=4868:SH=4869:LV=1:SD=54272 
:TS=4890:B0=9657 HB 

·61 V2$="V202W" :V3$="V303Q":FORI=2T0l2 :RE 
ADA$:M$(I)=V2$+A$:READA$:M$(I)=M$(I)+V3$ 
+A$+"M": NEXT: ENVELOPE3. 9 •.•.• 9.1 GL 

·62 M$( . )="V2X(JT702WCV3X(J03T9ICDECDECDEV2 
OlAWR":M$(1)="V202WGV302IAB03C02AB03C02A 
B03CV202AWR" LP 

· 63 SYS8192:POKEPS •. :POKETS •. :SYS8466:SPR 
COLOR3.7 MN 

· 64 SYSBO :SCNCLR :FAST :WINDOW .••• 39.24:PRI 
12 AHOYI 

NTCHR$( 27) "M" PL 
·65 CHAR •.•.• "[RED)[s K)"+B$+"[c 3)[s L)" 
: FORI=IT023 : CHAR •.• I. "[ RED)[ RVSON) ": CHA 
R.39.I."[c 3) ":NEXT:CHAR •.• 24 ."[RVSOFF) 
[s I)"+B$+"[s J)" :WINDOW1.1.38.23:PRINTC 
HR$(27)"L":SLOW 1M 

· 66 PRINTD$D$D$;:FORI=1T021 :CHAR •••.• A$(. 
.22-I):PRINTD$:NEXT EE 

·67 TEMP016:ENVELOPE7.9.9.12.12.FNR(2)+1 . 
RND(1)*400(J+50:ENVELOPE9.2.9.7.8.FNR(2)+ 
1.RND(1)*400(J+50 PI 

·68 FORI=.T012:GETA$:IFA$<>""THEN69:ELSEP 
LAYM$(I):NEXT OF 

· 69 FORI=lT016:CHAR.9.22.A$(1.I):PRINT:NE 
XT:CHAR.F).22."[BLUE)LAST SCORE: ":PRINT 
USING"[6"#")" ;SC :PRINT:CHAR . 10.22 ."[c 7) 
HIGH SCORE: " OM 

. 7() PRINTUSING" [ 6" #")" ; HS : PRINT : CHAR. F). 2 
2."[CYAN)MINE LEVEL: [5" ")":PRINTUSING"# 
#";LV : PRINT :PRINT:PRINT :PRINT JP 

·71 FORI=lT0200:GETJ$:IFJ$=CHR$(133)THEN7 
5:ELSEIFJ$=CHR$(139)THENWINDOW .•.• 39 . 24. 
1:SYS8491:END OE 

·72 IFJ$<>CHR$(135)ANDJ$<>CHR$(136)THENNE 
XT :GOT066 KG 

'73 IFJ$=CHR$(136)THENLV=LV-(lANDLV>1):EL 
SELV=LV+(1ANDLV<10) FJ 

'74 CHAR.26.17."":PRINTUSING"##";LV:GOT07 
1 EF 

·75 SC=.:WINDOW ••.• 39.24 LM 
·76 SYSBO :MX=INT(3+LV/2.2):MY=INT(3+LV/2) 

:NC=INT(LV+FNR(3»:FAST:GOSUB104:BX=INT( 
MX/2):BY=INT(MY/2):PX= .: PY= .: BS=. OG 

·77 SCNCLR:SLOW:CHAR .9.10."[BLUE)ENTERING 
MINE LEVEL ":PRINTUSING"##";LV BC 

. 78 FILTER5fh .1 •••.• 15: PLAY"V1Xl V2Xl V3Xl" 
:CHAR .10.14."":PRINTUSING"[c 7)RETRIEVE 
## CRYSTALS"; NC : SOUND3 . 20()0. 2M) • • • 1()(h. 2 
5 •• :SLEEP4 EI 

'79 POKE4873.1:POKE4886.10-(LV/2)+4:POKE4 
885.1:POKE4880.4:POKE4879.1 :POKE2040 .202 
:F=45+LV*5:CR=.: R=.:FC=18:GOSUB49 JP 

· 80 SPRITE1.1.13.1 •••.•. :MOVSPR1.160.130 FJ 
·81 POKESD+6.105:POKESD+5 •• :POKESD.90:POK 
ESD+1.5:POKESD+15.3 :POKESD+14 •• :POKESD+1 
9.8:POKESD+20. . PC 

