loop slowly decreases the volume, fading out the
train sound. :

The UFO sound is unusual. It’s a series of
tone bursts and silences in which the pitch of the
tone sweeps up and down. Without the silences
between each tone, the effect is less interesting.

Morse code is simulated by a series of tone
bursts and silences of random duration.

Here are the functions of the program lines:

Lines 100-120 color the screen and print the
title.

Lines 140, 260, 270, 330, 340, 450, 460, 490,
500, 530, 540, and 550 are story captions.

Lines 150-190 are the musical introduction.

Line 190 trills the last note of the intro.

Lines 200-220 sweep the noise rapidly down-
ward and flash the screen white (to simulate
lightning).

Line 230 produces a low rumble that fades
out (to simulate thunder).

Lines 240-250 perform another lightning-and-
thunder subroutine.

Lines 290-320 are the train sound.

Lines 360—440 are the UFO sound, inter-
spersed with screen-color changes.

Lines 470-480 simulate Morse code.

_ Lines 510-520 simulate a dropping ping-pong
all.

Lines 570-590 display a night sky full of stars.

Lines 600-630 simulate crickets and PRINT
“The End.”

Line 640 holds The End on the screen for a
few seconds, then resets the screen to its normal
condition.

The Sound Of Snow

Type in and run the following program. It's the
sound of someone walking in deep snow. Asa
walker steps into snow, the snow gives way with
a noise burst. As the walker puts his full weight
down, the snow becomes compacted and the
bursts increase in frequency. In other words, a
footstep or crunch is a series of noise bursts that
accelerate like a train, except much faster.

19
20
30

POKE36878,15:5=36877

FORL=15TO1STEP~-1

POKES, 200 : FORT=1TOL : NEXT: POKES, @ : FORT=
1TOL:NEXT: NEXT

4@ FORL=1TO0200:NEXT:GOTO20

If you’d rather not type in the program, send
$3, a blank cassette with Sound Story printed on
the label, and a self-addressed stamped envelope
to:

Bruce Bartlett
51941 Jenny Lane
Elkhart, Indiana 46514

See program listings on page 155. @




Joystick Control
For The 64

Sterling N. Augustine

This tutorial on how to use the 64’s joystick
ports includes a two-player game, “Chase And
Tag,” which illustrates the way the joystick
ports are read.

The joystick ports on the 64 transmit data to regis-
ters at memory locations 56321 (port 1) and 56320
(port 2). A register is a memory location used for
input or output instead of storing data. A simple
PEEK at one of these locations gives you a value
which corresponds to the position of the joystick.
Try plugging a joystick into port 1 and RUNning
the following;:

19 PRINT PEEK (56321)
20 GOTO 19

Note how fast the value changes as you move
the joystick. Now hold the stick in one position
and press the fire button. If you play around a bit
you will see that each position has two possible
values depending on whether or not the fire but-
ton is depressed. Below are a table and figure
which summarize all possible values for the two
port registers, and the joystick fire button status
which they represent.

Joystick Control Values
Control Port 1 Control Port 2
W/O Fire W/ Fire W/O Fire W/ Fire

A 255 239 127 111
B 254 238 126 110
G 246 230 118 102
D 247 231 119 103
E 245 229 117 101
F 253 237 125 109
G 249 233 121 105
H 251 235 123 107
] 250 234 122 106
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Joystick Movement Schematic

G F E

Chase And Tag

“Chase and Tag" is a two-player game using
simple keyboard graphics which illustrates the
way the joystick ports are read. The object of the
game is to score points by touching the opposing
player while you are it, and to avoid the opposing
player while he is it. The left player (controlled by
the joystick in port 2) is it first. The computer keeps
track of who is it, automatically switching after a
point is scored, or after each player has made 100
moves without a tag, whichever comes first. When
the player who is if catches the other player, a
colorful explosion takes place. The game ends
when one player scores 20 points.

Here’s a breakdown of the program'’s
organization:

Line 40 POKEs the screen border color to
purple, the screen background color to light blue,
the screen character color to white, erases all vari-
ables in memory, and branches to line 700.

Cwww.commodore.ca



AARDUARK LTD.

VIDEO ADVENTURES™

&I#GGEDNS T

DUNGEONS OF MAGDARR - Serious
D of D for up to 8 players.
Features full 3d GRAPHICS!
You get a choice of several
characters that grow from
game to game and are
interchangeable with char-
acters from our famous
Dungeons of Death game. A
real dungeon with level after
level of monsters to conquer
and treasures to find - all in
hi-res 3d graphics.

Available On: TRSSOC, IBM PC, CMOB4

TAPE §13% DISK $24%

UEST - A different kind of
raphic Adventure, it is
played on a computer
generated mape of Alesia.
You'll have to build an army
and feed them through
combat, bargaining, explo-
ration of ruins and temples,
and outright banditry! Takes
2 - 5 hours to play and is
different each time.

Available On: TRSBOC 16K, CMDE4, VIC20 13K, MC10
16K, T199 (EXT. BASIC), IBMPC

TAPE $14.85 DISK $10.95

MARS - Your ship crashed on
the Red Plane and you have
to get home. You will have to
explore a Martian City,
repair your ship, and deal
with possibly hostile aliens to
get home again. This is
recommende as a first
Adventure. It is in no way
simple - ;:)Ilalylr'l‘g3 time
normally runs from 30 to 50
hours, but it lets you try out
Adventuring before you
battle the really tough ones.
Full Graphics Adventure.

Available On: TRSBOC, CMD 64, IBM PC
TAPE $1995 DISK $24.9%

BAG-IT-MAN - The ultimate
arcade game for TRS80C or
MCDG64. This one has three
screens full of BAGS OF
GOLD, CARTS & ELE-
VATORS TO RIDE IN, MINE
SHAFTS, and TWO NASTY
GUARDS. Great sound and
color and continuous
excitement.

Available On: TRSB0C 32K, CMD64

TAPE $19.95 DISK §24.85

STARFIRE If you enjoyed
StarRaiders or StarWars,
you will love Starfire. It is not
a copy, but the best shoot-
em-up, see them in the
window space game on the
CMD64 or TRSBOC. The
fantastic graphics will put
you right in the control room
as you hyperspace from
gquadrant to quadrant
fighting the aliens and
protecting your bases.

Available On: TRSBOC 16K, CMDG4

TAPE §19.95 DISK §24.85

PYRAMID - ONE OF THE TOUGHEST
ADVENTURES. Average time
through the pyramid is 50 -
70 hours. Clues are
everywhere and some
ingenious problems make
this popular around the
world., FULL GRAPHIC
ADVENTURE.

Available On: TRSBOC 16K, CMDG4, MC10 16K, 1BM PC
TAPE §18.95 DISK §2495

NEWI GRAPHIC ADVENTURES

AARDVARK offers over 120 original high quality programs, Authors - AARDVARK pays top dollar for high gquality
Send one dollar for a current catalog and receive a $1.00 programs. Send a copy today for a personal review and
gift certificate good towards your next purchase. editorial help.

TO ORDER: Send amount Indicated plus $2.00 shipping, per order. Include quantity desired and your preference of tape or disk.
Be sure to indicate type of system and amount of memory. When using charge card to order by mall, be sure lo include expiration date.

(M charce caros | |
SO v L 1-313-669-3110
AARDVARK /46&'0& SOWW 2352 S. COMMERCE * WALLED LAKE, MI 48088 + (313) 669-3110

| ® i

PHONE ORDERS ACCEPTED
8:00 a.m. to 8:00 p.m. E.S.T., MON-FRI

IBMPC / VIC20

CMD64 / TRS80C /
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BLANK CASSETTES

c-05, C-06, C-10, C-12, C-20, C-24, C-32

From the leading supplier of Computer Cassettes,
new, longer length C-12's (6 minutes per side) provide
the extra few feet needed for some 16K programs.

BASF-LHD (DPS) world standard tape.
Premium 5 screw shell with leader.

Internationally acclaimed.
Thousands of repeat users.

@ Error Free » Money back guarantee.

500 C-12's or C-10's — 38¢ each
(w/labels, add 4¢ » Shipping $17./500

CASSETTE STORAGE CADDY
§2.95

Holds 12 cassettes

500 Boxes 13¢ ea. » Shipping $10./500 | w/o boxes
(Free Caddy offer does not apply) Includes edge labels
and index card

TRACTOR FEED = DIE-CUT

BLANK CASSETTE LABELS
o/ WHITE: $3.00/100 $20.00/1000
COLORED LABELS e Pastels -
NE\N Red, Blue, Green, Yellow, Lavender
$4.00/100 $30.00/1000

FREE
1 CADDY. WITH EVERY

4 DOZ. CASSETTES PURCHASED
(does not apply to 500 quantity offer)

[ Call: 213/700-0330 ' WHEDITE SuruenT
ORDER MAIL

QROER [H s YORK 10" 52 b, #6

= == mm en oe sm mm ORDER FORM = o o o o o =

[ ] _E:? - _Mrﬁm [_5| Eﬁzﬁ" TOTAL Each cassette (Lo
ke o - : Lo L Includes two YORK 10
l :%i‘i__ e ] r’ 13.00 | labels only. Boxes are
c::g a ;3_. ®) ::3 | sold separately. We
I pts 1 '—i 23 _JJ ags: prefer to ship by UPS
I g -9-03 1700 as being the fastest and
I o T 51100 02100 salest, If you need ship-
l Hard Box O 2% o :50__ | rr::n!kbg F’au_et Post,
White Labels ) 3001100 Ozoc0mo0 | | ©*C ere (]
I cc::m Labels [ 4001100 [] 3000/1000 NOTE: Additicnal
DESCRAETION PRICE DUANTITY charues outside 48
PRICE | OUANTITY Continental States
l | Storage Caddy gu— ——|  Shipments to AK, HI,
[ — —— - and USA possessions
l ki fA go by Priority Mail;
I Cald. residents add sales tax _ o Canada & Mexico
Shipping /handiing (any quantity — using prices above) 150 Alrmail 3
I Outside 48 Continental States — Addtional $1 per =1 All others— Sea Mall
caddy, per doz. cassefies of boxes
B TOTAL Ask about our
CHECK OR M.O. Charge to DUPLICATING
I ENCLOSED [J Credt Card: VISA [ MASTERCARD [J SERVICE
l (] PLEASE SEND QUANTITY DISCOUNTS
i Card No. L edames ol Exp.
i Name -
l Address e ittt e
i City ___ Slate/Zipl =i SSsueE
0 Signature _____ Phone
Computer make & model Disk? (y/n)

Lines 700-810 allow the two players to print
their initials on the screen above their scores. Val-
ues are assigned to several other variables used in
the program.

Lines 900-1230 print the title of the game on
the screen, draw the playing field, reset both
scores to zero, and branch to line 55.

Lines 55-70 POKE the movement values into
memory.

Lines 100-290 make up the main loop of the
program. Player movement is controlled using
the indirect address method. The right player’s
direction is determined in line 140 by PEEKing
location 56321, adding a value 52000 to the PEEKed
value and assigning the total to variable X. If the
fire button is pressed, the value of Xis less than
52245, so the program waits for the fire button to
be released.

This trick can be used to confuse the other
player so that you can change direction when you
are about to be tagged. If the fire button is not
pressed, the value 41 is subtracted from the value
of X. The result is assigned to the variable M; this
is the actual movement step.

For example, assume that the right player’s
first move will be up and to the left. Joystick posi-
tion J (see the figure) will put the value 250 into
register 56321. PEEKing at this register and adding
52000 to the result will give a value of 52250 to X.
PEEKing location 52250 and subtracting 41 from
the result (0) assigns the value of —41 to M. Since
the move in this example will not take the player
outside the border, lines 180 to 200 will allow the
player to move to his new screen position: 1422 +
(—41)=1371.

For a copy of the program, send a blank tape
or diskette, a self-addressed, stamped envelope,
and $3 to:

Sterling N. Augustine
1152 Parkway
Schuylkill Haven, PA 17972

See program listing on page 156. @

VIC & 64

BE A COPY C.A.D. (CASSETTE AIDED DUPLICATOR) NOW
YOU CAN MAKE BACKUP COPIES OF ALL THE COSTLY,
NON-SAVEABLE CASSETTE PROGRAMS YOU BOUGHT.

OUR BACKUP V1.0 UTILITY PROGRAM WILL LET YOU
MAKE DUPLICATES THAT RUN.

BACKUP V1.0 WILL WORK WITH A STANDARD 5K
UNEXPANDED VIC. MEMORY EXPANSION IS REQUIRED
TO COPY PROGRAMS LONGER THAN 3K BYTES.

$24.95
pLusseoo  SOFTWARE PLUS
SHIPPING & GREENBACK LANE 916-726-8793
HANDLING CITRUS HEIGHTS, CA 95610

VISA, MASTERCARD, AND MONEY ORDERS
CA RESIDENTS ADD 6% SALES TAX.
VIC IS ATRADEMARK OF COMMODORE

h----—-----l
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Print Sound
For The VIC-20

Alejandro A. Kapauan

This utility translates letters into music. All
you supply is a simple PRINT statement.

“Print Sound” is a machine language (ML) utility
that enables you to produce musical tones on the
VIC with simple PRINT statements. Using the pro-
gram requires no knowledge of ML programming,
although intermediate ML programmers may be
interested in examining the code.

To use Print Sound, type in the BASIC pro-
gram. Be very careful with the DATA statements,
and SAVE the program before RUNning it. When
you RUN the program, it prints a greeting, pauses,
then plays a few notes. It then plays a short clas-
sical tune. If the program fails to work, or if the
VIC locks up, LOAD your SAVEd copy of the
program, LIST it, and check the DATA statements.
Make the necessary corrections and again SAVE
the program.

When you RUN the program successfully,
VIC device 2 (normally the RS-232 port) is re-
defined, so that you can print strings of letters to
it to play your own music.

Letters Equal Notes

If you examine the program, you will see that
logical file 1, which is opened to send data to de-
vice 2, is not closed. After RUNning the program,
type the command PRINT#1,” ABCDEFGHIJKLM"”’
in the immediate mode. You will hear a chromatic
scale. A chromatic scale is the series of 12 notes
that are sounded when you play one octave of
successive black and white keys on the piano, for
example C, C#, D, D#, and so on to the next C.
Printing a letter from A to Y will cause a note in
the chromatic scale to be played. The letter Z is

silent, and produces a rest. Experiment further by
printing various alphabetic strings with the com-
mand PRINT#1,“string’’.

To incorporate the utility into your own pro-
grams, just include lines 500 to 640, and include a
GOSUB630 at the beginning of your program.

The PRINT#1 commands are completed even
before the VIC is finished playing all the notes.
This is because the notes are placed in the 255
character buffer usually reserved for the RS-232
transmit channel, and an interrupt routine does
the actual transfer of data to the VIC sound regis-
ters. To synchronize the notes with your program,
you may examine the contents of location 983.
This location contains the current number of notes
in the buffer. Line 50 of the sample program illus-
trates how to do the synchromzatlon If you want
to close the file to device 2 in your program, wait
until the buffer is empty first. Most of the time
you can just leave the file open.

The rate at which notes are played can be
modified by changing the thirteenth number in
line 570 (third from the end), which is normally a
10, to some other value. This number represents
the duration of each note in jiffies (1/60 second).
Try changing the value to a 5. You'll see how fast
the VIC can play a tune.

Since the ML program resides in the cassette
buffer, you can issue a NEW command and the
utility will not disappear. It will function until
you warm start the VIC by holding down the
RUN/STOP key and hitting RESTORE. A word of
warning for cassette users: You must not perform
cassette operations with the utility in place. Warm
start the VIC before doing a cassette LOAD or
SAVE. Disk users do not have this problem.

See program listing on page 157. @
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VICreahons____ A

Dan Carmichael, AssmtcniEdﬂor s

Sounel On
The VIC-20

This month we'll be discussing the fundamen-
tals of sound on the VIC-20. We'll explore the
VIC chip, and give you the basics of producing
sound and music. So turn up the volume on
your monitor and away we'll go.

Sound effects and music can add a lot to a com-
puter program. Think how boring it would be to
play a game like Defender if you couldn’t hear the
sounds of lasers blasting and enemy ships ex-
ploding. In business applications a “raspberry”
sound can warn a user of bad input. Without a
warning sound there would often be a potential
for compounded errors.

You can communicate with the VIC chip in-
side your VIC-20 via memory locations 36864 to
36879. It is responsible for controlling the video
and audio functions of your VIC. Specifically,
memory locations 36874 to 36879 control sound,
and by POKEing various values into these loca-
tions, you can produce almost infinite combina-
tions of sounds and music on your VIC.

POKEing Values For Sound

The VIC has three separate tone generators, a
white noise generator, and a volume control. Each
tone generator covers a range of three octaves,
but because they overlap, the three together pro-
duce a range of five octaves. Sounds are produced
on the VIC by POKEing the volume control loca-
tion and then POKEing any value between 128
and 255 into one of the four sound generators.
For ease of reference, these tone generators are
often called speakers.

122 COMPUTE!'s Gazetle May 1984

POKEing values below 128 (0-127) into the
tone generating locations will produce no sound.
This technique can be used to turn off an indi-
vidual tone generator without turning down the
volume. The volume control affects all three tone
generators and the white noise generator. You
can set the volume to any value between 0 and
15, with 15 being maximum volume. Here’s a
chart of the memory locations that control sound,
and what they do.

Location Voice ~ Noise Poke Tone:
‘Number  Generated ._Vﬁl'u¢5'-' nge
36874 1 tone 128-255 |
36875 2 tone 128-255 m
36876 3 tone 128-255
36877 = whitenoise  128-255 noise
36878 - volume control O=1b88 = :

Now that you have the basic information, let’s
POKE around a little and produce some sounds
on the VIC. Before we continue, make sure that
the volume setting on your TV or monitor is up.
If you're using a monitor, make sure that all of
the audio connections are made properly.

Enter POKE 36878,15 then press RETURN.
This will put the volume at the maximum setting,
but you still don’t hear anything. Simply turning
on the volume doesn’t produce sound. To do
that, we have to POKE a value into one of the
tone generators. Now enter POKE 36874, 128.
You should hear a very low tone, the lowest note
that can be achieved on the VIC. Why? It’s the
lowest because we POKEd the lowest legal value
(128) into the lowest of the three tone generators
(36874). If you POKE values lower than 128 into
any of the four sound producing registers, no

Cwww.commodore.ca



sound will be produced. To demonstrate this,
POKE 36874,127 with the low sound still on.

Now press RUN/STOP—RESTORE. Among
other things, this resets the VIC chip, setting all
of the sound registers and the volume control to
Zero.

Combining Sounds

When producing sound on the VIC, you are by
no means limited to using one speaker at a time.
To see how to combine sounds, we’ll turn on one,
two, then three of the speakers simultaneously.

First, let’s turn on the volume by POKEing
36878,15. Now, let’s turn on the speakers one at a
time. POKE 36874,130 produces a very low tone
by turning on the lowest speaker. POKE 36875,
175 turns on the second (middle range) speaker,
and you should be able to hear both tones at the
same time. Now we'll turn on the third or highest
speaker by POKEing 36876, 240. This adds a very
high tone to the other two.

You can produce some interesting sound
effects by using all three speakers simultaneously.
You can turn off all three at once by pressing RUN/
STOP—RESTORE or by turning off the volume
with a POKE 36878,0. When you POKE off the
volume, the speaker registers still contain sound
producing values, but they're not audible with
the volume off.

When working with sound, you are not
limited to producing monotones. The frequency
(note value) of the sound can be varied along with
the volume. Enter and RUN this program:

19 POKE36878,15

20 FORA=128T0254:POKE36876,A:NEXT
30 FORA=254T0127STEP-1:POKE36876,A:NEXT

Unlike the other three speakers which pro-
duce musical tones, the white noise generator
produces a hissing sound. For a demonstration,
POKE 36878,15:POKE 36877,240. You hear a high-
pitched hissing sound. This is known as white
noise. The white noise speaker operates under the
same rules as the other three speakers (turn on
volume POKE values between 128 and 255, etc.).
The noise speaker can be used to produce sounds
such as an explosion or the thrust of a jet plane

taking off. Here’s a quick demonstration of an
explosion:

5 POKE36878,15

16 FORA=254T0210STEP-1: POKE368?6 A: FORT=1
TO20 :NEXTT:NEXTA 3

39 POKE36876,0

POKE36877,150:FORT=1TO50@ :NEXTT

50 FORA=15TO@OSTEP-1:POKE36878,A:FORT=1TO1
50 :NEXTT:NEXTA

Now that you have the basics, let’s type in a
few small sound demonstration programs and
see what the VIC can do. On pages 136 through
138 of Personal Computing on the VIC-20 (the in-

struction book that came with your VIC), you'll
find many sound demo programs. A few of them—
like #10: birds chirping, #9: phone ringing, and
#12: ocean waves—are especially good. Studying
the techniques used in these demonstration
programs will teach you a lot about sound on

the VIC.

Programming Musical Notes

When you tire of the sounds of exploding
spaceships, you can use the VIC to play tunes.
Here is a chart of musical notes, and the values
you need to POKE to produce them:

C 131 G 214
C# 140 G# 216
D 145 A 218 219
D# 151 A# 220 221
E 158 B 222 223
F 161 162 C 224
E# 166 167 C# 226
G 173 174 D 227 228
G# 178 D# 229
A 181 182 E 231
A# 185 186 By 232
B 189 190 F# 233
(& 192 193 G 234
C# 197 G# 235
D 200 A 236
D# 203 A# 237
E 206 207 B 238
F 208 209 C 239
F# 211 212 C# 240

You'll notice that although a few of the notes have
one value listed, the majority need two. In some
cases, to produce a more pleasant and musically
accurate note on the VIC you have to merge two
tones. For example, the first G on the chart is
achieved by using the two values 173 and 174.
This is done by alternately POKEing a speaker
with two different values. For instance, to produce
this G you would first POKE in the volume, then
POKE the speaker with a value of 173, then a 174,
a 173, and so on. This alternate beating of two
notes in one speaker serves to correct notes that
are slightly sharp or flat.
Here's a recognizable tune to show you how
it’s done:
19 POKE36878,15:53=36876
20 READA,B,T:IFA=999THENPOKE36878,0:END
30 FORZ=1TOT
4@ POKES3,A:POKES3,B:NEXT
50 GOTO20
6@ DATA 224,224,100,239,240,50,218,219,50
786 DATA 214,214,50,206,207,50,214,214,150
8¢ DATA 200,200,150,999,999,999

Although the tune might be rather simple, study
the programming techniques involved. In this
program, both the value (frequency) of the notes
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and the length of time the notes are played are
READ via DATA statements. During each pro-
gram cycle three values (A, B, and T) are READ.
The note values (A and B) are POKEd into the
speaker (S3=36876), and the time delay value (T)
is used in the FOR/NEXT time delay loop. The
program stops as soon as it reads a value of 999.

Programming Hints

To save yourself some programming time as well
as BASIC memory, set your speaker and volume
registers as variables at the beginning of the pro-
gram. For example:

10 S1=136874:52=36875:53 =36876:54 =36877:V = 36878

In this example, the variables S1 through 54 stand
for speakers one through four, and V is the
volume. After setting the registers as variables,
referencing them in the body of the program is
easy. For example, to turn on the volume, POKE
V,15, or to POKE a value into one of the speakers,
POKE S2,200. This not only saves programming
memory, but also simplifies the program logic.

Although the VIC-20 does not have the
sophisticated SID (sound interface device) like the
64, it can produce a myriad of sounds. With these
techniques in mind you can add sound to that
program you're writing, or even compose a
symphony.

Modem with Printer Interface for
Atarl, Commodore, and Vic

ONG m—

OATe - - o

1 Mveropsriphery! corporaton

Direct connect, autodial, autoanswer modem,
also runs a parallel printer. 300 baud modem has
built in Centronics printer port. Simultaneously
prints whatever appears on your screen as it
comes over the telephone.

One box does it all so you can receive the most
from your computer.

Auto-Print Microconnection retails for $149.95.

the microperipheral corporatjon
2565 - 152nd Avenue NE, Redmond, WA 98052
|206) B8I-7544

ASSEMBLY
LANGUAGE

C-64 PROGRAMMING AID

Code With Fewer Errors !

Introducing PsI-WARE'S Uliraspeed Macro
Library of over 210 tested macros for + — + / AND
OR ON equals POKE PEEK IF and memory move to
use with the C-64 macro assembler. 16 and 8 bit
integer signed macros provide memory efficiency,
speed and maximum versatility.

Perfect for games, sound, graphics and more

COH'IPOC' source code. Your easily inspected
macro calls typically generate 20 bytes.

New programmers will appreciate
how easy it is to program with the library.

PrOFBSSionﬂIS develop your program
faster and with fewer errors. Let the library do
the grunt work.

536-95 CA res. add 65%

Send check or M.O. to PSI-WARE, Dept. AG
Box 1161, San Fernando CA 91341
or Box 103, Labrodor City NFLD Canada A2V IN7
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Make exact backup copies of Commodore
64 disks including DOS protection.
Provides programmed instructions to
reproduce disk errors used by latest
protection schemes.

- Thoroughly tested, fast, reliable, easy to use

- Copy with one or two 1541 disk drives

- Copies EVERYTHING incl. name and ID

-If no disk errors encountered, copy will run

- Analyzes which tracks have data and errors

- Can skip empty tracks to greatly speed copying
- Programmed instructions to put errors 20, 21, 22,
23,27 & 29 on copy as required

I 98 9 OF SOFTWARE CAN BE ULTRACOPY'ED
e

$39.95 plus $3 shipping. Mastercard and Visa
Satisfaction guaranteed, 10 day return privilege.

ULTRABYTE Call (313) 562-9855

23400 Michigan, Suite 502, Dearborn, M148124
SOFTWARE AUTHORS EARN UP TO 50% OF PROFITS
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In the VIC version, a successful ski jump in progress after a
correct answer.

The skier’s fate hangs in the balance in the 64 version.

Ski Physics

Gerald and Betty Schueler

“Ski Physics” is an educational game that
teaches the relationship between velocity, dis-
tance, and time. If you answer questions cor-
rectly, you can watch the skier make a perfect
jump. If your answer is wrong, the ski jumper
ands in a bale of hay. For the VIC-20 or Com-
modore 64.
[ e asnn)

““Ski Physics” begins by printing short definitions
of time, velocity, and distance. The computer
then randomly selects a word problem involving
the three concepts. You solve the problem, enter
the answer, and press RETURN. If the answer is
correct, the ski jumper lands safely on a platform.
But if you are wrong, the skier falls short and
lands in a pile of hay.

You might want to have paper and pencil (or
a calculator) handy; some questions require more
effort than others. You should enter only numbers
for your answer—not the units such as feet, sec-
onds, miles per hour, etc. You can also ignore
remainders in the division problems. The com-
puter expects answers that are integers.

How The VIC Version Works

Program 1 plays the opening music, sets up the
custom characters in a protected area of memory,
and prints the instructions. It then automatically
loads Program 2.

In Program 2, line 255 selects four random

numbers—A represents the units for each problem
(feet, minutes, etc.), B stands for one of three
word problems, and variables X and Y are the
numbers used in the problems.

Lines 290-300 print the background scene,
using the redefined characters from the first
program.

Line 315 accepts the player’s input (answer).
The program jumps to line 360 if the answer is
correct; the skier makes a successful jump. If the
answer is wrong, the skier fails. The process is
then repeated with a new question.

The Commodore 64 version is similar in
operation.

Typing In Ski Physics

If you have a VIC-20 with a tape drive, type in
Program 1, SAVE, and VERIFY it. Then type NEW
(or turn the computer off and then on again). Enter
Program 2 and SAVE it immediately after Program
1. To use Ski Physics, RUN Program 1. After it
has set up the custom characters, it will automati-
cally load Program 2.

If you have a VIC and a disk drive, enter and
SAVE both programs. Before the first program
loads the second, you will be asked if you are
using tape or disk.

Commodore 64 owners should simply type
in Program 3, SAVE it, and RUN.

See program listings on page 157. @
Cwww.commodore.ca
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The Software That Makes Them Work!

CBM PRODUCTS C-64 STUFF

8032 Computer $ 619.00 C-64 Computer $219.00
8050 Disk Drive 979.00 1541 Disk Drive 249.00
8250 Disk Drive 1279.00 1702 Monitor 249.00
9060 Hard Disk 1979.00 1526 Printer 339.00
8023 Printer 529.00 1600 Modem 69.00
6400 Printer 1399.00 80 Col. Card 59.00

MSD Dual & Single Drives CALL

PERSYS o) 64 ... for the

‘checkbook hacker or the double-entry,
‘serious-stuff’ accounting buff.

PERSYS PROFESSIONAL

... the affordable, communicating
module accounting system for business,

SBSYS 8032, 8096 & B-Series
THE SMALL BUSINESS SYSTEM

Available for twin 8250 systems.
GL, AP, AR, INV. & payroll
modules all communicate.

LEGISYS 8032, 8096 & B-Series.

The total legal office information,
accounting and tickler system.

Clear instructions that assume yer a
dummy! Computer assigned debits &
credits ... too many reports to list ...
either version turns little computers into
veritable giants!

PERSYS 64 Tape: $69 Disk: $79

PERSYS PROFESSIONAL
General Ledger - as low as $129
AR, AP, INV & Payroll - as low as $99 ea.

Call Toll-Free by dialing: Send $1 for catalog, refundable on first order.

Outside Texas: 1_800_221_WORx VISA & MasterCard. Add 3% Surcharge.

4 e b Prices for mail order only, subject to change without notice,
HELLE et 1"800'692'4265, wait for ¥ y
beep, then dial 008-3378, wait for tone and dial 993 IEII]@@@ @@@@

or Lubbock 806/797-2623, Dallas/Ft. W.817/589-2622. 4210 D 50th St. Lubbock, TX 79413

LOADSYS 8032, 8096 & B-Series.

The total truck brokerage accounting
system. Call for free intro consulting.

SWww.commodore.ca
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64 Music
System

With Studio 64, a music operating
system developed by Entech for
the Commodore 64, you can
compose music and add your
compositions to any other
program.

The system operates like a
music word processor. Notes are
written just as they are played,
and they scroll across the screen
for easy reading. Studio 64 re-
quires no programming experi-
ence. And it teaches the re-
lationship between how music
looks and how it sounds.

Add Mus'in, the operating
system package of Studio 64,
adds your compositions to any
other program. Simple com-
mands are used. For example,
the command “"MUSIC" will
start the music, “SONG” will
start a particular song, “SPEED"”
will set the tempo, and “FEEL”
will change the duration and
tempo of the notes.

The Studio 64 package is
available on disk or cassette for
$39.95.

Entech Software

P.O. Box 881

Sun Valley, CA 91353
(213) 768-6646

SAT English And
Math Aids

SAT English I and SAT Math I,
Scholastic Aptitude Test prepa-
ration aids, have been intro-
duced by Micro Lab for the
Commodore 64.

The packages are a part of
the company’s Micro Learn line
of educational products, and
include test preparation ques-
tions and information designed
to aid students who plan to take
the SAT test.

The products cost $30 each.
Micro Lab
2699 Skokie Valley Road
Highland Park, IL 60035
(312) 433-7550

Games And
Word Processing
Programs

Bréderbund Software has re-
leased a game for the VIC-20
and two games and a word proc-
essing program for the 64.

Lode Runner is a cartridge
game for the VIC-20. In Lode

Runner, you are a galactic com-
mando fighting your way
through 24 different game
screens, picking up chests of
gold hidden in the Bungeling
Empire’s secret underground
treasury. The VIC version also
allows you to design screens.

The game has a suggested
retail price of $34.95 and requires
a joystick.

Operation Whirlwind and
Matchboxes are two new games
for the Commodore 64. The first
is a war game which incorporates
a chesslike strategy approach as
you move your battalion through
a series of testing skirmishes
and battle actions. Whirlwind is
priced at $39.95 on disk and
comes with a battle map and
user manual.

Matchboxes is a memory
game in which the player at-
tempts to match identical
squares. It has additional modes
in which players solve word
puzzles and create their own
puzzles. It is available for $29.95
on disk.

Bank Street Writer is a word
processing program now avail-
able for the Commodore 64 on
disk. Functions and commands
are displayed at the top of the
screen so that you don’t have to
memorize function codes.

Features include universal

Cwww commodore.ca
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search and replace, block move
and “unmove,” automatic cen-
tering and indentation, word
wrap, a print format routine,
and other capabilities. Bank Street
Writer comes with a tutorial on
the disk that teaches word
processing basics. A reference
manual and back-up disk are
included.

The price for Bank Street
Writer is $69.95.
Bréderbund Software, Inc.
17 Paul Drive
San Rafael, CA 94903
(415) 479-1170

Tax, Data,
Writing
Programs

Word Writer and Data Manager 2 from Timeworks.

Timeworks, Inc., has introduced and other categories that are too

several new packages for the long for standard forms.

Commodore 64, plus a cassette- The suggested retail price

to-disk conversion plan. for Swiftax, which is available on
Swiftax is a menu-driven disk, is $49.95.

program that enables the user to Word Writer is a word proc-

prepare annual income tax re- essing package which can be

turns without prior knowledge  used by itself or interfaced with
of computers or accounting. The Timeworks’ Data Manager or
program guides the user through new Data Manager 2 programs.
the tax preparation process, The packages allow you to
gives instructions on which maintain and print out name
forms should be completed, and and address lists, produce cus-
automatically checks tax alterna-  tomized reports up to 20 columns
tives such as income averaging.  wide, individually address and
It prints tax informationon  print form letters, print name
each IRS schedule and form, and address files onto standard
and makes itemized statements  mailing labels, transfer and print
for lists of dividends, interests,  text information onto labels and

128 COMPUTE!'s Gazette May 1984
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Software that’s priced UN_DER the competitions’

COMMODORE 64

Just for You!

PERSONAL FINANCE

Continental Home Accountant (D) .. $47
Continental Tax Advantoge (D) ..... $33
Continental FCM First Class Mail .. ... $29

Timewks, Electronic Checkbook (D&C)§19
Timeworks Money Manager (D&C)... $19
Timeworks SWITax (D) v vcovenivnnns 539
Creative Household Finance (D)..... $23
Creative Househol

HesWare Finance I\‘.o.;..ager (5 ) DU 549
Cardco Tax Surnvival Program (D) .... $33
WORD PROCESSING

Blue Sky Script 64 (D) ..o
Cardco Write Nowl (D). ...
Timaworks Word Writer (D). o
On-Line HomeWord (D) .
Creative Joe's Wiiter (D) . R
HasWare Omniwiter & Spell (D) . §49
Biue Sky Script 64 & Spell (D) ........ $69
WordPro 3 Plus SpeliRight (D)........ $69

HeasWare Multiplon (D). .
HesWare Cﬂ'ﬂ'CCC (D}

Home Calc (D&C)...
Creative Jock's Cal 'c (D). . $42
Handic Calc Result Advanced (D) . §75

DATABASES

Creative Fred's Filer (D) ......ovennns $42
Timeworks Data Manoger (D&C) .... §19
Timeworks Data Manager 1| (D&C) ... 5§39

CodaWriter Home Flewriter (D) ...... $55
Entech Data Base 64 (D). ........... §55
ISLPrOCHFS. D) v tsvasinsneinnsrsin $39
HOME APPLICATIONS

Spinnaker Agrobics (D) .....oovevnss $33

CodaeWriter Dialog (D) . :
CodeWriter ELF Easy Lo "rg Form (D\ $45

Epyx Fun with At (CT)...ooieiniiiis
Epyx Fun with Music (CT)..........0.
HesWare Paintbrush (CT) .........ce
Soinnaker Delta Drawing (CT) . I
Delta MUSIC {CT) wovinsansirasnssiens
HeswWore Synthesound (D)....... ...,

SPINNAKEI? LEARNING FUN

Alf Color Caves (ct) oges 3-6........ 526
Alphabet Zoo (ct) ages 3-8 .., )
Face Maker (ct)oges 3-8........... $23
KinderComp (ct)oges 38 .......... $19
Kids on Keys (ct) oges 3-9.. o523
Bubble Burst (¢1) oges 4-8 . §26

Grandma’s House (D) oges 4-8.... . $23

Story Machine (ct) oges 59 §26
Ranch Wes! (ct) oges 5-10. .. .. 826
Froction Fever (ct) oges 7-12 . .. 523
JukeBox (ct) oges Bodult ........... §26
Aegean Voyoge (ct) oges 8-adult... §26
Up For Grabs (ct) oges 8-adult ....... $26

Adventure Create (ct) ages 12 & up. $26
DESIGNWARE (DISKS)

Crypto Cube ages 8 & Up........... $29
Spollicopter ages 6 & up .
Creatr. Creator ages 4-8 .
Math Maze ages &11. ...
SpellakaZam ages 7-14 ..

SpellaGraph ages 7-14, . .....ovuvens
SCHOLASTIC WIZWARE (DISKS)

Tutle Trocks oges P & up ...o..vvuens §21
Bannercatch ages 9 & up....... o927

Double Adventure oges 9 & up
Double Mystery oges 9 & up .

Secret Filer oges 10 & up... §17
Logo Robot oges 10 & up . e $17
Square Poirs ages 7-12... Wi ynani 917
HeswWare Turtle Graphics " (r:r) ve $39

COMMODORE 64 Cont'd,

Craative | Am Your 64 1 (D) .......vte $19
Creative | Am Your 64 11 (D) ......... §19
Scarborough Mastertype (D) ........ §29
Scarborough SongWriter (D)......... 529

Scarborough Foresman Probe (D) ... §29

| LANGUAGES & UTILITIES|

HesWare 6502 Pro Devel. Sys. (D) .... $19
HesWoare Hesmon 64 (CT) ......c..es §26
Hesware 64 Foth (CT) ...... ... $45
HesWare Grophics Basic (CT). . §39

Hesware HES CAT (D) c.o.vuvvrnn.... $19
HesWare FONTACTY s alineias $16
HesWare HES KIT (CT) ... v 939
Acess Spritemaster (D&C) . vvevvnnen $23
Timewks. Programg. Kit | 11, Il fD&C)GO $19
Blue Sky Last One (D)...ovvvvennnn.. §79
Blue Sky 80 Column (D) .. cerens $29
Blue Sky Graphic I')esugner ([}) §29
Blue Sky &4 Statistics (D) . $29
Blue Sky Super Basic (D) . $29
Blue Sky Add On Basic \D) ... $29
Blue Sky Super Copy (D) .......vnvns §29
BUSINESS SOFTWARE

Cymbal General Ledger (

Cymbal Account
mbal Accounts f
Wory Control
e Writer (D).

Epyx Dragon [diders of Pemn (D&C) ... §25
Epyx Silicon Warmior (CT).............
Epyx PtStop (CT) v ecviiiiinenn 2

Epyx Temple of Apshai (D&C) ......
Epyx Gateway to Apashai (CT) 26
Epyx Upper Reaches (D&C) ...
Epyx Jumpman Junior (CT)...
Sublogic Pinball (D&C) ...... o)
Brodetbund Choplitter (CT)..vvvvern.
Sublogic Hight Simulator ............
sego Congo Bongo (CT) ..
Sega Star Trek (CT) .....

Sege Buck Rogers (CT)..

Acess Baoch Heod (D&C)..
Avalon Hill Tek :,-u:rc C‘ 5
Avalon Hil

| B-1 Bomber "C,l
Creative Crisis Mountain (CT

Synapsa Fort Apocalypse (D&C). .. §22
Synapse Blue Max (D&C) ........ . §22
Synapse Zeppelin (D&C) .. oovvivens §22

Synapse Sentinel (D&C)............. §22

Synapse ZAXXON (D&C) ... 328
ScreenPlay Pogo Joe (D&C). i 19
ScreenPlay Asylum (DE&C)........... §23
ScreanPay K. Uston BlackJack (D) ... §57

Quick Silva Ring Power (DEC)....... §23
Quick Siva AquaPiane (D) .. :

Parker @*BERT (CT).uvvuu..
Parker Popeye (CT) .......
Parker Frogger (CT) .......

t Boulder Dash (D&C)......
tor Hip/Hop (D&C) ............ §25

ELECTRONIC ARTS
Pinball Cons (D
MULE
Werms? A
Archon (D)

Hard Hat Mack [J}

Murdier on 1he Zindeme .uf ( . $40
The Tesseract Shategy (D). $40
Word Flyer (D) . .ovivin. $35

The Cul & Paste Word Proce { ) $50

D-Bug (D)
Axis Assassin (D)
Music C sction &‘1 \D)

Financial Cookbook (D). ........ ;
Dr. J. & Larmy Bird One on One (D) ...

