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EDTTOR

M ark Raymond of Santa Barbara, California, recently wrote us and asked how
we go about soliciting programs and then deciding which ones to publish.
This is a topic we've never approached in these pages, and it's an area of our busi-
ness that most of you would find very interesting. To get a clear picture, you need a
brief glance at the past. So, first, a bit of history.

When we debuted Gazette in 1983, we followed the tradition of our flagship
magazine, COMPUTE!, by publishing programs—both listings and documenta-
tion. The VIC-20 had a large installed base at that time, and we were swamped
with VIC submissions. Months later, as the 64 became a hot mass-market item, we
received hundreds of 64 programs in the mail each week. By early 1984, Gazette
was known in the Commodore community as the place to go with your homemade
programs. Aside from the VIC's demise and the improved quality of 64 programs,
not much has changed since that time except quantity. We now receive far fewer
submissions, about 30-40 per week; in 1984, we received up to 300 a week.

When the number of submissions first began to diminish appreciably (last
year), | talked to a few of our reliable authors who had mysteriously stopped send-
ing us programs. Several of them were simply burned out from programming,
some moved to different machines—notably PCs and Amigas—and a few were
deeply involved in noncomputing pursuits. Fortunately, we still have a number of
good, dependable programmers as well as some terrific in-house talent.

The system we use in evaluating and purchasing programs goes like this. All
programs are received by David Hensley, our submissions editor. Dave, an astute
128 and 64 user and programmer, looks at everything closely. He siphons off the
programs full of bugs, those too narrow in focus (“Bowling League Secretary,” for
example), and those with bloated code (a simple shoot-‘em-up that eats up 20K, for
instance). This process eliminates about 60 percent of the submissions.

Dave next takes a hard look at the remaining programs. He applies several cri-
teria to this phase: overall appeal, concept (originality and usefulness), size and

quality of code, speed, graphics, sound, playability (for games), requirements (ob- -

scure hardware needed?), and printer compatibility, if appropriate. Another impor-
tant factor—and a few decent programs have been rejected at this point—is
redundancy. Does the program conceptually or functionally repeat something we
recently published? Dave ends up with several programs that get a closer look.

Gazette assistant editors Rhett Anderson and Randy Thompson join me two to
three times a month to look at the programs Dave recommends we buy, Our com-
mittee of four makes the final decision. Most often we arrive at a quick consensus.

The next decision is price. We look at program complexity, length, language,
and overall appeal. Price, too, is a consensus decision.

At this point, Dave sends the accepted programs to Troy Tucker, who thor-
oughly tests them. Once a program checks out, a contract is mailed to the author, If
there’s a problem (say, an elusive bug), we fix it or write to or call the author for a
solution. Almost all authors solve any problems within a few weeks.

Once a program makes it into a working table of contents, it goes through an-
other vigorous testing process by members of the technical department, who, be-
ing both good writers and editors, augment, clarify, and edit the documentation. It
is again tested by Troy before it moves on to the editors.

There are even more steps in the testing process, but further details would
serve only as a prescription for insomniacs,

If you write 64 or 128 programs and think they're up to snuff, send them
along. We'll put your code through the ropes. And if your program makes it, you'll
be well rewarded. Our rates are competitive, and the follow-up disk royalties are
up to five times greater than the initial payment.

Lance Elko
Senior Editor
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Send questions or comments to Letters
to the Editor, COMPUTE!s Gazette,
P.O. Box 5406, Greensboro, North
Carolina 27403. We reserve the right
to edit letters for clarity and length,

Arcade Contest Deadline

In the February issue, we announced a
programming contest (p. 57) based on
“The Great Arcade Machine,” a program
found in the same issue. We've already re-
ceived several good games from readers. If
you're developing a game for the contest,
be sure to mark May 15 on your calendar.
This is the postmark deadline for all en-
tries. We'll announce the winners in the
September issue and include the winning
programs on the Gazette Disk.

Programming Pros and Cons

I'm starting to learn programming on

the 64 and would like some advice.

What are the pros and cons of program-

ming a 64? If this is not a good com-
puter to learn on, what is?

Chris Olvera

APO, NY

You'd no doubt get a variety of opinions if
you asked a variety of programmers. One
opinion is that the 64 is an excellent ma-
chine for programmers because its design
includes a built-in BASIC and a good
screen editor—and it permits various lev-
els of control over graphics and sound.
Another point in its favor: There are many
excellent books and programming tools
available for the 64. Gazette teaches pro-
gramming on a regular basis in "BASIC
for Beginners” and “Machine Language
Programming.” Millions of people have
learned to program on the 64.

Another opinion is that the 64 forces
you to work with a limited—Dbut arquably
adequate—BASIC language, a slow disk
drive, memory constraints, and a relatively
slow microprocessor. The hardware limi-
tations make it difficult to program in any
structured language, such as Pascal, C, or
even BASIC.

If you're going to learn to program in
machine language, the 64 is a great choice
because of the control afforded by its cus-
tom sound and graphics chips. If you want
to stick with BASIC, consider a 128; its
BASIC 7.0 is excellent—far superior to the
BASIC 2.0 of the 64. For programniing in a
structured language like C, Pascal, or

4 COMPUTE!s Gazelte May 1989

Modula-2, you should consider an Amiga
or an IBM compatible.

Disk Subscribers:
Check Your Labels

Occasionally we receive letters from read-
ers who subscribe to both Gazette and the
Gazette Disk and wonder about the time
lag between the day they get their maga-
zine and the day they get their disk.

Ideally, there should be no delay.
Both parts are designed to arrive together,
in the same package, and for a majority of
subscribers, this is the case.

The key to having this system work
correctly is in the mailing label. If the
mailing address for the magazine sub-
scription is exactly the same as that for the
disk subscription, the computer matches
them up and sends everything in one
package. Otherwise, two mailings are
made and delays sometimes result.

Readers currently receiving two
mailings a month can resolve the problem
by sending copies of both labels to our
subscription service and requesting that
the names and addresses be made identi-
cal. The address is

COMPUTE!s Gazette
P.O. Box 10958
Des Moines, 1A 50347-0958

The Truth, Please

[s it safe to make the following state-
ments about the Plus/4 and 16?

1. There will never be a “Vampyre
Hunter” or “MetaBASIC" published
for the Plus/4.

2. The Plus/4 and 16 will spend
the rest of their lives with this magazine
in the “BASIC for Beginners” section.

3. Both machines are very near the
end of their lives in this magazine,

Eric Resner
Markham, IL

For statement 1, the answer is yes. A re-
sponse to statement 2 is to look for “Power
BASIC” elsewhere in this issue. The last
statement is a logical deduction, but not
necessarily true. We have no current
plans to totally ignore the Plus/4 and 16.
Our recent readership survey indicates
that 7 percent of our readers have one of
these machines—but looking more closely
at the results shows that most of these
people also have a 64 or 128. So, looking at

our entire readership, we think it’s best to
give nearly 100 percent of our editorial
space to the 64 and 128 users.

Missing in Canada

After reading the “Writing It Right in
French” letter in your February column,
I wrote to Télémédiatique at the ad-
dress given for the Traitex 64/128 pro-
gram. | was dismayed when my letter
was returned saying that the company
had moved and no forwarding address
was given. Can you help?

Robert Borch

Brooklyn, NY

We had no luck in trying to track it down.
Perhaps one of our Canadian readers
could play detective and help us with
some updated information.

$30 Richer

I was extremely pleased with your
March issue. | was about to pay $30 for
a calendar program, and then I received
your magazine with the very program I
wanted in it. Thanks! I really enjoy it.

T. K. Liechty
North Las Vegas, NV

Yes, it's a good calendar program, both
functional and attractive. A number of
readers, however, have had trouble with
this program. We've received several let-
ters attached to flawed printouts with
lines missing, extra characters, and so on,
We tested “Monthly Calendar” on the
Commodore 1525, 1526, MPS-801, MPS-
802, MPS-803, and MPS 1200 with per-
fect results. We also tested the program
with the Star Gemini-II, Star NX-1000C,
and Okimate 10—again, with perfect re-
sults. None of the printer interfaces that
we tested (Micrografix MW350, Cardco G-
Wiz, Cardco +G, and Tymac’s The Con-
nection) would print the calendar
correctly when interfacing to an Epson
MX-80 printer. With each of these inter-
faces, double-width characters were
printed normally—messing up the verti-
cal alignment of the rest of page. Unfortu-
nately, we can’t test a program with the
dozens of printers and interfaces—and
combinations thereof—that are available
to Commodore owners. At best, we can
make a program designed to print graph-
ics work with Commodore printers and as
many Commodore-compatible printers as
we can access.

Cwww.commodore.ca



COMPUTE!"s Gazette

Author’s Guide

Here are some suggestions which serve to improve
the speed and accuracy of publication for prospective
authors. COMPUTE!'s Gazette is primarily interested in
new and timely articles on the Commodore 128 and
64. We are much more concerned with the content of
an article than with its style, but articles should as be
clear and well-explained as possible.

The guidelines below will permit your good ideas
and programs to be more easily edited and published:

1. The upper left corner of the first page should
contain your name, address, telephone number, and
the date of submission.

2. If your article is specifically directed to one
model of computer, please state the model name. In
addition, please indicate the memory requirements of
programs. The model name and memory requirements
should appear in the upper right corner of the first
page.

3. The underlined title of the article should be
placed about % 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. All lines within the text of the article must be
double- or triple-spaced. A one-inch margin should be
left at the right, left, top, and bottom of each page. No
words should be divided at the ends of lines. And
please do not right-justify. Leave the lines ragged.

6. Standard typing or computer paper should be
used (no erasable, onionskin, or other thin paper), and
typing should be on one side of the paper only
(upper- and lowercase).

7. If you are submitting more than one article,
send each one in a separate mailer with its own disk.

8. 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 disk. If your article was
written with a word processor, we request that you in-
clude a copy of the text file on disk. If you include a
copy of your article on disk, please save the article as
plain text, without any special formatting characters or
control codes. Most word processors provide an op-
tion for saving a document as plain ASCII text or in
unformatted form. The disk should be labeled with
your name and the title of the article. Disks need to
be enclosed within plastic or cardboard mailers (avail-
able at photography, stationery, or computer supply

stores). If possible, programs written in machine lan-
guage or a compiled language should include source
code (or an annotated disassembly if the program was
written with a machine language monitor).

9. A good general rule is to spell out the num-
bers zero through ten in your article and write higher
numbers as numerals (1024). The exceptions to this
are: Figure 5, Table 3, TAB(4), and so on. Within ordi-
nary text, however, the zero through ten should ap-
pear as words, not numbers. Also, symbols and
abbreviations should not be used within text: Use and
(not &), reference (not ref.), through (not thru).

10. For greater clarity, use all capitals when refer-
ring to keys (RETURN, CTRL, SHIFT), BASIC words
(LIST, RND, GOTO), and the language BASIC. Head-
lines and subheads should, however, be initial caps
only, and emphasized words are not capitalized. If
you wish to emphasize, underline the word; then it
will be italicized during typesetting.

11. Articles can be of any length—from a single-
line routine to a multiple-issue series. The average
article is about four to eight double-spaced, typed
pages.

12. We do not consider articles which are submit-
ted simultaneously to other publishers. If you wish to
send an article to another magazine for consideration,
please do not submit it to us.

13. COMPUTE!s Gazette pays between $70 and
$800 for published articles. In general, the rate reflects
the length and quality of the article. Payment is made
upon acceptance. Following submission (to Editorial
Department, COMPUTE!s Gazette, P.O. Box 5406,
Greensboro, NC 27403), it will take from four to eight
weeks for us to reply. If your work is accepted, you
will be notified by a letter which will include a con-
tract for you to sign and return. Rejected manuscripts
are returned to authors who enclose a self-addressed,
stamped envelope.

14. If your article is accepted and you subsequent-
ly make improvements to the program, please submit
an entirely new disk and a new copy of the article re-
flecting 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
entirely, but be sure to indicate that your submission
is a revised version by writing Revision on the
envelope and the article.

15. COMPUTE!'s Gazette does not accept unsolicit-
ed product reviews, 8
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Join the Navy A
Activision (Mediagenic, 3885 Bohannon Drive, Menlo Park, California
94025) has released F-14 Tomcat ($39.95), a Naval Weapons Fighter School
simulation for the 64, The program'’s story line recreates the career of a
Naval fighter pilot from the training program to the flying of actual
missions,

Realistic simulated features include aerodynamic modeling, realistic
acceleration and flight ceilings, loops and rolls, and, with a strong enough G
force, the ability to experience blackouts and redouts. On-board weaponry
includes a 20mm Mé61A1 Vulcan Cannon, Amraam air-to-air missiles, Side-
winders, and Phoenix missiles. A radio intercept officer keeps you up-to-
date as to the location of enemies, and you have the ability to track six
independent targets simultaneously, while a heads-up display shows altitude
and airspeed.

You must first enlist in the game’s Navy pilot-training program and
learn to master the basics of aerial combat maneuvers. After you've qualified
first in the T-2 Buckeye, you earn an assignment aboard the USS Nimitz.
There are 80 randomly assigned missions during two tours of duty, and five
theaters of action: the Persian Gulf, Central America, Libya, Korea, and
Lebanon. You are then evaluated for admission into the Naval Weapons
Fighter School.

The game includes a cast of characters ranging from a no-nonsense offi-
cer, Admiral Hawk, to wise-cracking squadron pilots to news anchor Chet
Charles. You are required to navigate carrier takeoffs and landings with first-
person, in-the-cockpit perspective. Enemy aircraft are displayed in full bit-
mapped graphics. Between missions, you can take a break and choose rest
and recreation at one of four different locations.

64 Holiday Sales Better Than Expected

Sales of Commodore 64 software were down during the 1988 holiday sea-
son, but were much better than expected, according to an article in Software
Industry Bulletin.

MS-DOS titles accounted for the vast majority of sales, but major soft-
ware manufacturers such as Epyx, Mediagenic, and Electronic Arts reported
that Commodore titles are still steady sellers.

Epyx chairman David Morse was quoted as saying that sales of 64 titles
were down but not as much as Epyx had forecast. Mediagenic CEO Bruce
Davis agreed that Commodore games sold better than anticipated, while EA
president Trip Hawkins described Commodore software sales as solid.
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Record and Save

Epyx (600 Galveston Drive, P.O. Box
8020, Redwood City, California
94063) and the 3M Company have
announced a joint promotion that fea-
tures a coupon for Epyx's Home Video
Producer ($49.95) inside specially
marked boxes of Scotch EXG Hi-Fi
Pro/Camera T-120 videocassettes.
Purchase of a Pro/Camera video-
cassette tape brings a $5 rebate toward
a retail purchase of Home Video Pro-
ducer, or a reduction in price is avail-
able through direct order from Epyx.
The offer expires on March 15, 1990,
Home Video Producer can be used
to personalize home videos shot with
a camcorder. You can customize vid-
eos by choosing from the program'’s
75 full-color graphics, six full-screen
scenes, eight borders, and ten type-
faces. Special effects include wipes in
nine directions and scrolls in four
directions.

Lord British’s Roots

Origin (136 Harvey Road, Building B,
Londonderry, New Hampshire 03053)
has announced the release of The
Ultima Trilogy ($59.95), a collector’s
edition of Ultima 1, 11, and IIl. The
packaged set contains the original
three Ultima role-playing adventures
authored by Richard Garriott (Lord
British).

The trilogy chronicles the tale of
the Triad of Evil and the battle to free
the world of Britannia from this alli-
ance. The package also contains a
playbook, a reference guide, and maps.
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COMMODORE CLIPS

NEWS

The Expanding World
of MicroProse

Dozens of software companies have
developed affiliate-label programs, but
MicroProse (180 Lakefront Drive,
Hunt Valley, Maryland 21030) has
gone one step further by setting up a
separate business entity, Medalist In-
ternational. MicroProse, which mar-
kets mainly simulation programs,
plans to sign up software companies
having a diverse product mix.

At this writing, MicroProse has
signed up three companies for the
program: Software Simulations, a de-
veloper of statistically based sports
games; Paragon Software, a maker of
fantasy and adventure games; and
Hewson Consultants, a British manu-
facturer that specializes in arcade
games,

Known for its line of Pure Stat
sports games, Software Simulations
has announced several new products
for the coming year. The company
has already released the 1988 Tourna-
ment disks for Pure Stat College Bas-
ketball and, just in time for the

More for the 128

Free Spirit Software (P.O. Box 128, 58
Noble Street, Kutztown, Pennsylvania
19530) continues to support the Com-
modore 128 with two new software

products—Spectrum 128 and ESP Tester.

A full-featured paint program,
Spectrum 128 ($39.95) is designed to
be used with the 128D or a 128 with
a 64K video RAM upgrade. The pro-
gram uses an 80-column display for
640 X 200 pixel resolution. All 16
standard colors can be displayed, with
an additional 128 colors available
through color dithering. Spectrum 128
is menu-operated and requires a 1351
or compatible mouse.

Features include airbrush, erase,
mirror, multicolor, block fill or erase,
a pixel editor, a color editor, and a
built-in slide show. The program uses
128 fast mode and offers support for

NOTES
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upcoming baseball season, is releasing
Pure Stat Baseball II. The new version
features improved graphics and view-
ing perspectives. New statistical data
has also been added, detailing figures
for each major leaguer’s clutch hits,
injuries, fielding percentage, and
throwing range.