· 82 POKEPS.1:POKETS.1:POKE4888.100:POKECS 
• INT( 6-LV /2) :TI$=" [6"()")": GOT06 LO 

· 83 IFR(R.4» .THENSOUND2 .1100.5 : GOT09 :ELS 
ESYSBO :S=.:POKEPS •. :FAST:FORI=lT08:SPRIT 
EI •. :NEXT:SCNCLR:COLOR5.12:FORI=.TOMY*2: 
PRINTLEFT$(B$.MX*2+2):NEXT MJ 

·84 FORI= .TOMX-1: FORJ=.TOMY-1 :B=I+J*MX:X1 
=I*2+1:Y1=J*2+1: IFS= .THEN87 KO 

· 85 IFR(B. 7)THENBEGIN :CHAR . Xl. Yl. "[ GREEN) 
1". 1:IFR(B.6)THENCHAR.Xl.Yl."[BLUE)3". 1: 
BEND:ELSEIFR(B.6)THENCHAR.Xl.Yl."[RED)2" 
.1 ON 

·86 
·87 
·88 
·89 
·9() 

·91 
·92 

)X 
· 93 
c 
N 
RV 

·94 
s 
TR 
CR 

·95 
W 
TA 

:c 
·96 
25 
" 

· 97 
T: 

· 98 



PL
,n

IA
'I
t

1M

EE

PI

OF

I
OM

JP

OE

KG

FJ

EF
LM

OG

BC

EI

JP
FJ

PC

LO

MJ

KO

ON

·86 Gar092 EL
·87 IFR(B.. )=.THENCHAR,Xl,Yl-1,"[s _]",1 FD
·88 IFR(B.1)=.THENCHAR,Xl.Yl+1,"[s _]",1 GC
·89 IFR(B,2)=. THENCHAR, Xl+1, Yl, "[s *]" ,lIP
·9(J IFR(B.3)=.THENCHAR,Xl-1,Yl,"[s *]",1 KI
.91 CHAR, Xl, Yl," " CN
·92 NEXT:NEXT:CHAR,BX*2+1.BY*2+1,"[PURPLE
]X",l PG

.93 CHAR,.,19,"[BLUE][MJ"[s *]"]":PRINT"[
e 7][RVSON] TRIGGER[3" "][RVSOFF] - SCA
N MINE":PRINT"[CYAN][RVSON] STICK DOWN [
RVSOFF] - RETURN[RED]" HN

'94 CHAR.25,. ,"[e l][s *][s *] CRYSTALS [
s *][s *]":CHAR,25,2,"[RED]RETRIEVED:"+S
TR$(CR):CHAR,25,3,"LEFT[5" "]:"+STR$(NC-
CR) PK

·95 CHAR.25,7."[PURPLE][s *][s *] MAP VIE
W [s *][s *]":CHAR,25,9,"[GREEN]1 - CRYS
TAL":CHAR,25.lfJ,"2 - FUEL":CHAR,25.11,"3

- BarH 1 & 2":CHAR,25,12,"X - BOMB POS"
:CHAR.25.13,"[s Q] - ANITEON" BB

·96 CHAR.25.20."[RED]PLANT BOMB AT":CHAR.
25,21,"":PRINTUSING"X:fllI";BX;:PRINTUSING
" Y:III1";BY HI

·97 IFBSTHENCHAR,25,16,"[GREEN]DETONATE A
T:":CHAR,25.17,STR$(INT(TM/6(J»+" SEC" GA

·98 SLOW:DO:GOSUB47:IFJOY(2)=5THENSCNCLR:
GOSUB49:GOT06 JF

·99 CHAR,PX*2+1,PY*2+1,"[WHITE][s Q]":CT=
CT+1:IFCT>FC*2THENCT=.:F=F-1:IFF<=.THEN2
8 AI

'l(ftj IFBSANDTI>TMTHEN3(J FP
·101 IFJOY(2)<128THENLOOP EE
·102 IFF-5<lTHENSOUND1,2(ftftJ.10:LOOP JH
·103 F=F-5:S=1:GOT084 DE
·lfJ4 PRINT" [CLEAR][RED]"; :A=1065:FORI=.TO
MY*2:PRINTLEFT$(B$,MX*2+2):NEXT:POKEA,3:
POKE1025 , 32 CC