ORDERNG & TERMS. Send cashier chack. money order; personal/ ‘company checks alliow 3 weeks bank clearonce
Phona numbar with order. SHIPPING. Softwore odd 54.00 for first peece, ood $1.00 each odditional piece. Hardwore o
Rotums must have outhodaation number (coll 602.968-9

with all onginal pockoging. No roturns cliowed affer 30 ¢
without notice. All products sutsect to avaratidity from moanuloctunens and/or suppiers All U‘C‘-—‘

SOFTWARE

UNDERWARE

FREE DISKETTE
with each purchase of electronic
arls software

COMMODORE VIC 20
PERSONAI. PRODUCTNITY

Craative Hor ( Lo 922
r|...1||.,q.| ma Ctfic ) : . §19
Craat t ( 547
$13
) : 535
........... $33
. 832
529
539
§26
§27
§26
526

HESWARE SPINNAKER

KinderComg (1) o A $23
Story Maching (CT) cawesviivisia . 523
. $23
e 2
3} 3 S O $23
 Turtle Grophics (CT) . ....... $26
(C .19
519
$19
. §19

..... 519
$24
§25
§25

PERIPI-IERALS

GRAPHICS TABLET

PRINTERS

MINI 10X
ALPHA COM 81
ALPHA COM 40 |
Cablo with Alph
BMC BXBO. ...
Okidata 824 .
Okidata 83A

|-:ur‘|l\.-lunl. . $489
MODEMS
Voiksmodem 300 boud ............. $79
. $47
$129
. $149
.. 558
. 5155
... 9287
. 5229
$85
599
BMC 12 rh I\I_S\_rh:fjl'\ Pyl S Tk )
BMC 12 Hi Ras Ambor . .. . 5129
USI 12" Green Hi-Hi Res coe $129
USI 12" Ambiet Hi-Hi Reas e 5139
USI 14" Compesite Color . .......... $279
T-Aunlu'lrihh-w_f ol e R S 1]
COMMODORE DISK DRNES
sk Dtive 7 . §279
1541 $269
; 514
Stick i S $21
CARDCO
Numaernic Keypod Cad e % ¥
Sraphic Printarn Interdace .. 569
Fn.\n-:-rn\.-ln e Interdace .., ........ $39
Commaodorne 64 5 Slot U L g
16K Board | % S e L
CasseHe INMOMace v vvnversoe s 529
BLANK DISKETTES
MAXELL DISKS
MD1 55 DD Box of Ten e 528
D2 DS DD Box of Ten ... 540
VERBATIM
\ Life 5SS DD Box 528
fe Bo $42

CHALKBOARD POWERPAD .. ......... 579
(C64d & Atan)

Software Packages

Logic Master 1 iy 7 527
Leo's Links i I R e A $27
Programmaers Kit ... 519
Baarjam : : $25
KOALAPAD ATAR Cé4 : $67
Ee——

_Su¢h A Deal

12629 N. Tatum Bivd.
Suite 138
Phoenix, AZ 85032

CALL TOLL FREE 1-800-431-8697/602-957-3619
For Customer Service Call: 602-955-3857

s o shipping date. Prices

I outhoreation number) All retfumed machandise
oo for cash VISA and Mastes
US dolion Wo pay shipesn

WWW.CO

ViSA/MasterCord occepted. Provice
3 J% o $10.00 whichever is greater

d odd 3% Prices wbject to change

imodore.ca
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tags, and calculate numerical

data from one column to the next.

The Word Writer has a full-
screen format, with up to 80
characters per line. Two plastic
keyboard overlays are included
which place the word processing
commands directly onto the
keyboard. The program has full
word processing features such
as automatic search and replace,
text block movement, automatic
word wrap and page numbering,
and other standard capabilities.

The Word Writer is priced at
$59.95 and is available on disk.

Data Manager 2 is a menu-
driven information storage pack-
age with cross-search features.
The program allows you to break

down data in a variety of ways
and to arrange data alphabeti-
cally, chronologically, or numer-
ically. Automatic calculation of
mathematical data allows you to
perform payroll functions, cost
estimates, and similar operations.

Data Manager 2 is priced at
$49.95 on disk.

Timeworks is offering an
option that will allow Commo-
dore 64 users to convert Time-
works’ programs on cassette
tape to disk for a charge of $4
(plus $.70 postage and handling).
Tapes that are returned must be
in good playable condition and
be an original program published
by the company. Timeworks will
then send back a disk version of

the program. The disk exchange
is for the same program as the
one being returned.

Timeworks, Inc.

405 Lake Cook Road

Deerfield, IL 60015

(312) 291-9200

VIC, 64
Accounting
Package

TOTL Software, Inc., has intro-
duced TOTL.BUSINESS, a set of
accounting tools with integrated

RIARERGUSE PRICES

Home
Marisoft pac

seripte
Pﬂl:““"‘
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FREE OFFER! FREE OFFER!
COMPUTER CASSETTES
58¢

FREE " Party Trivia Game Program Cassette"
with each order of 20 or more C-10's
Specify VIC-20, Commodore 64, TI-99/4A, TRS-80 CoCo or MC-10

e C-10 Length/Free Labels * 5 Screw Shell
» Storage Box add 12¢ each * Lifetime money back guarantee
* $2.00 shipping charge — any quantity
(Canadian orders $4.00 shipping)
* NJ Residents add 6% sales tax
* Send check or money order to:

PARALLEL SYSTEMS

Box 772 Dept. V
Blackwood, NJ 08012
609-227-9634

ARE YOU TIRED OF PAYING HIGH
SOFTWARE PRICES FOR YOUR 64?
JOIN THE CLUB!

You receive 120 programs, on disk or tape, each year
(10 per month) including business, education, and
games each month. You also receive software
discounts, free computer consultation, plus much
more. All this for $40 per year or $60 for 2 years. Send
check or money order to: The 64 Club, 1260 Oliver,
Pacific Beach, CA 92109.

Cwww.commodore.ca



CodePro-64 (c) 1983, SMA

Overview
0 — Using CodePro-64
1 — CBM-64 Keyboard Review

BASIC Tutorial
2 — Introduction to BASIC
3 — BASIC Commands
4 — BASIC Statemenls
5 — BASIC Functions

Graphics & Music

6 — Keyboard GRAPHICS

7 — Introduction to SPRITES
8 — SPRITE Generator -

9 — SPRITE Demonstrator

A — Introduction to MUSIC
B — MUSIC Generator

C — MUSIC Demonstrator

Other Optlions
K — Keyword Inquiry

R — Run Sample Programs
Select Choice or hit 17 for Default

Now you can learn to code in BASIC and
develop advanced programming skills with
graphics, sprites and music—uvisually. You
learn by interacting with CodePro-64, a new
concept in interactive visual leaming.

SEE PROGRAM EXECUTION

Imagine actually seeing BASIC state-
ments execute. CodePro-64 guides you
through structured examples of BASIC pro-
gram segments. You enter the requested data
or let CodePro-64 do the typing for you. (It
will not let you make a mistake.)

You step through and actually see the
execution of sample program statements by
simply pressing the space bar. CodePro-64
does the rest. You see statements with cor-
responding graphics and variable value
displays.

EXTENSIVETUTORIAL

CodePro-64’s extensive tutorial guides
you through each BASIC command, pro-
gram statement, and function. You get clear
explanations. Where appropriate, you invoke
BasicView to see examples execute and
watch their flow charts and variables change.

By seeing graphic displays of program seg-
ment execution you learn by visual example.
You leam faster and grasp programming
concepts easier with CodePro-64 because
you immediately see the results of your input.

You control your learing. You can go
through the tutorial sequentially, or retumn to
the main menu and select different topics, or
use keywords to select language elements to
study. You can page back and forth between
screens within a topic at the touch of a func-
tion key.

Once you have practiced and mastered the
BASIC language elements you move on to

CURRENT VALUES
[l
'
PHESS SPACE BAR TO DEMONSTRATE EXECUTIO
Fi MAIM P CURHENT F8 NEXT Fi PR

% 0 15 30
¥ ROW 21 COL 34 DATA X WE esh
11 Main 13- Current 13 Weat CLEAR HOME

Main Menu

more advanced concepts. You learn about
sprite and music programming.

SPRITE GENERATOR

& DEMONSTRATOR

CodePro-64's sprite generator lets you
define your oun sprites on the screen. You
learn how to define sprites and what data
values comrespond to your sprite definitions.
(You can then save your sprite datato a
diskette file for use in your own programs.)
You can eastly experiment with different
definitions and make changes to imme-
diately see the effects.

We also help you learn to program with
sprites by giving you a sprite demonstrator so
you can see the effect of changing register
values. You can experiment by moving your
sprite around in a screen segment, change its
color and see the effects of your changes. You
learn by visual examples.

MUSIC GENERATOR
& DEMONSTRATOR

Our Music Generator and Music Demon-
strator will provide hours of instruction and
creative enjoyment. From the beginning of
your instruction you can compose simple
tunes on the screen using the generator.
Once you've completed a composition you
can save the tune and its associated SID
parameters to a diskette file. Our music sam-

OUR GUARANTEE
We guarantee your satisfaction. You
must be satisfied with CodePro-64 for
the Commodore-64. Try it for 10 days
and if for any reason you are not satisfied
return it to us (undamaged) fora full
refund. No risk.

NOTE.  OCTAVE
WS R

F1-MAIN F1.CURRENT F5-NEXT

|SYSTEMS
. MANAGEMENT
- ASSOCIATES

HOTE HUMBER MAK MOTE
T s FT Of RGHT WiTH

OYE NO Oft DOWH,
CURSOR KEYS, THEM HIT RETUI
[ PRESS SPACE BAR TO PLAY MOTE]

DURATION
Lo “w

F2.PLAY & SHOW MUSIC  FA-PLAY ONLY

A new concept
in interactive visual
learning.

CodePro-64

ple program can be used alone or incorpo-
rated into your own programs to read the
saved music file and replay your songs.

Our music demonstrator lets you experi-
ment with various combinations of music
programming parameters and hear the
results. All you do is enter rows of SID
parameters on the screen to create a particu-
lar sound. Then you hear each sound by
playing the “keyboard organ”'in real time as
you shift from row to row of SID parameters.
By seeing your input and hearing the result
you quickly learn how to create new musical
sounds and special sound effects.

Whether you're a beginning programmer
oran experienced professional, CodePro-64
will help you improve you Commodore 64
programming skills. We're sure because
CodePro-64 was developed by a team of two
professionals with over 25 years of software
development experience.

CodePro-64 is a professional quality edu-
cational program for the serious student of
personal computing. And it's fully guaran-
teed. Order yours today.

HOW TO ORDER

Order your copy of CodePro-64 today by
mail or phone. Send only $59.95 plus $3.00
shipping and handling to:

SYSTEMS MANAGEMENT ASSOCIATES
3700 Computer Drive, Dept. G-1
Raleigh, N.C. 27609

Available on diskette only. MasterCard /-
VISA accepted. For faster service on credit
card orders, call toll free 1-800 SMA-RUSH.
(1-800-762-7874). Dealer inquiries invited.

Commodore 64 is a trademark of Commodore Business
Machines, Inc.

CoteProdn
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programs for the VIC-20 and
Commodore 64 computers.
Functions and features are di-
vided into two basic categories
accounts receivable and accounts
payable.

The accounts receivable
category includes invoice proc-
essing, customer statements,
inventory control, and complete
tracking of accounts receivable.
The accounts payable category
contains purchase order proc-
essing, check register and ex-
pense category tracking, and
complete accounts payable.

TOTL.BUSINESS features a
disk-based system and CHICK-
SPEED, machine-language
routines for fast loading and
disk access. The programs are
menu-driven and work with any
80-column printer.

Suggested price for TOTL.-
BUSINESS is $95 for the 64 and
$85 for the VIC-20. The VIC ver-
sion requires a minimum of 24K
expansion.

TOTL Software has also
released TOTL.SPELLER, a com-
panion to the company’s word
processing program, TOTL.TEXT.
TOTL.SPELLER is a spelling
checker with a built-in dictionary
that checks and corrects the
spelling of any document created
with the TOTL.TEXT package.

Features include an automa-
tic proofreading option which
checks an entire document and
flags possible errors, audible
cues to facilitate unattended
operation, compatibility with 80-
column boards, disk utilities,
and a fast-verify option which
displays each suspect word for
alteration or addition to the dic-
tonary. The program has a starter
dictionary of more than 10,000
words which can be expanded

by the user to up to 24,000 words.
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The price of TOTL.SPELLER
is $35 on disk.

TOTL Software, Inc.
1555 Third Avenue
Walnut Creek, CA 94596
(415) 943-7877

Word Processor
For 64

Mirage Concepts, Inc., has in-
troduced Word Processor for the
Commodore 64 computer. Writ-
ten in machine language, this
word processing program allows
80-column screen display with-
out additional hardware.

There are more than 70 avail-
able single-keystroke com-
mands; printed page, line, and
character counters; word wrap;
search, replace, block, and col-
umn operations; and a 200-page
documentation binder.

Word Processor is available
for $99.95.

Mirage Concepts, Inc.
2519 W. Shaw Ave. #106
Fresno, CA 93711

(209) 227-8369

Easier Memory
For VIC-20

16K Memory Plus with battery
backup is an expansion device
for the VIC-20 which can retain
data and programs for up to four
weeks in the event of power loss.
Produced by Abaris, Inc.,
the memory device contains full
block switching, reset switch,
built-in edgecard receptacle, and

write-protect switch. The battery

backup retains the programs.

Once a program is loaded into

memory, the 16K Memory Plus

can be removed and plugged into

another VIC-20. Custom routines

can be retained in block five

memory and will be executed

when the computer is turned on.
The price for the 16K Memory

Plus is $89, plus a $3 shipping

and handling charge.

Abaris, Inc.

P.O. Box 2501

Vancouver, WA 98668

(206) 694-3455

Educational
Game For VIC

PMI, Inc., has introduced a new
educational game for the VIC-20
on tape or disk called Animated
Arithmetic for young children
and pupils in remedial classes.

The game teaches addition
using color graphics. Users don’t
need to be able to read. Included
in the package are two programs,
Clown Count and Addition
Express.

Clown Count teaches chil-
dren to count by asking them to
add the number of boxes the
clown is holding. If the answer
is correct, the clown juggles the
boxes. Addition Express teaches
addition using express trains
traveling along number lines. If
the answer is correct, the engine
puffs out smoke.

The price for Animated Arith-
metic is $10.95.

PMI, Inc.
P.O. Box 87

Buckfield, ME 04220
(207) 336-2082  (800) 227-1836
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DATAFILE MANAGER
DATABASE MANAGEMENT FOR THE COMMODORE-64

Successfully used in computer classes to teach the concepts of random files
and ISAM to beginning users. .. but sophisticated enough for home and small
business use. Consists of 5 disk programs and comprehensive loose-leaf manual
with step-by-step instructions. Includes build-tile program for ready-to-use 1000
record mailing list, zip-code sorted label printing and alpha phone list printouts.
SPECIFICATIONS: Menu driven » B0 characters per field = 15 fields per record # 254 characters
per record * Up to 1200 records per disk » ISAM random access files » Sort on any lald » User-
defined alpha and numeric fiolds * Nested sorts * Nested totals and sublotals » Compiled for
speed * User-defined print lormats with top and bottom headers, page length and skip over pert
* View or print selected information from your lile
SYSTEM REQUIREMENTS: C-64 Computer * 1 or 2 1541 disk drives * TV or monitor (color or BAY)
* Properly interfaced printer (program runs with limited applications without printer)
$40 postpaid
KEMN*WRITER Extremely easy to use menu driven wordprocessor that works with
any properly interfaced printer. Both youngsters and adults love this cne!
SPECIFICATIONS: Compiled for speed » Word wrap » Programmabile function keys « insert onjoff
» Move line/block » Delete line/block « Search = gsarch and replace » Userdelined print com-
mands * Automatic page headers and numbers » Merge files » Chain files » “Wedge” disk com-
mands emulated » glou-tw-awp manual « System requirements as above.
$30 postpaid
ORDER BOTH PROGRAMS—JUST $55 postpaid
JAMESTOWN SOFTWARE
2508 Valley Forge » Madison WI 53719 » 608-271.5527

COD's Accepted * Dealer Inguarnes Invited

NEW

.

SAIL TO AMERICA
A totally new computer experience
Parents Tell your kids Cadmean'’s The Voyage of the Mayflower has all the
color, sound and excitement they love. Challenge the mighty Atlantic, defy its
roaring storms and bring your passengers safely to the new world. There's
never been an experience like it. Anywhere.
Kids Tell your parents The Voyage of the Mayflower is a terrific learning adven-
ture, Recreate the hazards and drama of the first Pilgrim voyage. Learn about
sailing strategy, weather, navigation and history. The more you know the more
fun it is. Every level is a unique experience whether you're 6 or 60.
Unforgettable.
Families Pit yourimagination against the world as the Pilgrims knew it. Share
the exciting journey to a new life in a new land. Risk the danger and learn
together how the Mayflower sailed into history on the courage of those few who

dared.
All this and a FREE 11 x 16 Poster for only $29.

School and dealer inquiries welcomed
DISK ONLY

ORDER NOW. FREE sthing for MasterCard and Visa orders. Call (313)

994-0845 Day or Night. C/

checks, money orders add $3.00 shipping.
CADMEAN CORP., 309 Koch, Ann Arbor, M| 48103

The Simpler, the Better

Vet " ! E =] > -
When it’s on, it’s on. No software to mess around with. This
high quality, low-profile CP Numeric Keypad is the one for your
Commodore 64 and VIC-20. It is guaranteed to be 100% com-
patible with all the software you have, now and forever, in any
format. The Keypad easily connects in parallel with the existing
keyboard connector. Now you can zip through your numeric
work sheet, input your numbers and figures comfortably,
quickly, and more easily than ever before at only $69.95.

_==‘_?Computer Place cewssamss

23914 Crenshaw Blvd.  Torrance, CA 90505
Dealer inquiries welcome

Commodore 64 and VIC-20 are trademarks of Commodore Business Machines, Inc.

COMMODORE

Access

Products are Noted |D|-Disk, [C)-Cartridge or |T]-Cassette Tape

Beach-Head (DI26.95  Accts. Payable (DH3.00  Mathematics 1D)34.95
Neutral Zone (DI26.9%  Accts. Receivable (DM).g0  Trivia (D)34.95

Gen. Ledger (DH3.00 " i T
Choplifter (C127.00 MNevada Cobol iDss 98  Moonshuttle {D.TH20.
Sea Fox (C127.00 Magic Desk (17495 PooYan 1D, 712030
5 i 27 Zorkil-3) (D)29.50  Genesis -+ -(Di27.00
erpentine . .. 1C127.00 : .

E g5y O'Riley's Mine ..--(DJ20.30
David's Midnight Suspended. ... D)9 Dallas Quest it
Magic (DI27.00  Starcross .. (D)29.50 B --ADi27.
cDs Deadline ... 1D)29.50 PyX

: * Pitseop .oy ACI27.00
Frantic Freddy {Dj26,95  Dragons Den AOILES Tomple of Apsha (D)27.00
Yegasi ; 126,95  Star Ranger LAC124.95 P |t AR R I E
Pegasis 126,98 Upper Reaches
Commodore Continental of Upshal AD13.5S
Assembler b4 (D169 Home Accountant ...... (Dys0, 75 Curseof Ra (11,55
Bonus Pack (D.TH69  Tax Advantage. .. ...... (D060 Sword of fargoal m;zEr.w
CP'M 2.2 System Ciwoo FCM ver (DITH,%0 iw‘“pmn‘- k] m.;:g:.g
Easy Scripr (LH,00 ateway to Apshai D7
Easy Mail o4 (D)16.90 2""‘:'”"“ Jumpman Jr (€127.00

Spitball (02365 04 Baro e
Easy Spell 64 (DI16.50 Pipes (C12).68 aron 1D127.00
Easy Cale b4 (D)73.75 e Lunar Outpost D27.00
Easy Lesson/ O (Diboo  Dcciien Flnesse
wei el ’ L 10.15D113.50 .
Easy Finance{1-5) 1D)19.38 ':::::"’mld Lty ’ Global Risk D135
Loga {DH7.90 Finance S ATHASNDI G50 Hes Software
Pilot (D47 50 Qubliette .. (D120.45

3 Home Inventory . (THO 18D 50 The F, D124.25

Pet Emulator (D650 % e Factory (D124.25
Loan Analyrer . (THOISDINISG
Intro to Basis | WI935 yondust o icnes  Mising Links . [QIlO 45
Sereen Editor ADNOSE b (023,65 Type N Write 1€120.45
Super Expander VSP 119,50 - g Paint Brush L ACHT.00
Trashman ... .. AT 63 39
The Manager (DHL00 oo New Yark (23,65 HesMontd 1C)27.00
Simons Basic T TLR." . Turtle Graphics 1l ACH0.60
Music Machine (C16.90  Cyber D Attack of the
Music Composer (D)I6%0  Cyberchess . IDIMSS  Murant Camels L (C120,45
Ward Name Machine (D)ie.90 Cymbal Time Money Mgr. (D151.00
Zortek and the English/Spanish. < ADIMI5  omniwriter (D124.20
Microchips (Ti24.80 Preschooler DI gunihesound b4 (DI25.50
Inventory Mgmt (D300 Science ceeeen (DI g Cale (DIS8.28
Payroll Checkwriting (DMd.00  History/Geography - (DIM.95  wyupiplan 1D179.95
F Music Theory (D195 ey Writer b4 1C)30.45

64 SOFTWARE

Ct commodore

ATARI, APPLE, VIC 20,

SOFTWARE LISTS AVAILABLE

o o308 Commodore 64

stvdrunner {8} - C 1M D127.00 L + H

Benji Space Rescue (D)30.45 -l it 1ALk Drive

The Pix (12025 subloghe 1530 Datasette

64 Forth (CH9.g5  Pight MPS 80! Printer
Turtle Toyland Jr.. ... (D,T)23.95 _Simulatorll 1DM4.95 1650 Automodem
Cramelean (D700  Spisaber - 1702 Color Monitor
Ghost Manor/ Spikes Alf in the Color Caves . (C)127.95 1600 Mod

§ (Dit7.00  Bubble Burst (€127.95 Lotk
e84, paras  JukeBox (12795 § 64 Prog. Ref. Guide

Mi Fats Pool . Kidwriter {DI23.95 i

og'.';w" it it Face Maker (0,125 c ? FOR CURRENT
Chess 7.0 (D1s9.95  Hey Diddle Diddle {D)20.30 PRICES
Checkers 2.1 (L4995 Kindercomp 1€, D920, 30

Odin 10949 95 Snooper Troops (127,00 Diskettes

How About...Chesy (112995 Fraction Fever (C12).865 BASF 5%'"
Micre Prose Amazing Thing (D)27.00 SSDD 2 Pak.....5.50
Floyd of the Alphabet Zoo (D123.68 BASF

Jungle (DJ21.95 Kidson Keys 1C. )68 Soft B

Hellcat Ace (D)23.95 o s § oy “::.(101 ridhbu
Solo Flight 1026.9% Up for Grabs s u’_"

Nato Commander D26.95  Cosmiclife ©nes §  Pointmaster ....10.95
Slerrs oa Line Story Machine (€)127.25 Pointmaster Pro.18.55
Frogger (D.TI2).65 Trains (27,95 Fire Control ..., 7.85
New Jawbreaker (D120.30 Acrobics 11)30.95 Wico

Sammy Lightfoot (D121.80

Threshold (D210 Songwriter v D189 Command Ctrl..19.50
Lunar Leeper (012180 Master Type oo 13898 Wico "'Boss™ .. 11.50
B.C. Quest for Tires (125,50 t?“lw Wico Red Ball, ., 20,75
Oil's Well (a6 "t Apocalypse (D,03.70 Wico P s Lt
Learning W/ Leeper (021,80 Shamus (D.C)23.70 eg RowerGop 20,75
Strus Software Blue Max (D.C123.70

Turmadl (02700 Dimension X 1D,€123.70 Cardco

Snake Byte (D127.00 S8 Card+G ... ,...08.25
Squish ‘Em (DJ23.65 Combat Leader (D129.00 Card B s 17.85
Repton (D)27.00 Knights of the Desen. . (D129.00 Cass. Interface . .33.25
Blade of Blackpoole (D127.00 Computer Baseball (D129.00 T
Type Attack (D127.00 Eagles (D129.00 i.s'm E.xpawm S
Way Out 02700 Ring Side Seat (D129.00 Numeric Keypad 30.25

“lioala
Touch Tablet (1)79.95

Terms and Ordering Information: To order call 1-800-527-8698 and send certified checks, mon ey orders or personal checks |allow 2 weeks to clea rl. or use your
Visa. Master Card or American Express. Inside Texas call 1-800-442-8717, Include 52 for P & H [C.0.D, orders add $1,65] UPS Blue Label $4. Canada 56 call
Jfor shipping charges on Hardware, Other countries include 10% for P & H. All products factory sealed with manufacturer's warranty. All returns require
R.AM. Prices subject to change without notice. Order desk hours: Mon-Fri 9-6, Sat 9-1 CST. f ;

GEMINI Printers

For further information and inquires call 214-753-0485

FOR ORDERS ONLY CALL TOLL FREE
Outside Texas Inside Texas

1-800-527-8698 1-800-442-8717

S0
Wiz

GQW@?@ P0. BOX 2511 iy

LONGVIEW, TX.
m; 75606

Dataseties

CALLFOR
INFORMATION

-
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CodePro-64 is a BASIC tutorial with sprite and music programming instruction
for the Commodore 64.
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Commodore 64
Tutorial
Package

Systems Management Associates
has introduced CodePro-64, an
integrated software tutorial pack-
age for the Commodore 64.
CodePro-64 combines 12
instructional topics into one
menu-driven system of 16 pro-

grams. This BASIC tutorial fea-
tures instruction on commands,
statements, and functions with
visual examples. It covers the
programming of sprites and
music, and provides demonstra-
tion programs.

The tutorial is available on
two disks, for $59.95, and in-
cludes a 140-page reference
manual.

Systems Management Associates
3700 Computer Drive

Raleigh, NC 27609

(919) 787-7703

64 Spelling
Tutorial

The Spelling Teacher is an educa-
tional spelling tutorial program
for the Commodore 64 with disk
drive.

The program contains four
word files at different levels with
100 words per file. Twenty-five
words are presented during each
spelling session. Words that are
misspelled reappear automati-
cally during the next session.

Parents have the option of
adding or deleting words. A
graphics bar chart displays the
last ten scores, and there is one
bar chart for each of the word
files.

The Spelling Teacher is avail-
able for $39.95.

Computer Technology Company
Computech

P.O. Box 7000-309

Redondo Beach, CA 90277
(213) 375-6391

Cwww.commodore.ca



Pro Football
On Tape

CMS Software has introduced
Professional Football on cassette
tape for the VIC-20 with 16K or
for the Commodore 64.

This strategy game pits the
player against the offensive or
defensive play-calling of the
computer. There are 11 offensive
play selections (plus punts and
field goals), 11 defensive align-
ments, full-feature scoreboard,
sudden-death overtime for tied
games, and a user manual.

The computer selects its
own offensive and defensive
plays based on down, distance,
field position, time remaining,
and score. Full statistics are given
at half-time and at the end of the
game.

The game is available on
tape for $16.95 (postage paid).
CMS Software
P.O. Box 4876
Topeka, KS 66604-0876
(913) 267-5864

Games For
Commodore 64

Synapse Software has released
six of its games for the Commo-
dore 64 computer.

Necromancer is an action
game in which you have the
power to liberate humanity in a
world where evil reigns su-
preme. Shamus Case Il is a detec-

tive adventure game involving
38 rooms to be searched.
Pharaoh’s Curse, a game with
three levels of play and 16
screens, pits you against an evil
mummy and the ghost of Rana.
In Zeppelin, you maneuver

an airship through 250 rooms of
an underground cavern. Picnic
Paranoia is played in a series of
90-second rounds in which you
kill invading ants while keeping
your food from being pushed off
the screen.

Blue Max uses a 3-D diagonal
scrolling effect to put you in the
open cockpit of a British World
War I biplane. After bombing
enemy targets, you must land,
refuel, and prepare to take off
again.

All of the games are available
on tape and on disk for $34.95
each.

Synapse Software
5221 Central Avenue
Richmond, CA 94804
(415) 527-7751

COMPUTE!'s GAZETTE welcomes an-
nouncements of new products for
VIC-20 and Conunodore 64 computers,
especially products aimed at beginning
to intermediate users. Please send press
releases and photos well in advance to:
Tony Roberts, Assistant Managing
Editor, COMPUTE!s GAZETTE, P.O.
Box 5406, Greensboro, NC 27403.

New product releases are selected from
submissions for reasons of timeliness,
available space, and general interest to

our readers. We regret that we are unable

to select all new product submissions for
publication. Readers should be aware
that we present here some edited version
of material submitted by vendors and
are unable to vouch for its accuracy at
time of publication. @

Software Discounters

of
America
1:800-225-SOFT
P.O. Box 278-Wildwood, PA 15091
In PA (412) 361-5291
Commodore 64
Access
BeachHead (TorD).........covvvevnnnn $23
Neutral Zone (T orD}.....cvoevvvereininn $23
Ariworx
Bridge d.0(TorD).....iiiiivisnrniiess $16
Monkey Math(TorD)..........oocvvvnnn $18
SR POREL (TrOr D) v e ve wnimintcms oo s Y
Batteries Included
Paperclip (D). . D e 3 0Y
Paperclip w.rSpelllng :D: ................ §79
Broderbund
Bank St Wrter (D). . vucmivavis sy 343
Choplitter (D.or CT). i s iviiaishivesmmesios $24
Lodarunner (D). du s on s ey aasir & s21
Maskof theSun(D)......covvvviininnis $25
Continental
Comm 64 User's Encyclopedia. .......... 513
Home Accountant...............ccoun. 47
Epyx
Gateway to Apshai (CT).................525
IV el R T o) PSR o s e $25
Mission Impossible (D). ................ §25
BB B L e e e $25
Summer Games (D). . Wb e 805
Temple of Apshai (T or D} ............... $25
HES
M| OO D) s n s, retate viroi oy sl e s $30
NI | BB ] ) e ot fa e st kst e L $65
Infocom
DBBGHNG D) s wrehvib i e e i $33
PRANBLERINEDY s w5 w151 ais 6 w5 e b s bttt $33
Sorcarern{D)rutiimes . . o o bl S Im S Ly e $33
Parker Bros.
FIOgReriGT) e coiivena s taceaiie: $33
FopaVaN (O st i b e e s $33
Q-Bert (CT)...... ST S - .
Professional Software
Word Pro 3+ /Spell Right + (D). ......... $65
Quick Brown Fox
(8, ]l 1 Y a0 B S o Ty e $37
Glekspall (DY 5se i L A 21
Expand-A-Fox80(D)....................%523
Sega
Buck Rogers (CT)..... e ke AT $25
OO0 BN G e e e b e $25
SIEC TR ICT o o el i S by s EEN N O i $25
Spinnaker
Alphabet Zoo :CT} .................... 21
Juke Box (CT). . ... 825
Kidwriter (D). . TR e ) |
Story Machme {CT] .................... $21
Synapse
BlueMax(TorDJ...............,,,,___521
Necromancer (T or D). . $21
Pharoah's Curse (T or Dj von v 921
Zepellin(TorD)...... s el
Timeworks
Data Manager(TorD)..................8517
Money Manager(TorD)................. $17
Programming Kit 1,2 or 3(T or DJ $17
Accessories
Alien Group Voice Box. ................ $89
BASF SS, DD. $17 Bx
Cardco Accessones s ..Call
Compuserve Starter Kit. .. .............. $25
HES Modem | ........ . 549
RO PR e b e e o $67
Wico Boss. .$13
Wico Trackball, .$29
Ordering & Terms: Orders with cashier check or
money order shipped immediately. Personal/Co.
checks allow 3 weeks clearance. VISAIMASTERCARD
accepled with no additional charge. Shipping: Orders
under $100 add $3.00; Iree shipping on orders over $100.
PA. rosidents add & sales tax. Returns: Defective mer-
chandise will be replaced with same merchandise—no
credits! Returns must have authorization number (412)
361.5291, Prices subject to change without notice.
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B o
Bug-Swatter:

Modifications And Corrections

® The VIC version of “Trenchfire” (March)
contains incorrect instructions. Trenchfire was
written to run on an unexpanded VIC, but must
be entered using Tiny MLX (also in that issue, p.
165) and an 8K (or more) expander. When expan-
sion memory is added, the VIC automatically
moves screen memory and start-of-BASIC. The
instructions in step one (POKE44,24:POKE24*
256,0:NEW) will move start-of-BASIC, but leave
screen memory at 4096-4608. As a result, the
machine language at 4352-4608 can become gar-
bled by the screen (at the same locations). The
correct instructions should be:

Insert the 8K expander, turn on your VIC
and enter this line:

POKE648, 24:5Y558648: POKE642, 26 :SYS58232

Readers who have already typed in the VIC
version of Trenchfire do not have to retype the
whole program to fix it. To create a patch, follow
the instructions above, LOAD Tiny MLX and use
a starting address (S) of 4352 and ending address
(E) of 4610. Enter the first 43 lines and SAVE to tape
or disk. To RUN the game, turn off your VIC, un-
plug the memory expansion, and turn it back on.
Tape users can now LOAD “TRENCHFIRE"”, 1,1
followed by LOAD “PATCH”,1,1. If you have a
disk drive, substitute ,8,1. You can then start the
game with SYS 4352.

® The VIC version of “Typing Derby” (Febru-
ary) fits very snugly into memory, with only a dozen
bytes to spare. Readers who encounter an OUT OF
MEMORY error should remove any extraneous
spaces. Also, the process of crunching the pro-
gram into memory required the removal of certain
lines. Line 100 targets such a line and should be
changed to 100 IFPEEK(H1+M+1)©32THEN16.

® “Space Duel” (December) runs as listed,
but gives an unfair advantage to player 2, who
gets ten points per hit. Player 1 receives only nine
points. To temporarily fix the program, POKE
49664,11 after you LOAD Space Duel, but before
you SYS 49152, Use MLX's Load, New Address,
and Save commands to make a permanent correc-
tion. The correction in MLX format is: 49662 003,
105, 011, 141, 078, 003, 083.

® Due to the mechanics of the INTeger func-
tion, the final program in “Printing Tables” (page
136 COMPUTEl's Gazette May 1984

127, March) will add -1 to negative numbers.

Thanks to readers Evie Matheus and H. Flaschka

for discovering our mistake. INT rounds a number

down to the nearest integer. INT(-77.22) gives a

result of -=78. To fix this, use ABS and SGN in

lines 22-24.

22 I$=LEFTS$(STRS$(SGN(I)),1)+STR$ (INT(ABS (
I)))+"."+RIGHT$(STRS(I*100),2)

24 J$=LEFTS$(STRS(SGN(I)),1)+STRS(INT(ABS(
I)))+"."+RIGHTS(STRS(1I*160),2)

A simpler method is to add 1 to all negative num-
bers, to offset the 1 that is subtracted.

21 IFI<@THENI=I+1
23 IFJ<@THENJ=J+1

The disadvantage to this simpler method is that
you cannot use the negative numbers in later
calculations because they will be off by 1.

® The 64 version of “Speed Reader” (Feb-
ruary) contains a typographical error. Line 640
should be DATA “TO CORRECTING OUR BAD
HABITS, BUT THE"”.

® As noted in February Bugswatter, before
entering 64 BASIC Aid” (January), you must
POKE52,154: POKES56,154: CLR before you load
or run MLX. In addition, MLX will not allow an
ending address higher than 40960; use 40959 in-
stead of 40961.

Finally, because it is a machine language pro-
gram, it mustbe LOADed to the section of memory
it was written for. To do this, use a secondary
address of 1 (LOAD “BASIC AID"”,8,1 for disk,
LOAD “BASIC AID”,1,1 for tape). After the pro-
gram is loaded, type NEW (to reset the BASIC
pointers) and SYS39852 to begin the program.

® Some readers have reported 2SYNTAX ER-
RORs in lines 770 and 860 of MLX (January, Feb-
ruary, and March). These lines are fine with the
spaces properly inserted (ST AND191). Without
the spaces, STAND is interpreted as the TANgent
function. @

o]
(=5  TUSSEY MOUNTAIN SOFTWARE SAYS: | *&* |
COMPARE OUR PRICES ON C64 SOFTWARE!

Wordpro 3 + /64 w.'SpeIInght{dJ

Script 64(d) . £
* Calc Result Mv tcan d:
Calc Result Easy (cant)
Hesware Multiplan(d) ......

Practicalc 64 by MSI(d) ..............
Practicalc 64 by MSl(cass) ..........
Cardco Printer Int. wiGraphic o -
Cardco Printer Int/A, ..o £59,
Cardco Numeric Keypad .............. $29.

Hesware Omnicale(d) ...... Cardco Lightpen ... $29.
HesModem | (64 or 20) ... The Last One(d) ...........oooeeeenr. 969,
P.S. (Progr. Spreadsheet) ld) Delphi's Oracle(d) | $106,

TO ORDER: For MasterCard, Visa, COD orders call 814-234-2236. Hours are 10-7
mon-sat, 12-5 sun EST. For credit card orders by mail send Card numb., exp.
date. For Personal checks, certified checks, money orders write: Tussey Moun-
tain Software, Box 1006, State College, PA, 16804, MOST ORDERS SHIPPED in
48 HOURS! Credit Card orders add $3.00 shipping, COD add $4.50. Others
shipped free. Allow 2 weeks for personal checks to clear. Orders shipped UPS
unless specified otherwise. Manfacturer’s warranty honored with our invoice and
original packaging. PA residents add 6% sales tax.

Cwww.commodore.ca



- The Automatic Proofreader

“The Automatic Proofreader” will help you type in program
listings from COMPUTE!'s Gazette without typing mistakes. [t
is a short error-checking program that hides itself in memory.

- When activated, it lets you know immediately after typing a
line from a program listing if you have made a mistake.
Please read these instructions carefully before typing any
programs in COMPUTE!'s Gazette.

Preparing The Proofreader

1. Using the listing below, type in the Proofreader, The
same program works on both the VIC-20 and Commodore
64. Be very careful when entering the DATA statements —
don’t type an | instead of a 1, an O instead of a 0, extra
commas, etc.

2. SAVE the Proofreader on tape or disk at least twice
before running it for the first time. This is very important because
the Proofreader erases this part of itself when you first type
RUN.

3. After the Proofreader is SAVEd, type RUN. It will
check itself for typing errors in the DATA statements and
warn you if there's a mistake. Correct any errors and SAVE
the corrected version. Keep a copy in a safe place — you'll
need it again and again, every time you enter a program
from COMPUTE!s Gazette.

4. When a correct version of the Proofreader is RUN, it
activates itself. You are now ready to enter a program listing.
If you press RUN/STOP-RESTORE, the Proofreader is dis-
abled. To reactivate it, just type the command SYS 886 and
press RETURN.

Using The Proofrecxder

All VIC and 64 listings in COMPUTE!'s Gazette now have a
checksum number appended to the end of each line, for example
“zrem 123", Don't enter this stafement when typing in a program.
1t is just for your information. The rem makes the number
harmless if someone does type it in. It will, however, use up
memory if you enter it, and it will confuse the Proofreader,
even if you entered the rest of the line correctly.

When you type in a line from a program listing and
press RETURN, the Proofreader displays a number at the
top of your screen. This checksum number must match the
checksum number in the printed listing. 1f it doesn’t, it means
you typed the line differently than the way it is listed. [m-
mediately recheck your typing. Remember, don’t type the
rem statement with the checksum number; it is published
only so you can check it against the number which appears
on your screen.

The Proofreader is not picky with spaces. It will not
notice extra spaces or missing ones. This is for your conven-
ience, since spacing is generally not important. But occasion-
ally proper spacing is important, so be extra careful with
spaces, since the Proofreader will catch practically everything
else that can go wrong,

There’s another thing to watch out for: if you enter the
line by using abbreviations for commands, the checksum
will not match up. But there is a way to make the Proofreader
check it. After entering the line, LIST it. This eliminates the
abbreviations. Then move the cursor up to the line and press
RETURN. It should now match the checksum. You can check
whole groups of lines this way.

Special Tape SAVE Instructions

When you're done typing a listing, you must disable the
Proofreader before SAVEing the program on tape. Disable

the Proofreader by pressing RUN/STOP-RESTORE (hold
down the RUN/STOP key and sharply hit the RESTORE
key). This procedure is not necessary for disk SAVEs, but you
must disable the Proofreader this way before a tape SAVE.

SAVE to tape erases the Proofreader from memory, so
you’'ll have to LOAD and RUN it again if you want to type
another listing. SAVE to disk does not erase the Proofreader.

Replace Original Proofreader

If you typed in the original version of the Proofreader (Oc-
tober 1983 issue), you should replace it with the improved
version below. We added a POKE to the original version to
protect it from being erased when you LOAD another pro-
gram from tape. The POKE does protect the Proofreader,
and the Proofreader itself was not affected. However, a
quirk in the VIC-20's operating system means that programs
typed in with the Proofreader and SAVEd on tape cannot be
LOADed properly later. If you LOAD a program SAVEd
while the Proofreader was in memory, you see 2LOAD
ERROR. This applies only to VIC tape SAVEs (disk SAVEs
work OK, and the quirk was fixed in the Commodore 64).

If you have a program typed in with the original Proof-
reader and SAVEd on tape, follow this special LOAD
procedure:

1. Turn the power off, then on.

2. LOAD the program from tape (disregard the 2LOAD
ERROR).

3. Enter: POKE 45, PEEK(174):POKE 46, PEEK(175):CLR

4, ReSAVE the program to tape.

The program will LOAD fine in the future. We strongly
recommend that you type in the new version of the Proof-
reader and discard the old one.

Automatic Proofreader For VIC And 64

108 PRINT"{CLR}PLEASE WAIT...":FORI=B86TO
1018: READA: CK=CK+A: POKEL, A:NEXT
IF CK<>17539 THEN PRINT"[DOWN]YOU MAD
E AN ERROR":PRINT"IN DATA STATEMENTS.
":END
SYS886 : PRINT" [CLR] [2 DOWN]} PROOFREADER
ACTIVATED." :NEW
DATA 173,036,003,201,150,208
DATA @01,096,141,151,003,173
DATA ©37,003,141,152,0063,169
DATA 150,141,036,003,169,003
DATA 141,037,003,169,000,133
DATA 254,096,032,087,241,133
DATA 251,134,252,132,253,008
DATA 201,013,240,017,201,0832
DATA 240,005,024,101,254,133
DATA 254,165,251,166,252,164
DATA 253,040,096,169,013,032
DATA 210,255,165,214,141,251
DATA 003,206,251,003,169,000
DATA 133,216,169,019,832,210
DATA 255,169,018,032,2148,255
DATA 169,058,032,210,255,166
DATA 254,169,000,133,254,172
DATA 151,003,192,087, 208,006
DATA ©32,205,189,076,235,003
DATA ©32,205,221,169,0832,832
DATA 210,255,032,210,255,173
DATA 251,003,133,214,076,173
DATA @03

110

120

886
892
898
904
910
916
922
928
934
940
946
952
958
964
970
976
982
988
994
1000
1006
1012
1018
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A Beginner’s Guide
To Typing In Programs

- What Is A Program?