In addition to its new line of
Marvel comic games (see the March
“Clips’), Paragon Software plans to
introduce a line of software based on
the Traveller science-fiction role-
playing system,

Traveller 1: The Zhodani Conspira-
cy is set on a distant planet far in the
future, The game uses both text and
graphics and allows you to create and

the 1750 REU. It also supports 1541,
1571, and 1581 disk drives and offers
support for most printers.

You can create hexagons, dia-
monds, octagons, lines, boxes, and
circles. The program uses 8 X 2 color
cells and allows you to create three-
dimensional solids. Font sizes can also
be adjusted. The text portion of the
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control up to five characters. All ac-
tion within the game is governed as
closely as possible by established
Traveller system rules.

Known for its game Uridium,
Hewson Consultants is one of the
oldest computer-game companies in
England. Its current list of products
includes the games Netherworld, Exolon,
and Eliminator.

The successful growth of Micro-
Prose was noted by its inclusion in
INC. Magazine's “INC. 500,” a listing
of America’s fastest-growing privately
held companies. Ranked 72nd in the
1988 survey, MicroProse was the only
recreational software company to
make INC.’s list,

program includes reverse, underline,
sideways, mirror, flip, complement,
and pattern modes.

Spectrum 128 is compatible with
BASIC 8 files, The Print Shop graphics,
Sketchpad 128 graphics, and Neiws
Maker 128.

Another new product for the 128
from Free Spirit is ESP Tester ($24.95),
designed to evaluate your powers of
extrasensory perception. Evaluated
characteristics include precognition,
clairvoyance, and telepathy. Your
ability to predict events or mentally
transmit data is evaluated and then
compared to your chances of random-
ly guessing the correct answer. If your
score is consistently higher than the
one determined by chance, the pro-
gram presumes that you have a de-
gree of ESP.
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.NEWS, NIOTES. AND NEW PRODUCTS

International Incident

Two of the world’s sports superpowers meet on the computer ice in a new
sports /action game, Powerplay Hockey: USA vs. USSR ($24.95), from Elec-
tronic Arts (1820 Gateway Drive, San Mateo, California 94404).

You can choose from three levels of play and decide whether to play
one-on-one or five-on-five team competition. Defensive and offensive moves
such as slap shots, drop passes, and body checks can be executed, and fights
can break out if the action becomes too intense.

Playing options in this one- or two-player game include the choice of
an American or a Soviet team and choosing a difficulty level ranging from
Junior to the more challenging Olympic level.

A stat screen at the end of each period shows attempted shots and made
shots for each player. You can also select period lengths of 2, 8, or 20
minutes,

Online Gamer’s Forum

CompuServe (5000 Arlington Centre Boulevard, P.O. Box 20212, Columbus,
Ohio 43220) has announced the addition of the Game Vendors Forum to the
CompuServe Information Service. The new service is designed to provide
support for computer-game players from publishers of those games.

The forum offers 24-hour online product support from selected manu-
facturers, Participating software companies include Electronic Arts, Sierra
On-Line, Spectrum HoloByte, SubLOGIC, Mindscape, and Activision
(Mediagenic). Users’ questions, comments, and requests are fielded by the
companies’ customer-support representatives, designers, and other technical
staff via the forum’s message board. Forum members can also download and
try games at no additional charge.

The forum is divided into three main areas: messages, libraries, and
conferencing. Each company has its own message section for correspondence
with customers, and a library which contains programs and text files.

Forum members can also exchange game hints or converse with other
game players through the message board and online conferences.

CompuServe requires no additional charge to join the forum. Also of-
fered is the Gamer’s Forum, dedicated to the exchange of hints and player-
to-player help for games.
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Faster Processing

Turbo Master CPU ($179), from
Schnedler Systems (25 Eastwood
Road, P.O. Box 5964, Asheville,

e " 8 " 8 8 8

North Carolina 28813), is a 4.09-MHz

accelerator cartridge that includes an

on-board replacement microprocessor. *

It plugs into the expansion port of the
Commodore 64, providing a processing
speed four times faster than normal.

The cartridge contains turbo disk
routines in ROM to make disk load
and save operations five times faster;
it also contains a DOS Wedge in

. ROM. Designed to speed up screen
» graphics and accelerate scrolling in
" word processors, the Turbo Master
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CPU also provides faster search-and-
replace and insert operations.

Turbo Master CPU has a ten-day
“satisfaction or your money back”
guarantee.

Not-So-Slow Turtles

. New Yorkers, beware! Ultra (Konami,
* 240 Berry Street, Wood Dale, Illinois

60191) has released Teenage Mutant
Ninja Turtles ($29.95), featuring crea-
tures with a perfected knowledge of
the martial arts.

You must help the turtles battle
against the most dangerous criminal
mind in the history of the free world,
the evil Shredder and his Foot Clan.
The turtles—Leonardo, Michelangelo,
Donatello, and Raphael—have sworn

L S R T

to fight the Shredder and have armed .

themselves with sais, nunchakus, Ka-

tana blades, and other ninja weapons.
The game is based on the popular

animated television series, which has

spawned comic books, a line of action

figures, and a variety of games, puz-

* zles, and coloring books,
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Skies!

FLYING MACHINE ON"
YOUR HOME COMPUTER!

Enjoy a whole new action-perspective! -
on your PC from the arcade Hit of
1988! You'll reach for a safety belf,
your hands will sweat as incredible
+3-D realism hits you.
P . Top-down perspective givesyqu a
? bird’s eye view that sees all around; while
. rst-person perspecfive gives you the chang@ifo
maneuver between buildings, duck in and out of
arches and fire at hidden enemy fargets.
Make no mistake. This'is 100% action. Strap your- -
self onto the ultimate flying'machine and have atitl e
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The Care
and Feedin

RHATLAT T )

Tom Netsel

Mmmmmm 7
According to our recent readership survey, 87 percent of
our audience own dot-matrix printers. These popular
peripherals provide years of trouble-free service—if you

take care of them. We talked to several printer., .

your service.
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ot-matrix printers are popular because they

are economical and reliable and can pro-

duce a wide range of printouts, ranging

from complex graphics to near-letter-quality
text. Despite their deserved reputation for value and
reliability, printers do need occasional servicing and
maintenance to keep your documents looking their
best.

Before getting into specifics, let’s define a few
printer terms and take a brief look at how a dot-
matrix printer works.

All dot-matrix printers use a printhead that con-
sists of a vertical row of stacked wires. Printheads on
most common printers contain either 9 or 24 print
wires, or pins, although some models use 18 pins.

As the printhead moves across the page, these
pins are hammered in different patterns onto an
inked ribbon to form characters in a rectangular ma-
trix. Each pin forms a tiny dot as it presses the rib-
bon to the paper.

Each pin inside the printhead is controlled by
electronic circuitry inside the printer, which receives
its information from the computer. When a pin gets
a signal to fire, current passes through a solenoid in
the printhead, turning the mechanism into an elec-
tromagnet. The magnet attracts an armature that is
connected to a pin, The moving armature forces the
pin against the ribbon, paper, and platen to form a
dot. Once the charge is turned off, the pin springs
back, The printhead then moves a fraction of an inch
and the process repeats until the character, word,
and line are printed.

Two common methods used to hold the paper
in place are friction feed and tractor feed. When the
friction method is used, the paper is held in place by
a hard rubber roller called a platen. The platen serves
not only to transport the paper through the printer
but also to support the paper as the printhead pins
strike it. Tractor-feed units commonly use rollers or
belts to move the paper through the printer and an
impact bar to support the paper as it is struck by the
printhead pins.

Matrke It Comfortable

So much for the nuts and bolts of a printer, If you've
just bought a printer, give a few thoughts about its
installation. As with any electronic equipment, make
sure your printer is in a convenient spot away from
passing feet. Trip over a cable and break just one of
its internal wires, and your printer will likely fail.

Don’t place your printer next to a heater or
heating vent or in direct sunlight. Extremes in tem-
perature and humidity can have adverse effects on
printers, warns Walter Paget, technical support man-
ager for Okidata. “’I have a rule of thumb,” he says.
“If it's comfortable for the operator, it’s usually com-
fortable for the printer.”

When connecting a printer, make certain it’s
properly grounded with a three-prong plug. “Don't
use a cheater plug if you have only a two-prong re-
ceptacle,” Paget says, “unless you ground the exter-

nal connector,” A strong electrical surge or nearby
lightning strike could damage your printer if it isn’t
properly grounded.

Once your printer is installed and working, be
sure to keep it clean, inside and out. Wipe off the
outside occasionally with a damp rag to prevent dust
buildup. About once a month, depending on its use,
remove the paper dust that accumulates inside. You
may have a vacuum cleaner with an adapter that's
small enough to reach inside—but be careful. It
could inadvertently suck up a loose screw or spring.
Most experts recommend a can of compressed air
that can be directed at dirty areas to dislodge dust
and debris. Cans of compressed air can be purchased
at electronics and office-supply stores.

Russ Kendal, Panasonic’s service-training coordi-
nator for computer products, has a further warning
concerning vacuum cleaners. “The rubber or plastic
nozzle on a vacuum cleaner has a tendency to build
up a static charge as air moves through it. If you

12 Ways to Keep Your Printer Happy

= Keep food and other foreign objects away from your printer.

« Keep the outside and inside of your printer clean and free of
dust.

* Don't lubricate the printer's bearings unless the manual recom-
mends it. Many of today's printers are made with sealed bear-
ings that never need lubricating.

» Apply a little light oil occasionally to the printhead guides.
These are the rails on which the printhead rides. Sewing-
machine oil is recommended, and a lubricant such as WD-40 is
acceptable. Avoid direct spray; rather, apply a little onto a
cotton swab and use that to lubricate the rails.

« |f the platen becomes soiled with ink and smudges your paper,
clean it with a little alcohol. Stay away from the printhead itself.

e Tractor pins out of alignment make your fanfold paper feed im-
properly. Instead of forcing them back into position, take note
of Panasonic's Russ Kendal's advice: “Most of the time it's
easier to give it to a service facility and let them force it. If they
break it, they pay for it."

e Carefully and gently handle the clips that hold the paper in
contact with the tractor feed. They're easy to break.

= Turn off the printer at night to avoid heat buildup and a poten-
tial fire hazard.

* Remove paper from the printer at night, or discard the first
sheet when printing important documents. Paper left wrapped
around the platen can develop a curl. It can jam if fed through
a copier, and a curled sheet doesn't present a professional im-
age on a business document. Curled paper can also feed back
into the printer, causing it to jam.

= Dot-matrix printers are noisy. Ask anyone who has ever had to
sit next to one. A soundproof box is a good investment, espe-
cially in an office.

= When using fanfold paper, make sure the paper has a straight
path to the printer. It can tear and pull away from the pins if
offset by only a couple of inches.

= Use the proper paper. Don't buy cardboard and expect it to
feed through your printer. Select between 14- and 24-pound
stock for best results (20-pound stock is recommended.) Don't
try to force multicopy (NCR) forms through a printer's cut-
sheet feeder.

Special thanks to Russ Kendal for help in compiling this list,
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have a printer that contains delicate CMOS circuitry,
the static charge on the nozzle could destroy some
electronic chips if it comes in contact with a circuit
board.”

Failure to keep the inside of your printer clean
can lead to several problems, according to Bryan
Appel, president of Tektronics Plus, a computer re-
pair facility in Batavia, Illinois. “If you run a lot of
paper through a printer,” he says, “you’ll end up
with a lot of dust. That mixes with the oil and gook
in the printer, and you end up with quite a mess.”

Dust can interfere with several sensors inside
your printer. If it gets too thick, it can slow down
and even bind the printhead, preventing it from
moving at its proper speed. “Printers normally have
circuitry that compensates for this,” Appel says, “but
if it gets too slow, you run into poor printing. Char-
acters won't form properly, they may be slanted, and
dots may be off-center. If it runs too slowly, it won't
print at all, and all you'll get is a flashing error
light.”

Dust occurs naturally in printer paper, but lig-
uids are another matter. These are usually intro-
duced by careless users. “'It sounds kind of silly, but -
make sure you don't spill coffee or dump stuff inside
the machine,” Paget says.

Kendal agrees. “I always tell people to keep cof-
fee away from the machine. It doesn’t drink as much
as you do.” About ten printers each year are re-
turned to Panasonic that have had coffee or other
beverages spilled inside, shorting circuits or gum-
ming up the works.

Other foreign objects cause their share of prob-
lems when they find their way inside a printer. Pa-
per clips and staples are particular hazards. Anything
metallic can short out electronic circuits or bind me-
chanical parts. Appel once examined a defective
printer and found a child’s toy car jammed inside.

Malicious Mailing Labels

Even items normally associated with a printer are
not without their own hazards. When asked about
the most common problem afflicting printers, Appel
was quick to reply. “What we see most is the infa-
mous mailing label stuck in the platen.”

When a printer finishes printing a label, it often
advances a whole page. Many people hate to tear off
the sheet and waste a few labels, so they try to roll
them back through the printer. This may work, but
many times a label peels off and sticks to the platen,
pressure rollers, or metal pan surrounding the plat-
en. A loose label can also jam the printhead and
damage the pins.

Henry Lopez, president of AVT computer ser-
vice center in Pompano Beach, Florida, agrees with
Appel. He says labels rolled backward tend to un-
peel and stick to the platen. That can result in a ma-
jor disassembly job with some printers and costly
labor charges for the customer.

At Panasonic, Russ Kendal sees his share of la-
bel problems, and he recommends what he calls
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continuous labels—labels that have no unbroken
areas across the page where the backing paper
shows. Look for labels whose separations are much
smaller than normal. They tend to stay on the paper
and peel off less easily.

Ribbons can also cause problems, especially
when people look for a bargain. “I've had many in-
stances where customers want to save a few bucks,”
Lopez says. “They buy generic ribbons, and they
have problems with ribbons jamming or falling off
the carriage. There are good generic ribbons, but
they are hard to identify by looking at them. Stick to
the name-brand ribbon companies.” (See “A Word
About Ribbons” for more information.)

Printhead Pointers

Even if you put your printer in a comfortable loca-
tion, keep it clean, and use a good ribbon, problems
can still develop. The printhead is usually the first
item to show wear and tear, With an expected life of
more than 100 million characters, there may come a
time when letters appear scrambled or one of the
pins fails to fire, leaving a blank dot in each
character.

Most printheads can easily be removed or tilted
away from the platen for inspection. Check your
owner’s manual for details. Examine the area around
the pins for wear or damage. One of the pins them-
selves may actually be broken. If the printhead fails,
it usually needs replacing, but that doesn’t necessar-
ily mean you have to ship your printer to a repair fa-
cility. Owners who have some mechanical ability
often replace their own printheads, saving on labor
charges.

AVT sells 9-pin printheads for most printers,
with prices ranging between $49 and $90. Lopez
says that the printheads on the Okidata series-100
printers are among the easiest to remove, and it’s not
a difficult procedure with many other printers. Al-
though Lopez is in the repair business, he says he
likes to help customers save money by encouraging
them to change printheads themselves. If a local fa-
cility doesn’t have the printhead you need, printer
manufacturers often list stock numbers and infor-
mation in their manuals for ordering parts by tele-
phone or mail.

The price for a new 24-pin printhead is higher
and may range up to $300, Lopez says. But many re-
pair facilities can rebuild damaged heads for a frac-
tion of this cost. “The warranty is the same as a new
one,” he says, “and this is often a better solution,
economically, for high-end printers.”

Power-supply circuits and the transistors that
control the printhead are the electronic items most
prone to failure. Printers usually have one main chip
that handles most of the work, but it is vulnerable to
strong electrical surges. This large chip often has
64-80 pins and can pose replacement problems. “It's
not that expensive to replace,” says Appel, at Tek-
tronics Plus. ““But a repair facility requires special
equipment to unsolder a chip with that many pins or
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it runs the risk of causing more board damage.” It

isn’t a job for a friend who owns a soldering iron. A Word About Ribbons
If you rely on your printer for business, Pana- When you think of accessories for your computer system, a
sonic’s Walter Paget suggests considering a service printer ribbon is probably nowhere near the top of your list. But

did you know that the wrong ribbon can damage your printer?
If you're like most people, you probably used the ribbon
that came with your printer until the print was too faint to read,

contract. “If the printer breaks, a lot of customers
will go into a panic mode,” he says.

Like an insurance policy, a service contract can and then you started looking for a replacement. Chances are
make you feel better and add to your peace of mind you bought the first replacement you found on your dealer's
inslcriibilys no susKAIiES. R LI T {acil; shelf{it:g:)f;:‘gg:{agnwn;rhses a different formula when it comes
ties often give preferential treatment to contract to making ribbons. Excluding the external plastic cartridge, there
holders because they know that person isn’t a one- are three major components in any ribbon. First, there’s the rib-
shot customer. bon material itself. Nylon is today's material of choice, but cotton

As with any electro-mechanical device, a printer was in use until a few years ago. Cotton ribbons had a tendency

to break down and could clog the printer. “Most companies
have stopped using this material, but if you come across a cot-
ton ribbon, don't buy it," ‘warns Walter Paget, technical support

doesn’t have to fail completely before problems de-
velop. It may produce print of substandard quality

that a new ribbon won’t improve. manager for Okidata.