·105 J=FNR(4):K=J FB
·106 B=A+D(J):IFPEEK(B)=16(JTHENPOKEB,J:PO
KEA+D(J)/2,32:A=B:GOT0105 DC

·107 J=(J+1)*-(J<3):IFJ<>KTHEN106 01
·1(18 J=PEEK(A):POKEA,32:IFA=1065THEN1(J9:E
LSEA=A-D(J):GOT0105 MD

·109 POKE1066.32:FORI=lTOFNR(MX*MY):X=FNR
(MX):Y=FNR(MY-1):POKE1105+X*2+Y*80,32:NE
XT AF

·110 FORY=.TOMY-1:FORX=.TOMX-1:A=1065+X*2
+Y*80:B=X+Y*MX:FORZ=.T09:R(B,Z)=.:NEXT DH

·111IFPEEK(A-40)<>32THENR(B,.)=1 AH
·112 IFPEEK(A+40)<>32THENR(B.1)=1 AO
·113 IFPEEK(A+1)<>32THENR(B.2)=1 JE
·114 IFPEEK(A-1)<>32THENR(B.3)=1 MF
·115 IFB>.THENR(B,4)=FNR(5) EG
·116 IFRND(1».85THENR(B,6)=1 ID
'117 R(B.8)=FNR(9)+3:R(B.9)=FNR(7)*8 DH
'118 NEXT:NEXT:FORI=lTONC OB
·119 Z=FNR(MX*MY):IFR(Z.7)=lTHENl19:ELSER

(Z,7)=1 OB
·120 NEXT:RETURN LP
'121 DATA "[12" "][e l]AHOYl PRESENTS" .. DC
·122 DATA "[15" "][YELLOW]T HE", EJ
'123 DATA "[5" "][GREEN][s G][RVSON][e M]
[e GI[RVSOFF][s E][WHITE][s JI[GREEN][s
LI [s K][RVSON][e M][e G][RVSOFFI[s L]
[s K][RVSON] [RVSOFF][s LI [s K][s L] [
s B][s D] [s K][RVSON] [RVSOFF][s L]" GK

·124 DATA "[5" "][GREEN][s H][RVSON][e M]
[e G][RVSOFF][s F][s B][RVSON] [RVSOFF]

[RVSON] [e M][e G] [RVSOFFI [RVSON] [RV
SOFF][e J][RVSON][e J][RVSOFF][s J] [RVS
ON] [RVSOFF] [s A][s C] [RVSON] [e MJ[
e G] " LK

·125 DATA "[6" "][GREEN][s G][s E] [s A][
RVSON] [RVSOFF] [RVSON] [e M][e G] [RVS
OFF] [RVSON][3" "][RVSOFF][s L] [RVSON]
[RVSOFF][s E][s B][RVSON][e M][e G][RVSO
FF][s D] [RVSON] [e M][e G] " HM

·126 DATA "[6" "][e 6][s H][s F] [s I][RV
SON] [RVSOFF][s D][s G][RVSON] [RVSOFF
][s J] [RVSON] [e M][e G] [RVSOFF] [s I]
[s F][s A][RVSON][e M][e G][RVSOFF][s C]

[RVSON] [e M][e G] ". MM
·127 DATA "[4" "][BLUE][s B][RVSON][e *][
RVSOFF] [RVSON][sEP][RVSOFF][s D] [s K]
[RVSON] [RVSOFF][s L] [s K][RVSON][4" "
][RVSOFF][s L] [s K][RVSON][5" "][RVSOFF
] [s K][RVSON][ 4" "][RVSOFF][s L]" HC

·128 DATA "[4" "][BLUE][s A][RVSON] [e *]
[ sEP] [RVSOFF][ s C] [RVSON][ 4" "][ RVSOFF
] [RVSON][6" "][RVSOFF] [RVSON][3" "][3"
[e P]"][RVSOFF] [RVSON][3" "][3"[e P]"][
e 3]" AE

.129 DATA "[3" "][BLUE][s B][RVSON][6" "]
[RVSOFF][s D][s G][RVSON][3" "][RVSOFF]
[RVSON] [e L][e J] [RVSOFF] [RVSON][3"
"][3"[e Y]"][RVSOFF] [RVSON][3" "][3"[e
Y]"]" GD

·130 DATA "[3" "][BLUE][s A][RVSON] [e L
][e J] [RVSOFF][s C][s H][RVSON][3" "][
RVSOFF] [RVSON] [e L][e J] [RVSOFF] [R
VSON][3" "][3"[e P]"][RVSOFF] [RVSON][3"
[e P]"][3" "]" EE

·131 DATA" [BLUE][s B)[RVSON][3" ")[e L
][e J)[3" "][RVSOFF)[s D][s G][RVSON] [
RVSOFF] [RVSON] [e L][e J] [RVSOFF] [R
VSON][3" "][3"[e y]")[RVSOFF] [RVSON][3"
[e Y]"][3" "]" JM