A computer cannot perform any task by 1{seif
Like a car without gas, a computer has potential,
but without a program, it isn’t going anyw here.
Most of the programs published in COMPUTE!'s
GAZETTE for Commodore are written in a computer
Ianguage called BASIC. BASIC is easy to learn
and is built into all VIC-20s and Commodore 64s.

BASIC Programs
Each month, COMPUTE!'s GAZETTE for Commodore
publishes programs for both the VIC and 64. To
start out, type in only programs written for your
machine, e.g., “VIC Version” if you have a VIC-20.
Later, when you gain experience with your com-
puter’s BASIC, you can try typing in and converting
certain programs from another computer to yours.
Computers can be picky. Unlike the English
language, which is full of amblbwhes, BASIC usu-
ally has only one “right way” of stating something.
Every letter, character, or number is significant. A
common mistake is substituting a letter such as
O for the numeral 0, a lowercase | for the numeral
1, or an uppercase B for the numeral 8. Also, you
must enter all punctuation such as colons and
commas just as they appear in the magazine.
Spacing can be important. To be safe, type in the
listings exactly as they appear.

Braces And Special Characters

The exception to this typing rule is when you see
the braces, such as “{DOWNY". Anything within
a set of braces is a special character or characters
that cannot easily be listed on a printer. When

~ you come across such a special statement, refer
to “How To Type In COMPUTE!s GAZETTE
Programs.”

About DATA Statements

Some programs contain a section or sections of
DATA statements. These lines provide information
needed by the program. Some DATA statements
contain actual programs (called machine language);
others contain graphics codes. These lines are espe-
cially sensitive to errors.

If a single number in any one DATA statement
is mistyped, your machine could “lock up,” or
“crash.” The keyboard and STOP key may seem
“dead,” and the screen may go blank. Don’t panic
—no damage is done. To regain control, you have
138 COMPUTE!'s Gazefta May 1984

to turn off your computer, then turn it back on.
This will erase whatever program was in memory,
so always SAVE a copy of your program before you RUN
it. If your computer crashes, you cah LOAD the
program and look for your mistake.

Sometimes a mistyped DATA statement will
cause an error message when the program is RUN.
The error message may refer to the program line
that READs the data. The error is still in the DATA
statements, though.

Get To Know Your Machine

You should familiarize yourself with your com-
puter before attempting to type in a program.
Learn the statements you use to store and retrieve
programs from tape or disk. You'll want to save a
copy of your program, so that you won't have to
type it in every time you want to use it, Learn to
use your machine’s editing functions. How do
you change a line if you made a mistake? You can
always retype the line, but you at least need to
know how to backspace. Do you know how to
enter inverse video, lowercase, and control char-
acters? It's all explained in your computer’s
manuals,

A Quick Review

1. Type in the program a line at a time, in order.
Press RETURN at the end of each line. Use back-
space or the back arrow to correct mistakes.

2. Check the line you've typed against the line in
the magazine. You can check the entire program
again if you get an error when you RUN the

‘program.

3. Make sure you've entered statements in braces
as the appropriate control key (see “How To Type
COMPUTE!'s GAZETTE Programs’ elsewhere in
the magazine).

We regret that we are not able to respond to individual
inquiries about prograns, products, or services appear-
mg in COMPUTE"s GAZETTE for Commodore due to
increasing publication activity. On those infrequent
occasions when a published program contains a typo,
the correction will appear in the magazine, usually
within eight weeks. If you have specific questions about
items or programs which you've seen in COMPUTE!'s
GAZETTE for Commodore, please send them to Gazette
Feedback, P.O. Box 5406, Greensboro, NC 27403.
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How To Type In
COMPUTE"’s GAZETTE Programs

Many of the programs which are listed in COM-
PUTE!'s GAZETTE contain special control characters
(cursor control, color keys, inverse video, etc.).
To make it easy to know exactly what to type when
entering one of these programs into your com-
puter, we have established the following listing
conventions. _

Generally, any VIC-20 or Commodore 64
program listings will contain words within braces
which spell out any special characters: {DOWN}
would mean to press the cursor down key. {5
SPACES } would mean to press the space bar five
times.

To indicate that a key should be shifted (hold
down the SHIFT key while pressing the other
key), the key would be underlined in our listings.
For example, S would mean to type the S key
while holding the ah:fl Ley This would appear
on your screen as a “heart” symbol. If you find
an underlined key enclosed in braces (e.g., {10
N 1), you should type the key as many times as
indicated (in our example, you would enter ten
shifted N’s),

If a key is enclosed in special brackets, 3,
you should hold down the Commodore key while
pressing the key inside the special brackets. (The
Commodore key is the key in the lower left corner
of the keyboard.) Again, if the key is preceded by
a number, you should press the key as many times
ds necessa ry.

Rarely, you'll see a solitary letter of the al-
phabet enclosed in braces. These characters can
be entered on the Commodore 64 by holding down

the CTRL key while typing the letter in the braces.
For example, {A} would indicate that you should
press CTRL-A. You should never have to enter
such a character on the VIC-20, but if you do, you
would have to leave the quote mode (press RE-
TURN and cursor back up to the position where
the control character should go), press CTRL-9
(RVS ON), the letter in braces, and then CTRL-0
(RVS OFF).

About the quote mode: You know that you can
move the cursor around the screen with the CRSR
keys. Sometimes a programmer will want to move
the cursor under program control. That's why
vou see all the {LEFT}'s, {HOMEY's, and
{BLUY}’s in our programs. The only way the com-
puter can tell the difference between direct and
programmed cursor control is the quote mode.

Once you press the quote (the double quote,
SHIFT-2), you are in the quote mode. If you type
something and then try to change it by moving
the cursor left, you'll only get a bunch of reverse-
video lines. These are the symbols for cursor left.
The only editing key that isn’t programmable is
the DEL key; you can still use DEL to back up and
edit the line. Once you type another quote, you
are out of quote rhode.

You also go into quote mode when you IN-
SerT spaces into a line. In any case, the easiest
way to get out of quote mode is to just press RE-
TURN. You’ll then be out of quote mode and you

can cursor up to the mistyped line and fix it.

Use the following table when entering cursor
and color control keys:

When YouRead: Press: See: When YouRead: Press: See: When YouRead: Press: See:
(cLR) [ suer | [ commome | RS (CYN] E k&3 & [7] il
[HOME } {PUR) [arc][5] L (< El ::
{up} [ st | [§ crsr § {GRN} [an ][ ] {F1} ("] m
{ DOWN ) [$crsrg |[H] taLu) CTRL (F2} [(sner] [ n | &4
{LEFT] [sturr | facrsn-o] J§  (ver) (o ][ | (F3) ]
(RIGHT] fe-crsn-of ] k13 (< {F4) [swrr] [0 ] |
wel (e[ ] [@ e GT] M ] N
{OFF) [aw] o] ! £33 G [ s B (re) I =l
{BLK] |I] B e ¢ [ m {F7} Z} .l
(i) e[ 2] €53 «[5] [ tre ) r | M
{(RED) cm ][5 ] Ed s «[«] W
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TAYLORMADE SOFTWARE ¢ TAYLORMADE SOFTWARE * TAYLORMADE SOFTWARE * TAYLORMADE SOFTWARE

You’ve heen searching @ and searching /% for our

new number to find EDUCATIONAL SOFTWARE for your

COMMODORE 64™ and [ s | VIC 20™

You've been told our TOUCH TYPING TUTOR was the #1 VIC 20 Educa-
tional best seller in 1983. (We thank our customers.) —Compute’s Gazette!

You’ve read our TOUCH TYPING TUTOR reviews — ‘‘For the serious stu-
dent, this is the best, most pedagogically sound program available.”

Now your search has ended. —Midnite Software Gazette

TTT64D diskette US $24.95
TOUCH TYPING TUTOR TTT64 ............cassette US $19.95
TTT5K VIC 20 .. ... .cassette US $19.95

TAYLORMADE SOFTWARE

US/Canada shipping $1.50
Po. box 5674 NN Foreign USS 400
MasterCard )| Lincoln, NE 68505 Vi

(402) 488-0196 T Dealer inquiries welcome
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Commodore 64 & VIC 20 are trademarks of Commodore Electronics Ltd.
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TVs, and often even that hasn't helped. 5 The Reset Switch...Here it is, a

But, most of us just lived with the problem. Reset Switch for Vic or Commodore. The Monitor

Improver @
$24.95

|

Now the engineers at Bytes & Pieces Get back into control of a "Hung-Up”
have four simple, inexpensive solutions. progrc{'g. Resels ullé}omlels. lPlZcIsy

T T installation
It you have an “old 64" (with the 5 pin two solder connection Ins :
Monitor Din Plug), you've probably had Every computer should have one.
color, resolution and interference $9.95
problems. We can solve them! I any of our products do not work to

l The Interference Stopper. . .A new  your satisfaction, send it back and 1541 Disk Dust
» kit that installs in minutes with two we'll refund your purchase price in full. Cover @ $895 §

simple solder connections. Best
%resulls when combined with #2. 3, DUST PROBLEMS? rc}g;?tfbng%5 |

The Reset Switch
@5995

Computer Dust
Cover @ 5995 §

| ER TODAY! 7
COLOR PROBLEMS? 4 The Monttor “Improver you | pociGanimg e following: |
One of Our Four New = have a Commodore 1701 monitor, o e Amount’ |
Products will Solve Them! this cable (3 prong) gives you a pic- | :
ture you won't believe. Better than ] —— Interference
You're not alone, Thousands of Com- the cable Commodore built. . by | Stopper @S1595 §
modore 64 owners have "fuzzy” color on a lot. Try it, you won't be disap- Color Sharpener
their TV. Most have interference lin&s poilr;.led. (Also hooks your "Old 64" { @518.95 Gy 1
crowding out their great graphics. Many to the 1702) NEW
have bought expensive monitors or new 324-95 I Shm‘ﬁgﬁ Cable
| @ $24.95 e
|
I
|
i

4l

or 4 below. Absolutely stops 0% of Solve Them with Matching Dust
the RF interference on your screen.  souers for Computer, Tape agnd Disk, | Shipping&Handling 5 200

| 5% State Tax
$15.95 $7.95—59.95 (Wisconsin Residents only)$ .
The Color Sharpener. . . Use it your These are the deluxe COIVe[S for either the TOTAL § :

2. “old 64" is hooked up to a TV. Just Commodore 64 or the Vic 20 made of =L
plug into the monitor plug, and the ~ Prown leather grain Naugahyde, spe- | © Check or Money Order enclosed
color and contrast immediately im-  cially lined with a soft non-scratch liner. 1 0O Charge to my VISA or MasterCard
prove. Dramatically. Crisp letters. for a cover you just can't beat. VISA #

Great graphics. 518 95 Don't waste your money on those cheap MasterCard #
-~ looking, clear plastic, static filled covers. Inner Bank #

3 The NEW Color Sharpener Get the quality ones, custom fitted to your Expiration Date
a gul:-l’-'d Uste if your _1old ;:;4 is 2 Commodore computers.
ooked up to a monitor. A new ; i

prong cable i ho Cotor S Arclleplesnaly s maichedson | s i

ener built in. All the benetits of 2, s N s eeea . TO:

on your monitor. 524'95 trademarks of Commodore Computer Company i i‘;f;;:ss I

& Pieces, INC. e 5ON Shn Stoe, S
y e’ Wauwatosa, WI 53213 414/257-3562 § State/Zip
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SpeedScript Revisited

(Article on page 38.)

BEFORE TYPING...

Before tyging/lin d)ro rams, please refer to “How
To Type COMPUTE!'s Gazette Programs,” “A
Beginner’s Guide To Typing In Programs,” and
4 Ee Automatic Proofreader” that appear before
the Program Listings.

File Converter

100
11@
120

130
140

150
160
170
180
190
200
219
220
230
240
250
260
270
280
290
300
310
320
330
340
350

360
370

380
390

400

PRINT"{CLR}{RVS}{N}[2 SPACES}SPEEDSCR
IPT FILE CONVERSION PROGRAM{3 SPACES])
M e »: e :rem 25
GOSUB410 :rem 167
INPUT" {DOWN}INPUT FILE NAME";IS

=3 srem 113
IFI$=""THEN120 :rrem 211

INPUT" {DOWN}OQUTPUT FILE NAME";O$
s:rem 218
PRINT" {DOWN}{RVS]ID{OFF}1SK, {RVS]S

{OFF}CREEN, {RVS}P{OFF}RINTER, {RVS}O
{OFF} THER" = trem 29
GETAS$:IFAS=""THEN160 :rem 81
DV=-(A$="T")=-3*(AS="S")=-4*(AS="P")-8*
(AS="D"):SA=7 trem 153
IFDV=@THENINPUT"DEVICE NUMBER";DV:INP
UT"SECONDARY ADDRESS";SA trem 11
PRINT"{2 DOWN}WHICH CONVERSION:"

- irem 192
PRINT" {DOWN}1) SPEEDSCRIPT TO COMMODO
RE ASCII" i = :rem 197
PRINT" [DOWN}2) SPEEDSCRIPT TO TRUE AS
cII" T 3 Trem 98
PRINT" (DOWN}3) COMMODORE ASCII TO SPE
EDSCRIPT" = trem 201

GETPS : IFP$<"1"ORPS$>"3"THEN23@:rem 101
ADR=828+VAL(PS)*3-3 :rem 220
OPEN15,8,15,"I8":REM REMOVE ,"I@" IF

{SPACE}YOU'VE CHANGED THE DRIVE'S SPE
ED :rem 97
OPEN1,8,3,I$:INPUT#15,EN,EMS:FS$=I$:IF
EN=@THEN290 t:rem 44
PRINT" {DOWN}DISK ERROR FOR ";FS$:PRINT
EMS = :rem 185
PRINT"{3 DOWN}RUN{3 UP}":CLOSEl:CLOSE
2:CLOSE15:END srem 48

IFDV<>B8THENOPEN2, DV, SA, 0$:GOTO380
s:rem 60
EXS$=",S,W":IFPS="3"THENEXS$=",P,W"
:rem 56
OPEN2,DV,SA,"@:"+0S+EXS: INPUT#15,EN,E
MS:FS$=08 srem 42
IFEN=@THEN380 :rem 238
IFEN<>63THEN270 srem 99

IFEN=63THENPRINT" {DOWN}";0S$;" EXISTS.

.. REPLACE? {RVS}Y{OFF}/{RVS]IN{OFF}:"

= W “:irem 26
GETAS:IFAS<>"Y"ANDAS <> "N"THEN350

t:rem 45

IFAS="N"THEN27@ trem 36

PRINT#15, "S@:"+0S5:CLOSE2:G0OT031@

srem 100
SYS(ADR) : IF(PEEK(144)AND64 ) THENPRINT"
{DOWN]}DONE. " :GOT0O28@ :rem 26
PRINT“T/O ERROR DURING CONVERSION.":I
NPUT#15,EN,EMS: IFEN<>@THEN27@:rem 253
GOTO280 srem 103

FORI=B28T01001 : READA: POKEI,A:CK=CK+A:
NEXT: IFCK=21584THENRETURN :rem 222

420 PRINT"{RVS}ERROR IN DATA STATEMENTS."

:END :rem 251
430 DATA 076,069,003,076,122,083 :rem 33
440 DATA 076,174,003,032,225,255 :rem 36
450 DATA 240,018,032,216,003,032 :irem 20
460 DATA ©95,003,032,183,255,872 :rem 39
47@ DATA ©32,224,003,104,041,064 :rem 21
480 DATA 240,233,0876,204,255,133 :rem 38
499 DATA 251,041,064,010,005,251 :rem 24
500 DATA ©41,191,133,251,041,832 :rem 20
519 DATA ©73,032,010,005,251,201 :rem 12
520 DATA @95,208,002,169,013,133 :rem 34
530 DATA 251,096,032,225,255,240 :rem 37
540 DATA 221,032,216,003,032,095 :rem 24
550 DATA ©03,041,127,201,065,144 :rem 25
560 DATA @18,201,991,176,014,170 :rem 34
570 DATA 165,251,941,128,8673,128 :rem 43
580 DATA @74,074,133,251,138,005 :rem 41
590 DATA 251,133,251,032,183,255 :rem 40
600 DATA ©072,932,224,003,104,041 :rem 15
610 DATA ©64,240,207,076,204,255 :rem 37
620 DATA ©032,225,255,240,169,032 :rem 35
630 DATA 216,003,201,0813,208,002 :rem 14
640 DATA 169,031,072,041,128,074 :rem 40
650 DATA 133,251,104,041,063,005 :rem 24
66@ DATA 251,133,251,032,183,255 :rem 38
670 DATA ©72,032,224,003,104,041 :rem 22
680 DATA 064,240,217,076,204,255 :rem 45
690 DATA 162,001,032,198,255,876 :rem 47
700 DATA 207,255,162,002,032,201 :rem 21
716 DATA 255,165,251,0876,210,255 :rem 42

Props

(Article on page 50.)

1

2

> W

v wu;

19
11
12
13
14

20
21

22
23
24

50

GOSUB1@0@0 :GOSUBBY :GOSUB5@:SYS49152

srem 241
POKEW1,17:8YS494@8:C=PEEK(CX) : IFCTHEND=
PEEK(SP+A(C)) :GOSUR1@ trem 122
IFPEEK(HM) THENGOSUB28@ trem 222
FORJ=RTO20~DL:NEXT:BZ=BZ+R:IFBZ=MXTHENB

Z=, :GOSUBS@ srem 247

IFSK>NTHENGOSUB7 srem 212

POKEH1, (PEEK(251)/5+9) : POKEWl, 16:GOTO2
t:rem 90

KL=KL+R: IFKL>NTHENKL=. : POKEFAST, INT ( RND

(R)*M) : POKEB45, (.) :rem 238

IFRND(R)>PTHENPOKEFAST,V: POKEB45, (.)
t:rem 159

RETURN srem 25

POKEBD,2:FORJ=RTO4@:POKESP+A(C),D:POKE
W1l,129:5YS496@8:POKEW]1, 128 :NEXT: rem 31
SC=SC-SK:IFSC<RTHENSC=. srem 179
POKEBD, . : POKECX, . : RETURN srem 234
REM LINES 7-9 = 'VARY SPEED' RTN
:rem 146
REM LINES 1@-12 = 'HIT PROP' RTN
:rem 90
REM*** 'HOME' :rem 59
SC=SC+SK+3:IFSC>199THENGOSUB7@ : GOSUBS8®
s:rem 107
POKESP+21,0:PRINTSCS"E63SCORE: "SC
srem 202

FORJ=100TOLSTEP-2:5YS49608: POKEWl, 21:P
OKEH1,J:POKEW1, 20 : NEXT srem 231
PRINTSC$"{13 SPACES]":POKEHM,G:POKECX,
] trem 171

REM* * % :rem 48

'NEW COOP'
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51

52
53

54
DS

56
57
58
59
60
70
71
72

73

POKESP+21,0:POKEW3, 21 : POKEH3, PEEK (251)
:PRINTSCS" { YEL}JNEW COOP":PRINT" { HOME}

Ee3"; :rem 50
FORJ=1T024:PRINT" {RIGHT}Z{36 RIGHT}Z":
NEXT B :rem 120
PRINT" {RIGHT}Z{36 RIGHT}Z{HOME}":POKEW
1,16:POKEW3, 20 i :rem 54
IFHF=@THENHF=1:GOTO58 srem 254

HF=@:J=1062:FS=4@* (INT(RND(1)*25))

:rem 17
HI=INT((FS+J)/256):LO=(FS+J)~-(HI*256):
POKE843,L0: POKE844,HI :rem 124
SYS49615: POKEJ+FS+L1,13: PRINTSCS"
(186 SPACES}":POKESP+21,255:G0SUB1@0@:RE
TURN trem 172
J=1025:FS=40* (INT(RND(1)*25)) :rem 222
HI=INT((FS+J)/256) :LO=(FS+J)=(HI*256):
POKE843,L0: POKE844 ,HI s:rem 127
SYS49615: POKEJ+FS+L1,10: PRINTSCS"
{10 SPACES}":POKESP+21,255:GOSUB130 :RE
TURN s:rem 166
REM** NEXT LEVEL :rem 86
PRINTCHRS$ (142) : FORIJ=1TO50@ : NEXT: PRINTC
HRS(14) : POKESP+21,0: POKEW2,21 :rem 93
POKEW1, 20 : POKEFV,3 :FORK=5T0Ol115STEP2:P
OKEW3, 21 : POKEBD, K: POKE646 ,K :rem O
POKEH1 ,K*1.4:PRINTSCS"NEXT LEVEL?":POK
EH3,K/4:5YS4960@8:POKEW3, 20 : NEXT

srem 253
POKEW1l, 20 : POKEFV, 66 : FORIJ=1T0350@ : NEXT:
POKEH3, 100 : POKEBD, @: POKEW2,129: RETURN

:rem 202
REM*** PICK SKILL LEVEL trem 232
POKESP+21,@:POKEFNA(@),32:KZ=@:rem 193
PRINTSCS"{YEL}{3 LEFT}PICK SKILL LEVEL

srem 136
PRINTSCS"E83{2 DOWN}[RIGHT}(1 - 6)"

:rem 181
GOSUB2@@ :rem 126
IFKZ<>1THENSYS49608:GOT0O84 :rem 100

86 PRINTSCS"{3 LEFT}{16 SPACES}" :rem 208
87 PRINTSCS"{2 DOWN]}{1l1 SPACES}" :rem 28
88 SC=0:RETURN :rem 141
10@ REM*** PAUSE ROUTINE :rem 151
181 IFFNB(.)THENRETURN :rem 133
102 POKEBD,13:PRINTSCS"{RVS}{YEL} PAUSING
(OFF}"scs"EBI (2 DOWN]}SCORE:"SC
srem 253
103 PRINTSCS"{4 DOWN}FIRE=PLAY"SCS"
{6 DOWN}ZERO=QUIT" srem 32
184 FORJ=1TO150@:NEXT:POKEBD, 0 :rem 97
105 SYS49608:5S=S+1:IFINT(S/43)=S/43THENPO
KEW3, 20 : POKEH3, PEEK(SP+1) : POKEW3, 21
:rem 170
146 IFFNB(.)=.THEN110 :rem 167
187 GOSUB22@ :rem 170
198 IFSK>5THENGOSUB7 :rem 31
189 GOTO1l@5 :rem 105
110 PRINTSCS"{12 SPACES}"sSc$"{2 DOwWN}
{1¢0 SPACES}"sc$"{4 DOWN}{9 SPACES}"
srem 127
111 PRINTSCS"{6 DOWN}{9 SPACES}" :rem 132
112 POKEW3, 2@ :POKEBD, 2:POKEBD, 5: POKESP+31
,0: POKEBD, 7: POKEBD, 3: POKEBD, @ : RETURN
s:rem 116
20@ REM*** SKILL :rem 115
201 G=PEEK(197) :rem 46
2@3 IFG=35THEN3@8 :rem 21@
204 IFG=56THENSK=1:DL=1:POKEFAST,1:POKERO

142

T,4: POKES829,0: POKE845,@:KZ=1: RETURN
:rem 110
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205

206

207

208

209

210

301

302

303

304

305

10008
19001
1092
1004
1006
1008
1912
1014
1016
1418
1020
1822
1024
1025
1026
1028
1030
1032
1034
1036
1838
1040

1642

IFG=59THENSK=2 : DL=5 : POKEFAST, 2 : POKERO
T,3:POKE829,0:POKE845,3:KZ=1: RETURN
:rem 119
IFG=8THENSK=3:DL=10: POKEFAST, 3: POKERO
T,2:POKE829, 0:POKEB45,d:KZ=1 : RETURN
trem 111
IFG=11THENSK=4:DL=15:POKEFAST,4:POKER
OT,1:POKE829,@:POKEB845,0:KZ=1: RETURN
trem 160
IFG=16THENSK=5:DL=19: POKEFAST, 5: POKER
OT, @ :POKE829, @ : POKES845, @:KZ=1: RETURN
srem 171
IFG=19THENSK=6:DL=19: POKEFAST, 6 : POKER
OT,@:POKE8B29,0: POKEB45,0:KZ=1:RETURN

trem 177
RETURN trem 115
REM*** QUIT trem 56

POKE49221,2: POKE49228,@: POKE829, 3: POK
EB845,0:POKE646, 7 :rem 43
FORJ=SP+1TOSP+15STEP2: POKEJ, 123 :NEXT:

POKE214, 24 :PRINT:FORJ=1T024 :rem 112
PRINT: FORK=1TO20 : NEXTK, J: POKEW3, 20
:rem 189
POKEW3,21:PRINTSCS"BYE BYE . . .":FOR
J=1T02400 :NEXT: POKESP+21,0 t:rem 159

FORJ=L1TOVM+3:POKEJ, 3:NEXT:5SYS64738
:rem 244
REM*** INITIALIZE srem 21
REM**ML RTNS: SPRITEMOVE=49152:BIRDM
OVE=49408 : FLAPWING=49608 : PUTMATE=496
15 trem 182
POKE54296,47: POKE54295,66 :POKE53272
, 21 :POKE53281,0:BD=53280: POKEBD, @
:rem 178

GOSUB1lP@P@ :GOSUBL2000 : FAST=49221 : ROT
=49228:R=1:N=5:M=7:P=(.98):V=28:MX=2
(514} :rem 138
REM*** SET UP SPRITES :rem 228
POKES53275,255:5P=53248:CX=SP+31 : POKE
CX,9 :rem 138
FORJ=2040T02047 : POKEJ, 221 : NEXT

:rem B85

B=80 : FORJ=SP+1TOSP+15STEP2: POKEJ,B:B
=B+2@ : NEXT :rem 187
POKESP+23,@: POKESP+29, 24 :rem 186

POKESP, 40 : POKESP+2, 70 : POKESP+4,100:P
OKESP+6, 130 : POKESP+8, 188: POKESP+1@, 2
45 trem 24
POKESP+12,20: POKESP+14,48: POKESP+16,
192 :rem 75
POKESP+39, 7: POKESP+4@, 3: POKESP+41,4:
POKESP+42,13 :rem 180

POKESP+43, 7: POKESP+44, 3: POKESP+45,13
: POKESP+46,4 :rem 189
REM ML VARBLS, ETC IN CASET BUFR
srem 77
POKEB28,221:REM START SPRITE PNTRS
:rem 117
POKE829,1:REM SPRITE ROTATE COUNTR
:rem 153
POKES839,40: POKE831,0:REM LINE VAL
:rem 168
POKE832,@d:REM R/L JYSTK FLAG:rem 136
POKEB833,0:REM U/D JYSTK FLAG:rem 134
POKE834,91:REM BIRD CHAR VAL:rem 110
POKEB835,1:POKE836,4:REM UP LIMIT
:rem 164
POKE837,230:POKEB838,6:REM DN LIMIT
trem 244
POKEB41,1:REM SPRITE MOVE COUNTR
s:rem 247
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1944 HM=842:POKEHM,®:REM 'HOME' FLAG {OFF}E*3{RVS} (8 SPACES}{OFF}£"
:rem 66 Tirem 4
1946 POKEB43,95:POKE844,5:REM MATE'S FIRS 1@@16 PRINT"{17 RIGHT}E*3[RVS]}
T LOCATION :rem 61 {3 SPACES}{OFF}£" trem 226
1948 POKE251,144:POKE252,4:REM FIRST BIRD 18017 PRINT"{19 RIGHTT{RVS} {OFF}"
LOCATION - ZERO PAGE :rem 101 :rem 149
1949 POKEB45,@:REM FILTER CUT COUNTR 10018 PRINT"{18 RIGHT}[RVS}£ E*3"
:rem 165 irem 111
1950 DIMA(129):A(1)=1:A(2)=3:A(4)=5:A(8)= 10019 PRINT"{18 RIGHT}{RVS}{3 SPACES}
7:A(16)=9:A(32)=11:A(64)=13:A(128)=1 {OFF}" :rem 122
5 srem 235 10620 PRINT"{17 RIGHT}{RVS}£ P E*3"
1652 HF=0:BZ=0 ' :rem 6 :rem 155
1954 DEFFNA(X)=((PEEK(252)*256)+PEEK(251) 1g@g21 PRINT"{17 RIGHT}{RVS}{2 SPACES]}R
) :rem 5 {2 SPACES}" trem 22
1056 DEFFNB(X)=(PEEK(56320)AND16) :rem 88 1gg22 PRINT"{17 RIGHT}{RVS}{2 SPACES}O
1058 sc$="{HOME} (15 RIGHT}{1@ DOWN}" {2 sPACES}" trem 28
srem 121 19923 PRINT"{17 RIGHT}{RVS}{2 SPACES}P
1063 REM*** SOUND VRBLS trem 59 {2 SPACES}" trem 22
1064 L1=54272:H1=L1+41:Wl=L1+4:W2=L1+11 19624 PRINT"{17 RIGHT}{RVS}{2 SPACES]}S
:rem 55 {2 SPACES}" :rem 26
1068 L3=L1+14:H3=L1+15:W3=L1+18 :rem 170 16@25 PRINT"{17 RIGHT}E*3{RVS)
1070 FH=L1+422:FV=L1423:VM=L1424 :rem 231 {3 SPACES]} {OFF}£&" trem 226
1074 REM*** SETUP SOUNDS srem 155 16826 PRINT"{18 RIGHTJE*3{RVS} (OFF}£
1076 POKEL1+5,64:POKEL1+12,15:POKEL1+19,1 {HOME} {CYN}READING{2 DOWN}{3 LEFT}D
2 :rem 128 ATA..." irem 73
1978 POKEL1+7,255:POKEL1+8,255 :rem 183 19027 Q$="{28 RIGHT)}":POKE214,19:PRINT
1982 POKEL1+6,0:POKEL1+13,240:POKEL1+20,1 :rem 121
2 irem 169 10@28 PRINTQ$"JOYSTICK":PRINTQS"{2 DOWN]}
1984 POKEFH, 90 :rem 31 {2 RIGHT}IN PORT 2" srem 155
1108 GOSUB110@0 :rem 52 19999 RETURN :rem 236
30080 REM*** DRAW COOPS t:rem 215 11000 REM*** INSTRUCTIONS t:rem 9
3004 FORJ=1984TO1024STEP-40:POKEJ+L1,10:P 11002 PRINT"{CLR}":POKE53272, 31 :rem 84
OKEJ, 90 : POKEJ+L1+1,10: POKEJ+1, 90 11094 RS$="{4 RIGHT}" trem 97
:rem 90 11006 PRINT"K63{4 RIGHT}ZZZZZZZZZZZZZZ%
3996 POKEJ+L1+38,10:POKEJ+38,90:POKEJ+L1+ 7%222222222222" trem 136
39,1@:POKEJ+39, 90 : NEXT :rem 194 11087 PRINT"{4 RIGHT}ZZ{25 RIGHT}zz"
3008 FORJ=1@24TO1984STEP40:POKEJ+L1,13:PO =Tp Trem 123
KEJ+L1+1,13:POKEJ+L1+38,13 :rem 204 11008 PRINTRS"ZZ{YEL)} YOU ARE A PIGEON
3018 POKEJ+L1+39,13:NEXT:RETURN :rem 159 {WHT}X{YEL] LOST E6322" :rem 245
1008@ REM*** TITLE :rem 213 11010 PRINTRS$"ZZ{YEL} IN A DANGEROUS SKY
10081 PRINT"{CLR}E63"CHRS(142); :rem 19 {SPACE}FULL E63z2" srem 131
10062 PRINT"{18 RIGHT}{RVS}£ E*3I" 11012 PRINTR$"ZZ{YEL} OF WHIRLING PROPELL
75 irem 104 ERS. E63ZZ" trem 10
10083 PRINT"{17 RIGHT}{RVS}£{3 SPACES} 11613 PRINT"{4 RIGHT}ZZ{25 RIGHT}zz"
gx3" i :rem 76 7 Trem 120
10084 PRINT"{17 RIGHT}{RVS}{2 SPACES}P 11614 PRINTRS$"ZZ{CYN} BACK AT THE COOP, Y
[2 SPACES]" srem 21 OUR{2 SPACES}E63zZ" srem 17
10935 PRINT"{17 RIGHT}[RVS}{2 SPACES]}R 11916 PRINTRS"ZZ{CYN} MATE WAITS FAITHFUL
[2 SPACES}" :rem 24 LY-- E33XE63z" trem 245
19006 PRINT"{17 RIGHT}{RVS}{2 SPACES}O 11617 PRINT"{4 RIGHT)}2zZ{25 RIGHT}22"
{2 sPACES}" :rem 22 Trem 124
186987 PRINT"{17 RIGHT}{RVS}{2 SPACES}P 11918 PRINTRS"ZZE33 WATCH OUT FOR THE P
{2 sSPACEsS}" :rem 24 ROPS E63ZZ" :rem 164
10008 PRINT"{17 RIGHT}E*3{RVS} S {[OFF} 11920 PRINTRS$S"ZZE33 WHILE YOU FLY FOR H
£ irem 54 OME. E63ZZ" . irem 113
19009 PRINT" ({18 RIGHT)}{RVS}{3 SPACES} 11@21 PRINT"{4 RIGHT}ZZ{25 RIGHT}zZ"
{oFF}" :rem 121 S Trem 119
18019 PRINT"{18 RIGHT}E*3{RVS} {OFF}£" 11922 PRINTRS"ZZ{YEL) HIT FIRE BUTTON DUR
. :rem 249 ING{2 SPACES}E63z2" :rem 140
19011 PRINT"{19 RIGHT}{RVS} (OFF}" 11624 PRINTR$"ZZ{YEL)} SCORE DISPLAY TO PA
srem 143 USE, Ek63zZz" :rem 189
19912 PRINT"{17 RIGHT}{RVS}£(3 SPACES] 11926 PRINTRS$S"ZZ{YEL) OR CHANGE SKILL LEV
Ex3" 5 :rem 76 EL.{2 SPACES}E63zz" irem 76
10@13 PRINT"{6 RIGHT}(RVS}£{8 SPACES} 11027 PRINT"{4 RIGHT)}ZZ[25 RIGHT}zZ"
E*3[RIGHT)} UCI (RIGHT]}£ g Trem 125
{8 SPACES}E*I™ v :rem 49 11828 PRINTRS"ZZ{CYN} HIT ZERO KEY DURING
10014 PRINT"{6 RIGHT}{RVS}{2 SPACES}PROPS ANY E63ZZ" :rem 162
{5 SPACES}- -{5 SPACES}PROPS 11030 PRINTRS$"ZZ{CYN} PAUSE TO{2 SPACES}Q
(2 SPACES}™ — irem 105 UIT PLAYING. E6322" :rem 130
10015 PRINT"{6 RIGHT}EK*3(RVS}{8 SPACES} 11032 PRINT"{4 RIGHT}2Z[25 RIGHT}Z2z"

Trem 121
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11838
11049
11042
11044
11050
11952
11854
110856
110858

12000
12001

12287

12288

12289

12290

12351

12352

12353

12354

12415

12416

12417

12418
12479

12480

12481
12482
12580
49000
49151
49152
49158
49164

49170

PRINTR$"ZZ{YEL} PRESS FIRE BUTTON N
OW{3 SPACES]}E63zZz" trem 102
PRINTR$"ZZ{YEL} TO CHOOSE SKILL
{2 SPACESTLEVEL. E632ZZ" :rem 101
PRINT"{4 RIGHT}ZZ{25 RIGHT}2z2"
trem 122
PRINT"{4 RIGHT}222222Z222222222Z2%%
222222222" trem 241
POKEW3, 16: POKEH3, 1 : POKEL3, 9@ : POKEW2
129 :rem 187
SYS49608: POKEFH, PEEK(VM+3) /2 : IFFNB(
@)THEN11052 :rem 7@
PRINT" {HOME}"CHRS$(142) : FORJ=1T0200:
NEXT:PRINTCHRS (14) :rem 205
PRINT"{CLR}":POKEW3,20:5Y549920 : REM
WHITE COL MEMORY trem 121
POKEB43,254: POKEB44, 3: POKE251,220:P
OKEFH, 2 : RETURN :rem 44
REM** SPRITE SHAPE DATA srem 141
IFPEEK (14081 )=8ANDPEEK(15865)=195TH
ENRETURN :rem 161
CK=@:FORJ=14080T014142: READQ: CK=CK+
Q:POKEJ, Q:NEXT irem 162
DATA 0,8,0,0,24,0,0,56,0,0,56,8,0,5
6,0,0,24,0,0,16,90,98,16,0,8,0,0
:rem 58
DATA 0,24,0,0,60,0,0,24,0,0,0,0,0,8
,0,6,8,08,0,24,0,0,28,0,0,28,0,0,28
:rem 246
DATA 0,0,24,0,0,16,0 sirem 221
FORJ=14144T014206 :READQ: CK=CK+Q : POK
EJ,Q:NEXT irem 193
DATA ©0,0,90,16,0,0,28,0,0,14,0,0,15,
9,0,7,128,6,3,128,0,1,192,0,0,128
srem 215
DATA ©,0,24,0,0,60,0,0,24,0,0,2,9,0
,3,128,6,1,192,0,1,224,0,0,240,0,0
s:rem 238
DATA 112,0,9,56,0,0,8,0,0,0 :rem 44
FORJ=14208T014270 : READQ : CK=CK+Q: POK
EJ,Q:NEXT t:rem 106
DATA ©¢,0,9,0,0,0,0,0,0,0,0,0,0,0,0,
¢9,0,0,0,0,0,0,0,0,0 :rem 232
DATA @, ©,124,24, 62,255,189,255,12
4,24, 62, 0,0, 0,0,0,0,0,0,0,9,9,0
s:rem 37
DATR 930;6,830,G,B;g;gfepglglg!glg
:rem 82
FORJ=14272T014334:READQ: CK=CK+Q:POK
EJ,Q:NEXT :rem 118
DATA ©0,0,0,0,0,8,0,0,56,90,0,112,0,0
,240,0,1,224,64,1,192,0,3,128,0,2
:rem 152
DATA ©0,0,24,0,0,60,0,90,24,0,0,64,0,
1,192,9,3,128,0,7,128,8,15 :rem 145
DATA ©,0,14,0,0,28,0,0,16,0,0,9,0,0
trem 157
IFCK<>5@53THENPRINT" {3 DOWN}ERROR I
N DATA LINES 120@0-12482":END
tsrem 119
REM*** POKE PROPMOVE RTN :rem 250
CJ=@:FORJ=49152T049310 : READQ : CK=CK+
Q: POKEJ, Q:NEXT trem 174
DATA 120, 173, 234
srem 235
20
srem 253
21, 3
:rem 153
141
s:rem 11

2003, 2010

DATA 208, 13, 169, 33, 141,

DATA 3, 169, 192, 141,

DATA 76, 31, 192, 169, 49,
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49176

49182
49188

49194
49200
49206
49212
49218
49224

49230
49236

49242
49248
49254
49260
49266

49272
49278

49284
49290

49296
49302

49308
49350

49400
494087
49408
49414

49420

49426
49432

49438

49444
49450

49456
49462
49468

49474

49480

DATA 20, 3, 169, 234, 141, 21

trem 208
DATA 3, 88, 96, 169, @, l4l:rem 118
DATA 73, 3, 238, 1, 288, 206

:rem 161
DATA 3, 208, 238, 5, 208, 206

:rem 210
DATA 7, 208, 238, 9, 208, 206

s:rem 206
DATA 11, 268, 238, 13, 208, 206

:rem 42
DATA 15, 2808, 238, 73, 3, 173

:rem 205
DATA 73; 3, 201, 2, 2088, 222

:rem 144
DATA 173, 61, 3, 2¢1, 5, 246

srem 142
DATA 6, 238, 61, 3, 76, 49 :rem 63
DATA 234, 173, 69, 3, 201, 224

:rem 246
DATA 208, 5, 169, 220, 141, 6@

:rem 250
DATA 3, 141, 248, 7, 141, 249

:rem 212
DATA 7, 141, 258, 7, 141, 251

:rem 199
DATA 7,0 141, 252070 141, 0253

:rem 200
DATA 7, 141, 254, 7, 141, 255

:rem 214@
DATA 7, 238, 6@, 3, 169, @ :rem 59
DATA 141, 61, 3, 173, 69, 192

:rem 218
DATA 10, 16, 1@, 1@, 1@, 141

:rem 124
DATA 78, 3, 24, 173, 77, 3 :rem 66
DATA 1@9, 78, 3, 141, 77, 3:rem 119
DATA 141, 22, 212, 206, 8, 212

:rem 236
DATA 76, 49, 234 srem 237
IFCK<>22679THENPRINT" {3 DOWN}ERROR

[SPACE}IN DATA LINES 49600-493@08":E

ND

REM*** POKE BIRDMOVE RTN

srem 210
trem 222

CK=@:FORJ=49408T049643 : READQ : CK=CK+

Q: POKEJ, Q:NEXT

DATA 164@,
DATA 165,

DATA 133,

DATA
DATA

2,
176,
DATA 202,

DATA
DATA

142,
173,

DATA 18,
DATA 116,

DATA 198,
DATA 193,

DATA 254,

74,

trem 192
251

:rem 253
165, 252
:rem 158
162
:rem 35

11@

g, 169, 32, 145,

251,001 33, 82535

254, 173, @, 224,

176,
200,

1,
74,

136, 74:rem
176, 1
trem
74
srem
3:rem
240
srem
76
:rem 208
208, 2
:rem 54
73
:rem 85
230
:rem 47
201
:rem 45

1,
151
74, 176, 1, 232,
210
64, 1a2

64,

3,
3,

140,
201,

65,
1,
142

201, 255, 249, 3,

193, 165, 253,

254, 198, 253, 76,

239, 253, 208, 2,

le@, @&, 177, 253,
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49486
49492
49498
49504

49510
49516

49522
49528
49534
49549
49546
49552
49558
49564
49570
49576
49582
49588

49594
49600

49606
49612
49618
49624
49630
49636
49642
49650
49662
49663
49664
49672
49680
49688
49696
49700

49918

193
trem 171
198
s:rem 3
251, 165
:rem 166
116, 193
:rem 1@5
96:rem 109
165, 252
:rem 153
201
srem
240
irem
162, @
:rem
254
:rem 59
49, 208
srem 1@7
205, 67
t:rem 56
68, 3
trem 172
38
irem 6
208, 2
:rem 195
224, 40, 208
:rem 98
69
:rem 63
T8, 3
s;rem 168
8:rem 112
165, 254
:rem 149
66
srem 253
75803
srem 155
133
:rem 5
253
:rem 8
66
trem 209
66
:rem 176
DATA 3, 96 trem 241
IFCK<>3316@THENPRINT" {3 DOWN}ERROR
(SPACE}IN DATA LINES 49400-49642":E
ND srem 205
REM*** POKE COPYCHAR RTN srem 233
CK=@:FORJ=49664T049704 : READQ : CK=CK+
Q: POKEJ, Q:NEXT :rem 198
DATA 169,0,133,4,169,208,133,5
srem 252
169,0,133,6,169,56,133,7
:rem 208
DATA 162,0,160,8,177,4,145,6
trem 140
208,192,255,2088,247,230,5,230
irem 193
7,232,224,16,208,236,160,0,96
:rem 196
IFCK<>4894THENPRINT"{3 DOWN}ERROR I
N DATA LINES 49662-49696":END
srem 184
:rem 244

bATA 32, 208, 3, 76, 91,

DATA 201, 99, 208, 14, 76,

DATA 193, 165, 253, 133,

DATA 254, 133, 252, 76,

DATA 169, 1,
DATA 165, 251,

141,
133,

74, 3,
253,

DATA 133, 254, 173, 65, 3,

250

DATA 1, 240, 39, 201, 255,

250

DATA 3, 76, 208, 193,

151

DATA 165, 253, 208, 2, 198,

DATA 198, 253, 232, 224,

DATA 243, 24, 165, 253,

DATA 3, 165, 254, 237,

DATA 176, 34, 240, 32, 144,

DATA 162, @, 238, 253,

DATA 238, 254, 232,

DATA 245, 24, 165, 253, 205,

DATA 3, 165, 254, 237,

DATA
DATA

144, 4, 249, 2,
165525351333

176,
251,

DATA 133, 252, 1608, @, 173,

DATA 3, 145, 251, 173,

DATASI33, 253, 173 76,3,

DATA 254, 173, 66, 3, 145,

DATA 201, 96, 240, 4, 238,

DATA 3, 96, 169, 91, 141,

DATA

DATA

DATA

REM*** POKE WHITEMEM RTN

49919
Q:POKEJ, Q:NEXT

DATA 162, @, 169,
DATA 216, 157, @,

49920
49926
49932 a,

DATA 218, 157,

49938 96

49950

DATA 241,

CK=0@:FORJ=49920T049939 : READQ : CK=CK+

srem 207

1, 157, @:rem 101

27000575 &

:rem 209
208
:rem 54
trem 93

219, 232,

IFCK<>26@7THENPRINT" {3 DOWN}ERROR I

N DATA LINES 49918-49938":END

62000
62002
EEK(1)AND251
62004 S5YS49664
62006
34)0R1

62400

62500
Q: POKEJ,Q:NEXT
62501
62502
EJ,Q:NEXT
62503
62504
EJ,Q:NEXT
62585
62506
EJ,Q:NEXT
62587
62508
EJ, Q:NEXT
62509
62510
EJ,Q:NEXT
62511

62512
EJ, Q:NEXT
DATA 255,
5

62513 64,

62600

DATA ©,195,102,60,24,0,0,0
FORJ=15872T015879 : READQ : CK=CK+Q: POK

DATA 0,0,195,126,24,0,0,0
FORJ=15080T015087 : READQ : CK=CK+Q : POK

DATA ©,@,66,255,153,0,0,0
FORJ=15@88T015095 : READQ : CK=CK+Q : POK

DATA ©6,9,0,90,255,129,0,0
FORJ=15@096T0151@3 : READQ : CK=CK+Q: POK

DATA 9,0,0,24,126,195,0,0
FORJ=15104T015111 : READQ : CK=CK+Q : POK

24,

:rem 184

REM* COPY CHAR SET TO 14336:rem 239
POKE56334, PEEK (56334 )AND254 : POKEL , P

trem 27
:rem 8

POKEl, PEEK(1)OR4:POKE56334,PEEK(563

:rem 237

REM** POKE NEW CHARACTER DATA **

srem 72

CK=@:FORJ=15064T015@71 : READQ : CK=CK+

:rem 160
:rem 1@

srem 116
trem 220

:rem 116
:rem 225

trem 125
trem 227

sirem 116
trem 226

:rem 98

DATA ©,0,0,24,60,102,195,129

irem 119

FORJ=15056T015@63 : READQ : CK=CK+Q: POK

irem 112
24, 60,25
srem 235

24, 24,

IFCK<>3255THENPRINT" {3 DOWN}ERROR I

N DATA LINES 620@0-62513":END

63000 RETURN

SuperSprite

(Article on page 64.)