In order to print properly, the printhead has to | The next two components of a ribbon are found in the ink-
be perpendicular to the platen. If the head is out of Ir:gk::etﬁ: m“g:;‘c;’f ":n?mgg:;fn}ﬁt?:bﬁfm; ?:;essary
al_lgnment, characters may appear,o be printing up- to prevent the printhead wires from jamming in the printer jewel,
hill. Also, the gap between the printhead and the or printhead guide. Some vendors go heavy on carbon because
platen needs proper alignment. If the gap is too they want the print to be very black. But by doing this, they put
wide, the pins may not be able to fire hard enough an abrasive material on the printhead and it wears the jewel,

: . i : causing it to break down.
to impact the ribbon and paper. If it is too close, it What happens when the jewel is damaged? ""Assume we're

may create smudges. Some Printers or ribbon car- printing the number 8, Paget explains.”As the jewel breaks
tridges have a coarse gap adjustment that allows you down, it can't hold the print wires in their proper position, and
to print paper of different thicknesses. If not, adjust- the outside of the 8 gets bigger and bigger. On another charac-
ing the printhead gap is usually something best left RSO Rl IR RRRRcictiss poron becormes kg
154 TeDAIL BEROH ged becausfa the wires are lined up :pcor_rectly‘

pair p ’ If the ribbon contains too much ink, it can also cause prob-
lems, according to Russ Kendal, service training coordinator for
computer products at Panasonic. As the pins extend and make

It Won't Print contact with the ribbon, the ink splatters and attaches itself to
When Kendal gets a call at Panasonic from someone the pins, When the pins retract into the printhead, the ink con-
whose printer isn’t printing, he first asks them to try geatlt? 3‘;‘9‘ 3&0_!1;"%_23‘-'90;99“‘ that flails to fire bﬁCﬂUSB it's St:-ﬂik
T ; ; y the dried ink. This problem can also occur when users re-in
a few things to help isolate the problem. 'fl'he_se basic thelt oW HBBaHS BRd, ARpY InK 160 heavily
steps can prove helpful with any brand of printer If dried ink causes a pin to stick, Kendal recommends tak-
and may save your printer an unnecessary trip to a ing a little alcohol on a clean rag and lightly wiping it across the
repair center. pins. “The procedure isn't guaranteed,” he says, ''but it often
; ave z - hrnting h 3 cures that particular problem. Don’t use a cotton swab, howev-
Mos_t prtl]:;ters hwt a self prm“fr:b tejt It)uz:ti:m er. Fibers can pull loose and attach themselves to the ink and
not require the computer or any software. ina then you may, have two jammed pins.”
sheet of paper and see if your machine can print the Most printer manufacturers make their own ribbons or rec-
alphabet and other characters. If this works, then the ommend that certain ribbons be used in their machines, Watch
printer is working and the fault lies in the cable, in- out for bargain-basement, no-name ribbons. If you use a ribbon

other than one recommended by the printer manufacturer and it

terface, computer, or software. damages your printer, it could void your warranty.

Next, power up the system and test the cables If you have any doubts about which ribbon to use, contact
and interface (if you are using one) with the com- your local printer dealer, who will usually have a pretty good
puter. With a 64, try a simple PRINT command such idea about which ribbons are best for your printer. If you stil
as the following: have doubts about a ribbon, firms such as Okidata test their

printers with many different ribbon brands. A company will
OPEN 4,4: PRINT#4,"THIS IS A TEST”: PRINT#4: CLOSE4 usually tell you if it has tested the brand in question and whether

it caused any problems.

If this procedure works, then the problem is nar- At I DS I

rowed down to the software or the program’s printer housing may resemble an original ribbon, but it may not have
driver. Make sure the printer and the printer driver the original composition of fabric or ink. If you get a ribbon
are compatible. Not all programs work with all print- | made of low-grade fabric, it won't hold as much ink as a better
ers. Try a printout from a different piece of software ::g;cr’: gﬂﬁg:t'-grp"m quality will suffer. Also, the fabric often
that you know is compatible. : “| always recommend using the manufacturer's suggested

If both these tests fail but the self-_test workf?, it ribbon," Kendal says. “That doesn't have to be Panasonic. For
could be the cable or interface connecting the printer an Epson printer, | recommend an Epson ribbon, rather than

B P

and computer. Try to borrow a cable and interface calling a store and asking for any old ribbon that'll fit.”

. : e A good ribbon has a life of between 3 million and 5 million
that’s known to be good and see if that makes a dif characters. For the amount of printing a home user or small

ference. “Suspect a faulty wire before you suspect business does, it's foolish to skimp on a ribbon when the differ-
your computer,” Kendal says. If none of these tests ence between top quality and poor quality is a few dollars. g
work, then it’s time to give the repair facility a call.
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SEVEN WAYS TO MAKE YOUR
COMMODORE

Now you can take the world's number one arcade game home! All the action-packed arcade thrills of
this awesome hostage rescue are ready for home video play.

2) SUPER-HUMAN WARRIOR LORDS.

TURE TQ AN ANC,

away. Say deadiy o

Capture kfe-grving magical

Dower g g COnguer

the mghty Castie King

Be sure By swifl, e brave

Vi havir tve pawer o
triumph. e m;

Nuw you can .rhmf.*rn one of the brggesr -gver coin-op hits on ynurhmne cormp Rastan's mind- ing

graphics takes you to @ magical land of adventure and excitement.

THE ONLY GAME IN TOWN '™
€ 1988 Al rights reserved. Commodore is a trademark of Commodore Electronics,

Taito,” Arkanoid, "™ Renegade™ Alcan™ Bubble Bobble!™ Sky Shark!™ Rastan™ W —— @ .
and Operation Wolf "™ are trademarks of Taito America Inc. Copyright iLtd. Advertisement by: Qually & Company, Inc. (Chicago).

COMING SOON, THE CLASSIC MIND GAME, QIX. c‘WWW.commodore.ca




3) BUBBLE BLOWING DINOSAURS.
@ 4 Yy, @

\J‘ iy

m{m TWO HUNGRY DIND-MIGHTS m‘ THEYVE

The #1 game in Europe for 3 months. Scramble through 100 screens as your
brontosaurus buddies, Bub and Bob, drive you crazy with non-stop action.

4) DEATH-DEFYING ACES.

Take the arcade’s meanest air battle home for keeps. Strap in for explosive
high-flying action. Hold on for your life as you soar through incredible graphics.

5) INTER-PLANETARY WARFARE.

==
Now you can blast into one of the hottest arcade space games right in your own
home. It’s the ultimate inter-planetary combat. You've never seen action like this.

6) OUTER SPACE GRID

)

MONSTERS.

Daon't settle for imitations. The gmu voted "one of the best home video games
ever” by Electronic Game Player Magazine is ready to blast into your home

7) RAGING STREET RUMBLES.

o4 Y.

|

hit. Thrill to the arcade quality graphics of this fast
paced, street-style karate brawl. Find out what real action is all about!

Taito games will make your Commodore
scream with the sights and sounds of arcade
action, adventure, survival, destruction, heroes,
villains and heart-pounding thrills.

These are the world famous arcade originals
and they're ready to wail on your Commodore.
Arkanoid" Alcon]* Bubble Bobble]" Operation
Wolf’™ Rastan]" Renegade™ and Sky Shark™
will make your Commodore do things you didn't
think were possible.

Everyone knows that arcade games are the
benchmark for all other video games and Taito
has been an arcade leader since 1953. Since then
we've made over 1,000 classics for arcade and
home play. Count on Taito to bring the heat of the
arcade to your home computer.

Buy Taito products at leading stores every-
where. Visa/MasterCard holders can order direct
anywhere in the Ui.?w%’r‘rg,? 800-663-8067.
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Worlds of Fantasy on Disk

Neil Randall

Illustrations by Electric Brain
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ith magical

kingdoms and

mythical crea-

tures, dark
forces and heroes of great
goodness, fantasy is a
popular category of enter-
tainment software. Here's
a look at how it began,
what it is now, and where
it might be going.

Literary fantasy and computer fan-
tasy games actually grow out of
two separate traditions, The mod-
ern literary fantasy genre began
with J. R. R. Tolkien’s The Lord of
the Rings, while modern fantasy
gaming began with Gary Gygax
and Dave Arnasan’s Dungeons &
Dragons role-playing game.

Any connection between the
two is entirely coincidental, even
though news stories on D & D al-
ways state that the game is based
on Tolkien’s works. (If anything,
D & D comes from Robert E.
Howard, creator of Conan, not
Tolkien. Fantasy games on the
computer continue that swords-
and-sorcery tradition.)

There are many definitions of
fantasy, but essentially, the fanta-
sy game revolves around magic,
quests, treasure, strange races of
beings, and worlds with a fanciful

medieval setting. Though D & D
established this paradigm, it was
subsequent fantasy games, such as
DragonQuest, RuneQuest, and Mid-
dle Earth, that offered some varia-
tion on the original theme. When
game designers began to work on
the computer, they decided, not
surprisingly, to follow the same
path.

Because of this insistence on
adhering to D & D clichés, there’s
no fantasy game on the market—
for computers or otherwise—that
could be considered good fantasy.
True fantasy is based on mytholo-
gy, and true magic is based on the
unknown, Game designers have
not yet figured out how to simu-
late either condition. While myth-
ological creatures (even gods)
appear in games, they're little
more than normal creatures with
superior characteristics. In fantasy
games, magic systems are every-
where, but all they do is alter the
numbers that make up the game.
Clearly, designers have their work
cut out for them if fantasy gaming
is ever to be true to the fantasy
genre.

Worlds of Words

Two categories have defined com-
puter fantasy gaming: the text ad-
venture and the role-playing
game, (Fantasy has not had much
to offer in the arcade area, proba-
bly because guns and lasers are
more graphically convincing than
swords, arrows, lances, and magic
bolts.) Whereas science-fiction
computer gaming got its start in
the arcades with Space Invaders,
Asteroids, and Missile Command,
fantasy gaming got its start on the
home computer with Zork and
Wizardry. Of these, the first to ap-
pear on the 64 was the venerable
Zork.

Zork is the offspring of Ad-
venture, which you can still play
on some telecommunications ser-
vices. Zork established Infocom'’s
reputation in the text-adventure
business and was so successful
that it spawned three sequels—
Zork 11, Zork 111, and, recently, Be-
yond Zork. The subject of articles
in Newsweek and the New York
Times, the game has been imitated

many times.

Zork is fun, addicting, and
profoundly frustrating—but it's
not fantasy. Zork II is closer to
fantasy with its clever magic sys-
tem, but Zork III returns to the
semi-science-fiction basis of the
original, and Beyond Zork strays
not far at all. What the introduc-
tion of Zork did, however, was
capitalize on the legion of role-
playing fans who were coming
over to computers from D & D
and other paper games, allowing
them to issue commands to the
computer that were similar to
those they could issue to a human
game master.

Infocom was more successful,
from a fantasy standpoint, with a
second trilogy, consisting of En-
chanter, Sorcerer, and Spellbreaker.
Later came Wishbringer, with its
largely undefined magic system.
Of all the Infocom efforts, Wish-
bringer is its closest to a working
fantasy.

Other companies have en-
tered the text-adventure field,
some with good results. The most
successful was Synapse Software
(later Broderbund-Synapse), who,
in its lamentably short-lived Elec-
tronic Novels series, came quite
close to good fantasy. Mindwheel
emphasizes living inside the
minds of others and gives an ap-
proximation of an interesting fan-
tasy world. Even better, though, is
Brimstone, a strange game that
manages to combine Dante, Wil-
liam Blake, and Sir Gawain and the
Green Knight. Brimstone remains
largely an unsung classic.

Words and Pictures

Despite Infocom’s claim that a
picture cannot begin to match a
player’s imagination, it wasn’t a
surprise when designers began to
attempt fantasy adventures with
an emphasis on graphics. This
was during the years when the
Apple II reigned supreme and the
IBM PC was a text-only machine,
The 64 was beginning to throw its
graphic weight around with such
programs as M.U.L.E., Flight Simu-
lator 11, and Star League Baseball,
and users were growing impatient
with games containing either no
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graphics or graphics simply trans-
planted from the Apple II.

Enter the text-and-graphics
adventure. Early off the mark was
Trillium—Ilater Telarium—from
Spinnaker Software. Trillium's
early emphasis was on science fic-
tion, but a line for young people,
Windham Classics, recreated The
Wizard of Oz and Alice in Wonder-
land. Both games were extremely
well-handled, yet neither received
its critical dues. Sierra On-Line’s
superb Winnie the Pooh was simi-
larly overlooked. It remains the
only text-and-graphics adventure
playable by children in primary
grades.

The Hobbit and The Neverend-
ing Story appeared shortly after-
ward; like the Windham and
Sierra efforts, they are based on
existing fantasy stories. Both use
the format of text supported by
graphics, although The Neverend-
ing Story uses the picture on the
screen to give a substantial num-
ber of the clues needed to com-
plete the game.

Firebird’s (now Rainbird’s)
The Pawn has been among the
most successful of the text-and-
graphics adventures. The start of a
text-and-graphics line that was
soon to expand with Guild of
Thieves and (recently) Corruption,
The Pawn strives to offer players
the same wit, charm, and absurdi-
ty of the original Zork—only here,
the text is supplemented by pic-
tures. Unfortunately for the game,
the pictures don’t do anything to
help the player, although having
an artist’s conception of the scene
does add to the player’s feel for
the world.

Perhaps the most bizarre of
all the text-and-graphics adven-
tures is Activision’s Tass Times in
Tonetown. In this game, too, the
role of the graphics is largely to
supplement the text, but Tone-
town is such a weird place you
won’t want to play without them.

Mindscape has yet to release
. (for the 64 or 128, at least)
Shadowgate, a fantasy using a sys-
tem similar to its highly praised
thriller, Deja Vu. When Mindscape
does, text-and-graphics fantasy
games for the 64 will come of age.

Role-Playing Adventures
The role-playing adventure came
to the 64 surprisingly late. For the
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first 18 months of the machine’s
existence, game players were ea-
gerly awaiting the arrival of Wiz-
ardry, the extremely popular role-
playing game that was available
only for the Apple II. For some
reason, Sir-Tech chose to wait a
few more years to release the 64
version,

By the time Wizardry finally
made its appearance, other role-
playing systems had entrenched
themselves on the 64. The most
popular ones were released within
a year of each other: Phantasie,
Ultima, and The Bard’s Tale. Game
players became so enamored of
these three systems that it became
difficult and risky to establish a
competing system. There have

been several attempts—Questron,
Wizard's Crown, Deathlord, and
Wizardry itself—but the original
big three remain the big three
today.

Origin Systems’ Ultima series
has now reached its fifth install-
ment, although only the first four
have been released for the 64/128
market. The system'’s designer,
Lord British (a.k.a. Richard
Garriott), has established a
unique, eclectic system with Ulti-
ma, establishing as well a reputa-
tion for impressive and intelligent
revision to the basic system.
Those beginning with Ultima 1V,
which is one of the few truly im-
portant attempts to include char-
acter development and morality in
a game, will be immensely sur-
prised if they step back and look
at Ultima I or II. The game has
matured dramatically.

Until the release of Phantasie,
SSI was known primarily for its
war-game simulations and statis-
tics-oriented sports games. Phanta-
sie changed all that when it
became by far the company’s best
seller. Using a somewhat quirky
system, Phantasie is nevertheless
fairly easy to play. The game’s
combat system was good from the
beginning, but it evolved into a
fully functional tactical model by
the third installment. A few other
nice touches, such as automatic
dungeon mapping, make this se-
ries worth returning to.

When Electronic Arts’ The
Bard's Tale (designed by Interplay
Productions) appeared, it con-
tained some of the best graphics

normal creattres
with superior 4
characteristics,.

yet seen on the 64. To a large ex-
tent, that assessment hasn’t
changed. The series is up to a
third installment now, with the
release of last year’s Thief of Fate,
and the graphics are still some-
thing to behold. Beyond the
graphics, the game has demon-
strated the designer’s commitment
to producing as strong a system as
possible, Bard’s Tale adventures
take a long time to play, and they
don’t answer the need for strong
characterization. But in detail and
execution, they're better than the
original Wizardry from which the
series is drawn.

Wizards and Dungeons
The translation of Wizardry to the
64 was a disappointment. This is
due partly to the age of the game
and the fact that it still clearly
shows its Apple II origins, Another
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kill each other. -

problem is the slow speed of the
1541 disk drive; this is also true of
many other role-playing games on
the 64. Even with speed-up car-
tridges, all of these games suffer
from the sluggish drive; in the case
of Wizardry, which remains a very
strong fantasy system, it actually
hinders play.

Still, play isn’t hindered as
much there as it is in Microlllu-
sions’ The Faery Tale Adventure
(reviewed in last month’s issue).
Ported over from the Amiga,
where it was released to critical
and commercial acclaim in 1986,
Faery Tale differs from the sys-
tems described above in that you
control only one adventurer, not a
party. This eliminates the need for
constantly checking the individual
statistics, allowing you to concen-
trate on solving the quests. But
the sharp focus and the superb
graphics of the game are nearly
destroyed by the time lost to the
1541, which seems to spin contin-
ually. If Microlllusions revises
Faery Tale with either speed-up
cartridges or with the 1571 and
1581 in mind, Faery Tale will be-
come a classic,

Similar in design to Faery Tale
in both graphics and gameplay,
Origin’s Times of Lore addresses
many of the limitations of the
64 /1541 combination by reducing
the complexity. Here, too, you
control only one adventurer, and
the graphics are extremely strong,
but disk access is almost nonexis-
tent. The tradeoff is a limitation in
the variety of weapons, monsters,
and retrievable objects, but the
game is so playable, so nonfrus-
trating, that it draws you back
again and again,

Since the success of Dun-
geons & Dragons was instrumen-
tal in starting the computer
fantasy genre, it’s surprising that
D & D itself did not enter the
computer-game sweepstakes until
late in 1988, With its expertise in
war-game simulation making it an
appropriate choice, SSI released
Pool of Radiance, a full-featured
role-playing game based entirely
on the Advanced Dungeons &
Dragons game system.