·132 DATA" [e 7)[s A][RVSON)[3" ")[e L]
[e J][3" ")[RVSOFF)[s C)[s H)[RVSON] [RV
SOFF)[s J] [RVSON] [e L)[e J] [RVSOFF]

[s I)[RVSON)[5" fl)[RVSOFF] [s I)[RVSON]
[4" ")[RVSOFF][s J)[CNTRL P] LB

·133 DATA fl [CYAN)[10"[s *]"] [s *)[s *]
[6"[s *]"] [6"[s *]"] [6"[s *]fl]" EM

·134 DATA" [CYAN)[lfJ"[e T]"] [e T)[e T]
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·86 GOT092 EL 
·87 IFR(B,.)=.THENCHAR,Xl,Yl-1,"[s -]",1 FD 
·88 IFR(B,l)=.THENCHAR,Xl,Y1+1,"[s -]",1 GC 
·89 IFR(B, 2)=. THENCHAR, Xl+1, Yl, "[ s *]" ,lIP 
·9(J IFR(B,3)=.THENCHAR,Xl-1,Yl,"[s *]",1 KI 
·91 CHAR, Xl, Yl," " CN 
·92 NEXT:NEXT:CHAR,BX*2+1,BY*2+1,"[PURPLE 
]X",l PG 

·93 CHAR,., 19, "[ BLUE][ 4(J" [s *]"]": PRINT" [ 
e 7][RVSON] TRIGGER[3" "][RVSOFF] - SCA 
N MINE": PRINT" [CYAN][ RVSON] STICK DOWN [ 
RVSOFF] - RETURN[RED]" HN 

·94 CHAR,25,.,"[e l][s *][s *] CRYSTALS [ 
s *][s *]":CHAR,25,2, "[RED]RETRIEVED :"+S 
TR$(CR):CHAR,25,3,"LEFT[5" "]:"+STR$(NC-
CR) PK 

·95 CHAR,25,7,"[PURPLE][s *][s *] MAP VIE 
W [s *][s *]":CHAR,25,9, "[GREEN]l - CRYS 
TAL":CHAR,25,lfJ,"2 - FUEL":CHAR,25,l1,"3 

- BOTH 1 & 2":CHAR,25,12,"X - BOMB POS" 
:CHAR,25,13,"[s Q] - ANITEON" BB 

·96 CHAR, 25, 2(J, "[ RED ]PLANT BOMB AT": CHAR, 
25,21,"":PRINTUSING"X:##";BX;:PRINTUSING 
" Y:##";BY HI 

·97 IFBSTHENCHAR,25,16,"[GREEN]DETONATE A 
T:":CHAR,25,17,STR$(INT(TM/6(J))+" SEC" GA 

·98 SLOW:DO:GOSUB47:IFJOY(2)=5THENSCNCLR: 
GOSUB49:GOT06 JF 

·99 CHAR,PX*2+1,PY*2+1, "[WHITE][s Q]":CT= 
CT+1:IFCT>FC*2THENCT=.:F=F-1:IFF<=.THEN2 
8 AI 

·100 IFBSANDTI>TMTHEN30 FP 
·101 IFJOY(2)<128THENLOOP EE 
·102 IFF-5<lTHENSOUND1,2000,10:LOOP JH 
·103 F=F-5:S=1:GOT084 DE 
·lfJ4 PRINT II [CLEAR][ RED]"; : A=1(J65: FORI=. TO 
MY*2:PRINTLEFT$(B$ ,MX*2+2) :NEXT:POKEA,3: 
POKE1025,32 CC 

·105 J=FNR(4):K=J FB 
·106 B=A+D(J):IFPEEK(B)=16(JTHENPOKEB,J:PO 
KEA+D(J)/2,32:A=B:GOT0105 DC 

·107 J=(J+1)*-(J<3):IFJ<>KTHEN106 01 
·108 J=PEEK(A):POKEA,32:IFA=1065THEN109:E 
LSEA=A-D(J):GOT0105 MD 

·109 POKE1066,32:FORI=lTOFNR(MX*MY):X=FNR 
(MX):Y=FNR(MY-1):POKE1105+X*2+Y*80,32 :NE 
XT AF 

·110 FORY=.TOMY-1:FORX=.TOMX-1:A=1065+X*2 
+Y*80:B=X+Y*MX:FORZ=.T09:R(B, Z)=.:NEXT DH 

·111 IFPEEK(A-40)<>32THENR(B,.)=1 AH 
·112 IFPEEK(A+40)<>32THENR(B,l)=1 AO 
·113 IFPEEK(A+1)<>32THENR(B,2)=1 JE 
·114 IFPEEK(A-1)<>32THENR(B,3)=1 MF 
·115 IFB>.THENR(B,4)=FNR(5) EG 
·116 IFRND(1».85THENR(B,6)=1 ID 
·117 R(B,8)=FNR(9)+3:R(B,9)=FNR(7)*8 DH 
·118 NEXT:NEXT:FORI=lTONC OB 
·119 Z=FNR(MX*MY):IFR(Z,7)=lTHEN119:ELSER 