:rem 132
trem 217

To Type

the Program Listings.

BEFORE TYPING...
Before tyging in programs, please refer to “How
OMPUTE!s Gazette Programs,” A
Beﬁinner's Guide To Typing In Programs,” and
“The Automatic Proofreader” that appear before

18 REMA: :rem 192
20 : trem 156
21 REM{9 SPACES]LIST OF VARIABLES:rem 177
22 REM SP SPRITE PAGE srem 223
23 REM V{2 SPACES}BASE OF VIDEO CHIP

:rem 234
24 REM C{2 SPACES}BASE OF COLOR RAM

:rem 156
25 REM SD BASE OF SOUND CHIP :rem 63
26 REM S{2 SPACES}BASE OF SCREEN :rem 15
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27
28

29
30
31
32
33
34

35
36

37

38
39

40

41
42

43
44
45
46
47
48
49
50

51
52

53

54

55

56
100

110
120
130
140
150
160

170
180

190
209

210
220

230
146

REM{ 2
RINGS
REM{2

REM{2

REM
REM

HS
CH

BYTE TO SAVE HIGH SCORE:rem 138
KERNAL PRINT ROUTINE (CHROUT)
srem 111
IMAGE OF ACCUMULATOR REGISTER
:rem 127
BEST SCORE YET AT RUNTIME
srem 49
SCREEN BASE AND CHAR SET
:rem 140
:rem 36
:rem 5

REM AR

REM BS

REM 2S OLD
REM
REM

REM

Zc
ZE
ZR

OLD
OLD
OLD

BACKGROUND COLOR
BORDER COLOR
VALUE OF REPEAT FLAG
:rem 195
trem 221
LOOP
srem 221
REM I AND J{2 SPACES}FOR-NEXT INDICES
t:rem 6
REM U, U2 AND US WORKHORSES :rem 186
REM T1-T9{2 SPACES]}CONSTANTS IN GAME L
O0P :rem 55
REM B$ GAME SCREEN BUILDING BLOCK
:rem 65
REM TS 16 SPACE INDENT :rem 86
REM W{2 SPACES}EITHER V OR V+1 (SPRITE
POS.) :rem 83
REM PS PART-SCORE (ONE TURN) :rem 74
REM TS TOTAL SCORE SO FAR :rem 118
REM FQ QUIT FLAG, SET BY PRESSING *
:rem 137
: :rem 164
REM{9 SPACES}SUBROUTINES trem 178
REM{2 SPACES}108@ ONE TURN OF THE GAME
:rem 204
PRINT GAME SCREEN
srem 122
EXIT (OR PLAY AGAIN)
:rem 206
BUILD SPRITE :rem 85
INSTRUCTIONS DATA ST
srem 9
PRINT INSTRUCTIONS
:rem 84
FLY SPRITE AHEAD OF
trem 124
WAIT TO RESUME GAME
trem 217
: trem 165
REM SEED RANDOM NUMBER GENERATOR, DIS
ABLE CHARACTER SET SHIFTS srem 49
U=RND(-TI):POKE657,128 trem 245
REM SAVE OLD ENVIRONMENT, BUILD NEW O
NE, BUILD SPRITE, PRINT INSTRUCTIONS
:rem 35
SP=13:V=53248 srem 171
POKE2041 ,PEEK(V+24) : POKEV+24, 22
s:rem 244
POKE20342,PEEK(V+32) : POKEV+32,7
s:rem 199
POKE2@43,PEEK(V+33) : POKEV+33,7
trem 203
srem 56

REM
REM

ZL
GL

OLD PRINT COLOR
TURN NUMBER IN GAME

REM{2 SPACES}2000

REM{2 SPACES}3000

SPACES } 4000
SPACES } 5000

REM[ 2

SPACES } 6000

SPACES } 7000
{SPACE} INSTR.
REM{2 SPACES)}8000

POKE2@44 ,PEEK(646) : POKE646,0
POKE2@45,PEEK(650) : POKE650,128

srem 155
PRINT" {CLR}" :GOSUB400@ :rem 124
GOSUB6@@@ : PRINT" {CLR]} " : POKEV+24, 20

:rem 84
DEFFNSC(U)=INT(U+U*GL/1@) :rem 205
FORI=1TO16:T$=TS$+" {RIGHT} " :NEXTI

s:rem 241
BS="[3 DOWN}"+CHRS$(13)+"{RVS]":FORI=0
COMPUTE!'s Gazelte May 1984

2409
2508
270
280
290
300
310
320
330
340
3506
360
378
380
390

400
410

420
430
440
450
460
479
480
490

500

510
520
530
548
550@
560
570

580

590

600
61@
620
630

640

TO39:BS=BS$+" ":NEXTI srem 107
V=53248:C=55296:5=1024:5D=54272

:rem 151
HS=PEEK(43)+4+PEEK(44)*256+5 :rem 124
T1=135:T2=255:T3=230:T4=133 :rem 181
T5=5:T6=9:T7=.992:T8=42:T9=32:rem 116
BS=PEEK(HS) :CH=65508:AR=780 :rem 48
REM INITIALIZE CURSORS, PRINT GAME SC
REEN :rem 53
E(1)=1269:E(2)=1475:E(3)=1682:E(4)=18
88 :rem 164
POKEV+21,@:GOSUB2000 srem 127

REM MAKE SPACE FOR SCORE ON SCREEN, S
ET SOUND CHIP, CLEAR KEYBOARD BUFFER

:rem 38
FORI=1080T01100:POKEI,32:NEXT:rem 237
POKESD+4,16 : POKESD+11,16: POKESD+18,16

:rem 150
POKESD+6,24@: POKESD+13, 240 : POKESD+20,
249 srem 33
POKESD+24, 15 trem 130
GETAS:IFAS<>""THEN370 :rem 148
: trem 213
REM BEGIN 2@0-TURN GAME LOOP,SET PART
{SPACE}SCORE TO ZERO :rem 191
FORGL=1T020:PS5=0 trem 203

REM POSITION SPRITE, UNEXPAND IT, ZER
O THE COLLISION DETECT REGISTER:rem 8

POKEV, 23 :POKEV+1, 49 :rem 96

POKEV+23,0:POKEV+31,0 :rem 178

REM PRINT SCORE INFO, TURN ON SOUND
t:rem 76

PRINT" {HOME} {DOWN}"TS"TURN: "GL"

{2 SPACES}SCORE:"TS :rem 1

PRINT" {DOWN}"TS$" {5 RIGHT}BEST YET:"PE

EK(HS) -1 :rem 146
POKESD+4,17: POKESD+11,17: POKESD+18,17
:rem 157

REM TURN ON SPRITE, TAKE 1 TURN, GOTO
57@¢ IF GAME ABORTED (FQ SET):rem 135
POKEV+21,1:GOSUBlﬂﬁG:IFFQ=1THEN550
s:rem 31
REM SCROLL SPRITE OFF SCREEN IF NO CO
LLISION, OTHERWISE SCREECH TO A HALT
:rem 130
IF?EEK(V+1})TBTHENFORI=PEEK(V+1)T0259
: POKEV+1, I:NEXTI:GOTO550 srem 111
POKESD+4,129:POKESD+11,33:POKE5D+18.3
3 trem 201
FOR I=72TO2@STEP-2:POKESD+1,1:POKESD+
8,I1-3:POKESD+15,I-2:NEXTI :rem 62
REM TURN OFF SOUND. JUMP TO EXIT IF F
Q SET :rem 131
POKESD+4,lG:POKESD+ll,16:POKESD+18,16
s:rem 153
POKESD+1,G:POKESD+8,B:POKESD+15,0
:rem 197
IFFQ=1THENFQ=0:GL=20 :NEXT: POKEV+21,8:
GOTO67@ :rem 1
REM CALCULATE PART SCORE FROM SPRITE
{SPACE}Y POSITION, MODIFY, ADD TO TOT

AL SCORE :rem 39
PS=FNSC(INT((PEEK(V+1}—71)/4G}}

trem 214
TS=TS+INT((PST1.4+PS}/2} trem 156
POKEV+21,d: POKEV+16,@ s:rem 179
NEXTGL :rem 106
REM UPDATE HIGH SCORE RECORD, ZERO SO
UND CHIP, GO TO EXIT (3000) srem 103
IFPEEK(HS)<TS+1THENPOKEHS,TS+1

:rem 161
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650
660
670
680
970
980
990
10008
1010
1020
1830
1840
1850
1060
1070

1080

1990

110@

111@

1120
113@
1140

11508
1160

1170
1180

1190
1200

1210

1970

1980

1990

2000

2010

2020

2030

FORI=0TO24:POKE SD+I1,@:NEXTI :rem 211
FORI=1TO5@0:NEXTI :rem 52
GOSUB3908:CLR:GOTO210 trem 1
g :rem 216
REM SUBROUTINE--ONE TURN OF THE GAME

:rem 169
H trem 219

REM DECIDE WHICH SPRITE POSITION REGI
STER TO ALTER (W) AND BY HOW MUCH (U)

trem 58
U2=RND(1) :W=V+INT(U2*%2) : U=GL/7+2

:rem 123
REM Y-EXPAND SPRITE IF EXPRESSION TR
UE trem 162
IFU2>T7ANDPEEK(V+1) <T1THENPOKEV+23, 1

:rem 255

REM SET MSB OF SPRITE X-POSITION IF

{ SPACE } NECESSARY :rem 24
IFPEEK(W)+U>T2THENPOKEV+16,1:POKEV, P
EEK(V)+U-T2:GOT01070@ :rem 45
REM UPDATE SPRITE POSITION.

{2 SPACES}EXIT IF COLLISION DETECTED
OR 4TH GAP CROSSED :rem 250
POKEW, PEEK (W) +U trem 198
IF(PEEK(V+31)AND1 )ORPEEK(V+1)>T3THEN
RETURN trem 164
REM CHANGE FREQUENCIES ACCORDING TO

{SPACE}SPRITE Y POSITION AND RANDOM

{ SPACE }NUMBER U2 :rem 67
U=232-PEEK(V+1) : POKESD+1,U*2/3: POKES
D+8,U+3*U2: POKESD+15,U+3 :rem 70
REM POLL KEYBOARD. EXIT ON *; PAUSE

{SPACE}JON ' '; GOTOl00@ IF NOT A FUN
CTION KEY srem 70
SYSCH:U=PEEK(AR) : IFU=T8THENTS=0: FO=1
tRETURN{17 SPACES}:REM EXIT :rem 253

IFU=T9THENGOSUB8@@@ : REM TAKE 5
:rem 97
IFU<T4THEN1#0@:REM INPUT<Fl :rem 19¢

REM MOVE LINE RIGHT IF KEY NOT SHIFT

ED (1128) LEFT IF SHIFTED (1149)
s:rem 16
U=U-132:IFU<KTS5THEN1180:REM INPUT Fl-
F4 :rem 25
IFU<T6THEN120@:REM INPUT F5-F8
trem 56
GOTO1l@@@ : REM INPUT>FS8 trem 45

E(U)=E(U)+(E{U)=llﬂﬂ+2BG*U-(U>2]):PO
KEE(U),223:POKEE(U)-1,16@ :rem 78
POKE E(U)+4+(U>2),32:POKEE(U)+5+(U>2
)/ 95:E(U)=E(U)+1:G0TO1PEQ trem 130
U=U-4:E(U)=E(U)-(E(U)=1064+20@*(U)):
POKEE(U)+3+(U>2),95 srem 227

POKEE (U)+4+(U>2),160: POKEE (U)-1,32:P
OKEE(U)=-2,223:E(U)=E(U)-1:G0T01@00
strem 217
REM SUBROUTINE--PRINT GAME SCREEN
:rem 134
: srem 12

REM LINE COLORS SET IN LINE 2008. LA
ST COLOR IS FOR PRINTED MESSAGES
:rem 240
PRINT"{CLR}{2 DOWN}{PUR}"BS"{GRN]}"BS
"E73"BS"E33"BS" {HOME )} [BLK}"
srem 125
FORI=1TO4:POKEE(I)-1,223:POKEE(I)+3-
(I<3),95:FORJ=E(I)TOE(I)+2-(I<3)
:rem 179
POKEJ, 32:NEXTJ, I:RETURN{7 SPACES}
tTem 32
: trem 255

2980

2990
3000

3010
3020
30309
3040
3050
3060
3070
3080
3099
3100
3110
3120
3130
3140
3150

3160
3980

3990
4000
4010
4020

4030
4040

40508

4060

4070

4080
4980

4990
5000

501@
5020
5830
5040

5050
5060

5870
5080

5090

REM SUBROUTINE--EXIT OR RE-ENTRY

:rem 82
3 :rem 14
PRINT" {CLR} {DOWN]}"TS$"{2 RIGHT}YOUR S
CORE:"TS :rem 218

PRINT" {DOWN]}"TS$" {4 RIGHT)}BEST YET:";:
PEEK(HS) -1 trem 218
PRINT"{3 DOWN}{RIGHT)}PLAY AGAIN (Y/N

)? :rem 192
GETAS: IFAS=""THEN3@30 s:rem 175
IFAS="Y"THENRETURN s:rem 164
IFAS="N"THEN3Q870 t:rem 132
GOTO3030@ :rem 200
IF NOT(BS<PEEK(HS))THEN310@ :rem 112

PRINT: PRINT" CONGRATULATIONS, YOU BR
OKE THE RECORD. :rem 40
PRINT:PRINT" BE SURE TO SAVE THE PRO
GRAM. s:rem 1
PRINT:PRINT" SEE YOU AROUND. :rem 11
PRINT" {4 DOWN}" :rem 218

REM RESTORE PREVIOQOUS ENVIRONMENT
:rem 160
POKEV+24, PEEK(2041) : POKEV+32, PEEK (20
42):POKEV+33,PEEK(2043) :rem 186
POKE646, PEEK(2044) : POKE65@, PEEK ( 2045

) : POKE657,0 trem 219
END s:rem 160
:rem 4

RBM SUBROUTINE--BUILD SPRITE AT PAGE
13 (LOCATIONS 832-895 IN TAPE BUFFE

R) :rem 163
H trem 15
FOR I=0TO41:READU:POKE(64*SP)+I,U:NE
XT :rem 115
FORI=42T063:POKE(64*SP)+I1,@:NEXT
trem 222

POKE20@48,SP:POKEV+23,1: POKEV+29,1:P0O

KEV+39,@:RETURN trem 180
RETURN trem 167
DATA 248,0,0,62,0,0,7,128,0,1,224

trem 43

DATA ©,90,120,06,0,62,0,0,15,112
; srem 132

DATA @,7,248,9,7,248,0,6,120,0
:rem 163

DATA 6,12,0,6,6,0,3,6,0,1,128

trem 1@3
: trem 6
REM DATA FOR INSTRUCTIONS PAGE
trem 140
: trem 16
DATR“XOUR OBJECTIVE IS TO MANEUVER T
HE trem 238
DATA"HORIZONTAL LINES SO THAT SUPERS
PRITE irem 192
DATA"MAY FLY SAFELY THROUGH THE GAPS
trem 244
DATA"THE FOUR LINES ARE CONTROLLED B
Y THE :rem 102
DATA"FOUR FUNCTION KEYS ON YOUR RIGH
T. srem 123
DATA" trem 6
DATA"PRESSING ONE OF THESE KEYS WILL
CAUSE :rem 199
DATA"THE CORRESPONDING LINE TO SLIDE
RIGHT. srem 174
DATA"THE SAME KEY SHIFTED WILL CAUSE
1 TS & trem 25

DATA"LINE TO SLIDE LEFT.({2 SPRCES}EB
ESS THE SPACE :rem 249
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5100

5118
5128

5130
5140
5150
5160
5178
5180

5190
5200

521@
5220

5230
5980

5990
6000

6010
6020

6030
6040

6050
6060
6980

6990
70080
7010
7020
7830
7980

7990
8000
8010
8020
8030

DATA"BAR TO PAUSE, '*' TO ABORT.

s:rem 229
DATA" :rem 3
DATA"A GAME CONSISTS OF 20 TURNS. PO
INTS ARE srem 75
DATA"AWARDED FOR EVERY GAP SAFELY TR
AVERSED. s:rem 233
DATA"THE PAYOFFS INCREASE WITH THE N
UMBER OF :rem 68
DATA"GAPS TRAVERSED ON A TURN, AND W
ITH THE :rem 37
DATA"NUMBER OF TURNS TAKEN.
{2 SPACES}SUPERSPRITE'S srem 131
DATA"FLIGHT SPEED AND NATURAL WAYWAR
DNESS :rem 122
DATA"ALSO INCREASE AS THE GAME PROGR
ESSES." :rem 111
DATA" srem 11
DATA"THE MAXIMUM SCORE IS 253. GOOD
{SPACE}LUCK. :rem 194
DATA" :rem 4
DATA" {4 SPACES)}PRESS{SHIFT-SPACE}SPA
CE{SHIFT-SPACE}BAR[SHIFT-SPACE}TO ST
ART{SHIFT-SPACEJGAME. irem 204
H trem 4
REM SUBROUTINE--PRINT INSTRUCTIONS

:rem 102
H trem 17
POKEV, 23:POKEV+1,49: POKEV+21,1

s:rem 58
GOSUB700@: GOSUB700@ trem 143
FORW=1T023:READUS : PRINTUS : GOSUB7@00 :
NEXTW trem 220
POKEV+21,@:POKEV, 23:POKEV+1,49: POKEV
+23,0:POKEV+29,0 srem 152
GETAS:IFAS$S<>CHRS(32)THEN 6040

:rem 103
RETURN trem 171

: s:rem 6
REM SUBROUTINE--FLY SPRITE DOWN 1 PR
INT LINE (AHEAD OF INSTRUCTIONS)

:rem 243
3 :rem 18
FORI=1TO8:POKEV,PEEK(V)+1 srem 83
POKEV+1, PEEK(V+1)+1 :NEXT srem 210
POKEV, PEEK(V)+1:RETURN :rem 188
: :rem 4
REM SUBROUTINE--ANSWER THE PHONE

:rem 81
: :rem 19
POKE SD+24,0 srem 123
SYSCH: IFPEEK(AR)<>32THENS8G18:rem 252
POKE SD+24,15 srem 179
RETURN srem 171

Memo Writer

(Article on page 72.)

Before typing in programs, please refer to “How
To Type COMPUTE!'s Gazette Programs,” ““A
Beﬁmner's Guide To Typing In Programs,” and

the Program Listings.

BEFORE TYPING...

.

e Automatic Proofreader” that appear before

Program 1: Memo Writer—64 Version
9 GOSUB5@@ :rem 78
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10
20
25
30

32
35

49

60

100
110
120
130
140
150
160
170
175
180
190
200
21@
220
500
510
530
540
550
560

570
590

600
610
620
630
640

645

650

660
670

680
690

7008

POKE2@4,0:GOSUBB0O@ : POKE658,128:SP=1

:rem 234
GETAS$: IFAS=""THEN20 srem 231
IFAS=CHRS (34 )THEN20@ s:rem 223
IFAS="{CLR}"THENGOSUB8@@ :AS="":GOTO20

:rem 171
IFASC(AS)<141ANDASC(AS)>132THENGOSUBL@
@ s:rem 197
IFAS=""THEN20 trem 107
IFASC(AS)=13AND(PEEK(21@)=7)AND(PEEK(2
©9)>151)THEN20 srem 97
POKE265,3:WAIT207,1:PRINTAS; srem 85

IFPEEK(210@)=7AND(PEEK(289)+PEEK(211)>1
91 ) THENPOKE205, 3:WAIT2@7,1:PRINT" {UP}"

H trem 68
GOTO20 srem 1
X=0 trem 86
IFAS="{F1}"THENX=5 :rem 133
IFAS="{F3]"THENX=10 :rem 179
IFAS="{F5]}"THENX=15 srem 186
IFAS="{F7]}"THENX=20 :rem 184
IFAS="{F2}"THENX=25 :rem 191
IFX>@THENAS="":FORQ=1TOX :AS$S=AS+"
{RIGHT}" :NEXTQ:RETURN trem 141
IFAS="{F4)}"THENIFSP=1THENSP=2:POKE198
4,178:POKE56256, 1 :RETURN :rem 154
IFAS="{F4)"THENSP=1:POKE1984, 177 :POKE
56256, 1 :RETURN :rem 206
IFAS="{F6}"THENG1=984:TF=14:RW=23:CL=
4@ :REM EXPANDED trem 238
IFAS="{F8)"THENG1=944:TF=15:RW=11:CL=
8@ :REM NORMAL trem 110
Ag="" t:rem 120
GOSUB6RA@I@ t:rem 9
RETURN :rem 116
POKES53281,0:POKE53280, 2 :rem 236
PRINT"{CLR}{WHT}{2 DOWN}{13 RIGHT}MEM
O WRITER" trem 165
PRINT" (5 DOWN}{6 RIGHT}THIS IS A SCRE
EN-ORIENTED" :rem 200
PRINT" {6 RIGHT}WORD PROCESSING PROGRA
M" :rem 105
PRINT"{6 RiGHT}USING THE COMMODORE-64
Lg t:rem 54
PRINT"{8 RIGHT}OWN BUILT-IN EDITING"
srem 144

PRINT"{12 RIGHT}CAPABILITIES.":rem 97
PRINT"{7 DOWN}{2 RIGHT}HIT ANY KEY FO

R LIST OF CONTROL KEYS" srem 235
POKEL198,0 s:rem 195
GETAS: IFAS=""THENG610 :rem 81

PRINT"{CLR}{2 DOWN}{2 RIGHT}Fl1l F3 F5
{SPACE}F7 F2{5 SPACES}TAB FROM CURREN
T :rem 230
PRINT"{21 RIGHT}POSITION IN INCRE-"
trem 117
PRINT"{21 RIGHT}MENTS OF FIVE."
t:rem 64

PRINT" {DOWN} {3 RIGHT}F4{8 SPACES}SET
{SPACE}SINGLE OR DOUBLE SPACE"

:rem 200
PRINT"{DOWN} {3 RIGHT}F6{8 SPACES}PRIN
T EXPANDED" t:rem 38

PRINT"{13 RIGHT)}CHARACTERS" :rem 198
PRINT" {DOWN} (3 RIGHT)}F8{8 SPACES}PRIN
T IN NORMAL SIZE" :rem 124
PRINT" {13 RIGHT}CHARACTERS." :rem 246
PRINT"{2 DOWN}{RIGHT}ALL EDITING KEYS
WORK AS NORMAL." :rem 150
PRINT" { RIGHT ] TEXT CANNOT SCROLL PAST
{SPACE}END OF SCREEN." trem 238
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710

PRINT" { RIGHT}YOU MAY TYPE IN UPPERCAS
E/GRAPHICS OR " srem 12

720 PRINT"{RIGHT}UPPERCASE/LOWERCASE MODE
;. THE PRINT" trem 209
730 PRINT"{RIGHT}ROUTINE WILL AUTOMATICAL
Ly" :rem 191
740 PRINT"{RIGHT}SET THE PRINT MODE CORRE
CTLY." srem 237
75@ PRINT"{2 DOWN}{9 RIGHT}HIT ANY KEY TO
BEGIN" trem 82
760 POKE198,0 trem 202
778 GETAS$:IFAS$S=""THEN770 trem 95
788 RETURN srem 127
800 POKE53281,1:PRINT“[CLR})";:POKE53281,

81@

@ :FORX=1TO11:PRINT"{2 DOWN}{LEFT}>";:
NEXTX s:rem 6
PRINT"{2 DowN}{LEFT} E13 Y3{RVS}MEM
O WRITER{OFF}E1l4 YI{HOME}";:rem 115

820 RETURN trem 122
60009 Q=PEEK(53272):IFQ=21THENG1S=CHRS (14
5) :GOTO6PE 1A srem 21
60085 G1S=CHRS$(17) trem 142
60010 Gl$=GlS$+CHRS(TF) srem 131
60020 OPEN4,4:WAIT287,1:POKE2@4,255
:rem 234
60030 FORGU=OBTORW:G@AS=GlS$:Gl=Gl+CL
srem 223
60840 FORG2=GlTOGl+(CL-1):G3=PEEK(G2)
trem 115
60050 IFG3>128THENG3=G3-128:G4=1:G@$=G@S+
CHRS(18) irem 187
60060 IF(G3>@)*(G3<32)THENG3=G3+64:GOT060
100 trem 185
60078 IF(G3>31)*(G3<64)THEN6010@ :rem 186
60080 IF(G3>63)*(G3<96)THENG3=G3+128:GOTO
60100 s:rem 47
60098 IF(G3>95)*(G3<128)THENG3=G3+64:GOTO
60100 t:rem 48
60100 GO$S=GOS+CHRS(G3) srem 97
60119 IFG4=1THENG@S=GOS+CHRS(146):G4=0
:rem 76
60120 NEXTG2:PRINT#4,G@S :IFSP=2THENPRINT#
4 trem 132
60130 NEXTG@:CLOSE4:POKE204,0 :rem 239
6014@ RETURN srem 219
Program 2:
Memo Writer—VIC Version
9 GOSUB5@0 :rem 78
19 GOSUBB@@:POKE650,128:SP=1:POKE204,0
:rem 234
20 GETAS:IFAS=""THENZ2OLIST1@ srem 132
21 IFA$=CHRS(20)ANDPEEK(210)=31ANDPEEK(20
9)>205THENA$=CHR$(157)+CHR$(32)+CHR$(l
57) trem 58
22 IFA$=CHRS(34)THEN20 trem 223
23 IFAS=CHR$(13)ANDPEEK(210)=31ANDPEEK( 20
9)>205THEN20 srem 19
25 IFA$=“{CLR}"THENPOKB2@4,1:GOSUBBGG:POK
E204,0:A8="":G0T020@ s:rem 98
38 IFASC(AS)<l141ANDASC(AS)>132THENGOSUB1@
(4] srem 197
32 IFAS=""THEN2@ trem 1@7
35 IFASC(AS$)=13AND(PEEK(210)=31)AND(PEEK(
209)>226 ) THEN2@ s:rem 145
40 POKE205,3:WAIT207,1:PRINTAS; srem 85
5@ IFPEEK(210)=31AND{PEEK(209)+PEEK(211)>
227)THENPOKE205, 3:WAIT207,1: PRINT" [UP}
e srem 113
60 GOTO20 trem 1

100
110
120
130
140
159
16@

1708

175

X=0 srem 86
IFAS="{F1l}"THENX=5 :rem 133
IFAS="{F3}"THENX=10 srem 179
IFAS="{F5}"THENX=15 srem 186
IFAS="{F7)"THENX=20 trem 184
IFAS="{F2]}"THENX=25 :rem 191

IFX>@THENAS="" : FORQ=1TOX:AS=AS+"
{RIGHT}" :NEXTQ: RETURN trem 141
IFAS="{F4)}"THENIFSP=1THENSP=2:POKES16

.4,178:RETURN srem 201
IFA$="{F4}"THENSP=1:POKEB164,177:RETU
RN :rem 253

180
190
2008
2109
220
508
510
530

54@
545

55@
56@

57@
590

600
610
620

630
645

647
650
660
670
682
683
685
690
695
100
785
707

710

715
730

745

IFAS="{F6}"THENG1l=764@:TF=14:RW=11:CL
=4@ :REM EXPANDED s:rem 23
IFAS="{F8)}"THENG1l=7600:TF=15:RW=5:CL=

80 : REM NORMAL t:rem 109
Ag="" :rem 124
GOSUB6@000 srem 9
RETURN srem 116
POKE 36879,9 :rem 58
PRINT"{CLR}{RVS}{WHT} {4 DOwN]}

{5 RIGHT}MEMO WRITER" :rem 241

PRINT"{2 DOWN}{2 RIGHT}THIS IS A SCRE
EN=-" srem 199
PRINT"{4 RIGHT}ORIENTED WORD":rem 116
PRINT"{2 RIGHT}PROCESSING PROGRAM"

srem 198
PRINT"{2 RIGHT}USING THE VIC-28'S"

trem 247
PRINT"{RIGHT}OWN BUILT-IN EDITING"

srem 197

PRINT" {5 RIGHT}CAPABILITIES.":rem 150
PRINT"{4 DOWN}{5 RIGHT}{RVS}HIT ANY K

EY.{OFF}" rrem 204
POKE198,d :rem 195
GETAS: IFAS=""THENG1@ :rem 81

PRINT"{CLR}{4 DOWN}{2 RIGHT}F1,F3,F5,
F7,F2-TAB" irem 142
PRINT"IN INCREMENTS OF FIVE" :rem 184
PRINT"{DOWN} {4 RIGHT)}F4-SET SINGLE"

:rem 74
PRINT"{2 RIGHT}OR DOUBLE SPACING"

srem 13
PRINT"{DOWN}{2 RIGHT}F6-PRINT EXPANDE
D" :rem 54
PRINT" {5 RIGHT}CHARACTERS" rrem 222

PRINT"[DOWN]{3 RIGHT }F8=PRINTS NORMAL
" :rem 42

PRINT"{4 DOWN}{5 RIGHT}{RVS}HIT ANY K

EY" srem 14
POKEl98, 09 s:rem 206
GETAS : IFAS=""THENG685 :rem 165

PRINT"{CLR}{3 DOwWN}{3 RIGHT}ALL EDITI

NG KEYS" trem 166
PRINT"{4 RIGHT}WORK AS NORMAL."

:rem 183
PRINT"{DOWN}{2 RIGHT}TEXT CANNOT SCRO
LL" :rem 138
PRINT"{3 SPACES}PAST THE END OF"

:rem 242
PRINT" {5 SPACES}THE SCREEN." :rem 62

PRINT" {DOWN}YOU MAY USE UPPERCASE/GRA
PHICS OR UPPERCASE/LOWERCASE MODE."

:rem 227
PRINT"{DOWN} {2 SPACES}THE PRINT ROUTI
NE" :rem 19

PRINT"{2 RIGHT}WILL AUTOMATICALLY
{4 SPACES]}SET THE PRINT MODE" :rem 53
PRINT" {2 RIGHT}CORRECTLY." :rem 144
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75@
770
788
88@
8@5
81@
820
600
600
60d
600

600

600

600
600

600

601
601

601

601

PRINT"{2 DOWN]} (RVS}HIT ANY KEY TO BE
GIN{OFF}" srem 241
GETAS:IFAS=""THEN770 t:rem 95
POKE198,0 : RETURN srem 23@
PRINT"{CLR}{RVS}>{OFF}"; :FORI=1TO5:PR
INTSPC(79)">"; :NEXTI :rem 182
PRINT:PRINT:PRINT:PRINT"{18 SPACES }EN
Dt srem 213
PRINT" E4 Y3[RVS}MEMO WRITER{OFF}
E5 YJ{HOME}"; srem 214
RETURN srem 122
gg REM :rem 218
P4 G1$=CHRS$(145) trem 191
1@ G1$=GlS$S+CHRS(TF) :rem 131
20 OPEN4,4:WAIT207,1:POKE204, 255
:rem 234
30 FORG@=PTORW:G@S=G1S$:G1=G1l+CL
trem 223
60040 FORG2=G1lTOGl+(CL-1):G3=PEEK(G2)
:rem 115
60050 IFG3>128THENG3=G3-128:G4=1:GA5$=G@S+
CHRS(18) trem 187
60 IF(G3»>@)*(G3<32)THENG3=G3+64:G0TO60
100 :rem 185
70 IF(G3>31)*(G3<64)THEN6O1AP :rem Y86
88 IF(G3»>63)*(G3<96)THENG3=G3+128:GOTO
60100 trem 47
99 IF(G3>95)*(G3<128)THENG3=G3+64:G0TO
60100 t:rem 48
00 GOAS=G@S+CHRS(G3) trem 97
10 IFG4=1THENGAS=G@S$+CHRS(146):G4=0
t:rem 76
20 NEXTG2:PRINT#4,G0S$:1FSP=2THENPRINT#
4 :rem 132
30 NEXTG@:CLOSE4:POKE204,0 :rem 239
49 RETURN trem 219

601

The Beginner’s

C

orner

(Article on page 74.)

BEFORE TYPING...

Before typing in programs, please refer to “How
To Type COMPUTE!'s Gazette Programs,” A
%;Eimefs Guide To Typing In Programs,” and

e Automatic Proofreader” that appear before

the Program Listings.

Program 1:
Stepping Up Or Down (VIC Version)

5 R
18
20
22
24
26
30
40
100

110

150

EM STEPPING UP OR DOWN srem 1
GOTO 100 srem 43
PRINT" {DOWN]} {GRN}PRESS RETURN{BLU}"
:rem 238
GETAS: IFAS=""THEN22 :rem 235
IF ASC(A$)<>13THEN22 :rem 243
RETURN :rem 72
FOR D=1 TO 80:NEXT D:POKE S,@:RETURN
rrem 246
FOR D=1 TO 50@0:NEXT D:POKE S,@:RETURN
:rem 36
PRINT"{CLR}{BLU}":PRINT"STEPPING UP O
R DOWN" :rem 7
PRINT"{2 DOWN]}TWO NOTES ARE SHOWN.":P
RINT"FROM THE FIRST ONE," :rem 83

COMPUTE!'s Gazette May 1984

12¢ PRINT"DO YOU GO UP, GO DOWN":PRINT"OR

STAY THE SAME":PRINT"TO PLAY THE SEC
OND?" srem 221

130 PRINT"{DOWN}PRESS{2 SPACES]}F1 FOR UP"
: PRINTTAB(7)"F3 FOR SAME":PRINTTAB(7)
"F5 FOR DOWN" :rem 250
14@ L$=u********t************i" srem 6
15@ FOR I=@TO8:READF(I):NEXT :rem 189
160 DATA 232,231,228,225,223,219,215,209,
207 :rem 114
170 B(1)=135:B(2)=134:B(3)=133 :rem 218
175 POKE 36878,15:5=36876 :rem 70
188 GOSUB20 trem 123
190 SC=@:FOR T=1 TO 1@ trem 132
200 PRINT"{CLR}{4 DOWN}{BLK}":FOR I=1TO5:
PRINTLS :NEXT trem 42
210 N1=INT(9*RND(@)):P1=7796+N1*22:rem 96
220 POKE P1,81:POKE P1+30720,2 :rem 72
230 N2=INT(9*RND(@)):P2=7802+N2*22:rem 89
249 POKE P2,81:POKE P2+30724,2 :rem 76
250 A=SGN(N1-N2)+2:FL=0 :rem 16
260 POKE S,237:GOSUB 30 :rem 255
270 PRINT"[3 DOWN}(BLU}F1{2 SPACES}UP":PR
INT"F3(2 SPACES}SAME":PRINT"F5
{2 SPACES}DOWN" :rem 64
280 GET AS:IF AS=""THEN 280 :rem 87
299 IF ASC(AS$)<133 OR ASC(A$)>135 THEN 28
@ t:rem 88
308 IF ASC(AS)=B(A) THEN 350 :rem 135
310 FL=1:POKE S,159:GOSUB 3@ :rem 56
320 POKE S,135:G0OSUB 3@:GOTO 280 trem 6
350 POKE S,F(N1):GOSUB 40 :rem 122
360 POKE S,F(N2):GOSUB 40 :rem 124
370 IF FL=@ THEN SC=SC+1l :rem 28
380 NEXT T :rem 46
390 PRINT "{2 DOWN}SCORE = ";SC;"OUT OF 1
g" :rem 134
400 PRINT "{DOWN}{GRN}TRY AGAIN? (Y/N)"
t:rem 89
410 GET AS$:IF AS="Y" THEN 190 srem 171
420 IF AS<>"N" THEN 410 :rem 90
439 PRINT"{CLR}{BLU}":END trem 43

Program 2:
Stepping Up Or Down (64 Version)

5 REM STEPPING UP OR DOWN :rem 1
18 POKE53281,1:G0TO 1@@ srem 244

20 PRINT"{DOWN}[GRN}PRESS RETURN{BLU}"
:rem 238
22 GETAS:IFAS=""THEN22 :rem 235
24 IF ASC(AS)<>13THEN22 :rem 243
26 RETURN trem 72
33 POKE W,17:FOR D=1 TO B@:NEXT D:POKE 'W,
@ : RETURN :rem 78
4@ POKE W,17:FOR D=1 TO 5@8@:NEXT D:POKE W
,@:RETURN t:rem 124
100 PRINT"{CLR}{BLU}":PRINTTAB(1@)"STEPPI
NG UP OR DOWN" :rem 144
118 PRINT"{2 DOWN}YOU WILL SEE TWO NOTES.
":PRINT"FROM THE FIRST ONE, DO YOU MO
VE UP," :rem 150
120 PRINT"MOVE DOWN, OR STAY THE SAME TO
[SPACE}PLAY THE SECOND NOTE?":rem 211
130 PRINT"{DOWN}PRESS{2 SPACES}Fl FOR UP"
:PRINTTAB(7)"F3 FOR SAME":PRINTTAB(7)
"F5 FOR DOWN" :rem 250
146 L$=u****i**i**********k*********it**t
et LRI irem 134

150 FOR I=@TOB:READHF(I),LF(I):NEXT

trem 93
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160 DATA 44,193,42,62,37,162,33,135,31,16
5,28,49,25,30,22,96,21,31 srem 173

178 B(1)=135:B(2)=134:B(3)=133 trem 218

175 POKE 54296,15:V1=54273:V2=54272:W=542
76:POKE 54277,64:POKE 54278,128

t:rem 134
180 GOSUB20 :rem 123
190 SC=@:FOR T=1 TO 10 :rem 132
200 PRINT"{CLR}{5 DOWN}{BLK}":FOR I=1TO5:
PRINTLS : NEXT :rem 59
210 N1=INT(9*RND(@)):P1=1280+N1*4@:rem 78
220 POKE P1,81:POKE P1+454272,2 :rem 80
230 N2=INT(9*RND(@)):P2=1287+N2*4@:rem 90
240 POKE P2,81:POKE P2+54272,2 :rem 84
250 A=SGN(N1-N2)+2:FL=0 . trem 16
260 POKE V1,112:POKE V2,199:GOSUB 30
t:rem 235

270 PRINT"{3 DOWN)}{BLU}F1{2 SPACES}UP":PR
INT"F3{2 SPACES}SAME":PRINT"F5

{2 SPACES}DOWN" srem 64

280 GET AS:IF AS$S=""THEN 280 :rem 87
290 IF ASC(AS$)<133 OR ASC(AS$)>135 THEN 28
(%} :rem 88

390 IF ASC(AS$)=B(A) THEN 350 :rem 135
310 FL=1:POKE V1,18:POKE V2,143:GOSUB 30
:rem 227
320 POKE V1,8:POKE V2,97:GOSUB 38:GOTO 28
%] t:rem 102
350 POKE V1,HF(N1):POKE V2,LF(N1):GOSUB 4
(4] srem 117

360 POKE V1,HF(N2):POKE V2,LF(N2):GOSUB 4
@ trem 120

370 IF FL=@ THEN SC=SC+1 trem 28
380 NEXT T :rem 46
390 PRINT "{2 DOWNJ}SCORE = ";SC;"OUT OF 1
ag" :rem 134

40@ PRINT "{DOWN}{GRN}TRY AGAIN? (Y/N)"

:rem 89

410 GET AS$:IF A$="Y" THEN 190 trem 171
420 IF AS$<>"N" THEN 410 :rem 90
43@ PRINT"{CLR}{BLU}":END :rem 43

Fast Add

(Article on page 84.)