A highly impressive adapta-
tion of a complex game, Pool of
Radiance has two unusual prob-
lems. First, its tactical combat sys-
tem takes a long, long time to
play. Second, with its eight sides
of disks, it's simply too large to be
played comfortably on the 64.
Still, the series promises to be a
strong one, and serious role play-
ers should take a hard look at it.

There are other role-player
games: Datasoft’s complex and
Wizardry-like Alternate Reality, in
two volumes (The City and The
Dungeon); Epyx’s impressive The
Legend of Blacksilver; and Electron-
ic Arts’ Deathlord, which finally
brings Japanese, rather than Euro-
pean, legend to fantasy computer
games, All of these, however,
must compete against some ex-
tremely popular models, so they
may not survive on their individ-
ual strengths. Because role-playing
games take so long to play, play-
ers tend to stick to one series rath-
er than attempting several.

But Is It Fantasy?

Even with all of these highly com-
petent, superbly executed games,
fantasy gaming has some enor-
mous problems. The first is the

emphasis on the killing of mon-
sters and the collection of trea-
sure, attributable entirely to
Dungeons & Dragons and the pre-
computer role-playing environ-
ment, In the best literary fantasies,
monster killing is practiced only
when absolutely necessary.

Furthermore, in the greatest
fantasy work of all, Tolkien’s The
Lord of the Rings, there’s no mone-
tary system. Putting aside the im-
possibility of even common
animals in dungeons carrying
around gold and gems (and they
do in most of these games), there’s
no real reason to have money.

More serious is the moral di-
mension. In literary fantasy, char-
acters meet and talk—they do not
immediately kill each other, Char-
acter interaction in computer fan-
tasy, however, remains minimal,
and efforts in this area have not
been strong or satisfying. Instead,
players do little other than meet
and kill monsters. This is not only
bad fantasy; it's morally deplorable,

Finally, there’s the problem of
myth and magic. Bringing a god
or demon into a game by merely
creating a creature with an almost
unlimited number of hit points is
not the way to create a mythical
tale. Also, characters in fantasy
games almost never act as if
they're part of a specified world
with a specified culture and my-
thology; they simply wander
around with no mind set other
than our own. And as far as the
magic goes, well, there’s rarely
anything to get excited about:
Magic in fantasy games is merely
specialized weaponry. There’s no
magic to it at all.

That’s what's wrong with
fantasy games on the 64 and on
any other computer, It's also
what’s wrong with current literary
fantasy, much of which is de-
signed after the role-playing
model—where you simply add in
mythical and magical creatures
without a mythical or magical
context. Since fantasy-game play-
ers are also fantasy readers, the
similarity between the books and
games is probably not coinciden-
tal. But it’s highly unfortunate and
will take a courageous new group
of writers and game designers to
change it. Only then will fantasy
on the computer come entirely
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e QQOMIPUTER DIRECT

Since 1979 WE WON'T BE UNDERSOLD!* | Offer Expires 5/51/89 |
THE ERGOSTICK Excelerator

and Di i
isk Drive
JORDAN VS BIRD Commodore 1541 Compatible

i ol 1 Year Limited Warranty
Faster than 1541

* Full 128 Detached Keyboard
* 1571 Drive With 128K Of User Memory
Expandable To 640K
* 3 Operation Modes
(Cs4, C128, & CP/M, Ver. 3.0)
® 40/80 Column Output, 16 colors
* Free Programmer’s Reference Guide

Our Low Sale Price

We have a full line of
AMIGA Hardware &
Software in stock

/AMIGA

Commodore 64c
Computer

Call For Our Low, Low, Low System
Prices, Including the 1541

The Ergostick is the only true
ergonomically designed joystick! Soft
and pliable with microswitch technology
actually shortens the gap between reac-
tion and action!

A $63.00 s 95
Value
only!

5%" Floppy Disks

100% Cortified * Llhﬂm Guarantee

Double Sided | ' 19' e
Double Density

Lots of 23

Our Low Sale Price

$|4195

List $249

Hi-Speed 180 CPS
NLQ@ 180-ll Printer

Lifetime Warranty on Printhead
Our Best Printer Buy

List $599

® 2yr. Immediate Replacement
* Dot Addressable Graphics

* High Speed Dot Matrix

* [talics, Elite, Condensed, Pica

* Centronics Parallel Port

¢ 8K Print Buffer

® Near Letter Qualily from lront panel
* Low Cost Adapters available

* Pressure Sensitive Controls

Made in the USA

3% Micro Disks

100% Certified ° Lifetime Guarantee

.--‘ - %
Denble Bty ‘:‘ J Our Low Sale Prlce
no limit s
Lots of 50 - 99¢ ’ ’ ¢
Lots of 250 - 79¢ Sach ey

IMMEDIATE ANSWER We Love Our Customersl
800 - BUY - WISE exi. 11 COMPUTER DIRECT
22292 N. Pepper Rd.
800 - 289- 9473 ext 11 S e e
Outside Service Area call 312 -382-5058 arrington, IL 600

WWW.CU DUOTre.Cd



BEST SERVICE IN THE USA  PRICE IS NOT ENOUGH !

* 90 Day Immediate Replacement  * Free Technical Assistance * Fast, Low Cost Delivery ¢ 15 Day Home Trial
* Experts In Customer Satisfaction * Bulletin Board Service * No Credit Card Fees * Free Catalogs

LETTER QUALITY BOOK 31 /2 "

DAISY WHEEL i S
PRINTER Disk Drive
Commodore 1581 Works With C64/Cé4c,

For Commodore 64 and 128
and C128/C128D.

Free Word Processor and Com-
modore Interface Included Over 800K Bytes of Formatted Storage On
] Double-Sided 3.5" Microdiskettes.

=T HNITN

Typewriter/Printer *

The Versatile Professional Electronic
Typewriter For The Home Or Office

* 60,000 Word Dictionary * Auto Return
* Self Demonstration ¢ Auto Center

* Word-Right AutoSpell  * Auto Underscore
* 16 Character Display  * Auto Half Space

* Boldface, Superscripts, Subscripts, underline, and * 12K Memory * Auto Zone .
Justify right & left features * Battery Back-Up * End of Page Warning

2 Blslirecupoal Priniing * 5 Line Correction * Decimal Tab

* Typewriter style Platen, prints on single sheets, 5
envelopes, and Computer Paper * WordEraser *10, 12, 15 Pitch

* Fully formed characters - no more dots! * Relocate * Auto Paper Insert

* Automatic Page Numbering

* On Screen Tutorial lessons

* Locate and Replace a word or phrase with another
* High Speed - over 150 words per minute

Our Low Sale Price s 8
iggos| |

Our Very Own

* Apple, IBM or Commodore Parallel Port
Interface & Cable List $149.95 Sale $79.95

Our Low Sale Price

199

List $249
FREE CATALOG 1200 Baud Pocket
2400 Baud Modem
Made exclusively for you Modem by Migent

_________ Free Terminal Software
/\ _______ for Commodore
oy oy
Y0 )

Our Low Sale Price

95

T 1 et T LB L

THE COMPLETE COMMODORE/AMIGA
DISCOUNT CATALOG

IROUAANES OF HARDWARL §OITWARL AND ACCIIBORINY if H1SKEK

e Wil Nat Ba Underield Leeet

rModem 2400 Features: |

© 2400 BAUD Bell 212A at 300/1200/2400 BPS
* Fully Hayes Compatible

* 7 System Indicator Lights

® Both Tone & Pulse Dialing

* Built-In Speaker with Volume Control
 Buffer That Holds Up To 40 Characters
» Stores Dialed Numbers

# Separate Line and Set Connectors

e Uses RS-232C Interface (Cable Required)

® On-screen status lights show call progress
Our Low Sale Price

$114° *79%

VISA 3 Prices do not include Shipping Charges. Call to get Your Lowest Delivered Cost. We insure all
shipments at no extra cost to you! All packages are normally shipped UPS Ground. 2nd Day or
Overnight delivery available. Minimum shipping charge per order is $3.75, Illinois residents add

* Hayes compatible

® Runs an AC or battery

® Turns on/off automatically

= Small enough to put in your pocket

® Plugs directly into your serial port on
many computers

® Easy to use;no switches to set

Call For Your Free Catalog
with Everything You Need
for Commodore/Amiga

MASTER CARD 6'/1% sales tax, We ship to all points in the U.S; Canada, Puerto Rico, Alaska, Hawaii, Virgin
Islands and APO-FPO, (Monitors only shipped in Continental USA) Prices and availability subject
COD to change without notice. Computer Direct will match any valid nationally advertised delivered

price on the exact same product & payma>nt method (excluding sales taxes)
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Plug In and Go

Commodore-Ready Printers

Mickey McLean
Although nearly all printers can be adapted for use with a
Commodore 64 or 128, there are several models available
that simply plug in and work—no need for a separate
interface. These models feature either a Commodore serial
port or a built-in Commodore interface. And each of these
printers also have the capability to print Commodore graphics.

Commodore

120 lscm Dr,
West Chester, PA 19380

MPS 1250

Compatibility: Commodore serial,
Centronics parallel

Printer type: Dot-matrix

Speed: 24-120 cps

Pitch: 5-12 cpi

Buffer: Available

Paper feed: Friction and tractor

Graphics capability: Yes

Warranty: 90 days

Price: $299.95

532 Fellowship Rd. :
Mt. Laurel, NJ 08054

Okidata 180

Compatibility: Commodore serial,
: Centronics parallel

Printer type: Dot-matrix

Speed: 30-180 cps

Pitch: 17 cpi

Buffer: 2K

Paper feed: Friction and pin,

tractor optional

Graphics capability: Yes

Warranty: 1 year

Price: $329.00
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Okimate 20
Compatibility:

Printer type:

Speed:

Pitch:

Buffer:

Paper feed:
Graphics capability:
Warranty:

Price:
Comments:

NX-1000C Rainbow
Compatibility:
Printer-type:
Speed:

“Pitch: ™
Buffer:
Paper feed:

Graphics capability:
Warranty:

Price:

Comments:

| Yes
|90 days.

~{-Dot-matrix:
| 36-144 cps
Toleprt ]

Serial, parallel
(Commodore interface
with Plug ‘N Print Kit)
Thermal transfer
40-80, cps

17 cpi

1-line

Friction and tractor

$268.00
Color-printing capabilities

Star Micronics

200 Park Ave.
Suite 3510
Pan Am Bldg.
New York, NY 10166

NX-1000C Multi-Font

Compatibility: Commodore serial
Printer type: Dot-matrix

Speed: 36-144 cps

Pitch: 12 cpi

Buffer: 1 line

Paper feed: Friction, tractor, and

single-sheet feed, optional
automatic sheet feeder

Graphics capability: Yes
\ Warranty: 1 year
WS Drice; $299.00

Commodore serial

1 line

Friction, tractor, and
single-sheet feed, optional
automatic sheet feeder /8%
Yes A

1 year .
$379.00

Color-printing capabilities
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UTILITIES UNLIMITED, inc.

12305 N.E. 152nd Street
Brush Prairie, Washington 98606

OVER 5000 UNITS SOLD!!!

Unlike cur competitors, we at Utilities Unlimited, Inc. have been concen-
trating all our efforls in bringing the newes! technology. The result of that
effort is SuperCard. It is {ar superior lo all the copy utilities out there including:

Ramboard/Renegade, Datel Burst Nibbler, 21Second, Ulirabyte, and any
other backuE‘ulility on the market. So don't be led astray. We will give you
your money back if they can back up more of the latest software, will
they??? In a word “"NO! ALL SALES ARE FINAL!!" That is their
response if you wanlt to return RAMBO.

If you happen to see the ads on RAMBOQard (original name huh), they
claim lo be cheaper. Well, that's partially true, bul as is usual, mostly
false. First you need to buy their board, then you need to spend another
$34.95 for software to run their board, That makes the cost of Rambo/Renegade
fo be at least §69.90. Bul then they claim yon can use our software (whal does that
say aboul their software?). Well now, that may be jusl a bil of a while lie as well,
while it’s trne that early, less reliable versions work with THEIR thing, the new
more reliable versions of SuperCard software is fredﬁu]]]r desiqned not lo work
wilh their RAMBO. For those people that have found omt that the RAMBO and
Renegade software package are quite inferior to SuperCard we offer the following
suggestion. Send in your RAMBO) and $24.95 and WE'LL SEND YOU THE REAL
THING — Super(ard. Needless o say you need a pair of hip bools o walk
through their claim that they are the best. By the way, their software that
backs up an unprotected disk in 50 seconds, well, it doesn’t even use the
RAMBO to work. | if you had a choice of an OLDSMOBILE or a Corvette

with no engine, you still pick the Oldsmobile.

Superfard 1541/1541c ... .. $49.95 2driveversion ........... $79.90
SaperCard 15410 ........ $5995 2driveversion ........... $99.90
SaperCard 1571 .......... $59.95 2driveversion........... $99.90

SuoperCard 15410 version will work with most compatible drives.

These prices inclade software. You don’l need to steal amyone else’s software to
make il work,

WORLD'S BIGGEST
PROVIDER OF

C64/128
UTILITIES

If you wish to place your order by phone, please
call 206-254-6530. Add $3.00 shipp[n\? & hand-
ling; $3.00 COD on all orders. Visa, MIC
accepted. Dealer Inquiries Invited.

LOCR PICE - THE BOOKS - for the C64 and C128
Lock Pik 64/128 was pul together by our crack team, as a tool for those
who have a desire to see the Internal Workings of a parameler. The books
give you Slep-By-Step Instructions on breaking profection for backup of 100
popular J:mqmm titles. Uses Hesmom and &Pﬂ!ﬂll. Instruclions are so
clear and precise that anyone can use if.
= OUR BOOE TWO IS NOW AVAILABLE =
BOOR 1: Includes Hesmon and a disk with many utilities such as: KERNAL
SAVE, 1’0 SAVE, DISE LOG FILE and lots more, all with instructions on disk.
Along-time favorite.
BOOK 2: 100 NEW EXAMPLES, Hesmon on disk and cariridge plus more
ulilities to include: A General Overview on How (o Make Paramelers and a Disk
Scanner. $19.95 each OR BUY BOTH FOR ONLY $29.95
Now with FREE Hesmon Cartridge.

THE 128 SUPERCHIP - A, B or C (another first)

A — There is an empty socket inside your 128 just waiting for our Super
Chip to give you 32K worth of great Built-in Dtilities, all at just the Touch of a
Finger. You get buill-in features: File Copier, Nibbler, Track & Sector Editor,

Dump, and even a 300/1200 baud Terminal Program that's 1650, 1670
and Hayes compatible. Best of all, it doesn't use up any memory. To use,
simply touch a function key, and it responds lo your command.
B — HAS SOPER 81 UTILITIES, a complete utility package for the 1581, Copy
whole disks from 1541 or 1571 format to 1581. Many options include 1581
disk editor, drive monitor, Ram writer and will also perform many CP/M &
MS-DOS utility functions.
C — "C” IS FOR COMBO and that's what you get. A super combination of
both i:léfs A and B in one chip, swilchable al a great savings to you. All
Chips Incinde 100 Parameters FREE!

Chips A or B: §28.95 ea. Chip C: 544.95 ea.

SUPER PARAMETERS 500 Pack #1 and #2
500 Pack #1 - $24.95 has the vintage parameters on it that no one else has.
This pack comes in a 5-disk set.
500 Pack #2 - $29.95 has all the most current parameters on it. And put
together as only Utilities Unltd. can. All Super Parameter Packs are com-
pletely menu driven, fast and reliable. Included on both 500 Packs is our
state-of-the-art 64/128 Super Nibbler al no extra charge.

SUPER PARAMETERS 1000 Pack #1

Utilities Unltd. has done it again!! We have consolidated and lowered the
rices on the most popular paramelers on the markel . . ., Super-
arameters, now you can get 1000 parameters and our 64/128 nibbler

package for just ;39.95!!! This is a complete 10 disk set, thal includes

every parameler we have produced.

SUPER GRAPHICS 1000 PACK
That's right! Over 1000 graphics in a 10-disk sel for only $29.95. There are
graphics for virtually everything in this package. These graphics work
with Print Shop and Print Master.

PARAMETERS CONSTRUCTION SET

The company thal has The Mos! Paramelers is about to do something
Ul.belim]ﬁe. We are giving you more of our secrets. Using this Very

program, it will not only Compare and Wrile Parameters for You; it wil
also Customize the disk with your name. It will impress you as well as your
friends. The "Parameter Construction Set” is like nothing you've ever seen.
In fact you can even Read Paramelers that you may have already wrilten;
then by usgigg your construction sel rewrile it with your new Euimmé

Software Submissions Invited
We are looking for HACKER STUFF: print utilities,
param?ters, telecommunications, and the
unusual.

We now have over 1,000 parameters in stock!

NEW! SUPER CARTRIDGE EXPLODE! V4.1 w/COLOR DUMP $44.95
Introducing the World's First Color Screen Dump in a cartridge. Explode! V4.1
will now Slpﬁl Directly from the screen. FULL COLOR PRINTING for the
Rainbow Star NX-100 and also the Okidata 10 & 20 printers.

The Most Powerful Disk Drive and Printer Cartridge produced for the COMMO-
DORE USER. Super Friendly with the features most asked for.