(Z,7)=1 OB 
·120 NEXT:RETURN LP 
·121 DATA "[12" "][e l]AHOYI PRESENTS"" OC 
·122 DATA "[15" "][YELLOW]T H E", EJ 
·123 DATA "[5" "][GREEN][s G][RVSON][e M] 
[e G][RVSOFF][s E][WHITE][s J][GREEN][s 
L] [s K][RVSON][e M][e G][RVSOFF][s L] 
[s K][RVSON] [RVSOFF][s L] [s K][s L] [ 
s B][s D] [s K][RVSON] [RVSOFF][s L]" GK 

·124 DATA "[5" "][GREEN][s H][RVSON][e M] 
[e G][RVSOFF][s F][s B][RVSON] [RVSOFF] 

[RVSON] [e M][e G] [RVSOFF] [RVSON] [RV 
SOFF][e J][RVSON][e J][RVSOFF][s J] [RVS 
ON] [RVSOFF] [s A][s C] [RVSON] [e M][ 
e G] " LK 

·125 DATA "[6" "][GREEN][s G][s E] [s A][ 
RVSON] [RVSOFF] [RVSON] [e M][e G] [RVS 
OFF] [RVSON][3" "][RVSOFF][s L] [RVSON] 
[RVSOFF][s E][s B][RVSON][e M][e G][RVSO 
FF][s D] [RVSON] [e M][e G] " HM 

·126 DATA "[6" "][e 6][s H][s F] [s I][RV 
SON] [RVSOFF][s D][s G][RVSON] [RVSOFF 
][s J] [RVSON] [e M][e G] [RVSOFF] [s I] 
[s F][s A] [RVSON][e M][e G][RVSOFF][s C] 

[RVSON] [e M][e G] ", MM 
·127 DATA "[4" "][BLUE][s B][RVSON][e *][ 
RVSOFF] [RVSON][sEP][RVSOFF][s D] [s K] 
[RVSON] [RVSOFF][s L] [s K][RVSON][4" " 
][RVSOFF][s L] [s K][RVSON][5" "][RVSOFF 
] [s K][RVSON][4" "][RVSOFF][s L]" HC 

·128 DATA "[4" "][BLUE][s A][RVSON] [e *] 
[sEP] [RVSOFF][s C] [RVSON][4" "][RVSOFF 
] [RVSON][6" "][RVSOFF] [RVSON][3" "][3" 
[e P]"][RVSOFF] [RVSON][3" "][3"[e P]"][ 
e 3]" AE 

·129 DATA "[3" "][BLUE][s B][RVSON][6" "] 
[RVSOFF][s D][s G][RVSON][3" "][RVSOFF] 
[RVSON] [e L][e J] [RVSOFF] [RVSON][3" 
"][3"[e Y]"][RVSOFF] [RVSON][3" "][3"[e 
Y]"]" GD 

·130 DATA "[3" "][BLUE][s A][RVSON] [e L 
][e J] [RVSOFF][s C][s H][RVSON][3" "][ 
RVSOFF] [RVSON] [e L][e J] [RVSOFF] [R 
VSON][3" "][3"[e P]"][RVSOFF] [RVSON][3" 
[e P]"][3" "]" EE 

·131 DATA" [BLUE][s B][RVSON][3" "][e L 
][e J][3" "][RVSOFF][s D][s G][RVSON] [ 
RVSOFF] [RVSON] [e L][e J] [RVSOFF] [R 
VSON][3" "][3"[e Y]"][RVSOFF] [RVSON][3" 
[e Y]"][3" "]" JM 

·132 DATA" [e 7][s A][RVSON][3" "][e L] 
[e J][3" "][RVSOFF][s C][s H][RVSON] [RV 
SOFF][s J] [RVSON] [e L][e J] [RVSOFF] 

[s I][RVSON][5" "][RVSOFF] [s I][RVSON] 
[4" "][RVSOFF][s J][CNTRL P] LB 

·133 DATA" [CYAN][lfJ"[s *]"] [s *][s *] 
[6"[s *]"] [6"[s *]"] [6"[s *]"]" EM 

·134 DATA" [CYAN][lfJ"[e T]"] [e T][e T] 
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