Program 1: Fast Add—VIC Version

1 DIMA%(2),B%(2),C%(3),R%(3),P%(5),N8(12,
3,3):T%=22:V=36878:51=36876:I=RND(-TI)
srem 122
5 S%$=4*(PEEK(36866)AND128)+64*(PEEK (36869
JAND112):CS=37888+4*( PEEK(36866 )AND128)
:rem 113
10 PRINT"{CLR}"TAB(74)"FASTADD": PRINTTAB (
68)"1, 2, OR 3 DIGITS?":GOSUB4@0

trem 20
15 GETA$:IFAS=""ORAS<"1"ORAS>"3"THENLS

trem 97
20 L%=VAL(AS):Q%=9+L%*2 :rem 199
25 PB%=0:PR%=0:PA%=0 :rem 86

30 GOSUB1@Q:W%=0:FORI=@TOG%:W3=W3+C% (I)*1
BTI:NEXT:GOSUBZBB:GOSUB3B@:FORI=1TOIGB
@ :NEXT trem 18

35 IFU%=WSTHENPR%=PR%+1:GOTO55 :rem 93

40 POKE368?9,8:PRINT“[CLR]{WHT]"TAB{138):
"W R O N G":PRINTTAB(49)"THE CORRECT"

irem 14
45 PRINTTAB(50)"ANSWER IS":FORI=1TO2000:N
EXT:GOSUB200@ :rem 53

5@ Y¥=14:FORM=0TOG%:X%=Q%-M*4:2%=C%(M):G0

55

60
65

70

75

SUB5@@ :NEXT:FORI=1TO1A0@ :NEXT:XT%=30:G
OTO065 :rem 179
POKEV, 15:FORI=@TO5:POKES1,P%(I):FORJ=1
TOS5@ :NEXTJ : IFI=3THENFORJ=1TO75 :NEXTJ
:rem 30
NEXTI: FORI=1TOS5@:NEXTI:POKEV,O:rem 202
PB3=PB%+30-XT%:PA%=PAS+1:IFPA%<1@THEN3
(4] trem 143
PR$=PR%*10:S$=STRS(PR%) :X1%=3-LEN(SS)*
2:PRINT"{CLR}{BLK}":Y%=3:H%=0 :rem 210

FURM=2TOLEN(S$):X%=X1%+M*4:Z%=VAL(MID$
(S$,M,1)):GOSUB500 : NEXT: PB$=PB3*L%
srem 223
X$=X%+4:Z2%=12:GOSUB5@0@ :rem 166
PRINTTAB(204)"TIMED SCORE" :S$=STRS (PB%
):1X1%=5-LEN(SS$)*2:Y%=12:H%=2 :rem 246
FORM=2TOLEN (S$) : X3=X1%+M*4:2%9=VAL (MIDS
(S$,M,1)):GOSUB50@ : NEXT :rem 92
PRINTTAB(182)"HIT ANY KEY" :rem 181
GETAS : IFAS=""THEN24 trem 253
GOTO25 trem 15

100 FORI=0TO2:A%(I)=0:B3(I1)=0:C%(I)=0:R%(

I1)=0:NEXT:R%(3)=0:C%(3)=0 :rem 97

110 FORI=@TOL%-1:A%(I)=INT(1@*RND(1)):IFA

$(I)<>@THENE%=1 srem 215

120 B$(I)=INT(16*RND(1)):IFB%(I)<>@THENFS%

=1 :rem 146

130 W$=A%(I)+B%(I)+R$(I):IFWE<10THENCS (I)

=W3:G%=I:NEXT:RETURN :rem 64

140 C3(I)=W%-10:R3(I+1)=1:NEXT:C%(I)=1:G%

200

=1 :RETURN :rem 92
POKE36879,24:PRINT" {CLR}":H%=0:Y%=2:F
ORM=0TOE$ :X%$=0Q%-M*4:2%=A% (M) : GOSUB500
:NEXT srem 41

210 POKEl98,0:Y%=7 :FORM=0TOF% :X%=Q%-M*4:7

%=B% (M) : GOSUB50@ : NEXT :rem 218

220 X%=Q%-(F3%+1)*4:23%=10:GOSUB500 : POKEV, 1

5:FORM=282-0%T0269+Q% :rem 45

230 POKES%+M, 160 :POKECS+M,H%: POKES1,M-30:

NEXT: POKEV, @ trem 17

240 H%=6:Y%=14:2%=11:FORM=0TOGC% :X%=0Q%~-M*4

:GOSUB5@@ : NEXT : RETURN t:rem 54

300 U$=@:H%=2:Y3%=14:TI1$="000000" :rem 134
310 PRINT"{HOME}{BLU}"TAB(220)TAB(220)"PR

OBLEM{2 SPACES}TIME{3 SPACES}RIGHT":P
RINTTAB(2);PA%+1;TAB(17);PR% :rem 76

320 FORM=@TOGS trem 69
330 XT$=TI1/60:IFXT%>3@THEN RETURN :rem 32
340 POKES$+472,ASC(MIDS$(TIS$,5,1))+128:POK

ECS+472,0 :rem 17

350 POKES%+473,ASC(MID$(TIS,6,1))+128:POK

ECS+473,0 :rem 21

360 GETAS$:IFAS=""ORAS<"@"ORAS>"9"THEN330

rrem 201

370 X%=Q%-M*4:23=VAL(AS$):GOSUB50@:Us=U3%+2

$*1@TM: NEXT: RETURN :rem 94

40@ FORI=@TOl2:FORJ=0TO3:FORK=0@TO3:READN%

(I,J,K):NEXTK,J,1 trem 147

410 FORI=@TO5:READP%(I):NEXTI:RETURN

trem 75

500 POKEV,15:FORI=@TO03:FORJ=0TO3:K=T%*Y%+

X3+T%*J+I:POKESS+K,N%(2%,J,1):POKECS+

K,H% srem 221

51@ POKES1l,255-X%*J-Y$*I:NEXTJ,I:POKEV,0:
POKES1, @: RETURN srem 3
1199 DATAl@8,226,226,123,225,32,32,97,225
.32,32,97,32,226,226,32 :rem 119

1191 DATA32,108,97,32,32,126,97,32,32,32,
97,32,32,226,226,126 :rem 232

1192 DATAl1@8,226,226,123,32,32,98,126,108

+226,32,32,124,226,226,126 trem 19
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!51

11083
1104
1185
1106
1167
1108
1189
1110
1111
112

1113

DATAl08,226,226,123,32,108,98,126,10
8,32,32,97,32,226,226,32 trem 175
DATA32,32,254,32,32,255,225,32,124,2
26,251,126,32,32,124,32 srem 101
DATA225,226,226,126,124,226,127,32,1
98,32,108,126,32,226,126,32 :rem 56
DATA32,255,226,32,225,98,98,32,225,3
2,32,97,32,226,226,32 :rem 39
DATA225,226,226,97,32,32,255,32,32,2
55,32,32,32,126,32,32 :rem 18
DATA108,226,226,123,124,98,98,126,22
5,32,32,97,32,226,226,32 :rem 190
DATAl@8,226,226,123,124,98,98,97,32,
32,108,126,32,226,126,32 :rem 190
DATA32,32,123,32,32,98,252,123,32,32
$97,32,32,32,32,32 irem 110
DATAl60,160,160,97,160,164,160,97,16
0,160,160,97,160,160,168,97 :rem 70

DATA108,123,32,123,124,126,255,32,32
,255,1068,123,124,32,124,126 :rem 42
DATA215,225,231,235,231,235 :rem 77

Program 2: Fast Add—64 Version

1 DIMA%(2),B%(2),C%(3),R%(3),P%(5),N%(12,
3,3):T%=40:V=54296:S1=54272:I=RND(-TI)

5 CS=55296:5%=1024

:rem 106
:rem 201

7 FORL=S1TOS1+24:POKES1,@:NEXTL:POKEV,15:

POKES1+5,17:POKES1+6, 241

10

15
20
25
30
32
35
40
45
50

53
55

60
65

70

75

80

85

=17]

92

94
96

:rem 52

PRINT" [CLR}"TAB(56) "FASTADD" : PRINTTAB (
91)"1, 2, OR 3 DIGITS?":GOSUBR40d
:rem 16
GETAS : IFAS=""ORAS<"1"ORAS>"3"THEN15
s:rem 97
L$=VAL(AS):Q%=9+L%*2 :rem 199
PB%=0:PR%=0:PA%=0 :rem 86

GOSUB1@@:W$=0:FORI=0TOG% :WE=W3+C% (I)*1

@1I:NEXT:GOSUB2@0:GOSUB3@0 :rem 93
FORI=1TO10@@0@ : NEXT trem 224
IFU$=WYTHENPR$=PR%+1:GOTO55 srem 93

POKE53281,@:PRINT" {CLR} {WHT}"TAB(136);
"W R O N G":PRINTTAB(55)"THE CORRECT"
:rem 243
PRINTTAB(56)"ANSWER IS":FORI=1TO200@:N
EXT:GOSUB20@ :rem 59
Y%=14:FORM=0TOGS : X$=Q%-M*4+8:Z%=C% (M) :
GOSUBS@@:NEXT: FORI=1TO1900 trem 20
NEXT:XT%=30:G0T065 :rem 48
FORI=1TO6 : POKES1+4,33:POKES1+1,PI(I):F
ORA=1TODU(I):NEXT:POKES1+4, 32 :rem 99
FORJ=1TO5@ :NEXT : NEXT :rem 255
PB%=PB%+30-XT%:PA%=PA%+1: IFPA%<10THEN3
4] :rem 143
PR$=PR3%*10:S$=STRS(PR%):X1%=3-LEN(S$)*
2:PRINT" {CLR}[BLK]}":Y$=3:H%=0 :rem 210
FORM=2TOLEN(S$) :X$=X1%+M*4+8:Z%=VAL (MI
DS(SS,M,1)):GOSUB5@@ :NEXT: PB$=PB3*L%
:rem 66
X3=X%+4:2%=12:GOSUB5@0 :rem 166
PRINTTAB(13)"{9 DOWN} TIMED SCORE":S$=
STRS (PB% ) :X1%=5-LEN(SS)*2:Y%=12:H%=2
:rem 93
FORM=2TOLEN (S$) : X$=X1%+M*4+8:Z%=VAL(MI

DS(SS,M,1)):GOSUBS5@@ :NEXT :rem 191
PRINTTAB(13)"{8 DOWN} HIT ANY KEY"
srem ©
GETAS : IFAS=""THEN94 srem 253
GOTO025 t:rem 15

108 FORI=@TO2:A%(I)=0:B%(I1)=0:C%(I)=0:R%(

152

I)=@:NEXT:R%(3)=0:C%(3)=0 :rem 97

COMPUTE!'s Gazette May 1984

110
120
130
140
200
205
21@
220
230

235
240

300
310

315
320
330
340
350
360
378
400
410
500
585

51@
1100

1101
1142
1163
1194
1185
1106
1187
1188

1109
1110

1111
1112

1113

FORI=0TOL%~1:A%(I)=INT(1@*RND(1)):IFA
$(I)<>@THENE%=I srem 215
B%(I)=INT(1@*RND(1)):IFB%(I)<>@THENFS
=T :rem 146
We=A3(I)+B%(I)+R%(I):IFWE<1ATHENC%(I)
=W :G¥=1:NEXT: RETURN :rem 64
C%(I)=W%~-10:R3(I+1)=1:NEXT:C%(I)=1:G%
=1 :RETURN srem 92
POKE53281,1:POKE53280@,@: PRINT"{CLR}":
H$=0:Y%=2:FORM=0TOE%:X%=0Q%-M*4+8:Z2%=A
(M) srem 72
GOSUB 5@@:NEXT :rem 37
POKE198,0:Y%=7: FORM=0TOF%: X%=Q%~-M*4+8
:2%=B% (M) :GOSUB50@ : NEXT trem 61
X%=Q%-(F%+1)*4+8:2%=10:GOSUB500 : FORM=
466-0%T0453+0Q%~-1 s:rem 156
POKES%+M, 160 : POKECS+M, H% : FORA=1TO5: PO
KES1+4,33:POKES1+1,M-430 srem 147
NEXT:NEXT: POKES1+4, 32 :rem 47
H%=6:Y%=14:72%=11: FORM=@TOG% : X%=0Q%-M*4
+8:GOSUBS5@0 : NEXT : RETURN srem 153
U%=P:H%=2:Y%3=14:T1$="00000@" :rem 134
PRINT" (HOME} {BLU} (19 DOWN} PROBLEM";T

AB(18)"TIME"; TAB(3@)"RIGHT" s:rem 178
PRINTTAB(3);PA%+1; TAB(31)PR% :rem 92
FORM=@TOG% :rem 69

XT$=TI/6@:IFXT%>30THEN RETURN :rem 32
POKES$%+819,ASC(MIDS(TIS,5,1))+128:POK
ECS+819,0 s:rem 27
POKES$+82@,ASC(MIDS(TIS$,6,1))+128:POK
ECS+82@,@ :rem 13
GETAS:IFAS=""ORAS$<"Q"ORAS>"9"THEN330
:rem 201
X$=0Q%-M*4+8:2%=VAL(AS) : GOSUB58@:U%=U%
+Z%*1@TM: NEXT : RETURN :rem 193
FORI=0TO12:FORJ=ATO3: FORK=@TO3 : READN%
(I,J,K):NEXTK,J,I :rem 147
FORI=OTOS5:READP% (1) :NEXTI:FORQ=1TO6:R
EADPI(Q),DU(Q):NEXTQ:RETURN :rem 198
POKES1+4, 33:FORI=0TO3: FORJ=ATO3:K=T%*
YE+X3+TE*T+1 srem 171
POKES%+K,N%(2%,J,1):POKECS+K,H%: POKES
14+1,125-X%*J~-Y%*1:POKES1, 30 :rem 228
NEXTJ, I1:POKES1+4,32:RETURN :rem 139
DATA108,226,226,123,225,32,32,97,225
,32,32,97,32,226,226,32 :rem 119
DATA32,108,97,32,32,126,97,32,32,32,
97,32,32,226,226,126 srem 232
DATALl®8,226,226,123,32,32,98,126,1@8
,226,32,32,124,226,226,126 srem 10
DATA1@8, 226,226,123,32,108,98,126,10
8,32,32,97,32,226,226,32 :rem 175
DATA32,32,254,32,32,255,225,32,124,2
26,251,126,32,32,124,32 s:rem 101
DATA225,226,226,126,124,226,127,32,1
¢8,32,108,126,32,226,126,32 :rem 56
DATA32,255,226,32,225,98,98,32,225,3
2,32,97,32,226,226,32 :rem 39
DATA225,226,226,97,32,32,255,32,32,2
55,32,32,32,126,32,32 :rem 18
DATA1@8,226,226,123,124,98,98,126,22
5,32,32,97:32,226,226,32 s:rem 190
DATAl@8,226,226,123,124,98,98,97,32,
32,108,126,32,226,126,32 srem 19@
DATA32,32,123,32,32,98,252,123,32,32
¢ 97832082,32 ;32,32 :rem 110
DATAl60,160,160,97,160,1608,168,97,16
9,160,160,97,160,160,168,97 - :rem 7@

DATAl1@8,123,32,123,124,126,255,32,32
,255,108,123,124,32,124,126 :rem 42
DATA215,225,231,235,231,235 :rem 77
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111

199

4 DATA 25,50,33,50,42,58,5d,259,42,50,
50,300 trem 230
99 S51=54272 :rem 218

20008 V=S1+24:FORL=S1TOS1+24:POKES1,@:NEX

200

20020

20025

20028

20030

200840

20050

TL:POKEV, 15: POKES1+5,17: POKES1+6, 24
1 :rem 209
POKES1+4,33:POKES1+1, 25: FORI=1T0O50:
NEXTI:POKES1+4,32:FORI=1TO50:NEXT
srem 75
POKES1+1,33:POKES1+4,33:FORA=1TO5@:
NEXT: POKES1+4,32:FORI=1T0O58 :NEXT
s:rem 250
POKES1+4,33: POKES1+1,42:FORI=1T05@:
NEXT: POKES1+4, 32:FORI=1TO5@:NEXT
trem 7
POKES1+4,33:POKES1+1,50:FORI=1T0250
:NEXT:POKES1+4,32:FORI=1TO5@:NEXT
:rem 59
POKES1+4,33:POKES1+1,42:FORI=1TO50:
NEXTI: POKES1+4,32:FORI=1TO5@:NEXTI
trem 149
POKES1+4,33:POKES1+1,5@0:FORI=1T0O300
:NEXT: POKES1+4,32 :rTem 216
POKES1+4,33:POKES1+1,66:FORI=1T0O300
:NEXT:POKES1+4,32 :rem 224

10

Power BASIC

(Article on page 95.)
Program 1: vIC Step Lister

10
15
20
25
30
35
40
50

60
70

80

90

100
120
140
160
180
200
219

240

250
279

290

™
™
LSB

PEEK(56) * 256 + PEEK(55):rem 242
™ - 242 :rem 17@
(TM/256-INT(TM/256)) * 256
srem 219
:rem 47
srem 235
srem 223
:rem 120
A: NEXT
:rem 5@
:rem 39
A: NEXT
:rem 52
"DATA ERROR
srem 255
NEW
:rem 60
DATAl62,0,189,60,3,149,115,232,224,23
, 208,246 ,0,201,64,240,22,234 :rem 90
DATA234,234,234,201,58,176,18,201,32,
24¢,7,56,233,48,56,233,208,96:rem 163
DATA76,115,%,160,6,185,0,2,201,64,2068
.243,200,185,0,2,201,0,246,9 :rem 66
DATA201,45,208,244,169,171,153,0,2,16
9,1,133,122,160,1,24,185,8,2 :rem 88
DATA32,107,201,32,19,198,160,0,32,121
,8,32,107,201,165,20,5,21,208:rem 124
DATA6,169,255,133,20,133,21,160,1,132
,198,160,1,132,15,177,95,240 :rem 100
DATAB5,32,44,200,32,215,2062,134,1,132
+,2,173,198,0,240,251,169,0@ :rem 242
DATAl41,198,06,166,1,164,2,200,177,95,
170,200,177 ,95,197,21,208,4,228,20
srem 157
DATA240,2,176,44,132,73,32,205,221,16
9,32,164,73,41,127,32,71,203 :rem 1683
DATA201, 34,208,6,165,15,73,255,133,15
,200,240,17,177,95,208,16 :rem 224
DATAl68,177,95,176,200,177,95,134,95,

MSB INT(TM/256)

POKE 55,LSB: POKE 56,MSB

POKE 253,LSB+13: POKE 254,MSB
FOR 1 TM TO TM + 241
READ A: POKE I,A: CHK

{SPACE}I
X 828:
READ A:

{sPACE}1I
IF CHK <>
": END
PRINT

CHK +

FOR 1
POKE I,A: CHK

X TO X 2]
CHK +

33283 THEN PRINT

"SYsS" TM "TO INITIATE":

133,96,208,163,76,116,196,16 :rem 164

310 DATA218,201,255,24@,214,36,15,48,218,
56,233,127,176,132,73,1608,255,202
:rem 91
320 DATA240,8,200,185,158,192,16,250,48,2
45,200,185,158,192,48,181,32 :rem 129
350 DATA71,203,208,245,0,230,122,208,2,23
9,123,173,96,2,201,58,240,10 trem 21
360 DATA2@1,32,240,239,108,253,8 :rem 74
370 DATA234,234,234,96 trem 114
Program 2: 64 step Lister
10 TM=49152 :rem 68
20 FOR I = TM TO TM + 241 trem 118
30 READ A: POKE I,A: CHK = CHK + A: NEXT
{SPACE]}I trem 48
48 X = 828: FOR I = X TO X + 23 :rem 37
50 READ A: POKE I,A: CHK = CHK + A: NEXT
{SPACE}I :rem 50
60 IF CHK <> 32456 THEN PRINT "DATA ERROR
": END irem 254
78 SYS49152 srem 107
168 DATAl62,0,189,60,3,149,115,232,224,23
,208,246,0,201,64,240,22,201 :rem 84
120 DATAS8,176,10,201,32,240,11,56,233,48
.56,233,208,96,76,116,164,234:rem 169
140 DATA76,115,0,160,0,185,0,2,201,64,208
,243,2006,185,0,2,201,0,240,9, 201
srem 1
160 DATA45,208,244,169,171,153,0,2,169,1,
133,122,160,1,24,185,0,2,32,107
s:rem 238
186 DATAl69,32,19,166,169,0,32,121,02,32,1
@7,169,165,20,5,21,208,6,169 :rem 186
208 DATA255,133,20,133,21,160,1,132,198,1
60,1,132,15,177,95,249,175,32:rem 144
220 DATA44,168,32,215,1796,134,25,132,26,1
73,198,0,240,251,169,0,141,198
srem 214
230 DATAO,166,25,164,26,200,177,95,170,20
®,177,95,197,21,208,4,228,20 :rem 120
250 DATA240,2,176,44,132,73,32,205,189,16
9;32,164,73;41,127,32;,;71,171 i1rem 120
279 DATA201,34,208,6,165,15,73,255,133,15
,200,249,17,177,95,208,16,168:rem 171
299 DATA177,95,1790,200,177,95,134,95,133,
96,208,163,108,6,3,16,218,201:rem 188
319 DATA255,240,214,36,15,48,210,56,233,1
27,170,132,73,160,255,202,240,8
s:rem 251
320 DATA200,185,158,160,16,250,48, 245,200
,185,158,168,48,181,32,71,171,2@8
:rem 112
350 DATA245,0,230,122,208,2,230,123,173,0
.2,201,58,240,10,201,32,240,239
:rem 214
370 DATA76,13,192,234,234,234,96 :rem 99

Cassette Beeper

(Article on page 102.)

Program 1:
Cassette Beeper—VIC Version

5 PRINT CHRS$(147)"{3 DOWN}{3 SPACES}CASSE

TTE BEEPER":PRINT s:rem 253
10 EM=PEEK(56)*256+PEEK(55)-60 irem 118
15 PT=EM:GOSUB1@@ trem 36
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20
25
30

35
40

45
50
55
6@
65
5.

8@

85

POKES1 ,LB: POKE55,LB srem 62
POKE52,HB: POKE56,HB trem 61
PRINT:PRINT"SYS "EM:PRINT"(TO RESET PO
INTERS)" trem 130
PT=PT+21 trem 123
FORX=1T07STEP2:GOSUB1@@:B(X)=LB:B(X+1)
=HB trem 220
PT=PT+3:NEXT X srem 29
FORX=EMTOEM+57 trem 63
READN: IFN<@THENN=B (N*-1) irem 122
POKEX,N:NEXT X:PRINT:PRINT trem 198
SYS EM:SYSB(3)+B(4)*256:NEW trem 216

DATA 169,-1141,48,3,169,-2,141,49,3,1
69,-5,141,56,3,169,-6 trem 225
DATA 141,51,3,96,32,73,245,76,-7,-8,32
+133,246,8,72,9,15 trem 191
DATA 141,14,144,169,240,141,12,144,165
,162,105,258,197,162 trem 187

9¢ DATA 48,252,169,0,141,12,144,104,40,96

trem 222

109 HB=INT(PT/256):LB=PT - HB*2563:1RETURN

trem 69

Program 2:
Cassette Beeper—64 Version

19 I=49152

20 READ A:IF A=256 THEN END
38 POKE I,A:I=I+1:GOTO 20
49152
49160
49168
49176

49184
49192

49200
49208
49216

49224
49232

49240

trem 236
trem 169
t:rem 130
169,21,141,48,3,169,192

srem 155
trem 96
trem 59

DATA

DATA
DATA
DATA

141,49,3,169,27,141,50
3,169,192,141,51,3,96
32,165,244,76,30,192, 32
irem
237,245,8,72,169,0,16@:rem
24,153,9,212,136,208, 250
srem
169,15,141,24,212,169,85
trem
141,5,212,169,176,141,6
:rem
212,169,100,141,0,212,141
trem 223
:rem 84

153
DATA 187
DATA
186
DATA
197
DATA
141
DATA

DATA
DATA

1,212,169,17,141,4,212
169,16,141,4,212,104,40
srem 133
t:rem 85

DATA 96,256

Machine Language
For Beginners

(Article on page 104.)

BEFORE TYPING...

Before typing in programs, please refer to “How
To Type COMPUTE!s Gazette Programs,” “A
Beginner’s Guide To Typing In Programs,”” and
o %le Automatic Proofreader” that appear before
the Program Listings.

Program 2: VIC Version

10
20
30
4@

154

I=12288 :rem 236
READ A:IF A=256 THEN 5@ srem 55
POKE I,A:CK=CK+A:I=1+1:GOTO 20:rem 129
END :rem 59

COMPUTE!'s Gazette May 1984

5@

IF CK<>38268 THEN PRINT "ERROR IN DATA

STATEMENTS" : STOP :rem 202
12288 DATA 160,0,169,8,153,0 :rem 99
12294 DATA 148,153,0,149,200,208 :rem 43
1230@¢ DATA 247,160,0,169,224,153 :rem 33
12306 DATA ©,16,153,228,17,200 :rem 184
12312 DATA 192,22,2@8,245,169,21 t:rem 39
12318 DATA 133,71,169,16,133,72 :rem 251
12324 DATA 162,24,160,0,169,224 :rem 240
12330 DATA 145,71,200,145,71,202 :rem 25
12336 DATA 24@0,16,24,165,71,185 :rem 242
12342 DATA 22,133,71,165,72,105 :rem 240
12348 DATA ©,133,72,76,38,48 :rem 108
12354 DATA 169,20,133,204,32,155 :rem 36
12368 DATA 224,164,98,185,149,15 :rem 56
12366 DATA 201,224,240,244,169,90 :rem 92
12372 DATA 153,149,15,198,204,208:rem 100
12378 DATA 235,169,214,133,251,169

trem 155
12384 DATA 17,133,252,32,193,48 :rem 254
12390 DATA 162,18,32,203,48,165 :rem 241
12396 DATA 197,201,0,240,14,201 trem 237
12402 DATA 1,240,25,201,53,240 trem 174
124048 DATA 91,201,60,240,86,208 :rem 246
12414 DATA 231,198,251,160,8,177 :rem 40
12420 DATA 251,201,32,240,16,230 :rem 17
12426 DATA 251,76,102,48,160,2 :rem 194
12432 DATA 177,251,201,32,240,25 :rem 30
12438 DATA 76,102,48,230,251,160 :rem 40
12444 DATA 1,169,32,145,251,165 :rem 249
12456 DATA 251,208,2,198,252,198 :rem 51
12456 DATA 251,32,193,48,76,102 :rem 254
12462 DATA 48,160,1,169,32,145 :rem 200
12468 DATA 251,230,251,208,2,238 :rem 33
12474 DATA 252,32,193,48,76,1082 trem 255
12480 DATA 48,160,1,169,120,145 :rem 246
12486 DATA 251,136,208,251,96,16@0:rem 101
12492 DATA ©,136,208,253,202,208 :rem 36
12498 DATA 248,96,165,251,133,253:rem 112
12504 DATA 165,252,133,254,32,9 :rem 247
1251@ DATA 49,160,0,165,193,145 :irem 246
12516 DATA 253,162,10,32,203,48 :rem 239
12522 DATA 169,32,145,253,32,9 trem 201
12528 DATA 49,177,253,201,32,208 :rem 48
12534 DATA 7,169,193,145,253,76 t:rem 10
12540 DATA 229,48,201,224,240,4 :rem 240
12546 DATA 201,90,240,223,76,102 :rem 33
12552 DATA 48,56,165,253,233,22 :rem 254
12558 DATA 133,253,165,254,233,8 :rem 43
12564 DATA 133,254,96,256 trem 222
Program 3: 64 Version
180 I=49152 t:rem 236
20 READ A:IF A=256 THEN 50 trem 55
30 POKE I,A:CK=CK+A:I=1+1:GOTO 20:rem 129
4@ END :rem 59
5@ IF CK<>41231 THENPRINT"ERROR IN DATA S
TATEMENTS" : STOP :rem 186
49152 DATA 166,06,169,8,153,0 :rem 99
49158 DATA 216,153,0,217,153,0 trem 198
49164 DATA 218,153,0,219,200,208 :rem 42
49170 DATA 241,160,0,169,224,153 :rem 42
49176 DATA @,4,153,192,7,200 :rem 99
49182 DATA 192,40,208,245,169,39 :rem 63
49188 DATA 133,71,169,4,133,72 srem 215
49194 DATA 162,24,160,9,169,224 :rem 255
49200 DATA 145,71,200,145,71,202 :rem 31
492@6 DATA 240,16,24,165,71,105  :rem 248
49212 DATA 46,133,71,165,72,105 :rem 246
49218 DATA ©,133,72,76,44,192 :rem 159
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49224
49230
49236
49242
49248

49254
49260
49266
49272
49278
49284
49290
49296
49302
49308
49314
493209
49326
49332
49338
49344
49350
49356
49362
49368
49374
49380
49386
49392
49398
49404
494109
49416
49422
49428
49434

DATA
DATA
DATA
DATA
DATA

45
12
98
56

irem
trem
trem
trem

169,20,133,2064,32,158
224,164,98,185,168,3
2001 ,224,240,244,169,90
153,168,3,198, 204, 208
235,169,169,133,251,169
trem 170
trem 9
srem 1
:rem 46
trem 198
trem 7
trem 55
t:rem 32

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

7,133,252,32,199,192
162,5,32,209,192,165
197,201,56,240,14, 201
8,240,25,201,46,240

91,201, 35,240,86, 208
231,198,251,160,0,177
251,201,32,240,16,230
251,76,108,192,160,2 trem 7
177,251,201,32,240,25 :irem 36
76,108,192,230,251,160:rem 100
1,169,32,145,251,165 :rem 255
251,208,2,198,252,198 :rem 57
251,32,199,192,76,108 :rem 64
192,160,1,169,32,145 :rem 254
251,230,251,208,2,230 :rem 39
252,32,199,192,76,108 :rem 65
192,160,1,169,120,145 :rem 44
251,136,208,251,96,160:rem 107
8,136,208,253,202,208 :rem 42
248,96,165,251,133,253:rem 118
165,252,133,254,32,15 :rem 51
193,166,0,165,193,145 :rem 53
253,162,10,32,209,192 :rem 52
169,32,145,253,32,15 trem 5
193,177,253,201,32,208:rem 111
7,169,193,145,253,76 :rem 16
235,192,201,224,240,4 :rem 35
2901,90,240,223,76,188 :rem 45
192,56,165,253,233,40 :rem 52
133,253,165,254,233,0 :rem 49
133, 254,96, 256 srem 228

Sound Story

(Article on page 116.)

160
110

120
138

149

1508
160
17@
180

190

200

210

220

POKE 36879,108:V=36878 srem 115
PRINT"{CLR}" :FORI=1TO7: PRINT:NEXT: PRI
NTTAB(6)"{WHT} (2 DOWN}SOUND STORY"

s:rem 162
FORL=1T0O300@ : NEXT :rem 19
PRINT"{CLR}":POKE36879,8:FORI=1T09:PR
INT:NEXT irem 202
PRINTTAB(2)"{CYN}IT WAS A DARK AND
{5 SPACES}":PRINTTAB(4)"STORMY NIGHT.
S srem 118
POKEV, 15:5=36874 : FORL=1T02@0@0@ : NEXT

:rem 6@
POKES, 195 : FORL=1T06@9 : NEXT: POKES, 201 :
FORL=1T020@ :NEXT trem 117
POKES, 203 : FORL=1T0O30@ : NEXT: POKES, @ : FO
RL=1TO1@0 :NEXT srem 5
POKES, 195 : FORL=1T0208 : NEXT: POKES, @: FO
RL=1TO028@ :NEXT srem 16
FORT=1T012:POKES, 211 : FORL=1TO5@ : NEXT:
POKES, 213 : FORL=1TO50 : NEXT:NEXT: POKES,
4] t:rem 140
PRINT"{CLR}" :FORL=1T0100@ :NEXT: POKE36
879,25:5=36877 :rem 148
FORL=25@8T020@3STEP-1 : POKES, L:NEXT : POKE
S,@3:POKE36879,8: FORL=1TO103 : NEXT

:Tem 148
POKE36879, 25 : FORL=25@0TO20@STEP~1 : POKE
S,L:NEXT:POKES,@:POKE36879,8 :rem 26

230

249

250
260
270
280
290
300
310

320

330

340

350
360

370
380
390
400
410
420
439
440
450

460
47@

480
490
500
510
520
530
540
55@
560
570

580
590

600
610

620

FORL=15TO4STEP~.@d4: POKEV, L: POKES, 130:
NEXT srem 105
POKE36878,15: POKE36879, 25: FORL=250T01
80STEP~1 : POKES, L:NEXT: POKES, @: POKE368

79,8 trem 46
FORL=15TO1STEP-.03:POKEV,L: POKES,128:
NEXT trem 11@
FORI=1TO6:PRINT:NEXT:PRINT" {3 SPACES}
SUDDENLY, OFF IN":PRINT:PRINT" THE DI
STANCE, A TRAIN" trem 73
PRINTTAB(7)"WENT BY..." :rem 44
FORL=1TO400@@ : NEXT trem 27
PRINT" {CLR}":L=1 srem 243

FORD=20@TO15STEP~5:L=L+.3:POKEV, L
trem 6
POKES, 200 : FORT=1TO60@ : NEXTT: POKES, @ : FO
RT=1TOD:NEXTT: NEXTD trem 249
FORL=15TOASTEP~.3: POKEV, L: POKES, 200 :F
ORT=1TO4@ :NEXTT : POKES, @ : FORT=1T04@ :NE
XTT:NEXTL s:rem 4
FORI=1TOB:PRINT:NEXT: PRINTTAB(4)"THEN
THE TRAIN":PRINT:PRINTTAB(3)"ENGINEE

R HEARD " t:rem 34
PRINTTAB(18)"{UP}A“:PRINT:PRINTTAB{4]
"FLYING SAUCER!" :rem 166
FORL=1T0400@ : NEXT trem 25

PRINT" {CLR}":C=36879:POKEC, 138: POKEV,

15:5=36874:G0SUB430 trem 180
POKEC, 110:GOSUB440 :rem 28
POKEC, 25:GOSUB430 srem 241
POKEC, 93 :GOSUB440 :rem 248
POKEC, 127:GOSUB430 srem 29
POKEC, 76 : GOSUB440 trem 242
POKEC, 8: POKES, @: GOT0O450 t:rem 144

FORL=180T0254: POKES, L:FORM=1TO5 : NEXTM
: POKES, @ : NEXTL : RETURN :rem 131
FORL=254T0O180STEP-1: POKES,L:FORM=1TO5
:NEXTM: POKES, @ : NEXTL : RETURN :rem 30
PRINT"{CLR}" :FORI=1TO8:PRINT: NEXT: PRI
NT"{3 SPACES}A SECRET MESSAGE" :rem 7
PRINT:PRINTTAB(3)"WAS SENT...":rem 60
FORM=1T03@:POKEV, 15: POKE36876, 2@@ : FOR
L=1TO(INT(RND(1)*8@)) :NEXT :rem 69
POKE 36876,@:FORL=1TO(INT(RND(1)*8@))
:NEXT:NEXT irem 42
PRINT"{CLR}" :FORI=1T09:PRINT:NEXT: PRI

NTTAB(5)"A PING PONG" trem 0O
PRINT: PRINTTAB(5) "BALL DROPPED!"