+ SUPER FAST built-in single drive 8 or 9 FILE COPY, copy files of up to
235 BLOCKS in length, in less than 13 seconds!
= SUPER SCREEN CAPTURE. Capture and Convert Any Screen 1o KOALA or

DOODLE.

. ?m FAST FORMAT (8 SEC'S) - plus FULL D.0.S. WEDGE w/standard
ormat!

 SOPER FASTLOAD and SAVE (50k in 9 SEC'S) works with all C-64 or C-128's
No Matter What Vintage! And with most alter marke! drives EXCEPT the
1581, M.5.D. 1 or 2.

= SUPER PRINTER FEATURES allows ANY DOT MATRIX PRINTER even
1526/802 to print HI-RES SCREENS (using 16 shade GRAY SCALE).
Any Printer or Interface Combination can be used with SUPER EXPLODE!
V4.1 or V3.0

* NEW and [MPROVED CONVERT feature allows anybody lo convert (even
TEXT) Screens inte DOODLE or ROALA Type Pictures wFall Color!

» SUPER FAST SAVE of EXPLODE! SCREENS as KOALA or DOODLE FILES
w/COLOR.

= SUPER FAST LOADING with Color Re-Display of DOODLE or KOALA files.

= SUPER FAST LOAD or SAVE can be TURNED OFF or ON without AFFECT-
ING the REST of SUPER EXPLODE'S FEATURES. The rest of Explode
V4.1 is still active.

= SOPER EASY LOADING and RUNNING of ALL PROGRAMS from the DISK
DIRECTORY.

« SUPER BULLT-IN TWO-WAY SEQ. or PRG. file READER using the DISK
DIRECTORY.

« NEVER TYPE A FILE NAME AGAIN when you use SUPER EXPLODE'S
unique LOADERS.

* CAPTURE 40 COLUMN C or D-128 SCREENS! (with optional DISABLE
SWITCH). Add $5.

ALL THE ABOVE FEATURES, AND MUCH MORE!
PLUS A FREE UTILITY DISK w/SUPER EXPLODE! V4.1.
MAEE YOUR C-64, 64-C or C-128", D-128* SUPER FAST and EASY fo use.
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SUPER TRACRER
Utilities Unlimited has done it again. At last an easy way to find out where the protection really is.
Super Tracker will display the location of your drive head while you are loading a piece of software.
This information will be very useful, to find where the protection is. Super Tracker has other useful

This incredible little tool is encased in a handsome box that sits on top of your drive. Works with all
C/64/128 and most C/64 compatible drives. Some minor soldering will be required.

Introductory Priced at Just $69.95

*
*
*
*
s
: options such as: track and half-track display, 8 and 9 switch, density display, write protect on/off.
»*
*
*
*
*
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A Guide to
ommodore
User Groups

Part 1

Mickey McLean

This annual Gazette feature provides an up-to-date list of user groups
across the U.S., throughout Canada, and around the world. Part 1
includes states A through M (Alabama-Montana). Under each state
heading, groups are listed in order according to zip code.

User groups from the remaining states (Nebraska-Wyoming), from
APO sources, and from foreign countries will be listed in part 2, in next

month’s issue.

If your group does not appear in this list and you wish to be in-
cluded, send your club name, address, and bulletin board service tele-

phone number (if available) to

Commodore 64/128 User Group Update

COMPUTE!'s Gazette
P.O. Box 5406
Greensboro, NC 27403

Your group will then be listed in “User Group Update” in an upcoming

issue.

Note: When writing to a user group for information, please remember
to include with your request a stamped, self-addressed envelope.

Valley Commodore Users Group (VCUG), P.O.
Box 835, Decatur, AL 35602-0835

Scottsboro Commodore Users Group, Rt. 5, Box
255, Scottsboro, AL 35768

Coosa Valley Commodore Club (CVCC), P.O.
Box 1893, Gadsden, AL 35902-1893

Amiga/Commodore Club of Mobile, 3868-H
Rue Maison, Mobile, AL 36608

Commodore Mobile Users Group (CMUG), P.O.
Box 9524, Mobile, AL 36691-0524

ALASKA
Sitka Commodore User's Group, P.O. Box 2204,
Sitka, AK 99835 y

ARIZONA

Commodore User Group of Arizona, PO, Box
21291, Phoenix, AZ 85036

Arizona Commodore Users Group, I".O, Box
27201, Tempe, AZ 85282

Gila Hackers, Route 1, Box 34, Globe, AZ 85501

Catalina Commodore Computer Club Inc., P.O.
Box 32548, Tucson, AZ 85751 (BBS# 602-790-
6751)

ARKANSAS

The Southwest Arkansas Commodore Users
Group, 404 S. Greening St., Hope, AR 71801
Commodore User Group, Rt. 9, Box 354-A, Hot
Springs, AR 71913

River City Commodore Club, 1 Devon Ln,,
Jacksonville, AR 72076 (BBS# 501-982-0504)

Commodore Information Association (CIA), Rt.
1, Box 103 F, Mayflower, AR 72106 (BBS# 501-
470-0624)

The Commodore Council, 1821 Breckenridge Dr.,
Little Rock, AR 72207

Triple-D 64, P.O. Box 301, Reyno, AR 72462

The Personal Touch * Computer Group of
Walnut Ridge, 503 Kaylynn Dr., Walnut Ridge,
AR 72476

CALIFORNIA

Begabytes C64, 9802 S, Calmada Ave., Whittier,
CA 90605

Southern California Commodore Users Group,
11018 E. Rosecrans Ave., Suite 203, Norwalk,
CA 90650 (BBS# 213-864-2105)

Commodore Helpers of Long Beach, 3736 Myrtle
Ave., Long Beach, CA 90807

San Fernando Valley Commodore Users Group,
7017 Geyser Ave,, Reseda, CA 91335

California Area Commodore Terminal User
Society (CACTUS), IO, Box 1277, Alta Loma,
CA 91701

Association for Sharing Commodore Infor-
mation (ASCI), 8395 Ninth St., Rancho
Cucamonga, CA 91730

South Bay Commodore Users Group, P.O. Box
1899, Chula Vista, CA 92012-1899

East County Commodore Users Group, P.O. Box
21399, El Cajon, CA 92021 (BBS# 619-258-
9078)

Oceana-64 Commodore User Group, 1004 Plover
Way, Oceanside, CA 92056 (BBS# 619-433-
3599)

San Diego Commodore Users Group, P.O. Box
86531, San Diego, CA 92138

General Dynamics CRA Commodore Computer
Club, General Dynamics Electronics, MZ-
7234A, P.O. Box 85310, San Diego, CA 92138-
5310

Club-64 (San Bernardino), .O. Box 514, Patton,
CA 92369 (BBS# 714-886-2069)

Victor Valley Commodore Interest Association
(VVCIA), P.O. Box 385, Victorville, CA 92393-
0241 (BBS# 619-243-4942)

Commodore Users Group of Riverside (CUGR),
I.0. Box 8085, Riverside, CA 92515

Commodore Technical User Group (CTUG), .O.
Box 1497, Costa Mesa, CA 92628

Power Surge, ¢/o Orangewood Academy, 13732
Clinton Ave,, Garden Grove, CA 92643

Coastline Commodore Club, 20311 Ravenwood
Ln., Huntington Beach, CA 92646

South Orange Commodore Klub (SOCK), 25401
Champlain Rd., Laguna Hills, CA 92653

Ventura Commodore Club, 1306 Finch Ave.,
Ventura, CA 93003

CIVIC64, P.O. Box 2442, Oxnard, CA 93034-2442
(BBS# 805-647-8300)

A Bakersfield Area Commodore Users Society
(ABACUS), P.O. Box 40334, Bakersfield, CA
93306 (BBS# 805-832-7186)

Simply Users of Computers Combining Expe-
rience for Strength and Success, 184 Santa
Ynez Ave., Paso Robles, CA 93446 (BBS# 805-
238-7359)

Central Coast Commodore Users Group, 4237
Plumeria Ct., Santa Maria, CA 93455 (BBS= 805-
934-2216)

Fresno Commodore User Group/64UM, P.O. Box
16098, Fresno, CA 93755 (BBS# 209-456-2533)

PLUG (Plus/4 Users’ Group), Box 1001, Monte-
rey, CA 93942

Ft. Ord Commodore Users (FOCUS), IO, Box
2180, Seaside, CA 93955-2180 (BBS# 408-384-
4209)

CWEST Bay Area Commodore Users, P.O. Box
146731, San Francisco, CA 94114-6731

PET-on-the-Air, 525 Crestlake Dr., San Francisco,
CA 94132

Diablo Valley Commodore User Group, I".0. Box
27155, Concord, CA 94527

Commodore Hayward Users Group (CHUG),
P.O. Box 2072, San Leandro, CA 94577

North Bay User’s Group (NBUG), P.O, Box 7156,
Vallejo, CA 94590

Marin Commodore Computer Club, 140 E,
Kelley Dr,, Novato, CA 94949 (BBS# 415-883-
2558)

64/More Commodore User Group, Inc., P.O. Box
26811, San Jose, CA 95159-6811 (BBS# 408-
258-5463)

Mother Lode Commodore User's Group, I’O.
Box 1286, San Andreas, CA 95249

Cwwwe.cemmodore.ca



Lake Country Computer Users, Commodore SIG,
0. Box 385, Clearlake, CA 95422

Amateurs and Artesians Computing, P.O. Box
682, ¢ /o Alex KR6G, Cobb Mountain, CA 95426

Sacramento Commodore Computer Club, PO,
Box 13393, Sacramento, CA 95813-3393 (BBS#
916-991-7319)

Hub Area Commodore Club (HACC), 10734
Mooney Flat Rd., Smartsville, CA 95977

Commodore Owners Users Group of Redding
(COUGOR), 37 Rose Ln., Redding, CA 96003

Elf Brigade Swipe Swap, P.0. Box 173, Red Bluff,
CA 96080

COLORADO

Colorado Commodore Computer Club, 1104 &
Qakland St., Aurora, CO 80012 (BBS# 303-751-
3448)

Ft. Collins C3, P.O. Box 2051, Ft. Collins, CO
80522

Front Range Commodore Club, P.O. Box 272,
Niwot, CO 80544-0272

The Commodore Club, P.Q. Box 25851, Colorado
Springs, CO 80936 (BBS# 719-392-0038)

Western Slope Commodore User's Group, IO,
Box 4142, Grand Junction, CO 81502

CONNECTICUT

Capital Region Commodore Computer Club
(CRCCCQ), P.O. Box 2372, Vernon, CT 06066
Eastern Connecticut Commodore Users Group,
P.O. Box 136, Hebron, CT 06248 (BBS= 203-

228-1031)

The New London County Commodore User's
Group (NLCCUG), P.O. Box 697, Groton, CT
06340 (BBS# 203-848-1986 or 203-848-4044)

Computer Users Group, 6 Saner Rd., Marl-
borough, CT 06447

Fairfield County Commodore User Group
(FCCUQG), P.O. Box 212, Danbury, CT 06813

Stamford Area Commodore Society (SACS), I'.O.
Box 2122, Stamford, CT 06906-0122 (BBS# 203-
847-6235)

DELAWARE

First State Commodore Club, P.O. Box 1313,
Dover, DE 19903

The Commodore U.S.A. Club, Rt. 2, Box 329,
Delmar, DE 19940

FLORIDA

Port Orange Commodore User Group (POCUG),
1244 Thomasina Dr., Port Orange, FL. 32019
(BBS# 904-756-2700)

Public Domain Users Group, I.O. Box 1442,
Orange Park, FL 32067

Welaka Commodore Users Group, IO, Box 1104,
Welaka, FL 32093-1104

Commodore Computer Club of Jacksonville,
9735 Orr Ct. N, Jacksonville, FL. 32216

Commodore User Group of Pensacola, I.0. Box
36367, Pensacola, FL 32516 (BB5# 904-456-
8205)

Gainesville Commodore User Group, I"O. Box
14716, Gainesville, FL 32604-4716

Lake/Sumter Commodore Users Group, 'O,
Box 416, Leesburg, FL 32749

Titusville Commodore Club, 890 Alford 5t.,
Titusville, FL. 32796 (BBS# 407-269-2169)

El Shift OH, P.O. Box 361348, Melbourne, FL
32936-1348

Fellsmere's Club Compu-Mania Inc., "O. Box
629, Fellsmere, FL. 32948-0629

Miami Individuals with Commodore Equip-
ment (MICE), 11110 Bird Rd., Miami, FL. 33165
(BBS# 305-253-1494)

Gold Coast Commodore Group, P.O. Box 375,
Deerfield Beach, FL 33443

Charlotte County Commodore Club (CCCC),
IO, Box 512103, Punta Gorda, FI. 33951-2103

Bits and Bytes Computer Club, 1859 Neptune
Dr., Englewood, FL 34223

Mana Sota Commodore Users Group (MSCUG),
P.O. Box 698, Oneco, FL 34264-0698

Ram-Rom 84 Commodore Users Group, I.O. Box
3880, Venice, FL 34293-3880

Commodore Brooksville User Group (C-BUG),
IO, Box 1261, Brooksville, FL 34605
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Clearwater Commodore Club Inc., P.O. Box
11211, Clearwater, FL 34616

Gulfcoast 64's Commodore Users Group, I"O.
Box 11180, Clearwater, FL 34616

Suncoast Commodore Club, PO, Box 6628,
Ozona, FL 34660-6628

Suncoast Bytes Commodore Computer Club,
P.O. Box 721, Elfers, FL 34680

GEORGIA

Stone Mountain Users Group (SMUG 64/128),
P.O. Box 1762, Lilburn, GA 30226 (BBS# 404-
925-8829)

Commodore Format User's Group, IO, Box
91541, East Point, GA 30364

Athens Commodore Users Group, One Beech
Haven, Athens, GA 30606

C-64 Friendly Users Group, 775 Kings Rd.,
Athens, GA 30606

Commodore Club of Augusta, .O. Box 14337,
Augusta, GA 30919 (BBS# 803-279-7203)

Savannah Commodore User Group, 'O, Box
1171, Savannah, GA 31402-1171 (BBS# 912-
B97-3614)

HAWAII

No listings

IDAHO

Pocatello Commodore Users Group (PCUG), Rt
2, Box 48E, Pocatello, 1D 83202

PFP 64 Software Exchange, 742 E. 19th, Jerome,
ID 83338

Banana Belt Commodore Users Group (BBCUG),
P.O. Box 1272, Lewiston, 1D 83501

GEM-64, Ken Rosecrans, 407 N, DeClark, Emmett,
1D 83617

Commodore Treasure Valley/Boise Users
Group (TV/BUG), O, Box 6853, Boise, ID
83707

ILLINOIS

Great Lakes Commodore Club, P.O. Box 322,
Lake Bluff, 1L 60044

Fox Valley PET (Commodore) Users Group, 833
Prospect Ave., Elgin, IL 60120 (BBS# 312-888-
1112)

Computers West, P.O. Box 3357, Glen Ellyn, IL
60138-3357 (BBS# 312-983-6054)

Board Users Syndicate, PO, Box 1112, South
Holland, IL 60473 (BBS= 312-385-0341 or 312-
891-9212)

Southwest Regional Association of
Programmers /64 Users Group (SWRAP), P.O.
Box 342, Bedford Park, IL 60499-0342

Chicago B-128 Users Group (CBUG Inc.), 4102 N,
Qdell, Norridge, IL 60634

CCR Commodore Club, IO, Box 10022, Rock-
ford, IL 61131 (BBS# §15-229-0132)

Knox Commodore Club, I'.O, Box 494, Galesburg,
IL 61402-0494 (BBS# 309-343-1556)

Survivors of the Sixty-Four Users Group
(SOSUG), P.O. Box 6108, Macomb, 1. 61455

Canton Area Commodore Users Group, Box 61,
Canton, IL 61520

Commodore 64/128 Computer Pen Pal Club!,
P.O. Box 192, Georgetown, IL 61846

Meeting 64/128 Users Thru the Mail, R.R. 1, Box
151, St. Joseph, IL 61873

Champaign-Urbana Commodore User Group
(CUCUG), 802 N. Parke St., Tuscola, IL 61935
(BBS= 217-356-8056)

Gateway Computer Club, I'O. Box 1839, Fair-
view Heights, [L 62208

Western Illinois PET User Group (WIPUG), Rt. 5,
Box 75, Quiney, IL 62301

Capitol City Commodore Computer Club (5 Cs),
IO, Box 2961, Springfield, IL 62708

SPUG Computer Club, PO, Box 9035, Spring-
field, 1. 62791

INDIANA

Indianapolis Computer Club, Inc., O. Box
11367, Indianapolis, IN 46201

Kosciusko Commodore User’s Group, 312 E.
Prairie, Warsaw, IN 46580

Logansport Commodore Club, P.O. Box 1161,
Logansport, IN 46947

Rochester Commodore Computer Club, 428 Clay
5t., Rochester, IN 46975 (BBS# 219-223-8107)

Commodore Small Town Users Group (CSTUG),
P.O. Box 161, Vevay, IN 47043

QS! Alliance, IO, Box 1403, New Albany, IN
47150

Richmond Area Computer Users Group
(RACUG), IO, Box 1332, Richmond, IN 47375
(BBS# 317-935-1256)
Bloomington Commodore Users Group (BCUG),
403 E. Audubon Dr., Bloomington, IN 47401
Fraternal Order of Police Computer Club
(FOPCCQ), 2535 Anthony Dr., Evansville, IN
47711

Commodore Owners of Lafayette (COOL), P.O.
Box 5763, Lafayette, IN 47903

Alliance of Commodore Enthusiasts (ACE), 1315
Catula Ave., Lafayette, IN 47905
IOWA

Commodore Users Group Ames Region (COU-
GAR), I.O. Box 2302, Ames, [A 50010-2302

Capitol Complex Commodore Computer Club,
P.O. Box 212, Des Moines, 1A 50301

Ft. Dodge Commodore Users Group, P.O. Box 63,
Moorland, 1A 50566

3C Users Group, R.R. 3, Box 20, Charles City, 1A
50616

Product Engineering Center Commodore Users
Group (PECCUG), 333 Joy Dr., Waterloo, 1A
50701

Crawford County Commodore Users Group, 519
N. 19th St., Denison, 1A 51442

Washington Area Commodore Users Group,
P.O. Box 445, Washington, 1A 52353

Quad Cities Commodore Computer Club, P.O.
Box 3994, Davenport, IA 52808 (BBS# 309-762-
7962)
KANSAS

TCCUG, Inc., P.O. Box 8439, Topeka, KS 66608
(BBS# 913-862-1604)

Newton Area Commodore Club, 112 Brookside,
Newton, KS 67114 (BBS# 316-283-9141)

Salt City Commodore Club, 'O, Box 2644,
Hutchinson, KS 67504 (BBS# 316-665-7222)
High Plains Commodore Users Group, 1307
Western Plains, Hays, KS 67601 (BBS# 913-628-

6611 after 9:00 p.m, CST)

KENTUCKY

Louisville Users of Commodore of Kentucky
(LUCKY), P.O. Box 19032, Louisville, KY 40219-
0032 (BBS# 502-969-9360)

Purchase C64 User's Group, Rt. 1, Box 2094,
Calvert City, KY 42029

Glasgow Commodore User's Group, Inc, PO,
Box 154, Glasgow, KY 42141 (BBS# 502-678-
5292)

Muhlenberg County Commodore Users Group
(MCCUG), O, Box 12, Greenville, KY 42345

LOUISIANA

New Orleans Commodore Klub, 3701 Division
St., Suite 140, Metairie, LA 70002

Sixty Four'Um Commodore User's Group, P.O.
Box 6481, Metairie, LA 70009-6481

Southeast Louisiana Commodore Users’ Group,
P.O. Box 1138, Gray, LA 70359

Commodore Users Group of Slidell (CUGS), P.O.
Box 3164, Slidell, LA 70458

Baton Rouge Area Commodore Enthusiasts
(BRACE), I'.O. Box 1422, Baton Rouge, LA
70821 (BBS# 504-774-7754)

MAINE

Commodore Users Group of Coastal Maine, R.R.
2, Box 3254, Bowdoinham, ME 04008

Your Users Group (YUG), O, Box 1924, N.
Windham, ME 04062

Southern Maine Commodore, 'O, Box 416, Scar-
borough, ME 04074-0416

Commodore Users Society of Penobscot (CUSP),
c/o 101 Crosby Hall, University of Maine at
Orono, Orono, ME 04469

Southern Aroostook Commodore User's Group,
P.O. Box 451, Houlton, ME 04730

Northern Maine Commodore User's Group, P.O.
Box 493, Loring AFB, ME 04751

Cwww.commodore.ca



MARYLAND

FOCUS DC/MD/VA, P.O. Box 153, Annapolis
Junction, MD 20701 (Note: This is a federation
consisting of 20 user groups in the VA/MD/DC
area, not a club offering individual memberships)

Laurel-Bowie User Group (L-BUG), 3707
Irongate Ln., Bowie, MD 20715

Rockville Commodore Users Group, P.O. Box
8805, Rockville, MD 20856

National Bureau of Standards Commodore Users
Group, 8 Cross Ridge Ct, Germantown, MD
20874

Gaithersburg Commodore Users Group, ’.O.
Box 2033, Gaithersburg, MD 20879

Capital COMAL User Group, 10200 Leslie St
Silver Spring, MD 20902

Montgomery County Commodore Computer
Society, .O. Box 2689, Silver Spring, MD 20902

VIC Appreciators (VICAP), 10260 New Hamp-
shire Ave., Silver Spring, MD 20903

Harford Commodore Users Group (HCUG), P.O.
Box 209, Fallston, MD 21047 (BBS# 301-877-
3230)

BAYCUG,
21136

BAUD, 243 W, 31st 5t, Baltimore, MD 21211

Westinghouse Commodore Users Group, IO
Box 8756, Baltimore, MD 21240

Frederick Functioneers, P.O. Box 1913, Frederick,
MD 21701-1010

Hagerstown User Group (HUG), 23 Coventry Ln,,
Hagerstown, MD 21740

MASSACHUSETTS

Pioneer Valley Commodore Club, 6 Laurel Terr,,
Westfield, MA D1085 (BBS# 413-568-4466)

North Worcester County Commodore User’s
Group, 208 Clark 5t., Gardner, MA 01440

110 Danbury Rd., Reisterstown, MD

Commodore Users Group of Cape Cod, P.O. Box
1490, Cotuit, MA 02635 (BBS# 508-888-8769)

Fall River Commodore's Club, 117 Lewin St,, Fall
River, MA 02720

MICHIGAN

Michigan Commodore Users Group, Inc., P.O.
Box 539, East Detroit, MI 48021 (BBS# 313-293-
7340)

Computer Operators of Marysville, Port Huron,
2937 E. Woodland Dr., Port Huron, Ml 48060
(BBS# 313-364-6489)

Washtenaw Commodore Users Group, I"O. Box
2050, Ann Arbor, MI 48106-2050 (BBS# 313-
971-2714)

Soft-Type Users Group, 20231 Westmoreland,
Detroit, MI 48219

Saginaw Area Commodore User's Group
(SACUG), P.O. Box 2393, Saginaw, MI 48605

Commodore Computer Club, 4702 Jefferson,
Midland, MI 48640 (BBS# 517-496-2093)

Bay Area Commodore Club, 338 S. Sheridan Ct,,
Bay City, M1 48708

Kalamazoo Valley Home Users Group, I".O. Box
3085, Kalamazoo, MI 49003 (BBS# 616-345-
6362)

Battle Creek Commodore and Amiga V. Enthu-
siasts (BCCAVE), 1299 S, 24th, Battle Creek, MI
49015

Columbia Commodore Computer Club (C¥), 133
Emest, Brooklyn, M1 49230

West Michigan Commodore Users Group, P.O.
Box 88191, Kentwood, MI 49508

Traverse Area Commodore Club. 404 Bates St.,
Fife Lake, MI 49633

MINNESOTA

Commodore Owners Area Computer Club
(COACC), 2380 4th Ave, NW, Owatonna, MN
55060

Albert Lea Commodore Users Group, 2217 N.
Bridge, Albert Lea, MN 56007

Redwood Falls Area Computer Exchange, 717 E.
Wyoming St., Redwood Falls, MN 56283

Commodore Bemidji User Group, Rt. 3, Box 392,
Bemidji, MN 56601-8313

MISSISSIPPI

Software Source, 4550 W. Beach Blvd., #12
Edgewater Village, Biloxi, MS 39531

Columbus Commodore 64/128 Club, 504 N. 20th
St. E, Columbus, MS 39702

MISSOURI

McDonnell Douglas Commodore Users Group,
¢/o Bruce Darrough, 28 Redwood, Florissant,
MO 63031 (BBS# 314-837-0413)

Commodore Users Group of St. Louis, .0, Box
28424, St. Louis, MO 63146-0984 (BBS# 314-
878-8816)

Northeast Missouri Commodore Users Group
(NEMOCUG), P.O. Box 563, Macon, MO 63552

Joplin Commodore Computer User Group, 422
S. Florida Ave., Joplin, MO 64801

Mid-Missouri Commodore Club, 222 Elliot,
Columbia, MO 65201 (BBS# 314-442-0477)

Columbia Commodore User (CCU), IO, Box
7633, Columbia, MO 65205 (BBS# 314-449-
8095)

Commodore User Group of Springfield
(CUGOS), Box 607, Springfield, MO 65801

MONTANA

Cascade County Users Group Inc., P.O. Box 739,
Great Falls, MT 59403

Commodore Classic User Group, Q. Box 3454,
Great Falls, MT 59403

Commodore Programs Inc., "O. Box 385, Deer
Lodge, MT 59722 (mail-in group) e

DUST COVERS

Satisfaction Guaranteed

SPECIAL—

Mention this ad in
order to get FREE
SHIPPING!

e Custom Made

® Heavy 32 oz. vinyl

® Colors: Tan or Brown

® Quantity Discounts Available

up the loading and internal file-access operation of viually all commercial software.
+ Built-in DOS Wedge plus 14 additional commands and convenience leatures
including one-key load'save/scratch, directory menu and screen dump.

+ Easy do-it-yourself installation. No electronics experience or special tools re-
quuad llustrated step-by- slep -nstrucllons included.

Faster than a Speeding Cartridge
More Powerful than a Turbo ROM

It's Fast, It's Compatible, It's Complete, It’s...

JiffyDO

Uﬂra Fast Disk Opera!!ng System for the C-64, SX-64 & 0-128
. Spaeds up all disk operations. Load, Save, Furrnat Scratch VaJidata access
PRG, SEQ, REL, & USA files up to 15 times faster!

+ Uses no ports, memory, or extra cabling. The JiffyDOS ROMs upgrade your
| computer and drive(s) internally for maximum speed and compatbility,

+ Guaranteed 100% compatible withall software and hardware, JiffyDOS speeds

COMPUTERS DISK DRIVES
C-64 S 8.00 C-1541/C $8.00
C-84C 10.00 C-1571 8.00 e
C-128 13.00 C-1581 8.00
C-128D CPU . 13.00 AMIGA 3.5 B8.00
C-128D KEYB'D 8.00 ENHANCER2000 8.00
AMIGA 500 13.00 FSD-1, -2 8.00 |
PC-10 CPU 13.00 C-1541-11 8.00
PC-10 KEYB'D 8.00
PRINTERS
MONITORS G viaes)
C-1702 $16.00 Dot Matrix 10"
C-1802/CM141 19,00 Carriage | $13.00
C-1902/AMIGA 19.00 Dot Matrix 15
C1902A/MAG40 19.00 Carriage $16.00
C-1084 19.00 VCR's
c762 joo0  VoRe $a.00
CM-1802A/8502 19.00 {Dimensions of VCR and clock

Order by stating make, model & color choice Tan or Brown with check or
M.O. plus $2.00 per item ($5.00 max.) ship. & handl. CA res. add 6% tax.

CODs $3.00.

CROWN CUSTOM COVERS

cut out required.)
SEND DIMENSIONS FOR QUOTES
ON COVERS NOT LISTED

Available for C-64, 64C, SX-64, C-128 & C-128D (JityDOS/128 5peeds Up both 64
and 128 modes) and 1541, 1541C, 1541, 1571, 1581, FSD-142, MSD SD-1&2,
Excel 2001, Enhancer 2000, Amtech, Swan, Indus & Bluechipdisk drives. System
includes ROMs lor computer and 1 disk drive, stock/JtlyDOS switching system,
lllustrated installation instructions, Users Manual and Money-Back Guarantee.

C-64/SX-64 systoms $59.95; C-128/C-128D systoms $69.95; Add'l drive ROM's $29.95
Please add $4.25 shipping/handling per order, plus $2.50 for AK, HI, APO, FPO,
Canada & Puerto Rico. $10.00 add! for other oversaas orders. MA residents add 5%
sales tax. VISAMC, COD, Check, Money Order. Allow 2 weeks for personal checks.
Call or write for more information. Dealer, Distributor, & UG pricing available.
Please specify computer and drive when ordering

Dept CG-5, 24621 Paige Circle
Laguna Hills, CA 92653 (714) 472-6362

reative Micro Designs, Inc.
P.O. Box 789, Wilbraham, MA 01095 Phone: (413) 5250023

50 Industrial Dr., Box 646, E. Longmeadow, MA 01028 FAX: (413) 525-0147
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There’s nothing new about word-
guessing games; they've been
around for quite a while. This one,
however, contains several twists
that make it both a good learning
tool for children and fun for players
of all ages.

The object of ““Verbatim”’ is
simple: You must deduce, in five
tries or less, a word entered by a
second player or selected by the 64.
Words vary in length from three to
six letters.

Getting Started
Verbatim is written entirely in
BASIC. To avoid typing errors
while entering the program, use
“The Automatic Proofreader,”
found elsewhere in this issue. Be
sure to save a copy of the program
to tape or disk when you've fin-
ished typing it in. To start the game,
load it and type RUN.

educational tool,

When the game begins, you're
given the first letter of a word. Type
in your guess before the timer
reaches 0. If your response is incor-
rect, the computer provides you
with clues before the next round.
Any letter you've entered that’s in
the word and positioned correctly is
shown in uppercase. Any letter that's
in the word but in the wrong posi-
tion is shown in lowercase. All other
letters appear in reverse lowercase.

If, after five tries, you haven’t
guessed the word correctly, the
game's over.

Customize It
Verbatim includes 120 words but
will accept as many as 400. The
word list is grouped by length in
DATA statements beginning at line
1000. Add or delete words as you
wish. If you modify the list, be sure
to retain the data value, —1, that - N
marks the end of each word group. Q’Q'b S q&“ \g&k
See program listing on page 75.
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Robert B. Cook

Experience the thrill of Las Vegas without
risking your life’s savings. Put on your thinking
cap, turn on your 64, and get ready to face three

expert computer opponents. Joystick optional.

People have been playing card
games for hundreds of years. For-
tunes have been made with the turn
of a friendly card. But the beautiful
buildings surrounding Las Vegas
are a reminder that even more for-
tunes have been lost. If you'd like to
do some big-time Las Vegas gam-
bling without touching your pock-
etbook, “Knock 31" is the card
game for you.

Knock 31 is a game of skill and
strategy. It's similar to blackjack in
that the object is to get a higher
point total than your opponents do.
But Knock 31 is more challenging—
only cards of the same suit count to-
ward your total.

Getting Started

Knock 31 is written entirely in
BASIC. Using “The Automatic
Proofreader,” found elsewhere in
this issue, carefully type in the pro-
gram and save a copy to disk or
tape before running it.

Each player begins the game
with the same number of points.
Set the starting-point total, from 5
to 25 points, by pressing the joy-
stick forward or back or by using
the £ and = keys. Select a lower
point total for a quicker game.

After you've set the point total,
the computer starts dealing cards.
The first player to be dealt an ace is
the dealer for the opening round.
To start the round, each player is
dealt three cards. Your cards are
dealt face up, while your oppo-
nents’ cards are dealt face down—
but don’t worry; the other players
can’t see your hand. The deck is

placed on the table, and one card is
turned over to form a discard pile.

Playing the Game
Play progresses clockwise from the
dealer. Each player in turn has the
option of drawing a card either from
the deck or from the discard pile.
One card must then be discarded.
You select cards by moving the
onscreen pointer to a card and press-
ing RETURN or the fire button of a
joystick plugged into port 2. If you
use a joystick, push it left, right, for-
ward, or back to move the pointer. If
you use the keyboard, press the *, T,
£, and = keys to move the pointer.
If you think you have a good
hand, you may elect to knock. When
a player knocks, the other players
have one more round to try to im-
prove their hand. To knock, press Y
at the DO YOU WANT TO KNOCK?
[Y/N] prompt or move the joystick
forward (moving it in any other di-
rection will cause play to continue
as if no one has knocked).

And the Winner Is . ..

When play is over, the points are
totaled. Twos are worth 2 points, 3s
are worth 3 points, and so on. Tens,
jacks, queens, and kings are worth
10 points each. Aces are the highest
card—they’re worth 11 points.
Only cards of the same suit
count toward the total. For ex-
ample, a hand consisting of the 3 of
hearts, the 7 of clubs, and the king
of spades is worth 10 points. A
hand consisting of the 3 of spades,
the 7 of clubs, and the king of
spades is worth 13 points (both the

] [N

vou | oret |
s .
(I oEnLER
i1 19 21

Cons I
o 1A
H KNOCK! g
; 14 27 $

PRESS ANY KEY TO CONTIMUE

Computer player 2 wins this round with
cards that total 27 points.

3 and the king are spades).

If the knocking player has the
best hand, he or she wins and all
other players lose 1 point from their
game points. A double round occurs
when someone knocks and wins in
the first round or when one player’s
total is 31. In this case, all other
players lose 2 points from their
game points. If a nonknocking
player has the highest total, the
knocking player loses 2 game
points. If the knocker’s total and
another player’s total tie for the top
score, the knocking player loses 2
game points,

Players are eliminated when
their game point total is 0 or less. If
you've been eliminated, you're giv-
en the option of watching the re-
maining players play.

Strategy

Rounds with all four players are the
hardest and call for special strate-
gies and tactics. If you have a weak
hand, it's a good idea to pick up
high cards from the discard pile.
This way you have a solid founda-
tion to build on.

Pay close attention to the cards
your opponents pick up. If you
know what your opponents need,
you can avoid throwing critical
cards. But if you know you have no
chance of winning a round, you
may try throwing a good card. If an-
other player picks up this card and
wins the round, it not only saves
you a game point, but it could also
cost the knocker two game points.

The fewer opponents you
have, the more gambles you can
take. Knocking in the first round
against three opponents with a total
of 17 or less is very risky, but the
chances are good that you'll beat a
single opponent.