:rem 212
POKEV, 15:5=36874 srem 131

FORD=20@0TO@STEP-5:POKES, 250 : FORT=1T02
:NEXTT: POKES,@: FORT=1TOD:NEXTT :NEXTD
srem 114
PRINT"{CLR}":FORI=1TO7:PRINT:NEXT:PRI
NTTAB(3)"THE STORM ENDED," t:rem B6
PRINT: PRINTTAB(2)"THE STARS CAME OUT,
" trem 51
PRINT: PRINTTAB(2)" AND THE CRICKETS":
PRINT:PRINTTAB(2)"STARTED CHIRPING...
L srem 185
FORL=1TO500@ :NEXT trem 29
PRINT“[CLR]":POK836879,1@4:FORL=1T028
:rem 27
X=INT(RND(1)*506) srem 153
POKE7680+X,46: POKE3840@+X, 7:NEXT

srem 130
S=36876:FORL=15TO1STEP-.5: POKEV,L
:rem 27

FORN=1TO5:POKES, 243 : FORT=1TO3 : NEXTT: P
OKES, @: FORT=1TOB:NEXTT :rem 188
NEXTN:FORT=1TO1@@ : NEXTT : NEXTL: rem 206
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630 FORI=1TO1@:PRINT:NEXT:PRINTTAB(8)" {SPACE}® :rem 76

{YEL}THE END{BLU}" trem 91 260 POKE L, 32 :POKEL+CO,@:L = L+N:rem 250
640 FORL=1TO3¢@0:NEXT:PRINT"{CLR)}":POKE36 270 POKE L,102:POKEL+CO,d irem 161
879,27 :END trem 216 275 IF T = @ AND R = L THEN GOTO 314
t:rem 152
. 280 IF P = 80 THEN POKE 53281,12 :rem 14
Joystick Control For 20 coro 125 :rem 108
300 REM *** THE EXPLOSION *** trem 21
The 64 31¢ FOR B = 1 TO 6 :rem 4
320 FOR A = @ TO 15 :POKE 53281,A :NEXT A
1 :rem 198
(Article on page 118.) 330 NEXT B .rem 23
340 POKE L,32:POKEL+CO,@:POKE R, 32:POKER+
BEFORE TYPING... co,d :rem 145
Before typing in programs, please refer to “How 4@@ REM *** RESETTING THE PLAYING FIELD A
To Type COMPUTE!"s Gazette Programs,” ““A ND KEEPING SCORE *#*¥* srem 212
Beiinner’s Guide To Typing In Programs,” and 416 POKE 53281,1 :POKE 1422,81:POKE 1422+
“The Automatic Proofreader” that appear before CO,©:POKE 1385,102:POKE1385+C0, 0
the Program Listings. :rem 130
420 IF T = @ AND P = 10@ THEN GOTO 610
:rem 214
Chase And Tag 430 IF T = 1 AND P < 10@ THEN GOTO 610
:rem 215
15 REM{2 SPACES}*{8 SPACES}CHASE AND TAG 5¢@ REM *** UPDATING THE LEFT PLAYERS SCO
{8 SPACES}* irem 177 RE *** srem 121
49 POKE 53280,4 :POKE 53281,14 :PRINT " 510 E = E+1 :rem 185
[WHT}" :CLR :C0=54272:GOTO 700 :rem 52 ©52¢ IF E = 58 AND F = 49 THEN GOTO 1300
50 REM *** INDIRECT ADDRESS REGISTERS *** irem 4
:rem 85 53¢ IF E = 58 THEN F = 49 :POKE 1945,F:PO
55 POKE 52254,1 :POKE 52246,2 :POKE 52247 KE1945+CO, @ :rem 56
42 :POKE 52245,82 :POKE 52253,81 540 IF E = 58 THEN E = 48 :rem 52
:rem 193 559 POKE 1976,9:POKE1976+CO,@:POKE 1977,2
68 POKE 52249,8d :POKE 52251,40 :POKE 522 @:POKE1977+CO, 0 :rem 135
58,8 :POKE 52255,41 :rem 231 569 POKE 1946,E:POKE1946+CO,@:POKE 1949,3
65 POKE 52126,1 :POKE 52118,2 :POKE 52119 2: POKE1949+CO, @ :rem 143
42 :POKE 52117,82 :POKE 52125,81 565 POKE 195@,32:POKE195@0+C0,@:T = 1 :GOT
:rem 184 O 118 srem 129
79 POKE 52121,8@ : POKE 52123,49 : POKE 521 65@ REM o % Kk UPDATING THE RIGHT PLAYERS sC
22,8 :POKE 52127,41 :rem 215 ORE *** :rem 205
100 REM *** PLAYER MOVEMENT WITH JOYSTICK g1g D = D+l reltiad
* &k :rem 85 = - 29
110 R = 1422 :L = 1385 :P = @ s T o e el SR TR GOT?rii 86
126 POKE R,81:POKER+CO,@:POKE L,102:POKEL ¢35 1F D = 58 THEN QG = 49 :POKE 1980,QG:
+C0, @ :rem 191 POKE1980+CO, 0 :rem 218
12as b bel :rem 209 g4 IF D = 58 THEN D = 48 :rem 51
el e sl Ll e ch :rem 61 G50 POKE 1949,9:POKE1949+CO,0:POKE 1950, 2
140 X = PEEK(56321)+52000 :rem 195 G : POKE1953+CO, @ irem 118
145 IF X < 52245 THEN GOTO 140  :rem 188 ggg pokE 1981,D:POKE1981+C0,@:POKE 1976,3
1560 M = PEEK(X)-41 :rem 128 2 irem 52
160 S¥ee EEEK(06320)352000 srem 197 g5 poKE 1976,32 :POKEL976+C0,@:POKE 1977
178 N = PEEK(Y)-41 :rem 132 ! :rem 189
180 C = (R+M - 1063) / 40 :IF C - INT(C)  7gg REM *** ENTERING THE PLAYERS INITIALS
{SPACE}= @ THEN M = @ :GOTO 218 *kk :rem 49
trem 210 " ",
190 G = (R+M - 1064) / 48 :IF G - INT(G) 710 POKE53281,@:PRINT "{CLR} 'pOK?iziBiii
{SPACE]}= @ THEN M = © :GOTO 210 524 720 PRINT “{BLK}(3 RIGHT}ENTER THE LEFT P
5= LAYERS 3 INITIALS{5 DOWN}" :rem 224
2@ IF R+M < 1663 OR R+M > 1822 THEN M = n ", "
{ SPACE} & rem 8 125 PRINT {17 RIGHT}"; srem 151
210 POKE R,32:POKER+CO,@:R = R+M :rem 12 738 FOR KL = 1 TO 3 srem 92
220 POKE R, 81:POKER+CO,d :rem 126 735 GETK$:IFK$=""THEN735 irem 117
225 IF T = 1 AND R = L THEN GOTO 310 737 IFK$>"Z"ORK$<"A"THEN735 irem 26
:rem 148 739 PRINTKS$; irem 218
230 H = (L+N - 1063) / 4@ :IF H - INT(H) 748 IM$ (KL)=K$:NEXT KL trem 249
{SPACE}= @ THEN N = @ :GOTO 260 750 POKE53281,@:PRINT "{CLR}":POKE53281,1
:rem 222 trem 145
240 B = (L+N - 1064) / 49 :IF B - INT(B) 768 PRINT "{3 RIGHT}ENTER THE RIGHT PLAYE
{SPACE}= @ THEN N = @ :GOTO 260 RS 3 INITIALS{5 DOWN}" irem 167
:rem 206 765 PRINT"{17 RIGHT}"; irem 155
25@ IF L+N < 1863 OR L+N > 1822 THEN N = 770 FOR KR = 1 TO 3 irem 102
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775
777
779
7808
800
81@

9009
910

920
1000

1010

1920

1338

1049

1858

1109

1119

1120

11308

1135
1200

1210
12208
12309
1300
1310
1320
1339
1349
1350
1360
1400

1410

GETKS :t IFKS=""THEN775 trem 125
IFKS$>"Z"ORKS<"A"THEN775 :rem 34
PRINTKS; trem 222
INS (KR)=KS$:NEXT KR :rem 1@
POKE53281,0:PRINT "{CLR}":POKE53281,1
trem 141
E =48 :D = 48 :T = @ :8S = 1024 :V =
{SPACE}1824 :7 = 1863 trem 121

REM *** TITLE ON SCREEN *#** trem 88
DATA 34,32,3,8,1,19,5,32,1,14,4,32,20

:1!71'32!34 trem 165
FOR TT = 1 TO 17 :READ TD :POKE 1874+
TT,TD :NEXT TT :rem 134
REM *** DRAWING THE PLAYING FIELD **
* srem 6
POKE S,108:POKES+CO,@:FOR B = 1 TO 3

8 :POKE S+B,121:POKES+B+CO,@:NEXT B
trem 163
POKE S+B,123 :FOR B = 79 TO 799 STEP
40 :POKE S+B, 117 : POKES+B+C0, @:NEXT
{SPACE]}B :rem 91
POKE Z,126 :FOR B = 38 TO 1 STEP -1
{SPACE} : POKE V+B, 120 : POKEV+B+CO, @ :NE
XT B sirem 118

POKE V,124:POKEV+CO,@:FOR B = 768 TO
49 STEP -40 :POKE S+B,118 :NEXT B

:rem 160
3 :rem @
REM *** INITIALIZING LEFT PLAYERS SC
ORE *** :rem 244
LE = 19865 :rem 96
FOR KL = 1 TO 3 :X = ASC(IMS(KL)) :P

OKE LE,X-64 :LE = LE+1 :NEXT KL
trem 57

POKE 1949,9:POKE1949+CO,@:POKE 1950,
20 : POKE1949+C0O,@:POKE 1946,E :rem 86
POKE1946+CO, @ :rem 230
REM *** INITIALIZING RIGHT PLAYERS S
CORE *** srem 72
RE = 1949 srem 102
FOR KR = 1 TO 3 :X = ASC(INS(KR)) :P
OKE RE,X-64 :RE = RE+1 :NEXT KR

s:rem 95
POKE 1981,D:POKE1981+CO,@:GOTO 55

:rem 106
POKES53281,@:PRINT "{CLR}":POKE53281,
1 :rem 185
PRINT " IF YOU WANT TO PLAY ANOTHER
{ SPACE }GAME" :rem 96
PRINT " PRESS {RvVS}'Y'{OFF} OR {RvVS]}
'N'{OFF}.":POKE198,0 :rem 229
GET ANS:IF ANS="" THEN 1330 :rem 77
IF ANS="N" THEN GOTO 1400 :rem 6
IF ANS="Y" THEN 40 :rem 120
GOT01330 trem 202
POKE53281,@:PRINT "{CLR}" :POKE53281
,1:PRINT " BYE" :rem 165
END srem 157

Print Sound For
The VIC-20

(Article on page 121.)

18 P

RINTCHR$(147)"VIC PRINT-SOUND":rem 69

20 GOSUB500 srem 119

36 P
48 C

RINT"SOUND IS NOW DEVICE 2" srem 47
LOSE1:0PEN1,2:PRINT#1, "AEHMZLMZZZZZZ"
trem 187

90
500

51@
520
530
540
550
560
5708
580
590
6@
61@

620
630

640

IFPEEK(983)>@THENS50Q trem 16
PRINT"A TUNE BY J.S. BACH" trem 86
PRINT#1, "FHIMKKOMMRQRMJFHJKMOMKJHJFEFH
= t:rem 52
PRINT#1, "AEHKIHIFHIMKKOMMRQRMJ FHICMKJIH
FAFEF" trem 123
END trem 64
DATA76,194,3,76,132,3,141,219,3,152,7
2,165,154,201,2 trem 236
DATA208,47,173,219,3,201,65,48,33,201
+.91,16,29,56,233 s:rem 41
DATA65,168,185,224,3,172,215,3,192,25
5,240,249,172,217,3 srem 193
DATAl145,249,200,152,41,255,141,217,3,
238,215,3,104,168,173 :rem 24
DATA219,3,24,96,104,168,173,219,3,76,
122,242, 72,152, 72 :rem 97
DATA173,218,3,240,15,206,218,3,2490,6,
194,168,104,76,191 srem 132
DATA234,169,0,240,27,173,215,3,240,24
1, 1725216;3 ;11,249 :rem 188
DATA72,200,152,41,255,141,216,3,206,2
15,3,169,1@,141,218 :rem 169
DATA3,104,141,10,144,141,11,144,141,1
2,144,24,144,207,120 :rem 197
DATAl169,3,141,21,3,141,39,3,169,63,14
1,20,3,169,66 :rem 148
DATAl41,38,3,88,96,0,0,0,0,0,183,187,
191,195,199 srem 52
DATA201,203,207,209,212,215,217,219,2
21,223,225,227,228,229 trem 69
DATA231,232,233,235,236,237,0:rem 128
FORI=828T01013:READJ: POKEI,J:NEXTI
:rem 154
POKE36878,15:5Y5828: RETURN :rem 96

Ski Physics

(Art

icle on page 125.)

Before typinﬁdin programs, please refer to “How
To Type CO
Beginner's Guide To Typing In Programs,” and

the Program Listings.

BEFORE TYPING...

PUTE!s Gazette Programs,” “A

e Automatic Proofreader” that appear before

Program 1: ski Physics—VIC Loader
5 PRINT"{CLR}{4 RIGHT}{11 DOWN}JUST A SEC

OND" :rem 11
15 POKES1,@:POKES52,28:POKES5,0:POKES6,28:
CLR:B=7168:C=25600 :rem 183

20 FORJ=@TO512:POKEB+J, PEEK(B+J+C) :NEXTJ

srem 229

25 FORI=216T0255:READASY: POKEB+I ,A%:NEXTI:
FORI=280T0327 :READB% : POKEB+I,B% :NEXTI

trem 140

3@ PRINT"{CLR}":POKE36869,240:SC=36879:P0

KESC, 232 :rem 226

35 PRINT"{BLK}{5 DOWN} {5 RIGHT]}SKI PHYSIC

= ik :rem 185

50 V=36878:F2=36875:POKEV, 15 :rem 85

55 READA%,D%:IFA%=-1THEN65 :rem 229
60 POKEF2,A%:FORT=1TOD% :NEXTT:GOTO55

:rem 56

65 POKEV,@:POKEF2,0:D=1 :rem 117

75 PRINTSPC(69)"{BLK}PRESS THE Fl1 KEY"

irem 65

CWHH :Eotnirotlofe.ca



8@ GETAS:IFAS=""THEN8O

:rem 243

85 IFA$=CHRS$(133)THENONDGOTO1@80,140,185,2

1060

105

110

111

112

140

145

150

155

160

185

19@

195

209

205
225
227

230

235
236
237
238
240
245
259

260
263

265

25
98 GOTO88

srem 177
:rem 16
PRINT" {CLR}":POKESC, 200 : PRINT : PRINTTA
B(37)"{BLK}E2 P3" :rem 4
PRINT"{BLK} {4 SPACES}POEMIEKG]
ENIM{2 SPACES)}NEHIENIEZ P3":P
RINT" {BLK} (4 SPACES}EMIEKGIEM3I
EGIENI MN EHIENIE2 PI"
:rem 23
PRINTSPC(47)"{RED}TIME IS DURATION":P
RINT:PRINT" [BLK} {4 SPACES}IT IS MEASU
RED" srem 67
PRINT:PRINT"{6 SPACES}IN SECONDS"
:rem 209
PRINT" {6 SPACES}MINUTES":PRINT"
{6 SPACES}AND HOURS":D=2:GOTO75
:rem 197
PRINT" {CLR}" :POKESC,248:PRINT:PRINT:P
RINT"{BLK} M{4 SPACES}EP3" :rem 103
PRINT"{BLK}{2 SPACES}M{2 SPACES]}NL
EHIRNIRYIRHI OEN3 POMN"
t:rem 222
PRINT" {BLK} {3 SPACES}MN L LENJEP3
EH3 LENJ EMIRGIEMIEGI™
srem 69

PRINTSPC(47)"{RED}VELOCITY IS SPEED":
PRINT:PRINT:PRINT" {BLK} {4 SPACES}IT I
S MEASURED" t:rem 94
PRINT"{BLK}{4 SPACES}IN FEET/SECOND":
PRINT" {BLK}{4 SPACES}OR MILES/HOUR":D
=3:G0TO75 srem 142
PRINT" {CLR}" : POKESC, 216 : PRINT : PRINT : P
RINT" {BLK} {3 SPACES}EP3{3 SPACES}
EP3i"TAB(18)"EP3" s:rem 209
PRINT" {3 SPACES}EHIMEMIEGIL PON

MENIMEHIO L" :rem 4
PRINT" {3” SPACES } RHINEMIEGI@
EMIEGIOPENY RHIL L"TPRINT"™

{3 SPACES}EY3" :rem 155

PRINTSPC(46) " {RED}DISTANCE IS LENGTH"
:PRINT:PRINT:PRINT"{BLK} {3 SPACES}IT
{SPACE}IS MEASURED" :rem 129
PRINT" {3 SPACES}IN FEET OR MILES" :D=4
:GOTO75 trem 12
PRINT" {CLR}" : POKESC, 168 : PRINTSPC(92)"
* INSTRUCTIONS*" :rem 125
PRINT:PRINT: PRINT" {2 SPACES}YOU WILL
{SPACE}BE GIVEN" :rem 47
PRINT" {2 SPACES}PROBLEMS TO SOLVE":PR
INT"{2 SPACES}WITH TIME, DISTANCE":PRI
NT" {2 SPACES}AND VELOCITY." :rem 94
PRINT"{2 SPACES}ANSWER WITH THE":PRIN
T"{2 SPACES}CORRECT NUMBER." :rem 108
PRINT"{2 SPACES}IGNORE REMAINDERS."

trem 72
PRINT"{2 SPACES}DO NOT GIVE UNITS.":D
=5:PRINT"{3 DOWN}{7 RIGHT}PRESS F1"

:rem 218
IFPEEK(197)<>39THEN238 :rem 245
PRINT" {CLR}TAPE OR DISK":INPUTTS

:rem 5@
IFLEFTS(TS,1)<>"T"ANDLEFTS(TS,1)<>"D"

THEN24@ :rem 192
IFLEFTS$ (TS$,1)="T"THENPOKE631, 131 : POKE
198, 1:END :rem 162

PRINT"{CLR}FILENAME" : INPUTFIS:rem 186

FIS="LOAD"+CHRS (34)+FI$+CHRS(34)+",8"
:rem 104

PRINT" {CLR}{3 DOWN}";FI$+" {HOME}
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266
268
500
505
587

510

515

520

525

:rem 240

POKE631,13:POKE632,13 :rem 139
POKE198, 2 :rem 2087
DATA96,96,60,31,44,72,142,3,0,0,0,128
,16,32,64,128,1,2,4,12,0,0,9,90,0,0,0

:rem 176
DATA24,24,8,30,45,76,152,16,16,24,8,5
6,255,0,0,0,0,0,0 trem 52
DATAl6,15,128,64,32,0,0,0,0,240

:rem 2087
DATAS6,56,124,126,255,255,255, 255, 74,
32,136,2,212,21,162,2085,255,255,255,2
55 :rem 158
DATA255, 255, 255,255,1,2,4,8,16,32, 64,
128 s:rem 169
DATA231,2@00,225,150,231,350,0,308,225,
150,229,175, 225,220,229,150,225,175,2
29,200 :rem 59
DATA228, 350,231, 209,225,200,231,150,2
32,25@,231,275,228,175,225,4006,-1,-1

s:rem 217

{DOWN]}";

Program 2:
Ski Physics—VIC Main Program

249
250

255

260
265
270
280
285

250
295
300
305
310
315
330
335

340

345

350
354

355

SC=36879:C=25600 :rem 49

PRINT"{CLR}" : POKESC, 152 : POKE36869, 255

:rem 255
A=INT(RND(1)*3+1) :B=INT(RND(1)*7+1):X
=INT(RND(1)*26+5): Y=INT(RND(1)*101+50

s:rem 174
IFA=1THENDS$="FEET" : TT$="SECONDS" : VS="
F/s" :rem 165
IFA=2THENDS$="MILES" : TTS="HOURS" : V$="M
PH" :rem 168
IFA=3THENDS="FEET" : TTS="MINUTES" :VS="
F/M" :rem 184
ONBGOSUB44@,470,440,455,470,449,479

:rem 56
PRINT:PRINT: PRINT: PRINTTAB(19)" {BLK}[
£" :PRINTTAB(19)"{BLU}]{BLU}("

:rem 254
FORN=19TO15STEP-1:PRINTTAB(N)"{BLU}("
:NEXTN :rem 169
PRINTTAB(12)"{BLU}''"'''":PRINTTAB(12)
"{BLU}IIEIII! srem 86
PRINT"{PUR}'''''{YEL}{2 SPACES}2%%%%
[BLU}I' ' “":PRINT"{PUR] (B '{BLU] (BB ]
HIMAEALA S SN 9 i S PAG RS Y :rem 28
PRINT"{16 UP}" srem 121
Z=7680+(9*%22)+20:C=2+30720:V=36878:F2
=36875 :rem 228
INPUT"{BLK}[5 SPACES}";S$:S=VAL(SS):I
FS=KTHEN360 :rem 144
POKEV, 15: PRINT" {RED} {2 SPACES}UH UH!
(SPACE} SORRY{2 SPACES}" :rem 206
FORM=23@0TO19@STEP-1: POKEF2,M: FORT=1TO
5:NEXTT: NEXTM trem 32
Q=5:G0OSUB480 : POKEV, @ : FORN=1T04 : POKEZ,
32:POKEZ+21, 32: POKEZ+22, 32: POKEZ+23, 3
2 :rem 124

POKEZ+22, 30: POKEC+22, 0: POKEZ+43, 35: PO
KEC+43,@: POKEZ+44, 31 : POKEC+44,0

s:rem 222
POKEZ+45,36: POKEC+45,@:2=2+22:C=C+22:
NEXTN :rem 243
FORN=0TO4 : POKEZ+2@+N, 38: POKEC+2@+N, 7:
NEXTN :rem 81
POKE36877, 210 :FORL=15TO@STEP-1: POKEV,
L:FORM=1TO5@0 :NEXTM:NEXTL: PP=1 :rem 5
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356
360

362

364

366
368
400
405
487

410

412

440
441

442

445

455

460
470
471
472

475

480
482
484
486
488
490

492

POKE36877, @: POKEV, @:GOTO480 :rem 90
POKEV, 15:PRINT" {RED} YEP! THATS RIGHT
" :FORM=1908T0230 : POKEF2,M: FORT=1TO5:N
EXTT:NEXTM t:rem 13
Q=10:GOSUB48@: POKEV, @ : FORN=1T03 : POKEZ
+32:POKEZ+21,32:POKEZ+22, 32 : POKEZ+23,
32 :rem 171
POKEZ+21, 30 : POKEC+21, @: POKEZ+42, 35 : PO
KEC+42,0:POKEZ+43, 31: POKEC+43,0
:rem 217
POKEZ+44, 36: POKEC+44,@:Z2=2+21 :C=C+21:
NEXTN :rem 246
POKEV, 15: FORL=148T0228STEP. 7: POKEF2, L
:NEXTL: POKEV, @ : FORT=1T0O50@ : NEXTT : PP=2
:rem 65
PRINT" {CLR}" : POKESC, 184 trem 192
IFPP=1THENPRINTSPC(134)"YOU LOST THIS
TIME" :rem 171
IFPP=1THENPRINTSPC(49)"BETTER LUCK
{12 SPACES}NEXT TIME" :rem 63
IFPP=2THENPRINTSPC(158)"YOU SOLVED TH
E{8 SPACES}GIVEN{2 SPACES}PROBLEM"
trem
irem

61
FORT=1TO5009 : NEXT 33
D=5 :GOTO25@ s:rem 9@
K=INT(Y/X) irem 60
PRINTSPC(24)" {BLK}A SKIER WENT {RED}"
;Y:PRINT"{BLU} {2 SPACES]}";D$ :rem 17
PRINT" {BLK}{2 SPACES}IN [RED}";X;"
{BLU}";TTS :rem 230
PRINT" {BLK} {2 SPACES}WHAT WAS HIS":PR
INT" {BLK} {2 SPACES}VELOCITY IN (BLU}"
: VS : RETURN :rem 144
K=X*Y:PRINTSPC(24)"{BLK}A SKIER WENT
{SPACE} {RED}";X:PRINT" [BLU}{2 SPACES}
":VS:PRINT"{BLK} {2 SPACES}FOR {RED}":
Y"{BLU}";TT$ :rem 96
PRINT"{BLK}{2 SPACES}WHAT WAS HIS":PR
INT"{BLK} {2 SPACES}DISTANCE IN {RED}"
:"{BLU}";D$:RETURN rrem 242
K=INT(Y/X) irem 63
PRINTSPC(24)"{BLK}A SKIER WENT {RED}"
;Y:PRINT" {BLU} {2 SPACES}";D$ :rem 28
PRINT" {BLK} {2 SPACES}AT {RED}";X;"
{BLU}";VS :rem 149
PRINT"{BLK}{2 SPACES}HOW MUCH TIME DI
D" :PRINT" {BLK}{2 SPACES}HE SKI IN
{BLU}"; TTS$ : RETURN :rem 2
FORN=1TOS5 : POKEZ, 32 : POKEZ+1, 32 : POKEZ+2
2,32:POKEZ+21,27:POKEC+21,0 :rem 122
POKEZ+22, 28: POKEC+22, @: POKEZ+43, 29: PO
KEC+43,0:%2=2+21:C=C+21:NEXTN :rem 116
POKEV, @:2=72-21:POKEZ, 32 : POKEZ+1, 32: PO
KEZ+22,32 trem 35
Z=7680+(14%22)+14:C=2+30720: POKEZ+1, 3
2 trem 248
FORN=1TOQ: POKEZ, 32 : POKEZ+21, 32 : POKEZ+
22,32: POKEZ+23, 32 :rem 56
POKEZ-1, 30 : POKEC-1, @ : POKEZ+20, 35 : POKE
C+20,d:POKEZ+21, 31: POKEC+21,@:rem 185
POKEZ+22, 36 : POKEC+22,0@:2=2-1:C=C-1:NE
XTN: RETURN :rem 168

Program 3:
Ski Physics—64 Version

5 PRINT"{CLR}"

:rem 153

15 POKE52,48:POKE56,48:CLR:K=12288:PC=563

34:CP=53272

:rem 254

16 POKEPC, PEEK(PC)AND254:POKEl, PEEK(1)AND

20

25

26

30

35

50
D2

55
60

65
75

8@
85

=17)
100

185

110

111
112

140

145

159

155

160

185

189

190

195

196
200

205

251 :rem 164
FORJ=8T0512:POKEK+J,PEEK(53248+J):NEXT
J :rem 68

FORI=216TO255:READAY : POKEK+I,A% :NEXTI:

FORI=280T0327 :READBS : POKEK+I, B% : NEXTI
:rem 158
POKEL, PEEK(1)OR4: POKEPC, PEEK(PC)OR1
:rem 115
PRINT" {CLR}" : POKECP, 21 : BC=53280@ : BK=532
81 : POKEBC, 5: POKEBK, 1 :rem 249

PRINT" {BLK} {8 DOWN}{13 RIGHT}SKI PHYSI
cs" srem 212

V=54272:FORL=VTOV+24 : POKEL, @ : NEXT
t:rem 16
POKEV+5, 88: POKEV+4, 33: POKEV+24, 143 : POK
EV+6, 195 :rem 151
READLF, HF, DR: IFLF=-1THENG5 :rem 36
POKEV, LF : POKEV+1, HF : FORT=1TODR: NEXTT: G
0TO055 :rem 68
POKEV, @: POKEV+1, @: POKEV+24, @:D=1
:rem 91
PRINTSPC(131)"{BLK}PRESS THE{2 SPACES}
F1 KEY" :rem 103
GETAS : IFAS=""THENB® :rem 243
IFA$=CHRS$ (133 )THENONDGOT0100, 148, 185, 2
25, 250 :rem 116
GOTO80 :rem 10
PRINT" {CLR}" : POKEBC, 6 : POKEBK, 1 : PRINT:
PRINTSPC(104)"{BLK}E2 P3" :rem 36
PRINTSPC(13)"{BLK}POEMIEGIENIM
{2 SPACES}NEHIENIEZ P3":PRINTSP
C(13)"{BLKTENJEHIEMIRGIENT
{SPACE}MN EHIENIE2 PI" :rem 95
PRINTSPC(92)"[RED}TIME IS DURATION"
:rem B2
PRINTSPC(93)"(BLK}IT IS MEASURED"
:rem 38
PRINTSPC(55) "IN MINUTES" :PRINTSPC(15)
"AND HOURS" :D=2:G0OTO075 :rem 154
PRINT" {CLR}" : POKEBC, 4 : POKEBK, 1: PRINTS
PC(130)"{BLK} M{4 SPACES}EP3"
3 :rem 124
PRINTSPC(1@)"{BLK}{2 SPACES}M
{2 SPACES}NL EHIENIEYIEH] [o]
ENJ POMN" :rem 118
PRINTSPC(1@)" {BLK} (3 SPACESIMN L L
ENJEPIEHI LENI EMIEG3
EM3RGY" :rem 221
PRINTSPC(92)"{RED}VELOCITY IS SPEED":
PRINTSPC(93)"{BLK}IT IS MEASURED"
:rem 115
PRINTSPC(13) "IN FEET/SECOND" :PRINTSPC
(13)"OR MILES/HOUR" :D=3:GOTO75
:rem 164
PRINT"{CLR}" : POKEBC, 7 : POKEBK, 1
:rem 166
PRINTSPC(129)"{3 SPACES}EP3
{3 SPACES}EP3{10 SPACES}EP3"
:rem 83
PRINTSPC(9)" {3 SPACES]}EHIMEMS
EGIL PONMEN3IMEHJO L*" :rem 116
PRINTSPC(9)"T3 SPACES}EHINEM3I
EGZ@ EMEEGSOPENS EHSL L"
srem 73
PRINTSPC(9)"{3 SPACES}ETI" :rem 132
PRINTSPC(91)"{RED}DISTANCE IS LENGTH"
:PRINTSPC(92)"{BLK}IT IS MEASURED"
:rem 149
PRINTSPC(52)"IN FEET OR MILES": D=4:G
0T075 :rem 170
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225
226
2308

231
235

236
237
250

255

260
265
270
280
285
290
295

300

301
385
310
315
33@
335
340
341
345
350
354
Jo5
356
360
361
362
363
364

366

160 COMPUTE!'s Gazefte

PRINT" {CLR}" : POKEBC, 13: POKEBK, 1 : PRINT
SPC(132)"*INSTRUCTIONS*" srem 175
PRINT:PRINT:PRINTTAB(11l)"YOU WILL BE
{SPACE}GIVEN" :rem 184
PRINTSPC(11)"PROBLEMS TO SOLVE":PRINT
SPC(11)"WITH TIME,DISTANCE" irem 21
PRINTSPC(11)"AND VELOCITY." :rem 112
PRINTSPC(11)"ANSWER WITH THE" :PRINTSP
C(11)"CORRECT NUMBER." :rem 158
PRINTSPC(11)"IGNORE REMAINDERS."

:rem 225
PRINTSPC(11)"DO NOT GIVE UNITS.":D=5:
GOTO75 :rem 69
PRINT"{CLR]}" : POKEBC, 18 : POKEBK, 1: POKEC
P, (PEEK(CP)AND24@)+12 :rem 66
A=INT(RND(@)*3+1) :B=INT(RND(@)*7+1):X
=INT(RND(@)*21+5) : Y=INT (RND(@)*101+508

) :rem 165
IFA=1THENDS="FEET" : TT$="SECONDS" : V$="
F/s" :rem 165
1FA=2THENDS$="MILES" : TTS$="HOURS" : V§="M
PH" :rem 168
IFA=3THENDS="FEET" : TTS$="MINUTES" : V$="
F/M" :rem 184
ONBGOSUB44@,47@,440,455,47@0,440,470
:rem 56

PRINT:PRINT:PRINT: PRINTTAB(29)" {BLK}[
£" :PRINTTAB(29)"{BLU}J{BLU}(" :rem @
FORN=29T0O25STEP-1:PRINTTAB(N)"{BLU} ("

:NEXTN srem 171
PRINTTAB(22)"{BLU}''"'''":PRINTTAB(22)
n{BLU]lnlllu srem 88
PRINTTAB(5)"{PUR}"'''' ' ' 'V [VEL]
{2 spACES}sssss{BLu} et

s:rem 223
PRINTTAB(S)"{PUR}””.“.'I”{BLU}”'
LI T T I I I O I I A I ] :rem13g
PRINT" {15 up}" irem 232

7Z=1024+(9*%40)+30:V=54272:C=Z+V:rem 41
INPUT" {BLK)} [5 SPACES}";S$:S=VAL(SS$):1I
FS=KTHEN360 s:rem 144
POKEV+24,143:PRINT"{RED} {2 SPACES}UH
{SPACE}UH! SORRY{2 SPACES}" :rem 145
FORM=6@TO20STEP-5: POKEV, INT(M/3) : POKE
V+1,M:FORT=1TO15:NEXTT: NEXTM :rem 254
Q=5:GOSUB480 : POKEV+1, @ : POKEV, @ : FORN=1
TO4 : POKEZ, 32 : POKEZ+39, 32 :rem 53
POKEZ+4@, 32: POKEZ+41, 32 :rem 37
POKEZ+48, 30 : POKEC+40, @: POKEZ+79, 35: PO
KEC+79, @: POKEZ+88, 31 : POKEC+80, @

:rem 240
POKEZ+81, 36: POKEC+81,3:Z=2+40:C=C+40:
NEXTN :rem 243

FORN=@TO4 : POKEZ+38+N, 38: POKEC+38+N, 7:
NEXTN: POKEV, 195 : POKEV+1, 16 srem 155
FORL=15TO5STEP~-1: POKEV+24, L: FORT=1TO5
@:NEXTT:NEXTL: PP=1:POKEV, @: POKEV+1, @

:rem 4
GOTO400 :rem 187
PRINT"{RED} YEP! THATS RIGHT ":FORM=#
TO6@STEP2: POKEV, M/ 2 :rem 130
POKEV+1, INT(M/2) : NEXTM: POKEV, @ : POKEV+
1,0 srem 233
Q=10:GOSUB480 : FORN=1T03: POKEZ, 32 : POKE
Z+39,32 t:rem 210
POKEZ+40, 32 : POKEZ+41, 32 :rem 41

POKEZ+39, 30: POKEC+39,@: POKEZ+78, 35: PO
KEC+78, @: POKEZ+79, 31 : POKEC+79, 0

s:rem 15
POKEZ+8@, 36 : POKEC+8@,0:%2=%2+39:C=C+39:
NEXTN :rem 8
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367
368

369

400

404
405

406

4a7
410

415
440
441
442

445

455

456

460

479

471

472

475

480
482
484
486
488
490
492

500

5@5
506
510
512
515

520

POKEV+24, 143 srem 122
FORM=12TO6@STEP4 : POKEV,M/2: POKEV+1,M:
FORT=1T025 :NEXTT: NEXTM: POKEV, @

:rem 182

POKEV+1,@:PP=2 :rem 40

PRINT" {CLR}" : POKEBC, 14 : POKEBK, 1
s:rem 202
IFPP=2THEN410 :rem 250

PRINT : PRINT: PRINTSPC(171)"YOU LOST
{2 SPACES}THIS TIME" :rem 110

PRINTSPC(94)"BETTER LUCK NEXT TIME"
:rem 110
GOTO415 crem 110

PRINT: PRINT: PRINTSPC(206)"YOU SOLVED
{SPACE}THE GIVEN PROBLEM" :rem 248
D=5:GOTO075 :rem 47
K=INT(Y/X) :rem 6@

PRINTSPC(42)"[BLK}A SKIER WENT (RED}"
;Y:PRINT"{BLU}{2 SPACES}";D$ :rem 17
PRINT" {BLK}{2 SPACES}IN {RED]}";X;"

{BLU}";TTS :rem 230
PRINT" {BLK} (2 SPACES}WHAT WAS HIS":PR
INT" {BLK} {2 SPACES}VELOCITY IN {BLU}"
;1 VS : RETURN :rem 144

K=X*Y:PRINTSPC(42)"{BLK}JA SKIER WENT
{SPACE} (RED}":X srem 229
PRINT"{BLU}{2 SPACES}";V$:PRINT" (BLK}
{2 sPACES}FOR {RED}";Y"{BLU}";TTS

:rem 224
PRINT" {BLK} {2 SPACES}WHAT WAS HIS":PR
INT" (BLK]} {2 SPACES}DISTANCE IN {RED]}"
;" [BLU}" ;DS :RETURN :rem 242
K=INT(Y/X) :rem 63
PRINTSPC(42)"{BLK}A SKIER WENT {RED}"
;Y:PRINT"{BLU}{2 SPACES}";D$ :rem 20
PRINT"{BLK}{2 SPACES}AT {RED}";X;"
{BLU}";VS :rem 149
PRINT"{BLK}{2 SPACES}HOW MUCH TIME DI
D" :PRINT" {BLK]} {2 SPACES}HE SKI IN
{BLU}";TTS : RETURN :rem 2
FORN=1TO5: POKEZ, 32: POKEZ+1, 32: POKEZ+4
@,32:POKEZ+39,27:POKEC+39,8 :rem 140
POKEZ+4@, 28 : POKEC+40, @: POKEZ+79, 29: PO
KEC+79,0:2=Z2+39:C=C+39:NEXTN :rem 152
POKEV+24,@:72=%-39: POKEZ, 32: POKEZ+1, 32
: POKEZ+4@, 32 :rem 189
7=1024+(14%40)+24 :C=%+V: POKEZ+1, 32

:rem 69

FORN=1TOQ: POKEZ, 32: POKEZ+39, 32: POKEZ+
4@, 32 : POKEZ+41, 32 :rem 65
POKEZ-1, 3@ : POKEC-1, @: POKEZ+38, 35: POKE
C+38,0:POKEZ+39, 31 : POKEC+39,8:rem 141
POKEZ+40, 36: POKEC+40,@:72=7%-1:C=C-1:NE
XTN: RETURN :rem 168
DATA96, 96, 60, 31,44,72,142,3,0,0,0,128
,16,32,64,128,1,2,4,12,0,0,0,0,90,0,0

:rem 176
DATA24,24,8,39,45,76,152,16,16,24,8,5
6,255,0,0,0,0,0,90 srem 52
DATAl6,15,128,64,32,0,0,0,0, 240

s:rem 206
DATAS56, 56,124,126, 255,255,255, 255, 74,
32,136, 2 s:rem 166
DATA212,21,162, 205, 255,255,255, 255

:rem 126
DATA255, 255,255, 255,1,2,4,8,16, 32,64,
128 :rem 169
DATA31,21,175,195,16,125,31,21,275,19
5,16,125,239,19,150,195, 16, 1098

s:rem 215
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525 DATA239,19,1504,195,16,100,239,19,125, 49218 DATA 4,202,16,236,96,189 trem 217
2¢09,18,300,31,21,175,195,16,125 49224 DATA 48,197,133,75,232,189 t:rem 68
:rem 16 49230 DATA 48,197,133,76,168,75 :rem 14

53¢ DATA31,21,170,96,22,200,31,21,230,209 49236 DATA ©,234,162,15,189,72 trem 209
,18,115,195,16,4€0,-1,-1,-1 :rem 13 49242 DATA 197,2062,205,1,208,48 :rem 254
49248 DATA 8,189,72,197,2065,1 trem 173

49254 DATA 208,48,4,202,16,236 trem 206

sound sculptor For 49260 DATA 96,189,88,197,133,75 irem 32

49266 DATA 232,189,88,197,133,76 :irem 79

Th 64 49272 DATA 1¢8,75,0,234,96,24 irem 161
e 49278 DATA 173,90,208,233,142,144 :rem 49
i _ 49284 DATA 247,74,74,74,74,141 :rem 224
(Article on page 46.) 49290 DATA 249,207,32,175,192,76 :rem 65
49296 DATA 96,196,96,234,234,24 :rem 26
ING... 49302 DATA 173,0,208,233,74,144 :rem 249
: ],?'EFORETYP 1S iy 49308 DATA 245,41,240,160,3,81 :rem 199
Before typing in programs, please refer to “How 49314 DATA 253,41,240,81,253,145 irem 45
To Type COMPUTE!'s Gazette Programs,” “A 49320 DATA 253,32,175,192,76,148 :rem 50
Beginner’s Guide To Typing In Programs,” and 49326 DATA 196,168,3,177,253,74 :rem 12
eAutomat_lc !’roofteader’ that appear before 49332 DATA 74,74,74,10,170,160 sramiana

the Program Listings.
49338 DATA ©,189,0,197,145,253  :rem 216

=3 s . . > 49344 DATA 232,200,189,0,197,145 :rem 52
Lape users: Program 1 automatically loads Program 2, It 49350 DATA 253,24,169,8,237,249 irem 14

is recommended that you SAVE them on the same tape. 49356 DATA 207,170,248,15,177,253:rem 183

Disk users: SAVE Program 2 as ““2”. Program 1 must be 49362 DATA 74,145,253,136,177,253:rem 112
LOADed and RUN before using Program 2. 49368 DATA 106,145,253,200,202,208

trem 143

Program 1: 49374 DATA 241,96,24,173,8,208 :rem 210

Sound SCUIPlOI—ML Loader 49380 DATA 233,144,144,8,169,128 :irem 59

49386 DATA 32,32,193,76,198,195 trem 25
80 PRINT"{CLR}":PRINT:PRINT"{6 SPACES}PLE 49392 DATA 169,64,32,32,193,76 srem 223

ASE WAIT ONE MOMENT..." trem 201 49398 DATA 181,195,24,173,9,208 irem 11
90 REM SPRITE CREATOR srem 52 49404 DATA 233,144,176,8,169,32 trem 7
199 POKE2044,11:FORL=0T024:READSP:POKE704 49419 DATA 32,32,193,76,215,195 trem 3

+L,SP:NEXTL: POKE53287,8 srem 205 49416 DATA 169,16,32,32,193,76 trem 217
119 FORL=25T063:POKE704+L,@:NEXTL :rem 17 49422 DATA 232,195,169,4,32,32 trem 207
200 REM ML PROGRAM POKER trem 168 49428 DATA 193,76,249,195,169,2 trem 27
219 FORL=49152 TO 50702 trem 169 49434 DATA 32,32,193,76,10,196 trem 211
220 READ DA:POKE L,DA:CK=CK+DA:NEXT 4944@ DATA 160,4,81,253,145,253 :rem 253

trem 87 49446 DATA 96,234,234,24,173,0 trem 211

230 IF CK<>211739 THEN PRINT "ERROR IN DA 49452 DATA 20@8,233,133,144,245,170
TA STATEMENTS" :STOP :rem 38 srem 147
240 PRINT"{CLR}{13 RIGHT}{11 DOWN}{RVS}T 49458 DATA 169,0,160,2,145,253 :rem 209
{OFF}APE OR {RVS]}D{OFF}ISK" :rem 188 49464 DATA 20@,177,253,41,240,72 :rem 48

250 GET TS$:IF TS=""THEN258 t:rem 119 49470 DATA 145,253,138,162,5,136 :rem 54
255 IF TS<>"D"ANDTS<>"T"THEN258 :rem 200 49476 DATA 1#/,145,253,200,177,253:rem 1006
2680 IF TS="D"THEN 380 trem 46 49482 DATA 42,145,253,136,177,253:rem 110
3080 POKE 631,76:POKE632,207:POKE633,13:P0 49488 DATA 202,208,241,200,177,253
KE198,3 trem 189 srem 151
350 FOR T= 1 TO 108@:NEXT:GOT0l@@@:rem 82 49494 DATA 41,15,145,253,104,24 :rem 254
380 POKES0660,8: POKE5@662,8 :rem 255 49500 DATA 113,253,145,253,76,193:rem 101

408 POKE631,76:POKE632,2087:POKE633,34:POK 49506 DATA 194,96,234,162,8,32 srem 210
E634,50: POKE635, 34: POKE636,44 :rem 36 49512 DATA 133,193,76,208,194,162:rem 109

405 POKE637,56 trem 255 49518 DATA 1,32,133,193,76,228 trem 212
419 POKE638,58:POKE639,13:POKE198,9:rem 9 49524 DATA 194,162,2,32,133,193 :rem @
1080 REM SPRITE DATA :rem 150 49530 DATA 76,246,194,162,3,32 srem 211
1014 DATA48,0,0,56,0,0,60,0,9,62,0,9,45,8 49536 DATA 133,193,76,10,195,24 srem 8
.9,36,0,0,4,0,0,2,0,0,2 trem 11 49542 DATA 173,9,208,233,133,144 :rem 43
40008 REM ML DATA srem 139 49548 DATA 214,74,74,74,157,245 srem 20
49152 DATA 32,148,197,1606,9,177 :rem 252 49554 DATA 207,160,5,173,245,207 :rem 53
49158 DATA 78,153,0,212,200,192 :rem 252 49560 DATA 10,10,10,19,13,246 trem 130
49164 DATA 25,208,246,32,93,194 trem 1@ 49566 DATA 207,145,253,200,173,247
49170 DATA 165,197,201,60,249,23 :rem 44 srem 155
49176 DATA 169,16,45,0,220,208 :rem 2087 49572 DATA 207,10,10,190,10,13 trem 130
49182 DATA 225,165,2,240,6,32 :rem 150 49578 DATA 248,207,145,253,96,234:rem 122
49188 DATA 86,192,76,8,192,32 trem 172 49584 DATA 169,0,160,1,145,253 trem 208
49194 DATA 48,192,76,9,192,96 :rem 177 49590 DATA 24,173,9,208,233,133 :rem 251
49200 DATA 162,21,189,24,197,202 :rem 46 49596 DATA 144,240,19,145,253,76 :rem 56
49206 DATA 205,1,208,48,8,189 :rem 163 49602 DATA 28,195,234,24,173,0 trem 206

49212 DATA 24,197,205,1,208,48 trem 205 49608 DATA 208,233,133,144,225,74:rem 103
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49614
49620
49626
49632
49638
49644
49650
49656
49662
49668
49674
49680
49686
49692
49698
49704

49710
49716
49722
49728
49734
49740
49746

49752
49758
49764
49770
49776
49782
49788
49794
49800
49806
49812
49818
49824
49830
49836
49842
49848

49854
49860
49866
49872
49878
49884
49890

49896
49902
49908

49914
49920
49926
49932
49938
49944
49950
49956
49962
49968
49974
49980
49986

49992
49998

162 COMPUTE!'s Gazelle

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA

74,74,74,74,162,1 srem 116
168,240,6,138,10,136 :rem 253
208,252,176,138,77,251:rem 110
207,141,251,2087,32,254 :rem
193,76,88,195,96,173 :rem
0,208,233,133,144,248 :rem
10,234,234,141,252,287 :rem
32,254,193,76,48,195 irem 25
173,252,2087,77,251,207:rem 1@9
41,240,77,251,207,168 :rem 56
2,145,253,96,173,0 s:rem 164
208,233,133,144,248,74:rem 1068

74,74,141,253,207,32 trem 11
65,194,76,68,195,169 srem 39
64,32,65,194,76,44 :rem 183
196,169,32,32,65,194 trem 17
76,61,196,169,16,32 trem 219
65,194,76,78,196,169 :rem 38
128,32,65,194,76,27 s:rem 221
196,1608,3,77,254,2087 :rem 16

141,254,207,76,124,197:rem 112
234,234,234,234,24,169:rem 104
128,113,251,145,251,136

trem 152
208,246,96,234,234,165:rem 116

197,201,3,48,247,201 :rem 10
7,16,243,201,4,208 s:rem 156
4,32,137,194,96,201 srem 213
5,208,4,32,149,194 :rem 171
96,201,6,208,4,32 :rem 111
161,194,96,32,137,194 :rem 77
32,149,194,32,161,194 :rem 67
96,169,1,160,4,81 :rem 111
78,145,78,141,4,212 srem 216
96,169,1,168,11,81 :rem 168
78,145,78,141,11,212 s:rem 9
96,169,1,160,18,81 :rem 170
78,145,78,141,18,212 :rem 10
96,41,15,170,160,16 :rem 212

169,43,145,251,136,208:rem 110
251,232,138,168,169,171

:rem 170
145,251,96,169,5,133 trem 17
251,169,7,133,252,168 :rem 55
3,177,253,76,173,194 srem 25
169,117,133,251,169,5 :rem 65
133,252,168,5,177,253 :rem 63
74,74,74,74,178,76 srem 184
176,194,169,157,133,251

:rem 172
169,5,133,252,164,5 :rem 219
177,253,41,15,174,76 trem 7
176,194,169,197,133, 251

:rem 176
169,5,133,252,1608,6 srem 211
177,253,74,74,74,74 :rem 227
179,76,176,194,169,237:rem 129
133,251,169,5,133,252 :rem 53
166,6,177,253,41,15 :rem 216
17¢,76,176,194,169,173:rem 128
133,251,169,4,133,252 :rem 52
1606,1,177,253,74,74 srem 222
74,74,170,76,176,194 trem 27
169,237,133,251,169,5 :rem 74
133,252,166,2,177,253 :rem 57
74,74,74,74,1786,76 srem 181

176,194,169,181,133,251

s:rem 175
169,6,133,252,168,3 :rem 215
177,253,41,15,178,76 trem 22
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50004
50010
50016
50022
50028
50034
50040

500846
50852
58858
50064

50070
580876
50082
50088

50094
50100
50106
50112
50118
50124
50130
50136
50142
50148
50154
50160
50166
58172
58178
50184

50190
50196
50202
560208
50214
50220
50226
50232
50238
50244
50250
50256
50262
50268
50274
50280
50286
580292
50298
50304
50318
58316
50322
50328

50334
50340
50346
50352
5@358
50364
56370
58376
50382
50388
50394

DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

176,194,234,234,169,78:rem 108
133,251,169,5,133,252 :rem 32
169,1,162,1,160,2 :rem 86
72,49,253,248,29,138 :rem 252
168,177,251,2061,127,16 :rem 95
7.,169,128,24,113,251 :rem 247
145,251,232,232,232,232
srem 125
srem 180
srem 57
:rem 97
srem 93

:rem 50

104,10,224,17,240,3

76,100,195,96,138, 168
177,251,2081,127,48,234
169,128,24,113,251,145

251,76,122,195,49,253
249,11,138,168,177,251 :rem 98
201,127,16,14,76,8@ t:rem 195
194,138,168,177,251,2081
t:rem 158
:rem 164
:rem 98
trem 199
trem 202
trem 60
s:rem 43
:rem @
:rem 250
srem 246
:rem 12

127,48,3,76,808,194
96,169,176,133,251,169
6,133,252,162,6,169
64,1680,4,76,154,195
169,189,133, 251,169,6
133,252,162,5,169,128
l66,4,76,154,195,169
99,133,251,169,6,133
252,162,6,169,32,160
4,76,154,195,169,109
133,251,169,6,133,252 :rem 42
162,6,169,16,160,4 :rem 147
76,154,195,169,153,133:rem 110
251,169,7,133,252,162 :rem 45
15,169,4,168,4,76 :rem 109
154,195,169,113,133, 251

:rem
169,7,133,252,162,15 trem
169,2,160,4,76,154 srem
195,169,45,133,251,169:rem
7,133,252,162,15,169 :rem 251
128,160,3,76,154,195 :rem 253
169,201,133,251,169,4 :rem 37
133,252,162,9,169,64 s:rem 1
160,3,76,154,195,169 :rem 2
25,133,251,169,5,133 :rem 250
252,162,9,169,32,168 :rem 252
3,76,154,195,169,1@5 s:rem 1
133,251,169,5,133,252 srem 44
162,9,169,16,1608,3 srem 152
76,154,195,234,162,49 :rem 64
l60,0,169,95,133, 251 srem 252
169,4,133,252,138,145 :rem 47
251,200,200,232,192,16 :rem 81
208,246,160,1,177,253 s:rem 47
162,255,232,234,74,208:rem 104
251,138,19,168,24,169 :rem 44
128,113,251,145,251,96 :rem 88
162,0,160,0,169,167 :rem 195
133,251,169,4,133,252 :rem 37
189,112,197,145,251,209

:rem 147

149
251
159
182

200,232,192,24,208,244 :rem 84
160,3,177,253,74,74 s:rem 203
74,74,106,168,24,169 srem 212
128,113,251,145,251,96 :rem 94
234,234,32,96,196,32 t:rem 6
146,196,32,193,194,32 :rem 50
198,195,32,181,195,32 :rem 57
215,195,32,232,195,32 :rem 50
249,195,32,10,196,32 trem 1
208,194,32,228,194,32 :rTem 58
246,194,32,108,195,76 trem 7
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50409 DATA ©,192,234,234,234,32 :rem 235
50406 DATA 28,195,32,48,195,32 :rem 211
568412 DATA 88,195,32,27,196,32 srem 212
50418 DATA 44,196,32,61,196,32 irem 2069
50424 DATA 78,196,32,68,195,76 trem 227
50430 DATA ©,192,30,134,24,142 srem 182
50436 DATA 139,150,126,159,2508,168

trem 153
58442 DATA 6,179,172,189,243,200 :rem 51
50448 DATA 230,212,143,225,248,238

trem 145
50454 DATA 46,253,66,74,82,90 :rem 166
50460 DATA 122,130,130,138,138,146

trem 133
50466 DATA 146,154,170,178,186,194

:rem 165
50472 DATA 202,210,226,234,234,242

s:rem 131
50478 DATA 234,234,125,192,149,192

t:rem 158
50484 DATA 161,193,109,193,117,193

:rem 151
50490 DATA 125,193,248,192,224,192

:rem 155
50496 DATA 41,193,24,193,16,193 srem 7
50502 DATA 234,234,83,90,91,98 srem 211
59508 DATA 167,114,115,122,123,130

trem 124
50514 DATA 147,154,187,194,211,218

srem 152
5052@ DATA 176,193,33,194,41,194 :rem 52
50526 DATA 197,193,49,194,235,193:rem 120
50532 DATA 14,194,57,194,234,234 :rem 52
50538 DATA 234,234,234,234,234,234

srem 145
50544 DATA 3,3,4,4,5,6 :rem 49
50550 DATA 6,7,7,1,1,2 trem 45
50556 DATA 77,253,207,41,240,77 trem 5
50562 DATA 253,2807,145,253,96,234:rem 103
58568 DATA 234,234,234,234,173,8 :rem 45
50574 DATA 220,74,176,15,160,50 :rem 250
58580 DATA 204,1,208,208,5,160 :rem 191
50586 DATA 241,14¢,1,208,206,1 trem 190
50592 DATA 208,74,176,15,160,242 :rem 51
50598 DATA 204,1,208,208,5,160 :rem 200
50604 DATA 49,140,1,208,238,1 :rem 144
50619 DATA 208,74,176,15,162,24 :rem 250
50616 DATA 236,0,208,208,5,162 trem 197
50622 DATA 255,142,0,208,206,0 :rem 186
50628 DATA 2068,74,176,15,162,255 :rem 57
50634 DATA 236,0,208,208,5,162 trem 197
50640 DATA 23,142,0,208,238,0 trem 136
50646 DATA 208,174,244,207,160,3 :rem 43
50652 DATA 200,208,253,202,208, 248

:rem 138
50658 DATA 96,169,1,162,1,160 trem 159
50664 DATA 1,32,186,255,165,2 trem 154
5@67@ DATA 162,0,168,199,32,189 trem 2
50676 DATA 255,169,128,133,157,96:rem 1290
50682 DATA 169,0,166,251,164,252 :rem 52
50688 DATA 32,213,255,96,169,78 :rem 22
50694 DATA 166,253,164,254,32,216:rem 105
50780 DATA 255,96,0,0,0,239 :rem 43
Program 2:
Sound Sculptor—Main Program
18 GOTO3309 :rem 48

15 INPUTB,E:S=B*25+9758:F=9758+E*25+25:L=

9

srem 119

16
20
21

25

30

35
49
45
50
55
56

60
65

70
75

80
85

90

95

100
185

110
115
120
125

139

135
140
145
150
151
155
160
165

170

IFB<@ORE>1250RB>ETHENPRINT"BAD INPUT":
GOTO15 :rem 246
PRINT"{CLR}{2 DOWN}":FORI=STOS+47STEP6
s:rem 224
IFI>FTHENNEXT:L=3:PRINT"QK="QK" :QB="QB
":GOTO35" :GOTO35 srem 126
PRINTI; "DATA"; : FORJ=@TO5: PRINTPEEK (I+J
)" {LEFT},"; :NEXTJ: PRINTCHRS (20) :NEXTI
trem 4
PRINT"QK="QK"{LEFT}:QB="QB"{LEFT}:S="8S
+48" {LEFT}:F="F" {LEFT}:L="L" {LEFT} :GOT
o2g" srem 7@
POKEQK, L:FORK=1TOL : POKEQB+K, 13 :NEXTK: P
RINT" {HOME]} " : END trem 185
PRINT"{CLR} (2 DOWN}":FORM=@TO7:PRINTM:
NEXTM irem 121
POKEQK, 8: FORK=1T08: POKEQB+K, 13 :NEXTK: P
RINT" [HOME}" :END rrem 66
A=PEEK(61)+256*PEEK(62)+3: POKE786, INT(
A/256):POKE785,A-256*PEEK(786) :rem 250
IFERTHENPOKEA~-2,@: POKEA-1,@: POKE45, PEE
K(785):POKE46,PEEK(786) :rem 128

IFERTHENCLR:QK=198:QB=630:G0OT015

srem 210
REM VOICE DISPLAY :rem 214
PRINT" VOICE#"V"UCCCCCCCCCI VOICE#"V:P
OKE2, 0 srem 206
PRINT" UCCCCCCCCKFREQUENCYJCCCCCCCCCI

rrem 238
PRINT" BOCTAVE{7 SPACES}1 2 3 4 5 6 7
{SPACE BB :rem 5
PRINT" BT28 SPACES]}B :rem 155

PRINT" BNOTE CCDDEF F G G A A BB
srem 7

PRINT" B{7 SPACES}#{3 SPACES}#

{5 SPACES}#(3 SPACES}#{3 SPACES}#

{2 SPACES}B :rem 75

PRINT" JCCCCCCCCCCCCCCCCCCCCCCCCCCCCK

trem 6

PRINT" {10 SPACES}UCCCCCCCCI :rem 246
PRINT" UCCCCCCCCKENVELOPEJCCCCCCCCCCI
:rem 140

PRINT" B{2 SPACES}ATTACK{4 SPACES}+++
o T O S irem 45
PRINT" B{2 SPACES}DECAY{5 SPACES }++++
R :rem 224
PRINT" B{2 SPACES}SUSTAIN{3 SPACES}++
+t bttt bbb+ B trem 157
PRINT" B{2 SPACES}RELEASE{3 SPACES}++
+++++++F++++++B :rem 124

PRINT" JCCCCCCCCCCCCCCCCCCCCCCCCCCCCK
trem 44
PRINT" UCCCCCCCCCCCCCCCCCCCCceeeeceeceI
irem 58

PRINT" B @M@MEM UCCCCCCCCI{2 SPACES]}N

MNMNM{ 2" SPACES B trem 228
PRINT" B(8 SPACES}BWAVEFORMB
{10 SPACES]B srem 184

PRINT" B OLOLOL JCCCCCCCCK{2 SPACES}"
; trem 226
PRINT"NOISE{3 SPACES]}B{10 SPACES}B

{28 sPACES}RBR" trem 44
PRINT" BPULSE WIDTH ++++++++++++++++B
ik :rem 135

PRINT" JCCCCCCCCCCCCCCCCCCCecceeeeeckK
irem 47

PRINT" UCCCCCCCCCCCCCCCCCCCCCCCCCCCCI
srem 61

PRINT" BSYNCHRONIZATION{3 SPACES}USE
{SPACE}VOICE B trem 192
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175

180

185
190

195
200
205
210
215
220
225
230
235
249
245

250

255
260
265
27@
275
280
285

2908

295
300
385
319
315
320

325
330

335

340
345

350
355
360

365

PRINT" BRING MODULATION{6 SPACES}#"SR

".{2 SPACES]}B srem 54
PRINT" JCCCCCCCCCCCCCCCCCCCCCCCCCCCCK
e trem 142
PRINT" {HOME}" trem 130

A=(V-1)*7:S=S+A:POKE254,S/256: POKE253

,S—-256*PEEK{254) irem 221
SYSVCH ; trem 127
GOTO455 trem 105
PRINT" {CLR}"; : POKE2, 255 :rem 153
REM FILTER DISPLAY :rem 83
PRINT" {RVS }CCCCCCCCCCCCFILTER SETTING
SCCCCCCCCCCCCCIOFF " srem 79
PRINT"UCCCCCCCCCCCIUCCCCCCCCCCCCCCCCI

srem 16
PRINT"BFILTER TYPEBBCUTOFF FREQUENCYB

trem 289
PRINT"B8{11 SPACES }BB++++++++++++++++B

srem 252
PRINT"B HIGH PASS BJCCCCCCCCCCCCCCCCK

srem 233
PRINT"B{11 SPACES}BUCCCCCCCCCCCCCCCCI

srem 151

PRINT"B BAND PASS BBVOICES{2 SPACES}F
ILTEREDB :rem 182
PRINT"BT11 SPACES}BB 1{3 SPACES]}2
{3 SPACES}3{3 SPACES}E{2 SPACES}B
:rem 41
PRINT"B LOW{2 SPACES}PASS BJCCCCCCCCC
CCCCCCCK s:rem 189
PRINT "JCCCCCCCCCCCKUCCCCeeeeeeeeccecI

trem 11
PRINT"{13 SPACES]B{3 SPACES}RESONANCE
{4 SPACES]}RB irem 110

PRINT"{13 SPACES}B++++++++++++++++B
:rem 124

PRINT"{13 SPACES }JCCCCCCCCCCCCCCCCK
trem 18
PRINT" {RVS }CCCCCCCCCCCCCCCCCCCCCCCCCe
CCCCCCCCCCCCCCIOFFJ"™; trem 194

PRINT"{13 SPACES }UCCCCCCCCCCCCCCCCI
trem 28

PRINT"{13 SPACES}B{3 SHIFT-SPACE}

{SHIFT-SPACE}VOLUME{5 SHIFT-SPACE]}B
srem /@

SPACES } B++++++++++++++++B
trem 131

SPACES }JCCCCCCCCCCCCCCCCK
srem 7

SPACES }UCCCCCCCCCCCCCCCCI
srem 21
SPACES }B{RVS}VOICE #3 OUTPU
=3 trem 40

SPACES }JCCCCCCCCCCCCCCCCK
trem 13
S=5+21:POKE254,5/256: POKE253,5-256*PE
EK(254):SYSFCH:GOT0455 :rem 247
REM INITIALIZATION :trem 166
SS=9758:POKE78, 30 : POKE79, 38:SN=0:VCH=
50368 : FCH=50405: POKE53236,10 :rem 10
POKE53248, 24 :POKE53249,50: POKE51,29:P
OKE52, 38: POKE55, 29: POKE56, 38 sirem 5
PRINT" {CLR}" trem 251
PRINT"{11 DOWN]}"TAB(7)"WELCOME TO SOU

PRINT"{13

PRINT"{13

PRINT" {13

PRINT" {13
T{OFF} B
PRINT" {13

ND SCULPTOR" srem 127
FORL=1T02000 : NEXT trem 23
PRINT" {CLR}" :rem 1

PRINT"{3 DOWN}"TAB(15)" {RVS}MAIN MENU

{oFF}" :rem 109
PRINT" {2 DOWN]}"TAB(14)"CHOOSE ONE:"
trem 63
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379
375
380
385

39@
395

400

405
410

415
420
425
430
435
440

445
45@

455
460
465
470
475
480
485
499
495
500
505

510
515

520
525
530
535
540

545
550
555
560
565
570
515

580
585

PRINT"{2 DOWN}"TAB(7)"{RVS}F1{OFF} DE
SIGN/REVIEW SOUNDS" srem 226
PRINT:PRINTTAB(7)"{RVS}F3{OFF} LOAD S
OUND FILE " :rem 124
GETAS : IFAS<"{F1)}"ORAS>"{F3)"THEN388

trem 235
ONASC(AS)-132G0T0439,670 irem 38
REM JOYSTICK SPEED trem 97

PRINT"{CLR}{12 DOWN]}{3 SPACES)}SELECT
{SPACE}A SPEED BETWEEN @ AND 15."
trem 228
PRINT"{4 SPACES}@ - SLOWEST({6 SPACES}
15 - FASTEST" trem 160
INPUTPS trem 204
IFPS<@ORPS>15THENPRINT"NUMBER NOT ACC

EPTABLE" : GOT0485 srem 165
POKE53236,16-PS:GOTO0455 :rem 64
STOP irem 220
REM- SOUND DESIGN/REVIEW trem 195
PRINT" {CLR}" trem 251

PRINT"{11 DOWN} WHICH SOUND DO YOU WI
SH TO WORK ON?" srem 177
PRINT" {2 SPACES}(NUMBER BETWEEN 0 & 1
250 PLEASE) trem 67
INPUTSN trem 206
IFSN<@ORSN>125@THENPRINT "NUMBER NOT A
CCEPTABLE" :GOT0445 :rem 11
POKE53269,@:PRINT" {CLR} {RVS}SOUND #";
sN"[{OFF) {HOME} {3 DOWN}"TAB(15)"CHOOSE

ONE:" trem 53
S=5S5+SN*25 s:rem 45
POKE79,5/256: POKE78,S-256*PEEK(79)

s:rem 186

PRINT:PRINTTAB(8)"{RVS}1{OFF} - DISPL
AY VOICE #1" srem 117
PRINT:PRINTTAB(8)"{RVS}2{OFF} - DISPL
AY VOICE #2" trem 124
PRINT:PRINTTAB(8)"{RVS}3{OFF} - DISPL
AY VOICE #3" srem 122
PRINT: PRINTTAB(8)"{RVS}4{OFF} - DISPL
AY FILTER SETTINGS" :rem 235
PRINT:PRINTTAB(S}“{RVS}S{OFF} - CLEAR

QUND" srem 139
PRINT PRINTTAB(8)"{RVS]}6{OFF} - NEW S
OUND NUMBER" rrem 221
PRINT: PRINTTAB(8)"[RVS}7{0OFF} - CHANG
E JOYSTICK SPEED" irem 28
PRINT:PRINTTAB(8)"{RVS}8{OFF} - QUIT"

srem 222

GETCS:IFCS$<"1"ORCS$>"8"THEN510 :rem 69
ONVAL(C$)GOT0529,525,53@6,535,540,430

{SPACE]}, 395,55@ trem 19
V=1:SR=3:POKE53269,1:G0TO65 :rem 87
V=2:SR=1:POKE53269,1:GOT065 trem 91
V=3:SR=2:POKE53269,1:G0OTO65 :rem 89
POKE53269,1:G0T020@5 :rem 60

FORL=0TO24:POKES+L,@:NEXT:GOTO455

srem 91
REM QUIT srem 197
PRINT"{CLR}{7 Down}" srem 117
PRINT TAB(14)"CHOOSE ONE:" :rem 218
PRINT: PRINTTAB(6)"{RVS}F1{OFF} - SAVE
SOUND FILE" :rem 177
PRINT: PRINTTAB(6)"{RVS}F3{0OFF)} - CONV
ERT TO DATA STATEMENTS" :rem 198

PRINT : PRINTTAB(6)"{RVS}F5{0OFF} - END"
:rem 181
GETAS:IFAS<"{F1}"ORAS>"[F5}"THEN575
srem 248
ONASC(AS)-132G0T061@ ,585,685:rem 247
PRINT"{CLR}([8 DowNn}" :rrem 142
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590 PRINT"{2 SPACES}ENTER SOUNDS YOU WANT
TO CONVERT" :rem 196
595 PRINT"{6 SPACES}(START,END)";:rem 145
600 ER=1:G0TO50 :rem 115
605 REM SAVE SOUNDS ROUTINE :rem 176
610 PRINT"{CLR}(8 DOWN}" :rem 131
615 PRINT"{2 SPACES}ENTER SOUNDS YOU WISH
TO SAVE" :rem 209
6200 PRINT"{6 SPACES]}(START,END)";:rem 134
625 INPUTB,E:IFB<OORE>12500RB>ETHENPRINT"
BAD INPUT":GOTO625 :rem 16
630 S=B*25+9758:F=9758+E*25+425 :rem 49
635 POKE79,S/256:POKE78,S-256*PEEK(79) : PO
KE254,F /256 : POKE253,F=-256*PEEK(254)
trem 117
640 INPUT"WHAT DO YOU WISH TO NAME THE FI
LE" ;NMS: IFNMS$S=""THEN640 srem 254
645 T=LEN(NMS$):POKE2,T :rem 58
650 FORJ=1TOT:POKE50944-J+T,ASC(RIGHTS (NM
$,J)) :NEXTJ srem 213
655 SYS50659 trem 168
660 SYS50692 :rem 161
665 PRINT:PRINTNMS" FILE HAS BEEN SAVED":
PRINT"THANK YOU":END :rem 16
670 REM LOAD ROUTINE :rem 199
671 IFPEEK(50660)=1THEN PRINT"{CLR}":POKE
2,0:5YS50659:SYS50682:G0T0430 :rem 38
673 INPUT"{7 RIGHT}FILENAME";NMS:T=LEN (NM
$):POKE2,T:IFT=0THENG673 :rem 168
674 FOR J=1TOT:POKE50944-J+T,ASC(RIGHTS (N
MS,J) ) :NEXTJ srem 219
675 SYS50659:SYS50682 :rem 232
676 IF ST=66 THENPRINT"{7 RIGHT}FILE NOT
{SPACE}FOUND" :GOTO673 srem 237
679 GOTO430 :rem 118
680 REM END :rem 89
685 PRINT"{CLR}THANK YOU":END :rem 139

Mind Boggle

(Article on page 60.)

BEFORE TYPING...

Before ty m?/lm lEamgrams, please refer to “How
To Type (E_ TE!s Gazette Programs,” “A
Beginner’s Guide To Typing In Programs,” and

e Automatic Proofreader” that appear before
the Program Listings.

Program 1: VIC Version

1

W N

(o2 %]

PRINT"{CLR} {5 RIGHT}{1@ DOWN}MIND BOGGL

E":CLR :rem 195
FOR T= 1 TO 2000 :NEXT :rem 185
DIMC(4),G(4) :rem 205
S1=36875:52=S1+1:POKES1+3,15:POKES1+4,1
20:X=0 srem 197
PRINT"{CLR} {19 DOwN}" :rem 220

PRINT"{2 SPACES}{BLK}{RVS} 1{OFF} {wHT}
{rRvs} 2{oFr} (RED}{RvVS]} 3{OFF} {cyn}

{rRvs]) 4{OFF]} {PUR}[RVS} 5{OFF} {GRN}

{RVS} 6{OFF}{BLK}" :rem 174
PRINT"{BLK}I CHOOSE 4 COLORS NOW":FORL=
1TO10@: POKES2, INT(RND(1)*128)+128: FORM=
1TO010 . :rem 210
NEXTM:NEXTL: POKES2,d:GOSUB1@6 trem 36
A$="123456":R=INT(RND(1)*6)+1:A1$=MIDS(
AS$S,R,1):Al=VAL(ALlS) :rem 202

10

11
12

13
14

15
16

37

38
39

4@

41
42
43
44
45
46
47
48
49
50
51
52

53

R=INT(RND(1)*6)+1:A25=MIDS(AS,R,1):IFA
1$=A2STHEN1@ :rem 174
A2=VAL(A2S) srem 221
R=INT(RND(1)*6)+1:A35$=MIDS(AS$,R,1):IFA
15=A3SORA2S=A3STHEN12 srem 193
A3=VAL(A3S) :rem 225
R=INT(RND(1)*6)+1:A45=MIDS(AS,R,1):IFA
1$=A450RA2$=A4SORA3$=A4STHEN14:rem 215

A4=VAL(A4S) :rem 229
X$="":POKES1,135:FORL=1T0O1@% : NEXTL : POK
ES1,@:INPUT"SELECT COLORS":;X$ :rem 138
IFLEN(XS)<>4THENGOSUB1@6 : GOT093

:rem 118
FORE=1T04:V=VAL(MIDS(XS$,E,1)) :rem 116
IFV<10RV>6THENGOSUB1@6 : GOT0O93 :rem 76
NEXTE srem 230
X=X+1:B=0:W=9:AA$=A1$+A2$+A3$+A4$

srem 143
FORJ=1T04 :rem 218
G(J)=VAL(MIDS$ (X$,J,1)) :rem 86
C(J)=VAL(MID$(RR$3J:1)J strem 125

IFG(J)=C(J)THENB=B+1:G(J)=0:C(J)=0

srem 77
NEXTJ :rem 241
FORJ=1T04:IFC(J)=@0THEN33 :rem 136
H=0:FORK=1T04 :rem 208
IFC(J)=@THEN32 trem 217
IFC(J)<>G(K)THEN32 :rem 193
H=1:G(K)=0:C(J)=0 :rem 41
NEXTK : W=W+H s:rem 135
NEXTJ trem 239
ONXGOT035,36,37,38,39,40,41,42,43,44

:rem 49
PRINT"{HOME]} 1 ";:G0T045 :rem 148
PRINT"{HOME} {2 DOWN} 2 ";:GOTO045

:rem 184
PRINT" {HOME} {4 DOWN} 3 ";:GOTO45

srem 220
PRINT"{HOME}{6 DOWN} 4 ";:GOTO45:rem @
PRINT"{HOME} {8 DOWN} 5 ";:G0T045

:rem 36

PRINT"{HOME} {10 DOWN]} 6 ";:GOTO45
:rem 63

PRINT"{HOME} {12 DOWN} 7 ";:G0T045
srem 99

PRINT"{HOME}{14 DOWN} 8 ";:GOTO045
:rem 135

PRINT"{HOME} {16 DOWN} 9 ";:GOT045
srem 171
PRINT"{HOME} {18 DOWN}1@ "; trem 26

X1=VAL(LEFTS (X$,1)):X2= VAL(MID$(XS 2,1
) ) :X3=VAL(MIDS$ (XS, 3, 1)):x4—VAL(RIGHT$(
X$,1)) :rem 87
P=0:T=0 trem 34
P=P+1:0NX1GOTO51,52,53,54,55,56
:rem 140
P=P+1:0NX2GOTO51,52,53,54,55,56
srem
P=P+1:0NX3GOTO51,52,53,54,55, 56
irem
P=P+1:0NX4GOTO51,52,53,54,55, 56
srem 137
PRINT"{BLK}{RVS}{2 SPACES}{OFF} ";:POK
ES2,135:G0T057 trem 56
PRINT"{WHT}{RVS]}{2 SPACES}{OFF]} "::POK
ES2,159:G0T0O57 :rem 180
PRINT"{RED}{RVS}{2 SPACES}{OFF} ";:POK
ES2,175:G0T057 trem 202

142

144
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54

55

71

72
73

74
76
77
78
79
80
81
82
83
84

85

86

87

89
90
91
92
93

94

166

PRINT"{CYN}{RVS}{2 SPACES}{OFF}
ES2,191:G0OT057

PRINT"{PUR}{RVS}{2 SPACES}[OFF}
ES2,20@01 :GOT0O57 srem 66
PRINT"{GRN}[(RVS}{2 SPACES}{OFF} ";:POK
ES2,209:G0T057 :rem 205
FORL=1T099 :NEXTL: POKES2, 0 : FORL=1T0250:

" : POK
:rem 76
"::POK

NEXTL :ONPGOT048, 49, 50 irem 1
ONTGOTO79,80,81,82 :rem 198
PRINT" "; :IFB=0THENG66 :rem 141
GOSUB91 :rem 80
ONBGOTO062,63,64,65 :rem 169
PRINT" {BLK}Q"; :GOT066 :rem 180
PRINT" {BLK}QQ"; :GOTO66 trem 134
PRINT" {BLK}QQQ" ; :GOTO66 irem 88
PRINT" {BLK}QQQQ"; :GOTO95 :rem 44
IFW=@THEN73 :rem 88
GOSUB92 :rem 88
ONWGOT069, 78,71, 72 :rem 198

PRINT"[BLK}[RVS]Q{OFF]“:GOTO?B :rem 34
PRINT" [BLK} [RVS}QQ{OFF}":GOTO73

srem 235

PRINT" {BLK} {RVS}QQQ{OFF}":GOTO73
S srem 189
PRINT" {BLK} [(RVS }QQQQ{OFF}" trem 178

PRINT" { BLK} {HOMET{26 DOWN}":PRINT"

{21 sSPACES}" :rem 61
PRINT" {HOME} {20 DOWN}" srem 163
IFX<>1@THEN16 trem 196

FORL=1TO15 : FORM=200T0220+L*2: POKES2,M:

NEXTM: NEXTL: POKES2, @ trem 154
PRINT" {HOME} {19 DOWN}":PRINT"
{3 SPACEs]"; trem 219
T=T+1:0NA1GOTO51,52,53,54,55,56

:rem 129
T=T+1:0NA2GOTO51,52,53,54,55,56

:rem 131
T=T+1:0NA3GOTO51,52,53,54,55,56

srem 124
T=T+1:ONA4GOTO51,52,53,54,55,56

trem 126

PRINT"{4 SPACES}":PRINT"{BLK}CORRECT C
OLORS RETURN" s:rem 154
IFPEEK(197)<>15THENS3 :rem 139
GETTS:PRINT"{RED} {CLR} {2 DOWN] TOO BAD
YOU MISSEDI|":PRINT"{2 DOWN} {BLU}1@ T
RIES IS ENOUGH." :rem @
FORL=1TO6 : POKES2, 160 : FORM=1T040@ : NEXTM
:POKES2, @ : FORM=1T0400 : NEXTM: NEXTL

:rem 89

GETTS:PRINT"{CLR}{2 DOWN} {BLK]
{2 SPACES }]WANT TO PLAY AGAIN?":PRINT:P
RINT:PRINT" {5 SPACES}YES OR NO?"

trem 207
IFPEEK(197)=11THENGETTS :GOTO4 :rem 226
IFPEEK(197)=28THENPOKE36879, 27 : GOT0908

srem 157
GOTO87 :rem 25
GETTS$:PRINT"{CLR} {9 DOWN]}{8 SPACES]}

{YEL} {RVS}CHICKEN{OFF}" : PRINT:PRINT:ST
OoP :rem 61
FORL=200T0254: POKES2,L:NEXTL: POKES2,@:
RETURN trem 57
FORL=200T0128STEP-1:POKES1, L:NEXTL: POK
ES1,@:RETURN :rem 210
PRINT"ILLEGAL INPUT!":POKES1+2,200:FOR
L=1TO5@@ :NEXTL: POKES1+2,0 :rem 110
FORL=1T0999 :NEXTL:GOSUB1@6:GOTO16

trem 76

COMPUTE!"s Gazette May 1984

182

163

164

185
106

PRINT:PRINT:PRINT" {GRN}{2 SPACES}YOU W
I N !l RETURN" :rem 248
FORM=25@T0243STEP-1: POKES2,M:NEXTM: FOR
M=24@T0O250 : POKES2,M:NEXTM: POKES2, @
trem 105
IFPEEK(197)<>15THEN96 srem 148
PRINT"{CLR} {5 DOWN}" :rem 42
IFX=1THENPRINT"{RED} {5 SPACES}LUCKY GU
ESS!":GOTO104 :rem 27
IFX=20RX=3THENPRINT" [GRN} {6 SPACES}EX
PERT!!!":GOT0184 :rem 177
IFX=40RX=50RX=6THENPRINT" [BLU}
{4 SPACES}PRETTY GOOD!":GOTO1@4
t:rem 26
IFX=7ORX=8THENPRINT"{PUR} {9 SPACES]}SO
SO!":GOTO10P4 :rem 101
PRINT"{2 SPACES}YOU BARELY GOT IT!"
s:rem 201
FORL=1TO58 : FORM=248T0253: POKES2,M:NEX
TM: FORM=253T0248STEP-1: POKES2,M: NEXTM
:NEXTL trem 3
POKES2, @:GOT0O86 :rem 135
PRINT"{2 UP}":PRINT"{21 SPACES]}":PRIN
T"{2 UP}":RETURN :rem 220

Program 2: 64 Version

1008
101

182
300

349
350

365

366

400
491

402
483

404
4085
406
51@
540
550
600

700
7085

DIMC(4),G(4):POKE53281,15 :rem 41
SO = 54272:FOR T=SO TO SO+24:POKET,@:
NEXT: X=0 t:rem 48
POKESO+24,15:POKESO+5, 17 : POKESO+6, 241
trem 181
PRINT"{CLR}{13 DOWN} (14 RIGHT}{BLK}IMI
ND BOGGLE{5 DOWN]}":FORT=1TO 100@:NEXT
:rem 231
PRINT"{CLR} {28 DOWN}" trem 79
PRINT "{4 RIGHT}[BLK]} {RVS}{2 SPACES}
1 {oFr} {wHT}{RvVS}{2 sSPACES}2 [OFF}
{RED}[RVS]} {2 sPACES}3 (OFF} (BLU}
{rvs} (2 spPacCES}4 {OFF} {PUR}{RVS]
{2 spaceEs}5s [OFF} {GRN}{RvVS}
{2 spPacEs}é {OFF}{BLK}" :rem 4
PRINTSPC(6)"{BLK}I AM CHOOSING 4 COLO
RS NOW{BLK}":FORL=1T0100 :rem 54
POKES2, INT(RND(1)*128)+128:FOR M=1 TO
10 :NEXTM: NEXTL : POKES2, @ : GOSUB4@58
srem 228
AS="123456":R=INT(RND(1)*6)+1:A1$=MID
S(AS,R,1):Al=VAL(AlS) :rem 37
R=INT(RND(1)*6)+1:A2$=MIDS(AS,R,1):1IF
AlS=A2STHEN4@1 :rem 22
A2=VAL(A2S) srem 17
R=INT(RND(1)*6)+1:A3$=MIDS(AS,R,1):IF
A1S=A3SORA2S=A3STHEN4@3 :rem 41
A3=VAL(A3S) :rem 21
R=INT(RND(1)*6)+1:A45=MIDS(AS,R,1):IF
Al1S=A4SORA2S=A4SORA3$=A4STHEN40D5
srem 63
A4=VAL(A4S) :rem 25
FOR T= 1TO 10080 :NEXT trem 27
POKESO, 180 : POKESO+1,180: POKESO+4,17:F
ORL=1TO1@@ :NEXTL: POKESO+4,16 :rem 23
POKE214,21:POKE211,5:PRINT: PRINT"
{34 SPACES}" srem 30
X$="":POKE214,21:POKE211,@:PRINT: INPU
T "SELECT COLORS";X$ trem 157
IFLEN (XS ) <>4THENGOSUB4@5@: GOT0O3300@
:rem 48
FORE=1T04:V=VAL(MIDS(XS$,E,1l)):rem 162
IFV<10RV>6THENGOSUB4050 : GOTO3300
srem 1@
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710
=15]%)

241
962
9203
934
905
906
987
908
989
91@

911
912

1000
1109
1105
1110
1115
1120
1125
1130
1135
1140
1145
1209
1210
1220
1300
1400
1500
1600
1700
1701
1702
1793
17064
1705
1750
1751
1761
1800
1810

1820
1906

NEXTE :rem 28
X=X+1:B=0:W=0:AA$=A15+A25+A35+A4S
s:rem 197
FORJ=1T04 :rem 16
G(J)=VAL(MIDS(XS,J,1)) :rem 140
C(J)=VAL(MIDS(ARS,J,1)) trem 179

IFG(J)=C(J)THENB=B+1:G(J)=0:C(J)=0

srem 131
NEXTJ trem 39
FORJ=1TO4:IFC(J)=@0THEN912 trem 244
H=@ : FORK=1T04 :rem 6
IFC(J)=@THEN911 :rem 69
IFC(J)<>G(K)THEN911 srem 54
H=1:G(K)=0:C(J)=0 srem 95
NEXTK :W=W+H trem 189
NEXTJ trem 37

ONXGOTO11060,1105,1116,1115,1120,1125
,11306,1135,1140,1145 trem 60
PRINT"{HOME}{7 RIGHT}{DOWN} 1 ";:GOT
01200 :rem 36
PRINT" {HOME]} {7 DOWN} 2 ";:G
0T01200 srem 59
PRINT" {HOME} {7 DOWN]} 3 ";:
0T01200 trem 73
PRINT" {HOME} {7 DOWN} 4 ";:G
0T0120@ :rem 96
PRINT"{HOME} {7 DOWN]} 5 ";:G
0T01200 s:rem 110
PRINT" {HOME} {7 DOWN]} 6 ";:
0T01200 :rem 133
PRINT" {HOME} {7 DOWN]} 7 ";:
0T01200 trem 147
PRINT" {HOME} {7 DOWN} 8 ";:G
0T01200 s:rem 17@
PRINT"{HOME}{7 DOWN} 9 "::G
OT0120@ :rem 184
PRINT"{HOME} {7 RIGHT}{1@ DOWN}1@ ";
s:rem 192

RIGHT} {2
RIGHT} (3
RIGHT} {4
RIGHT]} {5
RIGHT} {6
RIGHT] {7
RIGHT]} (8

RIGHT} {9

X1=VAL(LEPTS(X$,1)):X2=VAL(MIDS(XS,2
+,1)):X3=VAL(MIDS(XS,3,1)) :rem 174
X4=VAL(RIGHTS(XS,1)) :rem 141
P=@:T=0 sirem 125
P=P+1 :0NX1GOTO170@,17061,1762,17@3,17
94,1785 trem 49
P=P+1 :ONX2GOTO178606,1761,17062,1763,17
94,1785 srem 51
P=P+1:0NX3GOTO1700,1761,1702,1783,17
24,1705 srem 53
P=P+1 :ONX4G0OTO1700,1761,1702,1783,17
94,1785 :rem 55

PRINT"{BLK}{RVS}{3 SPACES}{OFF} ";:P
OKESO+1,10@:GOTO1758 :rem 108
PRINT" {WHT}{RVS}{3 SPACES}{OFF} ";:P
OKESO+1,124:G0T01750 srem 232
PRINT"{RED}{RVS}{3 SPACES}{OFF} ";:P
OKESO+1,140:GOT0O1758 trem 254
PRINT"{BLU}{RVS}{3 SPACES}{OFF} "::

OKESO+1,166:GOT01758 irem 10
PRINT"{PUR}{RVS}{3 SPACES}{OFF} ";:P
OKESO+1,150:G0T01758 s:rem 129
PRINT"{GRN}{RVS}{3 SPACES}{OFF} ";:P
OKESO+1,185:G0T0175@ trem 12

POKESO+4, 17 : FORL=1T099 : NEXTL : POKESO+
4,16 : FORL=1T0250 : NEXTL irem 29
ONPGOTO01408,1500, 1600 trem 158
ONTGOT02072,2073,2074,20675 :rem 175
PRINT" ";:IFB=@THEN2009 rrem 62
GOSUB3100 irem 14
ONBGOTO01900,1901,1902,1903 :rem 149
PRINT" {BLK}Q" ; :GOT02000 irem 108

1901
1982
1983
2000
2010
2020
2050
2051

2052

2053
2060

2062

2065
2066

2068
2070

2071
20872
2073
2074
2075
2080
2085
2086
2099

2096

2098
3000

3005
3019
3012
3013
3614
31908

3200

3300
3301
4009

4005

PRINT" {BLK}QQ"; :GOTO2000
PRINT" [BLK}QQRQ" ; : GOT02002
PRINT" { BLK}QQQQ"; : GOTO4000
IFW=@THEN2068
GOSUB3200 trem 8
ONWGOTO2@5@, 2051, 2852, 2053 :rem 151
PRINT" {BLK} {RVS]Q{OFF}":G0T02060
srem 216
PRINT" {BLK} {RVS}QQ{OFF}" :GOTO2060
i trem 170
PRINT" {BLK} {RVS }QQQ{OFF}" : GOT02060
trem 124

trem 62
srem 16
:rem 228
trem 12

PRINT" {BLK} {RVS }QQQQ{OFF}" trem 19
PRINT" {BLK} (HOMET[15 DOWN]}":PRINT"
{21 sPACEs}" irem 70
PRINT" {HOME} {9 RIGHT}{15 DOwWN}"
t:rem 178
IFX<>10THENS00 :rem 83
POKESO+4, 32:FORL=1TO15 : FORM=200T0220
+L*2:POKESO+1,M:NEXTM:NEXTL :rem 37
POKESO+4, 32 srem 145
PRINT" {HOME} {14 DOWN}":PRINT"
{10 sPACES}"; trem 225
T=T+1:0NA1GOTO1708,1761,1702,1703,17
?4,1705 trem 40
T=T+1:0NA2GOTO1700,17061,1702,1703,17
24,1785 :rem 42
T=T+1:0NA3GOTO1760,1701,1702,1703,17
04,1785 trem 44
T=T+1 :ONA4GOTO01708,1701,1702,1703,17
94,1785 rrem 46
PRINT"{4 SPACES}":PRINT"{BLK]}
{5 SPACES]CORRECT COLORS{2 SPACES}PR
ESS RETURN" :rem 139
IFPEEK(197)<>1THEN2080 :rem 20
GETTS$:PRINT"{RED} {CLR} {9 DOWN}
{18 RIGHT}TOO BAD YOU MISSEDI"
srem 56
PRINT"{2 DOWN}{1@ RIGHT}({BLU}1@ TRIE
S IS ENOUGH." :rem 124
POKESO+4, 33 :rem 141
FORL=1TO6 : POKESO+1, 80 : FORM=1T0O408@ : NE
XTM: POKESO+4, 32 : FORM=1T0O400 : NEXTM
:rem 243
:rem 89
RIGHT}
DOWN "
srem 170
PRINT "{15 RIGHT}YES OR NO?":rem 186
IFPEEK(197)=25THENGETTS : POKE198, 8:GO
TOl91 irem 1
IFPEEK(197)=39THEN3014 :rem 12
GOT03019 :rem 196
GETT$:PRINT"{CLR} {10 DOWN}{15 RIGHT)
{BLK}CHICKEN!1"{2 SPACES}:PRINT:PRIN
T:END trem 129
POKESO+4,17:FORL=100T0154: POKESO+1,L
:NEXTL : POKESO+4, 16 : RETURN :rem 187
POKESO+4,17: FORL=100T0O48STEP-1 : POKES
0+1,L:NEXTL:POKESO+4, 16 : RETURN
trem 40
PRINT" {UP}ILLEGAL INPUTI!{UP}":FORL=1
TO500 : NEXTL :rem 60
FORL=1T0999:NEXTL:GOSUB4@5@ : GOTO500
srem 6
PRINT:PRINT:PRINT" {BLK}{7 RIGHT}YOU
{SPACE}W I N !| PRESS RETURN":rem 24
POKESO+4, 33 : FORM=180TO18@STEP-5 : POKE
S2,M:NEXTM: FORM=1@@TO20@STEP 5
trem 176

NEXTL: POKESO+4, 32
GETTS : PRINT" {CLR} {8 DOWN} {9
{BLK} WANT TO PLAY AGAIN?{2

Cwww.commodore.ca



4006

POKESO0O+1,M:NEXT M:POKE SO+4,32

:rem 49
4010 IFPEEK(197)<>1THEN4085 :rem 14
4911 PRINT"{CLR}{1@ DOwN}{9 RIGHT}";
s:rem 20
4015 IFX=1THENPRINT"{RED}{5 SPACES]}LUCKY
[SPACE}GUESS | " :GOT040820 :rem 164
4016 IFX=20RX=3THENPRINT"{GRN}{6 SPACESI]E
XPERT ! 11" :GOT04020 trem 28
4017 IFX=40RX=50RX=6THENPRINT" {BLU}
{4 SPACES}PRETTY GOOD!":GOT04020
trem 133
4918 IFX=70RX=8BTHENPRINT"{PUR}{9 SPACES]}S
0 S01":GOT04@20 trem 208
4019 PRINT"{2 SPACES}YOU BARELY GOT IT!"
trem 3
4028 POKESO+4,33:FORL=1T020 : FORM=148T0200
STEP5 : POKES2, M: NEXTM :rem 131
4921 FOR M=2@@TO 148STEP-5:POKESO+1,M:NEX
TM:NEXTL: POKESO+4, 32 :rem 14
4930 GOTO30090 :rem 195
4050 PRINT"{32 SPACES}":RETURN :rem 180

Before typing in programs, please refer to “How
To Type COMPUTE!s Gazette Programs,” “A
Beﬁinnefs Guide To Typing In Programs,” and

the Program Listings.