See program listing on page 76. G
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Good graphics are often the key to
an effective visual display, whether
it's animation for a game or a graph
for a business program. Unfortu-
nately, high-resolution graphics,
which provide the needed quality,
are usually difficult to program.
This difficulty has led to the cre-
ation of a wide range of utility pro-
grams designed to make it easier to
incorporate high-resolution graph-
ics into other programs.

Most of these utilities have
easy-to-use commands for drawing
on the hi-res screen, but putting
text on that same screen is not as
easy. These utilities force the user
to choose between a hi-res screen
and a text screen. One alternative is
to use an interrupt to split the
screen into horizontal bands. While
this is definitely an improvement
over having to alternate use of
graphics and text, the programmer
is still locked into using the entire
width of the screen for one mode or
the other.

“Hi-Res Windows"’ is a far bet-
ter alternative. With this program,
you can easily define one or two
windows on the screen for hi-res
graphics and leave the remainder of
the screen free for text. The win-
dows may be placed anywhere on
the screen and even duplicated in
several different locations. Text
may even be PRINTed inside the
windows with ease.

30 COMPUTE!'s Gazette May 1989

Brian Ca_:':s_ey i

Create daézling
displays that combine
text and high-resolution
graphics with this
window.ing utility
for the 64.

Windows containing hi-res graphics
are easily created and duplicated,

Getting Started

Program 1, Hi-Res Windows, is
written entirely in machine lan-
guage. Use “"MLX,” the machine
language entry program found else-
where in this issue, to enter it.
When MLX prompts you, respond
with the values given below.
Co00
C95F
Once you've entered all the data for
Hi-Res Windows, be sure to save a
copy to disk with the filename
WINDOWS.ML (Program 2 expects
to find a file with this filename).
Program 2, “Hi-Res Windows
Demo,” is a BASIC program that
demonstrates how to use Hi-Res
Windows from a BASIC program.
Use “The Automatic Proofreader”
when entering Program 2, to pre-
vent typing mistakes. Save a copy
of the program to the disk contain-
ing Program 1 when you've finished.

Starting address:
Ending address:

The Commands
A summary of the available com-
mands and their parameters fol-
lows below (see the table of
commands for the corresponding
SYS addresses). Hi-Res Windows
allows you to define one or two
windows on the screen at once.
Most commands behave similarly
in both windows. The differences
are detailed below.

To use a function, either in a
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BASIC program or from direct mode,
type SYS address, parameters,
where the address and parameters
are given in the Command Table.
To turn window 2 off, for example,
you would use the command SYS
49202, The accompanying demo
program is a good example of how
the commands may be used from
within a BASIC program.

DEFINE-WINDOW,x-size,y-size
Defines the size of a window and
prepares it for drawing. For win-
dow 1, x-size and y-size refer to how
large, in characters, you wish the
window to be. (A character is eight
pixels high by eight pixels wide.)
The value for x-size may be in the
range 1-40, and y-size may be a
number from the range 1-24. Be-
cause window 1 is implemented
using redefined characters, the
product of x-size and y-size may not
exceed 255. For window 2, x-size
and y-size refer to how large, in
sprites, the window will be. (A
sprite is 21 pixels high by 24 pixels
wide,) Each value may be in the
range 1-8, and the product of the
two must not exceed 8.

WINDOW-OFF

Turns off the graphics window. For
window 1, the entire screen is
cleared to remove the garbage char-
acters left behind. The screen is not
cleared when window 2 is turned off.

SET-COLOR,color

Sets the pen color for all of Hi-Res
Windows’ drawing functions. The
value for color may be in the range
0-255, but only the values 0-15 are
distinct colors.
DRAW-WINDOW,x-position,y-
position,x-expansion,y-expansion
Draws the graphics window with
the upper left corner placed at the
location (x-position, y-position).

Both x-position and y-position are
measured in characters for window
1 and in pixels for window 2. For
window 1, x-position may be a
number from 0 (the left side of the
screen) to 40 — x-size (the position
at which the right side of the win-
dow is against the right side of the
screen). Similarly, y-position may
be a number from the range 0 to
25 — y-size. For window 2, x-position
may be a number from the range 0
(the left side of the screen) to 345
(the position at which the window
is completely off the right side of
the screen), and y-position may be a
number from the range 0 (the top of
the screen) to 224 (where the win-
dow is completely off the bottom of
the screen).

Window 1 doesn’t use x-expan-
sion and y-expansion. Window 2
may be expanded (doubled in size)
in either the horizontal or the verti-
cal direction. A value of 0 for either
x-expansion or y-expansion draws
the window in the normal size. A
value of 1 for either expansion val-
ue will double window 2’s size in
the corresponding direction.

CLEAR-WINDOW
Clears all pixels in the window to
the background color.

REVERSE-WINDOW

Reverses all pixels in the window.
All pixels that are on are turned off;
all pixels that are off are turned on.

PLOT-POINT,x,y

Plots the point in the current pen
color at pixel (x,y). For window 1, x
may be a number from 0 (the left
side of the window) to 8 X x-size —
1 (the right side of the window),
and y may be a number from 0 (the
top of the window) to 8 X y-size —
1. Likewise, for window 2, x must
be in the range 0 to 24 X x-size — 1,

Command Tahle

Function WINDOW 1 WINDOW 2
WINDOW-ON 49152, x-size,y-size 49199,x-size,y-size
WINDOW-OFF 49155 49202
SET-COLOR 49158, color 49205, color
DRAW-WINDOW 49161,x-pos,y-pos 49208,x-pos,y-pos,
x-expand,y-expand
CLEAR-WINDOW 49164 49211
REVERSE-WINDOW 49167 49214
PLOT-POINT, 49170,x.y 49217,x,y
UNPLOT-POINT 49173,x,y 49220,xy
REVERSE-POINT 49176,x,y 49223 ,x,y
DRAW-LINE 49179,x1,y1,x2,y2 49226,x1,y1,x2,y2
ERASE-LINE 49185,x1,y1,x2,y2 49233,x1,y1,x2,y2

REVERSE-LINE

49192,x1,y1,x2,y2

49239 ,x1,y1,x2,y2

and y must be in the range 0 to
21 X y-size — 1.

UNPLOT-POINT,x,y

Erases the pixel (sets it to the back-
ground color) at position (x,y),
where x and y have the same re-
strictions as in PLOT-POINT.

REVERSE-POINT,x,y

Reverses the pixel at (x,y). If the
pixel is on, it is turned off; if it is off,
it is turned on. The parameters x
and y have the same restrictions as
in PLOT-POINT.

DRAW-LINE,x1,y1,x2,y2

Draws a line, in the current color,
between points (x1,y1) and (x2,y2).
Again, the coordinates must lie
within the ranges given for PLOT-
POINT.

ERASE-LINE,x1,y1,x2,y2

Erases a line (sets it to the back-
ground color) between points
(x1,y1) and (x2,y2). The coordinates
must lie within the ranges given for
PLOT-POINT.

REVERSE-LINE,x1,y1,x2,y2
Reverses the line between points
(x1,y1) and (x2,y2). Points that are on
are turned off and points that are
off are turned on. The coordinates
must lie within the ranges given for
PLOT-POINT.

How It Works
One of the nicest features of the
Commodore 64 is its ability to rede-
fine the character set. Many pro-
grammers take advantage of this to
create new letters or graphics char-
acters. This technique is used to cre-
ate window 1. The bytes of the new
character set are arranged just like
those of the hi-res screen. By treat-
ing this area as a set of bytes and
putting the characters together in
the right order on the screen, the il-
lusion of a hi-res bitmap is created.
Window 2 uses a similar ap-
proach, but it uses sprites instead of
characters. By properly aligning the
sprites and keeping track of which
bit corresponds to which (x,y) posi-
tion, hi-res graphics are simulated.
These methods have several
advantages over other techniques.
One of the most important advan-
tages is that the window need not
cover the entire width of the screen.
With the order of the onscreen
characters rearranged, window 1
may be almost any rectangular
shape. Since there are only eight
sprites available, the shape of win-
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dow 2 is slightly more limited.
Another advantage of Hi-Res
Windows is the ease with which
text may be written into either win-
dow. Rather than each letter having
to be drawn pixel by pixel onto the
hi-res screen, the characters may be
printed as if they were on a normal
text screen. For window 1, this ease
is a side effect of treating the new
character set like a hi-res bitmap.
Since the window is really just a
group of redefined characters, the
characters can simply be overwrit-
ten with any other character.
Window 2 is even more power-
ful in terms of handling text. Sprites
may appear on top of or behind
characters. To see this effect,
PRINT some characters on the
screen and position window 2 so
that it overlaps the characters. Lo-
cation 53275 (register 27 of the VIC
chip) controls whether sprites ap-
pear in front of or behind text. Each
bit of the register corresponds to
one sprite (0-7). If a sprite’s bit is
set to 0, it will be behind text. If its
bit is set to 1, it will appear in front
of text. Different values in this reg-
ister will make different parts of the

window transparent or opaque.

One other nice feature of using
characters as a hi-res bitmap is that
the window may be duplicated any
number of times at various posi-
tions on the screen. This technique
is illustrated in the Hi-Res Win-
dows Demo program.

Since Hi-Res Windows uses re-
defined characters to draw window
1, the old shape definitions are lost.
To minimize this effect, Hi-Res
Windows always uses the last char-
acters available. That is, it works
backward from character 255 and
only uses as many characters as are
necessary. Since the reversed set of
graphics characters is used first and
the normal numbers and characters
are used last, this penalty is not
usually significant.

Since Hi-Res Windows uses
sprites to draw window 2, some or
all of the sprites are lost. Again, this
effect can be minimized. Window 2
only uses sprite blocks 224-231 for
its shape definitions. Any other
blocks may be used for sprites by
changing the values in 2040-2047.
As long as blocks 224-231 are not
disturbed, the window may be re-

covered by resetting 2040-2047 to
224-231 and redrawing the window.
One other limitation of the
windows involves size. Since the
character set is being used to dis-
play graphics in window 1 and only
255 characters can be used at once,
the window may not exceed 255
characters in size. Likewise, win-
dow 2 is composed of sprites and
may not exceed eight sprites in size
(the maximum available on the 64).
Color is handled slightly dif-
ferently in each window. Because
window 1 is composed of charac-
ters, only one color may be used in
each 8 X 8 pixel square. Likewise,
because window 2 is made up of
sprites, only one color may be used
per 24 X 21 pixel area. Also, the
color of each block of window 1 is
determined by the screen’s color
memory. When window 1 is
DRAWN, the entire window is
drawn in the current color. Window
2’s color, on the other hand, is inde-
pendent of its position on the
screen, so DRAWing the window
has no effect on the text colors in
the window.
See program listing on page 78. G
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Adults $10

Students & Seniors S8
Seminars and stage demonstrations
are included with admission.

May"19, 20 & 21, 1989 &
L.A. Convention Center

Produced in association with Commodore Business Machmes

Tﬂ 9, Ji\- ;

1
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64 ¢ C128
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Exhibitors contact; The Hunter Group (416) 585-5906 Fax: (416) 595-5083

Vith amazing computers.
Stunning software.
Powerful peripherals.

The World of Commodore is coming
to capture your imagination.

It's the computer show for beginners and

‘hackers, professionals and students,
business people and home users.

Commodore Business Machines and many other
exhibitors will display and sell the AMIGA, C-64,
C-128, PC computers, a galaxy of software for
Commodore & AMIGA computers and a glittering
constellation of printers, disk drives and desktop
publishing equipment. You will find peripherals
and accessories for all your present and future

equipment. It's computer heaven.
Stage demonstrations and provocative
seminars, presented by top experts, are
included with your admission.

Three days of bargains, selection,
information, excitement and prizes.

See it all with your own eyes. Try it all with your own
hands. At the World of Commodore in Los Angeles.
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PEED

Now Get Inside Your Commodore with
COMPUTE"’s Gazette Disk.

e : : Now there's a way to get all the exciting, fun-filled programs of
| soLoFIcH wgn | COMPUTE!’s Gazette—already on disk—with COMPUTE!’s
Fr0 = Gazette Disk.

B Wman Subscribe today, and month after month you'll get a new, fully-
PEEERMOEE tested 5%-inch floppy disk guaranteed to run on your Commodore
0060 64, or Commodore 128 personal computer.

HAEHEOOEEH COMPUTE!’s Gazette Disk brings you all the latest, most chal-

' roy lenging, most fascinating programs published in the corresponding
issue of COMPUTE!’s Gazette. So instead of spending hours typing
in each program, now all you do is insert the disk. .. and your
programs load in seconds.

RESULT: You have hours more time to enjoy all those great
programs which appear in COMPUTE!’s Gazette—programs like
SpeedScript 128, Arcade Volleyball, 3-D Sprites, Sketch Pad, Scund
Manager, 1541 Speed and Alignment Tester, and hundreds more.

So don't waste another moment. Subscribe today to COMPUTE!’s
Gazette Disk at this money-saving price. Take a full year’s
subscription for just $69.95. You save 55% off the single issue
price. Subscribe for two years and save even more! Return the
enclosed card now.

Individual issues of the Disk are available for $12.95 (plus
$2.00 shipping and handling) by writing us at P.0. Box 5188
Greenshoro, N.C. 27403.
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Who Framed
Roger Rabbit

Breathes there a man with soul so dead
that he’s never seen the movie Who
Framed Roger Rabbit?

Well, yes, there is one on the staff
of this very magazine, who pleads busi-
ness pressures as the reason for his
missing out on the Roger Rabbit phe-
nomenon. (Not me. Hanging promi-
nently on the wall in my office is a
poster featuring Jessica Rabbit.) [Our
busy staff member has since seen the film
and reports he loved it.—Editor]

It's difficult enough to adapt a
movie to a computer game, but it's es-
pecially difficult when legions of fans
can recite whole passages of dialogue
from the movie. After all, this was the
top-grossing movie of 1988.

Who Framed Roger Rabbit is the first
software publishing effort of Buena Vis-
ta—whose parent company, Walt Dis-
ney Productions, played a large part in
making the movie. As a game, it suc-
ceeds on several levels, but not all.

First, there's the simplification of
the plot. As outlined during the title se-
quence, Roger has been framed for mur-
dering Marvin, the Gag King. Unless he

can find Marvin's missing will, Judge
Doom will sentence Roger to a vat of
deadly Dip. And ToonTown, where all
the Hollywood cartoon characters live,
will meet the same ghastly end.

The first level of the game is a race
through the streets of Hollywood, circa
1947. Roger’s vehicle is Benny the Cab.
You can use your joystick skills to help
Benny avoid the other autos, puddles of

34 COMPUTE!'s Gazette May 1989

REVIEWY

Dip, and streetcars. Being a Toon, Benny
also has the ability to leap onto build-
ings and race across their rooftops.
You can also help by touching the
various icons on the sides of the build-
ings, but you'll have to master the art of
making Benny jump in order to reach

‘The characterizations
and actions are so true to
the film that even purists

are not likely to quibble.

them. Pairs of rubber gloves protect
Benny from puddles, wheels add a
burst of speed, and diamonds remove a
bucket of Dip from your score. (A bucket
of Dip is the equivalent of the familiar
used-up life.)

The race ends when you arrive
safely at the Ink and Paint Club after
having avoided the many hazards, in-
cluding a van that’s full of the Judge’s
weasels. If you've seen the movie,
you'll remember the club. Its the hang-
out for Toons, where the waiters are
formally dressed penguins.

You've come to the club to look for
Marvin's will. It's a scrap of paper on
one of the tables, but there are many
scraps and many tables, and the waiters
are delivering more. The only thing you
can do is race around the tables, grab
every piece of paper, and sort out the
correct one later.

But don’t touch those drinks! Like
all the Toons, Roger goes bonkers when
he takes a drink. The resulting spasms
and wild gyrations will cost you valu-
able time. Another hazard is the bounc-
er, who is, quite literally, a big gorilla.
Get too close to him and he'll eject you
from the club, earning you yet another
vat of Dip.

After another race across town, the
climax of the game takes place at the
Gag Factory—the one where all those
crazy devices with Acme labels are
manufactured. The weasels have
caught up with you, and you'll have to
find and use the gags to disable them.

Being Toons, weasels laugh themselves
to death. So the faster you use the gags,
the sooner you'll be rid of them.

Even this isn't the end. You still
have to meet with Judge Doom, and it
really wouldn’t be fair to reveal what
happens next. Besides, 1 haven't sur-
vived enough of the game to know.

In all the levels I've seen, the ani-
mation is almost as smooth as good
movie animation. The characters them-
selves have sawtooth edges, robbing
them of some detail, which I assume is
due to the limitations of the computer.
The music and sound effects help sus-
tain the illusion that you're controlling
a movie,

At the end of each segment is an
interlude consisting of a still picture and
comic-balloon dialogue. The message
may either be congratulatory or feature
your Roger persona scolding himself
for failure.

The documentation is slight, re-
flecting the simple game rules. A Gag
Factory catalog is included in the pack-
age. The catalog forms part of the copy
protection—but even if it weren’t nec-
essary, it would be recommended read-
ing. Not only is the catalog as silly as it
should be, but it successfully emulates
the style of magazine ads from long ago.

I do have several technical com-
plaints about the game. First, it takes a
ridiculous amount of time to load. I
clocked it at seven minutes, although
you can cut out about four minutes by
pressing the space bar when the first
title screen appears.