BEFORE TYPING...
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COMPUTE!’s Gazette for Commodore

AUTHOR GUI

COMPUTE!'s Gazette for Commodore is looking for
interesting, useful articles aimed at beginning to inter-
mediate VIC-20 and Commodore 64 users. If you have
an article idea or a good original program, we'd like to
see it. Don’t worry if you are not a professional writer.
We are more concerned with the content of an article
than its style. Simply try to be clear in your writing
and check your program for any bugs.

COMPUTE!'s Gazette for Commodore is a con-
sumer-oriented magazine for VIC-20 and Commodore
64 users who want to get the most out of their com-
puters in a non-technical way. Itis aimed primarily at
home users, not all of whom necessarily want to be-
come expert programmers. If your article covers a
more advanced or technical topic, you may choose to
submit it to our companion publication, COMPUTE!. If
you submit an article to one of our magazines and we
believe it would be more suitable to the other, we will
transfer your submission to the right editors. The basic
editorial requirements for publication are the same for
both magazines; so are the payment rates.

The following guidelines will permit your good
ideas and programs to be more easily edited and pub-
lished. Most of these suggestions serve to improve the
speed and accuracy of publication:

1. The upper left corner of the first page should
contain your name, address, telephone number, and
the date of submission.

2. The following information should appear in the
upper right corner of the first page. If your article is
specifically directed to either the VIC-20 or Commodore
64, please state which one. In addition, please indicate
the memory requirements of programs.

3. The underlined title of the article should start
about 2/3 of the way down the first page.

4, Following pages should be typed normally,
except that in the upper right corner there should be
an abbreviation of the title, your last name, and the
page number. For example: Memory Map/Smith/2.

5. Short programs (under 20 lines) can easily be
included within the text. Longer programs should be
separate listings. It is essential that we have a copy of the
program, recorded twice, on a tape or disk. The tape or
disk should be labeled with your name and the title of
the article. Tapes are fairly sturdy, but disks need to be
enclosed within plastic or cardboard mailers (available
at photography, stationery, or computer supply
stores).

Itis far easier for others to type in your program if
you use CHR$(X) values and TAB(X) or SPC(X) instead
of cursor manipulations to format your output, For
five carriage returns, FOR I=1TO 5:PRINT:NEXT is far
more “‘portable” to other computers with other BASICs
and also easier to type in. And, instead of a dozen
right-cursor symbols, why not simply use PRINT
SPC(12)? A quick check through your program —

making these substitutions — would be greatly ap-
preciated by your editors and by your readers.

6. If your article is accepted and you have since
made improvements to the program, please submit an
entirely new tape or disk and a new copy of the article
reflecting the update. We cannot easily make revisions
to programs and articles. It is necessary that you send
the revised version as if it were a new submission en-
tirely, but be sure to indicate that your submission is a
revised version by writing “Revision” on the envelope
and the article.

7. All lines within the text of the article should be
spaced so that there is about 1/2 inch between them. A
one-inch margin should be left at the right, left, top,
and bottom of each page. No hyphens should be used
at the ends of lines to break words. And please do not
justify. Leave the lines ragged.

8. Standard typing paper should be used (no
onionskin or other thin paper) and typing should be
on one side of the paper only (upper- and lowercase).

9. Sheets should be attached together with a paper
clip. Staples should not be used.

10. A good general rule is to spell out the numbers
zero through ten in your article and write higher num-
bers as numerals (1024). The exceptions to this are:
Figure 5, Table 3, TAB(4), etc. Within ordinary text,
however, the zero through ten should appear as words,
not numbers. Also, symbols and abbreviations should
not be used within text: use “and” (not &), “reference’’
(not ref.), “through” (not thru).

11. For greater clarity, use all capitals when refer-
ring to keys (RETURN, TAB, ESC, SHIFT), BASIC
words (LIST, RND, GOTO), and three languages
(BASIC, APL, PILOT). Headlines and subheads
should, however, be initial caps only, and emphasized
words are not capitalized. If you wish to emphasize,
underline the word and it will be italicized during
typeselting,.

12.COMPUTE!'s Gazette for Commodore pays
between $75 and $1000 for published articles. In gen-
eral, the rate reflects the length and quality of the article.
Payment is made upon acceptance of an article. Fol-
lowing submission (Editorial Department, COM-
PUTE!s Gazette for Commodore, P.O. Box 5406,
Greensboro, NC 27403) it will take from four to six
weeks for us to reply. If your work is accepted, vou
will be notified by a letter which will include a contract
for you to sign and return. Rejected manuscripts are
returned to authors who enclose an SASE. We do not
consider articles which are multiple submissions. If
you wish to send an article to another magazine for
consideration, please do not submit it to us.

13. Articles can be of any length — from a single-line
routine to a multi-issue series. The average article is
about four to eight double-spaced, typed pages.

14. If you want to include photographs, they
should be 5x7, black-and-white glossies.
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OMPUTEYs
First Book of VIC Games

Authors: COMPUTEI Magazine Contributors
Price: 512.95
On Sale: Now

The VIC-20 is a versatile computer, Its pro-
grammable color, graphics, and sound can add
a lot to game programs.

Over the past few years, COMPUTE!
Magazine has published a wide variety of
games for the VIC. But some back issues are
hard to find or unavailable.

That's why the editors of COMPUTEI
have chosen the best games, revised them,
and added previously unpublished games, put-
ting them together into COMPUTEI'S First
Book of VIC Games, Each game has been
tested and debugged and is ready to type into
a VIC-20.

First Book of VIC Games contains fast-
action arcade games that require quick
reflexes, as well as strategy games that test
logical skills. For $12.95 you get two dozen
games, including:

Time Bomb — You hear the time bomb tick-
ing, and you have to find your way through
the maze to defuse it. But the maze is larger
than the screen, and you can't always see
where the dead ends are,

Closeout — The [ocal department store is
having a sale. You try to snatch as many sale
items as possible, while avoiding the horde of
bargain hunters who are trying to thwart you.

Copy Cat

Mark and Dan Fosoet] =0

Outpost
Tim Barker . .
C npm Numbers
G. M: Gaffin ,,...
‘u\nn.i Hunl

M  Enc }.rz sing and Bob Meyers, Jr. .

Lost
hnm*r: Pugh ....
Pharach’s Treasure

Clark and Kathryn H. Kidd -

Part 5: Scrolling
Grand Prix Foo
] Mark Vittek . ... ... ..

Part 6: Dexterity ..
Thunderbird
Dave Sanders .. . ...
Juggler
] Doug Ferguson
Deflector
Frank | Tyniw
Jumping ].nk
il Bury
Skydiver
1 Alan Cmss.’m ..........
The Hawkmen of Dindrin
] Esteban Vv Agutlar, Ir. ..., ...

Appendix A: Cre
Charles Bond -ﬂmg Your Of

Appendix B: th

Appendix C: A B
Typing In Progra;??l?_r_’s Gy

Listing Conventions
Index |

Special Requirements: | =joystick M - e

nary expansan

Cryptic Numbers — A good logic game. The computer picks a pattern of
numbers that you have to guess. After each turn you learn how close you

WEre.

Alr Defense — Missiles are falling out of the sky onto your city. Aim

carefully; you get only one shot at each missile.

Thunderblird — Your goal is to break out of the playing field by using the

thunderbird that controls the satellite.

Sky Diver — Put on your parachute, jump out of the plane, and try to
land on one of the targets. Watch out for wind currents that may blow you

off course,

Deflector — A ball is bouncing around the screen. You can aim it toward
targets by strategically placing deflectors that change its direction. _

Hidden Maze — Lost in a maze, you're trying to get out. But itis dark,

and you can see only a few spaces in front of you,
Your small fortress is under siege. You have two types of lasers

Outpost —

and some torpedoes. Unfortunately, the energy supply is dwindling and
the computer is on the blink. The supply ship may (or may not} show upin

time to make repairs.

................ 158

Table of contents

Foreword ........... ...
Part 1: Playing Games With Your VIC ;

IC Features: Color, Graphi
Dan Cannichael | . ., . } ,I,u.’r Fnd e

Writing Your First Game
Richard Mansfield

Writing A Simulation Game
Richard Mansfield . ., .,

Writing An Arcade Game P i
Richard Mansfield

Part 2: Maze Games
Time Bomb

] Doug Smoak .., ...
dedeam AR AR IR R e AR R,

T G:r Boden ............
Supcrch.!ae

1 Anthony Godshall ,
hxh]n\ais\laz‘ LT T oo 33

Clark and Kathrym H, Kidd .,

Part 3: Action Games
Closeout
LL Beh.......
(Thenslited b e Y o aa{ieesssnsusnes . 45
Wl Humf r the J’Ci L.‘..ar.’r:q Brarron)
] Ronmy Ong e
Fomy f s W iy i i AL =51
Aarom Bobick ........ . ..
; Rl.ihthnfens Revenge
darr Sy
Chame!mgx&m Todd Koumrian, Chris Metealf.
] Clark and Kathryn H.
il ym Kidd ..., . s ssdns 78
TL Wahl

Fart 4: Brain Testers T i
il Vs s ay vag s e i BF
Andy Hayes

Special Requirements: | =ioystick M =memory e panmon

First Book of VIC Games is more than just a book of program listings. Each program is annotated and explained; you can modify the games if
you like or use the many programming techniques in your own games. Also included is a useful program you can use to draw mazes for
games you write. Three chapters show you how to develop a game program. Another tells you how to take advantage of the VIC's sound,
graphics, and color capabilities. The index lists references where you can learn more about programming. And First Book of VIC Games Is

spiral bound to lie flat while you are typing in programs.

To order directly, call
TOLL FREE
800-334-0868

(919-275-9809 In NC)

ORDER NOW - :
Available at computer dealers and bookstores nationwide, Or send a check or money order to
COMPUTEI Books, P. ©. Box 5406, Greensboro, NC 27403,

Add $2 shipping and handling. Outside the U.S. add 55 for air mail. $2 for surface mail. All orders prepaid, U. S, funds only,
©1983, COMPUTE! Publications. Inc, VIC-20 is & trademark of Commadore Electronics Led,

CGwww.commodore.ca



COMPUTE"’s

First Book Of VIC

Authors: COMPUTE! Magazine

contributors
Price: 51295
On Sale: Now

Finally, it's VIC's turn!

Users of other popular personal
computers have been enjoying their
COMPUTE! Books: COMPUTE!'s
First Book Of PET/CBM, Program-
ming The PET/CBM, and others.

Now, there’s a3 book devoted
exclusively to the Commadore VIC-
20™ Computer: COMPUTE!'s First
Book Of VIC.

The editors of COMPUTE!
Magazine — the leading resource for
the VIC-20 — gathered together the
- best VIC-20 articles published since
- the summer of 1981 and added
some new material. The result is
more than 200 pages of valuable
information — information that goes
beyond the instruction manuals. In
the COMPUTE! tradition, it is care-
fully edited to be easily understood
and useful for beginners and experts
alike.

COMPUTEI!'s First Book Of VIC
is spiral-bound to lie flat, and
includes ready-to-type program
~listings and articles such as “The
Joystick Connection: Meteor Maze,”
“STARFIGHT3,” “Train Your PET To
Run VIC Programs,” “Renumber
BASIC Lines The Easy Way,” “"High
Resolution Plotting.” “Custom Char-
acters For The VIC,” “VIC Memory —
The Uncharted Adventure,” and “A
Simple Monitor For The VIC.”

At only §12.95, less than most

V Introduction

Chapter One: Getting Started
3 The Story Of The VIC 7
11 Computer Genesis
From Sticks And Stones T
I wones 1o Vic
20 Super Calculator
24 Large Alphabet
26 Using A Joystick .
39 Extended Input Devices:
Paddles And The ket e
) > Keyboard
46 Game Pa Iclles

Chapter Two: Diversions — Recréi;tloﬁ And

:? Zr:trjnjnysm k Connection: Meteor Maze
72 STARFIGHT3

78 Alphabetizer

80 Count The Hearts

Chapter Three: Programming Techniques

89 PRINTINg With Stvie
g; J:T::L; PET To Run VIC Programs
103 Amortize
106 Append .
109 Printing The Screen
113 The C('}Hhmnr,l Quote
115 Alternate Scroens
:;g Timekeeping
Renumber BA 1es The Easy W,
127 Automatic rf-.':-rf'\'uiflrrrlir.:I-.'F-Ih ity
129 Putting The Squeeze On
C‘L‘i{m:g The Mc
141 AnEasy w ite VIC Pr S
On Other Commodore Computers g

Chapter Four: Color And Graphics

147 Kaleidoscope And Variations X

148 High Resolution P ting

154 \vIC Color 1 105

157 The Window

160 Custom Characters For The VIC

f;vBaﬁ:irT f.'.ve:,Maps And Specifications,
CEVVLO USE The 6560 Video Interface Chin

179 Bf('}‘."\.-"\fr-‘-:j The VIC ( hip IE0 Interface (n".'l’,[;

186 vic Memaory

The Uncharte
189 Me mory M, 10 Above Page Jer0
Chapter Six: M i .

: Machine Lan
195 TINYMONIT- A Simple Monitor Fg':ligec.
202 Er‘.w.'.'rrr__; TINYMON| Directl, I.'KE_ZI ‘fci-u; tfiC'-Z-')
211 Index

I Adventure

computer manuals, COMPUTE!'s First Book OFf VIC
is among the best resources a VIC user can own.

Dorothy Kunkin Heller

Greq .

D. wid Barron

Robert Lock

Michael § Tomczyk

/ David Thormburg
. Jim Burterfieid
Doug Ferguson

Davia Malmberg

< Mike Bassman / Salomon Lederman

. Davicd Malmberg
Education.

Paul L Bupp / Stephen P. Drop

Dub Scroggin
David R. Mizner
Jim Wilcox
Christopher J. Flvnn

James P. McCallister
Lyle Jordan
Wayne Kozun
Amihai Glazer

- Wayne Kozun
C.D. Lane
Charles Brannon
Jim Butterfield
Keith Schleiffer
Charles H. Gould
Jim Wilcox

Stanley M. Berlin

ind Ross Sherwood

Kenneth Knox
Paul F. Schatz
Charles Brannon
Charles Brannon
David Maimberg

Dale Gilbert

Jim Butterfiel

Jim Butterfield

Russell K Avanagh

Available at computer dealers and bookstores nationwide. To order directly call TOLL FREE 800-334-0868.
In North Carolina call 919-275-9809. Or send check or money order to COMPUTE! Books, P.O. Box 5406,

Greensboro, NC 27403.

Add 52 shipping and handling. Outside the U.5. add 55 for air mail, 52 for surface mail. All orders prepaid, U.S. funds only.

VIC-20 i a trademark of Commodore Electronics Limited
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Home Energy Applications
On Your Personal Computer

Author: David E. Pitts
Price: 514.95
On Sale: Now

Are you caught in the crunch of spiraling \
utility bills? Are you shivering from the icy
touch of winter drafts, or sweating while

expensive air-conditioned breezes seep out
of your home into the summer heat?

Maybe your home appliances are Ta bl
burning more energy than they should. e o ontents
Perhaps your home would be warmer with

some more insulation and weatherproofing.

Or maybe a new air conditioner or a ceiling

fan could take the edge off those humid

summer nights Intr ¥
But can you justify the expense of Oducﬂon

SUchimplovemenB i iee. = =00 0 00 e \/

example. pay for itself after one winter, or Enerqy D

will it take three? gy DataBases o i oo ton i) 1
Now, with the aid of your personal

computer, you can find out. A new book Energy Wor

from COMPUTE! Publications, Home sy ROOOKS v oo 23

Enerqy Applications On Your Personal

Computer, can help you determine if those Energy Plot .

GxpgenseOmamMproVEIeRiE VO UE N = 00090909090 0 Tttt v 61
been thinking of will send a chill down

your spine or leave you with awarm feeling  Electric Usage Estimator

MECCEMEE R e e eI e 91
Home Enetqgy Applications On Your H H

Personal Computer, written by David E, ome Heatin : .

Pitts, lets you track and analyze your utility g And C°°|"'IS Audit.. ... 111

costs so you'll know exactly where your

energy dollars are going. But beyond that, Heat COﬂdUCtiOl’l

[ESUCHESEWEAOUSRVAVS CECUNINE TG S =00 Tttt e i 151
costs by making common home improve-

ments and shows you how those improve- BUYil‘IS A New Air Conditioner

GEASCERECADASORCHISC . $Z 0909090909029 crwemer ..., L, 169
Energy Applications is packed with pro- .

grams ready Lo type into your personal Window Heat Loss / Gain
CONIDUISCAVRCTSIVOUNEVEEAPDIOIEN @ =0 0 ottt e, 183

Atari, Commodore 64, VIC-20, PET/CBM, .
Radio Shack TRS-80 Color Computer, Texas Window Shading Ana]ysis
Instrurments TI-99/4A, or OSI.
Once you give information on your P
geographical area ([anywhere in the main- Celllng Fan Analysis .
andEmiiedSiaGsVOlineiiEphespenses == ===z 0 ° 00 U rocrrdaeeeaaaine ., 227
and detalls about your house itself, this S
book and your personal computer will Appendix .. .
plovideEnip=deotisoBciiE b Ve @00 Tttt e, 241
report on what you can do to evaluate
wadys to reduce your energy costs, It's the
perfect application for the speed and power of a personal
computer.
Home Energy Applications On Your Personal Computer is
carefully written and edited to be easy to read and use, because
it comes to you from the publishers of COMPUTE!, the leading
magazine of home, educational, and recreational computing. It
is quality-produced throughout, including metal spiral binding
so that its 250 pages lie flat while you e typing in programes.

Available at computer dealers and bookstores nationwide. To order directly call TOLL FREE 800-334-0868. In North Carolina
call 919-275-9809. Or send check or money order to COMPUTE! Books, P.O. Box 5406, Greensboro, NC 27403,

Add 52 shipping and handling. Outside the US. add $5 for air mail, $2 for surface mail. All orders prepaid, U.S. funds only.
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Want A Greener Green Thumb?
Shake Hands with PLANTIN’ PAL

If you enjoy Gardening, you’ll love
PLANTIN' PAL.

With PLANTIN® PAL you can:
* Take your custom-designed layout to your garden
* Plant the right amount of each vegetable for your needs
® [dentify and beat bugs & diseases
® Create your individual planting & fertilizing schedule
* And so much more

Get friendly with Plantin’ Pal today.

On disk for Commodore 64.

Printer optional but preferred.
VA $2995 C-)
T ‘

To order call (612)925-2591 or write:

Home & Hobby Software
4936 Morgan Ave, S., Minneapolis, MN 55409

Orde

r Line

VIDEO FITNESS SYSTEM

Shape Up Your Body by using
Your Commodore or Atari!

VFS compels you to exercise to make your
computer game “fire”

Burn away excess fat. Shape and strength-
en muscles. Look and feel better. All of the
benefits of physical fitness, just by playing
your favorite electronic games.

VFS Is the Interactlve home exercise machine.
FREE booklet #1 explains It all. Send for It.

VIDEO FITNESS SYSTEM
Box 1221, No. Riverside, IL 60546
SR ey e ey

TALK OR SING-The "64" responds

IN' YOUR OWN VOICE

Enter up to 150 of your own words and phrases
Compute response with BASIC, Store word sets on
tape or disk for unlimited selections. Easy for anyone
to sel up and use. Complete with cassette software
(transferrable to disk) with demonstration programs
for talking clock, calculator, and black jack. How to
define every key as a spoken phrase or song note or
other sound. There are so many applications and
special effects it boggles the mind! Soon available
for other popular computers. Software for word
recognition to be available

The COVOX
Speech Processor ONLY $8995

WE CAN DEMONSTRATE
OVER THE TELEPHONE!

COVOX CO.

675-D Conger St. Eugene, OR 97402
Tel: (503) 342-1271, Telex 706017
Check, money order, or VISA/MC
(Dealer inquiries invited)

un ed mysteri

, death and forgottem treasure
you in

LAIR OF THE DMEN
text adventure for C or VIC-20
8k expansion)
Specify di r tape, VIC or B4

$15.00-disk or tape
California residen

o, CA 94105

“THE REUNION”®

(Brings the Commodore family together again)
JUST RELEASED! VIC 20/C64

*NCW - “THE REUNION'" instantly interfaces two
systems for instant use: (A) *VIC 20, disk drive, printer
and Datasette or (B) C-64, disk drive, printer and
Datasette.
*Simply select "VIC 20" or "C-64" on "THE RE-
UNION" and state of the art design permits instant
operation of selected system with modem expansion,
etc.
*Now SAVE and LOAD VIC and C-64 programs on
same disk, Ends switching disks or cables
*Simple two minute installation. Full year warranty
Please specity Model A - lor disk drive and printer or
Model B for Datasetie
Special introductory price - $29.85
Please add $2.00 for shipping (Canadian: $4.00)
Florida resident 5% tax. Send check or money order
to: HyTech

P.O. Box 466

Bay Pines, FL 33504
*Reg. T.M. of Commodore Bus. Mach

HyTech

SAMMY THE SPELLING SPIDER"

o,
il I"-
(T

LI

"llul A
W, | .
I

|lll"'l| "
s
¥, '“:‘

THE WHOLE FAMILY WILL LOVE

ostage & handling ir
50

or free Catalog

“Quality Software at Integrity Prices"

D N T S R 1 Y-T. b0 Hox it eT Bhabl T 05443

L k . JRivFmyer 8204

Cwwwiecommodore.ca



COMMODORE 64 INTERFACING
BLUE BOOK

Written by a college professorin afriendly and
informative style, this book is a gold mine of
practical information on how to build a variety
of usefulinterfaces foryourcomputer. Over 30
projects including cassette interface, printer
interface, expansion bus, light pen, RS-232
interface, more user ports, thermometer,
speech synthesizer and two other voice pro-
jects, A/D and D/A converters, 5 telephone
interfacesincluding a sophisticated voice mail
project, motor controllers, AG power contral,
logic analyzer, capacitance meter, spectrum
analyzer, home security system and many
more. $16.95 postpaid. Foreign orders add 3
for AIR MAIL shipping.

VIC 20 INTERFACING BLUE BOOK

30 hardware interfacing projects for the VIC
20. Similar to the 64 book above. See what
your VIC can do with a little interfacing.

$14.95 postpaid. mitrusignai

Dept. C, P.O. BOX 22
MILLWOOD, NY 10546

ETT 64

Electronic Typing Teacher

The Most Complete
Typing Instruction Course
for Commodore 64

Cassette Version ... $24.95
38 Lessons

Disk Version ...... $29.95
64 Lessons

Demo Tape of ETT64 $2.00
Demo Disk of ETT64 $3.00

Full purchase price of demo
applied to purchase,

“Knight “Writer Software

P. O. Box 598 Westland Mi. 48185

313-728-0946

DEALER & SCHOOL DISCOUNTS AVAILABLE
C.0.D. Extra= U.5. Shipping Add 5%

VIS
rITEEn

FAMILY TREE

A NEW COMPUTER SOFTWARE PACKAGE
TO HELP THE AMATEUR AND PROFES-
SIONAL GENEALOGIST USE THE COM-
MODORE 64 OR VIC AS A DYNAMIC
SYSTEM TO CONTROL DATA ON THE
FAMILY TREE.

FEATURES:
* 664 NAMES PER DATA DISK
« FULLY INDEXED
» EASY EDITING AND UPDATING
* SEARCH FUNCTIONS
* PRODUCES FAMILY GROUP SHEETS
* PRODUCES PEDIGREE CHARTS
* QUTPUT TO SCREEN OR PRINTER
* COMPLETE MANUAL

BY HELPING YOU TO ORGANIZE YOUR
FAMILY TREE IT WILL AID YOU IN DETER-
MINING THE AREAS OF YOUR RESEARCH

PRICE $39,95 US — §49.95 CANADIAN
(MICHIGAN & ONTARIO RESIDENCE ADD
TAX)

GENEALOGY SOFTWARE
PHONE 519-344-3990

P.O. BOX 1151
PORT HURON, MICHIGAN 48061

1046 PARKWOOD AVE
SARNIA, ONTARIO N7V 3T9

Educational Software
For The COMMODORE

Wide Variety Of Subjects
Available For All Ages

FOR FREE BROCHURE WRITE:

Schoolmaster
Programming Company
P.O. Box 194, Pomona, CA 91769

#*

LEROY’S CHEATSHEET"™

ONLY §3.95ea

mn B4

Programmer's Aid' o o Graphic printer (s a 1s2)'

Super Expander! o HES Vic Forth?

Vic Typewriter' o o HES Writer

Victarm 1' o Wordpro 3 plus
o Term B4 o Easy Script’
o Quick Brown Fox 0 o Basic
o Hesmon 647 o Paper Clip o
0 Calc Result {sovancea) o Script 64 A
O Pilot {commeders) o PractiCalc 64/plus £

Send check ¢r monoy order plus § 1,00 {postage and handling ]
PA residents add 6 % sales tax,

Name.

Address

CHEATSHEET PRODUCTS ™ m ]
PO Box 8289 Pittsburgh PA. 15218 1440y 456 -7420

EPROM PROGRAMMER

, FORS S i
PET- COMMODORE-64 - VIC-20

DELUXE-INCLUDES: s
*MACH.LANG.MONITOR
=minl-ASSEM/EDITOR U —
“FILE MANAGER $99,50-

for software development &EPROM coding.
PROGRAMS OVER 40 popular device
types including 25xx and 27xx series
up to 32KBYTES (incl.some E2 types).
MENU DRIVEN software runs all 3 GPU's
connects to USER PORT. L.L.F. socket Inl:l:

ECONOMY-2716-64
read,pgm, & ver, ONLY
h,"s‘l:: nr:?-rrmr;m-whan
8 ng &file storage -
ARE NOT needed-LIF incl. $58,50 *

t PET,COMMODORE 64,&VIC 20 are irademarks of CBM,INC.

(215)256:6933 IlAZl:ll (215)256°6933

fosipors)| BOX 267 Lodorach, Pa, 19450 " vish
L ++$2.8hip. &Pa. res.add 6% -

(ABS)OLUTE SOFTWARE
INTRODUCES

COMPUFILE
THE (ABS)OLUTE DATA BASE FOR
COMMODORE 64 COMPUTERS

Some Features

True Relative Disk Files

Multiple Data Bases Allowed On A Single Disk
Completely Menu Driven, Including Disk Directory

Up To 20 User Delined Fields Per Record

No Software Limit On Number Of Records Per Data Base
Searches & Sorts On Any Field

Adds, Deletes, Motifies Records

Clear & Thorough Documentatian

TR A

And The Best Feature: Compufile has an
Introductory Price Of Only $39.95!!

Look For Computile At Your Local Commodore
Dealer, Or Send $39 95 To

(ABS)OLUTE SOFTWARE
1780 AUSTIN HIGHWAY
SAN ANTONIO, TEXAS 78218
(512) 828-2679
Dealer Inguiries Invited
(ABS) . The First Name In Commodore Computing
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SOFTWARE

HANUBOOH

THIS IS A COMPLETE 84 PAGE MANUAL THAT
SHOWS HOW TO DUPLICATE PROTECTED VIC-20
SOFTWARE. WE INCLUDE ALL SCHEMATICS, PC
LAYOUTS AND SOFTWARE LISTINGS. OUR METHODS
DO NOT REQUIRE EXPENSIVE MOTHERBOARDS.
PLANS INCLUDED FOR...STANDARD RECORDER
INTERFACE/TAPE DUBBER...CARTRIDGE COPIER

(8K OR 16K TO TAPE OR DISK) AND MORE! WE
ALSO HAVE CIRCUITS AS KITS!

$9.95 Us
-SASE FOR INFO

PSIDA

-CHECK OR MONEY ORDER ONLY=-

.Ca



VIC-20
COMMODORE 64

THE RECIPE BOX

Now you can easily store and recall your favorite
recipes on your Commodore computer. THE RECIPE
BOX is a complete menu-driven disk system that comes
with thesa additional leatures:

SEARCH BY INGREDIENT — Only have a pound of
hamburges in the freezer? Let THE RECIPE BOX
show you all the recipes that you have on file that use
hamburger, or any other ingredient you choose
SEARCH BY CATEGORY — Code your recipes as to
breakfast, lunch, dinner, snacks, etc,

SEARCH BY CATEGORY/INGREDIENT — Any
combination of the above.

AUTOMATIC MEASUREMENT — THE RECIPE
BOX will automatically scale up or down the amount
ol ingredients you need according to how many
BerVINgs you want

SCREEN OR PRINTED OUTPUT — Have printed
copies 10 use in the kiichen or give to friends.

THE RECIPE BOX requires one disk drive and will
run on a 5K VIC-20, Commodore 64, Please specify,
Send check or money order for $21.95 to;

Aries Marketing Co.
P.0. Box 4196

4200 Shannon Drive

Baltimore, Md. 21205
Md. residents add 5% sales tax

REFUNDERS!

Use your Commodore 64

“REFUND INFO" is a filing program designed
specifically for refund and coupon offers
Record your refund offers as you mail them
The use of menus for all functions makes it
easy to use, even with limited computer
knowledge
* Automatically alphabetizes
* Three search modes
* Two listing modes
* Update at any time
* Compute cash and non-cash totals
received between any specified dates
* Output data to screen or printer
| * Addresses envelopes
"REFUND INFO" runs on tape or disk.
Each file holds 200 records
TAPE - $17.95 DISK - §19.95
“REFUND INFO II" runs only on disk,
Each file holds 700 records.
DISK - §23.95
Send check or money order.
Kansas residents add 3% sales tax
For more info send SASE

FLATLAND SOFTWARE

P.O. Box 8721 * Wichita, KS 67208

Numeric key pad
for Commodore

VIC-20 and 64
With full
cursor control
and special
function keys.
No software
interaction.

$59.95

Heta.il

Eleamr
Viz=h qu_ =5

4321 Airwest S.E. ( oy
Grand Rapids, MI 49508 ]
(616) 698-5000

VISA and Mastercard accepted

DISK DUPLICATOR
FOR COMMODORE
SINGLE DISK DRIVES

(1540, 1541 and 2031 used with a
VIC-20, commodore 64, CBM 4000 or
CBM 8000 computer)

DISK DUPLICATOR provides you a fast
and easy way to make back-up copies of
your precious, irreplaceable diskettes. En-

joy the convenience of a dual disk drive
without the expense. DISK DUPLICATORIs
100% MACHINE LANGUAGE, 100% FAST,
And most importantly, 100% AFFORDABLE!

Don't let an accident or mistake catch
you without back-up copies of all your
diskettes. ORDER "DISK DUPLICATOR"
TODAY at the special introductory price of
only $14,95 postage paid (check or money
order only please).

H&H ENTERPRISES DEPT. 123G

5056 NORTH 41st STREET
MILWAUKEE, WISCONSIN 53209

UNICORN
ADVENTURE

TEXT & GRAPHIC

Introductory
Offer...

YOUR MOTHER, A
BEAUTIFUL WHITE
UNICORN — YOU
MUST FIND WHERE
HE HAS TAKEN HER !

— Dealer Inquiries Welcome —
LOGGINS ENTERPRISES

2814 - 23rd Avenue West
Bradenton, Florida 33505

Svstems 10 Boor -’

SOFTWARE DEVELOPMENT AND DisTriBuTioN )

— PRESENTS =

THE FIVE ADVENTURES THAT WILL DEMAND QUICK
REFLEXES OF THE MIND, NOT THE HAND!
* ROCKET V-2 only $15.95
* DR. GEARDORF'S LASER only $15.95
« THE ISLES OF SSENKRAD
(Part 1) only $15.95
- BENEATH THE ISLES OF
SSENKRAD (Part 2) only $15.95

* SAND SCREAM only $15.95
(All available for 13K VIC-20 or C-64)

We Accept Mastercard/Visa, Certified Check, M.O.,
Allow 2 wks, for Personal Checks.
ATARI, TRS-80 Versions Coming Soon
Add $2.00 for Disk, Add $1.50 for Postage/Handling
RUSH ORDER TO: SYSTEMS TO BOOT
2109 S. Fieldcrest » Wichita, Kansas 67209
Ph.-316-721-1312

*ATARI, Commodore, TRS-60 are registerad trademarks
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AT LAST!
EASY BASIC DISK

For Commodore 64™ Users
FEATURES

® Three Dimensional Graphics

® 44 Additional Basic Commands
e Full Function Keyboard

e Sprite & Game Programming

ONLY $29¢%s

ADD $2 50 SHIPPING 8 HANDLING

BESMES  UTAH — ADD SALES TAX E
\meawm  ® CHECK. MO, VISAor MC | |
(SEND CREDIT CARD EXP, DATE)

CLONEWARE

CTOVWEMNMYYE
P.O. Box 587 C.G.
Pleasant Grove, UT 84062

Dealer inquiries welcome
Send aelf
{Commodore 64 is a trademark of Commodore Business Machine

lope for Tree

CONVERSE WITH
YOUR COMPUTER

AT LAST! A FULL IMPLEMENTATION of the Unglnul ELIZA pro-
gram s now available to run on your Commodore 64!
Created at MIT in 1986, ELIZA has becoma the world's most cele-
brated artificial intelligence demonstration program. ELLZA is a non-
directive psychotherapist who analyres oach statement as you type
#in and then responds with hef own comment of QUestion - and har
remarks are offen amazingly appropriate)
Designed 1o run on o large mainframae, ELIZA has never batore been
avalable to personal computer users excepl in greatly stripped
down versions lacking the sophistication which made the cnginal
program so fascinating
Now, our new Commaodore B4 version possessing tha FULL power
and range of expression of the original is being offered at the intro-
ductery price of only $25. And if you want 1o find out how she does
it {or teach her to do more) we will include the complete SOURCE
PROGRAM for only $20 additional
Order your copy of ELIZA today and you Tl never again wonder how
to respond whan you hear someona say, "Okay, let's see what this
computer of yours can actually do!"
ELIZA IS AVAILABLE IN THE FOLLOWING FORMATS:
(Piease spocily Disk or Cassatte)
1. Protected Version 525
(Protected Version can be run but not isted or modified)
2, Un-protected Commodore B4 BASIC Source Viersion %45
(Source Viarsion can be listed and modified as well as run)
Bath versions include a six page user manual.
Please ndd $2 00 shipping and handling to all orders
(California residents please add 6% sales tax)

ARTIFICIAL INTELLIGENCE RESE:\FICH GROUP
021 North La Jolla Avenue, Dept. G
T

Los Angelos, CA 90046 e,
(213} 6507308 (213)054-2214 | |
& MC, VISA and checks accepted |

W commodore.ca
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' You asked forit...
CARDCO hasiit!

Another exclusive from Cardco!

The L/1 (Letter Quality) PRINTER
In response to your demand and need,
CARDCO now has available for the first time . . .
a "Commodore-ready “LETTER QUALITY
PRINTER". Just plug it in and print.

Offering standard friction-feed and optional
tractor-feed, the CARDCO LQ/1 PRINTER comes
complete with built-in interfacing for all
Commodore Personal Computers, as well as
compatible input for PC, PC jr., TRS-80 and
other personal computers.

“CARDPRINT” C/?+G PRINTER INTERFACE
with Graphics

For printers that are not Commodore-ready, Cardco
offers the C/2+G PRINTER INTERFACE including all
cables and connectors for the following printers: all
new Epson MX, RX and FX series, Star Gemini 10X and
Delta 10, Prowriter, C.-ltoh 8510, NEC 8023, Okidata
82, 83, 84, 92, 93 and 94, Mannesman Tally Spirit and
MT-160, Seikosha GX-100, BMC BX-80 and the Gorilla
Banana. Prints the full Commodore character set;
graphics, characters, reversed characters and
reversed graphics characters.

cardco, inc.

313 Matheson Wichita, Kansas 67214 (316) 267:6525 '
“The world's largest manufacturer of Commodore accessories.”

Commeodore ™ is a registered rademark of Commodore Business Syslems, Inc. |

“WRITE NOW”

WORD PROCESSOR SOFTWARE

An excellent time saver, CARDCO OFFERS THE C(2
“Write Now” program with built-in 80 column display.
You see exactly what will print. All special codes can
be transmitted to printers maintaining justification.
Easy full-screen editing; works with any printer.

“MAIL NOW” MAILING LIST SOFTWARE
CARDCO D/01 quickly (in memory) sorts by zip,
category, name and state; fully compatible with
“WRITE NOW". Other fine features include: User-
oriented; menu-driven operation; each disk supports
600 entries. Format can print single, double or friple
labels across.

All Cardco Products are available at your local dealers.

Write for illustrated literature.
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