Second, there are long loading de-
lays between the acts—giving you
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SUPER CRUNCHER — ONLY $9.99
+ A utiity to turn your Action Replay 5 into a
super powerful program compactor. Reduce
programs by up to 50%! Further compact pro-
grams already cruched by ARS's compactor,

GRAPHICS SUPPORT DISK- - °
: ONLY $19.99 ;
" To take advaniage of ARSS unique power, wa
have prapared a sulte of graphic suppon facilities.
+ SCREEN VIEWER: View screens in a 'side
show' sequence. / .
+  MESSAGE MAKER: Add scrofing messages
10 yeiur saved screens with music. .
» PROSPRITE: A tull sprite editor,
+« ZOOM LENS: Explode sections nl any saved
scroen fo full size..

5PM (PST)

Al ORI =

DEEP SCAN BURST NIBBLER - Only $39.99 Complete

The most powerful disk nibbler avalloble anywhere at any price!

Burst Nibbter ks actually a two-part system — a sottwore package and a paroliel cable to connect tha 154171571 to
44/ 128 (state type)

What gives Burst Nibbler its power? Conventional nibblers have to decode the data from the disk before it can
transfer it using the seral port bus — when non-standaord data are encountered they are beat, Burst Nibbiler fransfers
data as raw GCR code via the parallel cable without the need 1o decode it, so you get a perfect copy of the
eriginal

Will nibble up to 41 tracks « Copy a whole disk in under two minutes

Ftted in minutes — no soldering required on 1541 (1571 requires soldering).

Software Only $19.99 « Cable Only $19.99

256K SUPEROM EXPANDER Only $49.99

« 8 sockets eack accept BK thru 32K ROM or EPROM
chips.
On board operating system — no programs 1o load
Menu diiven — just press a key to load progrom.
Salect any slot under softwore controls.
Unigue EPROM generator feature will take your own
programs — basic or m/c and tumn them into autostan
EPROMs (EPROM bumet required).

ROBOT ARM - Only $124.99
Human-like dexterity to monipulcte small objects
+ Accessories; Commodore &4 Interface, 'Finger’
Shovel/Scoop, Magnetic Attachment, 2 Joy Sticks
« Uses 4 "D” size batterles (not included)
» Works with or without interface

MIDI 64 - Only $49.99

« Full specification MIDI interface at a reclistic price.
o MIDIIN » MIDI OUT » MIDI THRU

« Compatible with Digital Sound Sampler,

Jaws,

DATEL COMPUTERS
3430 E. TROPICANA #67
LAS VEGAS, NV 89121

DIGITAL SOUND SAMPLER - Only $89.99
Allows you to record any sound digltally Into memory
and then replay it with astounding effects.

Ploybock forwards/bockwards with echo/reverb/ng
moauation

MIDI compatibie with our MIDH 64 interfaoce

Full sound editing and realfime effects menu with wave-
forms.

Powerful sequencer plus load/save function.

Line In — Mic in — Line Out — Feedback controls.

TURBO ROM Il - Only 5§24.99
A replacement for the actual kemnal inside your 64.
Loads/5aves most programs at 5-6 limes normal speed,
Improved DOS support Including 10 sec. farmat,
Programmed function keys: Load, Directory, Oid. etc
Return to nomal kemol at fiick of a switch.
File copler « Special |/O loader « Plus lots more.
Hited in minutes — no soldering usually required.

MOTHER BOARD -~ Only. $29.99
= Sgves wear on expansion port
+ Accepts 3 cartidges (switchable)

*Add $4 Shipping & Handiing in the U.S. - Add $14 for
Foreign Orders - Canada/Mexico Add $10.00 = Virgin Is-
lands, AK, HI, FPO, APO Add $7.00 - Add $3.00 C.0.D..

Chacks
" DRIVE MO!
ber, Other Returns subject to 20% restocking fee.

DRYWADE & SOYAETWADE
WUWAKE & JC). IVWAKE

ROMMER 64 - ONLY $69.99 COMPLETE

Top quality, easy to use EFROM programmer for the 64/
128,

Menu-driven software/ha
grommir
ity itsalf
Program 2716 THRU 27256 chips @ 12,521 or 25 volts,

Full feature system — all functions covered including
device chack/verify.

The most comprehensive, filendly and best value for the
money programmer available for 64/128.

Ideal companion for Superom Expander, 16K EPROM
Board or cny EPROM-based project.

lware package makes pro-
Q. reading. verlfying. copylng EPROM's simplic

TOOLKIT IV - Only $14.99

+ The ultimate disk toclkit for the 1541 with more features
than most for less.
An absclute must for the serious disk hacker.
DiSK DOCTOR V2 » HEADER/GAP EDITOR » DISK LOOK —
Recover lost files. Disassemble ony program from the
disk to SCREEM or PRINTER. Much. much more.

COMPACTOR  FAST DISK COPY » FAST FILE COPY

10 SECOND FORMATIER » ERROR EDIT « MUCH, MORE

SMART CART - CARTRIDGE ONLY $59.99
NOW YOU CAN HAVE A 32K CARTRIDGE THAT YOU PRO-
GRAM LIKE RAM THEN ACTS LIKE ROMI
32K psuedo-ROM — battery bocked to last up to 2
years
Make your own cartridge — even aulo start types with-
out the need for an EPROM Burner.
Can be switched Infout via software.
Tum your cartridge Into a 32K RAM disk with our RAM
DISK software,
SOFTWARE ONLY $14.99

Orders / C.0.D. Accepted + SPEC

o OMPUTER &
WO P €O MY
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enough time to refill your coffee cup
and lose the competitive edge on your
joystick.

Third, once the game is lost, there’s
no way to restart it except by resetting
your computer and doing a complete
load. Worst of all, I've been unable to
reach any level where Jessica Rabbit
makes an appearance. (If you've seen
the movie, you know the great care that
was taken in her animation.)

In the end, a true adaptation of
Who Framed Roger Rabbit is impossible.
The charm of the movie relied to a large
degree on the imaginative combination
of the live actors and the animated
Toons. The two worked so closely to-
gether that the magic seemed real. Of
course, you don't see live actors in a
computer game; some things are still
beyond our current technology.

Even so, the game manages to re-
tain the important plot elements, and
the characterizations and actions are so
true to the film that even purists are not
likely to quibble, With all this going for
it, it's a shame that the loading delays
take away so much of the fun.

—Ervin Bobo

Who Framed Roger Rabbit
Buena Vista Software

500 S. Buena Vista
Burbank, CA 91521

§29.95

Ikari Warriors and
Victory Road

Sounds like a new samurai double fea-
ture playing at the art-film theatre. Actu-
ally, it's two new games from Data East.

Ikari Warriors is a game in which a
lone fighting man battles against fear-
some odds as the action scrolls up the
screen. You can’t reverse or fight left or
right, although there is limited horizon-

PLAYER A
00000000

PLAYER B
00001700

lkari Warriors

tal movement. lkari Warriors is like
Bazooka Bill turned 90 degrees.

On some computers, Ikari Warriors
is a true two-player game, where each
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player controls an Ikari warrior. On the
64 version, it's a one-player game.
(They should have changed the name
to Ikari Warrior.)

The enemy’s movements are fairly
predictable, so the game requires mem-
orizing a path through the carnage. Be-
cause of its narrow horizontal scale and
single sustained battle, Ikari Warriors is
a less successful combat game than Air-
borne Ranger. Ikari’s graphics and ani-
mation are not quite as good as Airborne
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Ranger’s, but if you liked Ranger, you'll
probably like this one, too. Itisn't a car-
toon adventure like Bazooka Bill, either,
There’s something deadly earnest
about Tkari Warriors. It takes itself very
seriously.

As you mow down the enemy,
their bodies disappear. In some cases,
the bodies are replaced by tokens (let-
ters in rectangles) that you can capture
by moving over them. With some to-
kens, you acquire superbullets and the
ability to kill everyone on the screen
(except yourself) with a single shot—
sort of a neutron hand grenade. Other
tokens are good for longer-range bul-
lets and tank shells, additional bullets
(you'll quickly need them), grenades,
and gasoline (for a tank your warrior
might steal).

I'm troubled by the lack of a sce-
nario in lkari Warriors. You're dropped
in the combat zone without a name and
without knowing who the enemy is or
why you’re fighting. That makes it
tough on the reviewer, who usually de-
pends on the badly written scenario for
great bons mots and sarcastic toss-offs.

Without a scenario, the battle be-
comes less personal. You're the lone
good guy and everyone else is the ene-
my. This aspect of the game is probably
intentional, contrived so that the prod-
uct can be sold without modification in
many different cultures. In Angola, the
enemy might be South Africans. In
Afghanistan, the enemy might be Rus-
sians, In Detroit, Toyota salesmen. Per-
sonally, I like to think of the warrior as
an avid golfer named Danny, chipping
away with his nine-iron at an armed,
militant faction of the ACLU. But you
can make up your own interpretation of
the game.

—_—

Victory Road is supposed to be a se-
quel—or part 2—of lkari Warriors, but
the two games have little in common
except for their fast pace, slow-firing
weapons, and simple graphics.

Victory Road is the more interesting
of the two. Instead of battling a name-
less, faceless foe, you're pitted against
super-demons, winged man-beasts
who shoot lava bullets, gremlins, and
various other beasties rarely seen out-
side fairy tales. (Sounds a little like The
Wizard of Oz, doesn't it?)

Fortunately, this game has a sce-
nario: The evil Stonehead and the pre-
viously mentioned undesirables are
threatening to take over the universe.
At least, that's the explanation for all
the bloodshed. Personally, I would kill
gremlins just for the heck of it.

The Victory Road landscape is bar-
ren. In some places, a rudimentary road
is laid out and marked with colored
stones, but for most of the game you
must find your own path among the
Mayan pyramids.

You'll be confronted periodically
by superdemons, who resemble the
masks used by the witch doctors in old
Tarzan movies. The game designers
suggest blasting them repeatedly in the
middle with grenades. Since my aim is

PLAYER B
00000000

PLAYER A
00010500

Victory Road

poor, | ended up missing more demons
than I hit. I did discover that some of
them can be shoved around with the
concussion of near misses,
Periodically, you'll find a flame
thrower and lightning bolt lying on the
ground. The flame thrower is virtually
essential to your success. Grab it and
stay alive. Lose a life and you'll lose the
flame thrower. The lightning bolts are
similar to the neutron hand grenades. If
stepped on, they'll destroy every crea-
ture on the screen except Danny.
You're equipped with a rifle and an
infinite supply of conventional hand
grenades, but the rifle fires painfully
slow bullets. If I were the enemy, I
would simply dodge them. The hand
grenades have a severely limited range.
As | said, your success rides largely on
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your ability to locate and hold on to a
flame thrower.

Neither of these games likes the
1571 disk drive. (Will some program
designer somewhere please make the
fast-load modules and other 1541-
specific tricks optional so that those
blessed with a 1571 can play your game?)

In the final analysis, these are fast-
paced, white-knuckle games that de-
pend heavily on manual dexterity and
memory and very little on intellect. The
music isn’t as inventive as Bazooka Bill’s
and the scenery isn’t as detailed as Air-
borne Ranger’s, but Ikari Warriors'
ground action will remind you of both
of these games.

Ikari Warriors allows limited hori-
zontal movement and is the more real-
istic of the two games. Victory Road,
which is limited horizontally to a single
screen width or less, is more challeng-
ing, but is about as realistic as the an-
cient computer game Venture.

—Robert Bixby

TIkari Warriors
Victory Road
Data East

470 Needles Dr.
San Jose, CA 95112
$29.95 each

Decisive Battles
of the American
Civil War,
Volume Il

If you've been holding your breath for
the Civil War to end, you can now
breathe a sigh of relief. With the release
of Decisive Battles of the American Civil
War, Volume 111, Australia’s Strategic
Studies Group has completed its three-
part tactical study of the War Between
the States. Volume I includes the early
years, Volume II spans the middle peri-
od, and now, with Volume III, the later
battles are covered. The series begins in
May 1864 with the Battle of the Wilder-
ness (Grant vs. Lee) and ends with the
Battle of Nashville, fought between
Thomas and Hood in December of the
same year.

While none of the scenarios depict
Lee’s surrender at Appomattox, those
included demonstrate quite well why
that surrender took place. With only
one real exception (the Battle of Frank-
lin), the Confederacy is on the defen-
sive. Historically, Lee’s plan was to be
on the strategic offensive and the tacti-
cal defensive (in Civil War battles, the
defense had the advantage). In these
scenarios, however, the South’s defen-
sive positions are the result of the stra-

tegic advance of the Union troops.
Unlike the other two volumes in the se-
ries, this one makes it more enjoyable
to play the Union side in most of the
scenarios. Somehow, the South seems
more desperate.

The game system is much the same
as in the first two volumes, retaining
many of the characteristics of S5G’s
original Battlefront system. Simply put,
everything is controlled by a complex
but usable series of menus. The open-
ing menus let you choose and edit a
scenario and then customize the game
to suit your own taste. The most impor-
tant choices at this stage are the Ex-
posed, Enhanced, and Radio options.
Switching on Exposed makes all the
units on the maps visible at all times,
while Enhanced gives bonuses to the
forces controlled by the computer, If
you turn Radio on, you'll control all of
your force’s units.

For the first few games, you'll want
to turn Enhanced off, but Exposed and
Radio on. Soon, however, a desire for re-
alism will set in, and you'll turn Exposed
and Radio off. This means that only
those enemy units your own units can
see will appear on the map—the rest
will be hidden—and it will be much
more difficult to communicate with your
own units. The effect is fascinating—
you'll have all the realism you want. But
in other ways the game will be less satis-
factory. More on this in a moment.

It's possible to play the game with
two human opponents, one controlling
the Union, and the other, the Confeder-
acy. In a two-player game, both players
plot their moves separately; then the
computer carries out the orders. In the
solo game, you make your moves, the
computer carries out your commands,
and then the computer executes its own
commands.
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From the Operations menu, you
can choose Personal, Command, Order,
or Resign. Each of these operations,
with the obvious exception of Resign,
takes you to a separate submenu. With
Command, you can put the corps or di-
visions under your control on the Of-
fensive, on the Defensive, or in
Reserve; in all three cases, you play the

role of the overall commander of the
battle (Lee in the Wilderness scenario or
Joe Johnson in the Atlanta scenario).
The Orders option lets you command
individual brigades. These you can
send to a specific objective, deploy into
battle formation, regroup around a
headquarters, or put into reserve when
they're exhausted. Once in battle, you
can order the brigades to assault, skir-
mish (a lighter attack), advance into
battle, or withdraw from battle.
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Back at the Operations menu, the
Personal option takes you to your own
headquarters. From there, you can
move the headquarters to a different
battlefield position, which is especially
important if the Radio option is turned
off and some of your army is out of your
command range, You can also enter the
excellent Profile submenu, where you
can adopt a Heroic, Bold, Sensible, or
Cautious stance for yourself. Heroic lets
you personally affect the outcome of a
nearby combat by giving the brigades
you lead a combat bonus (at the expense
of your headquarters’ staff). Bold is less
effective, but also less dangerous, Sensi-
ble is normal, while Cautious is just a bit
less inspiring. These profiles capture the
flavor of the Civil War battlefield,
where, to a large degree, the command-
ers personally directed the troops.

As we've come to expect from
SSG, the manual for Volume III is de-
tailed and contains a lot of background
material, Considerable space is given to
describing how the game system
works, even though we don’t really
need to know all the details. The man-
ual provides a short historical account
for each scenario and a section of gener-
al playing hints. As in all SSG games, a
design system is included for those who
wish to create their own scenarios or al-
ter the existing ones. Additional scenar-
ios are available from SSG through its
support magazine, Run 5.

I noted above that too much real-
ism can work against your enjoyment
of the game. To close this review, let’s
return to this curious dilemma. Simply
put, the more you tailor Decisive Battles
to reflect the actual conditions of the
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Civil War battlefield, the less enjoyable
the game becomes. This dissatisfaction
is due to the lack of control experienced
by the actual Civil War commanders:
Once the battle had begun, there wasn’t
a whole lot a commander could do.
Those who tried to maintain an overall
command of their troops would often
set things in motion only to find them-
selves merely waiting for the outcome.
On the other hand, those who took di-
rect control of one part of their army
often found they also had to give up
control of another part.

With the Exposed and Radio op-
tions turned off, you'll simulate the ac-
tual battle situation. In game terms, this
means you'll spend a lot of time simply
trying to get your headquarters into po-
sition so you can do something. And
even then, there won’t be much you
can control. In effect, this removes the
game from the player’s control. Realis-
tic, yes; fun, hardly. [ certainly wouldn’t
criticize this fine game for doing what it
does so well, but, personally, I play the
game with the Radio option on, as I
want more say in changing history. A
strange objection, but one [ suspect oth-
ers will voice as well.

Despite all this, Decisive Battles of
the American Civil War, Volume 111
brings the series to a very strong con-
clusion. What's next? How about a se-
ries of Napoleonic volumes, then
maybe Frederick the Great, then Marl-
borough, then into the Middle Ages,
and on to ancient times? Sure it’s a pipe
dream, but, well, why not?

—Neil Randall

Decisive Battles of the American Civil
War, Volume III

Strategic Studies Group

Electronic Arts

P.O. Box 7578

San Mateo, CA 94403-7578

$40

1581 Toolkit

Question: Name two orphans whose
parents are still alive.

Answer: The 1750 RAM Expansion Unit
and the 1581 disk drive.

These two semiorphans have a lot in
common. Both represent significant ad-
vances for highly popular, widely avail-
able computers. The 1750, if it can be
found, elevates the 128 to the league of
the IBM PC in terms of available mem-
ory. The 1581, more widely available,
elevates the 64 and 128 to the league of
the ST, Amiga, Macintosh, and PS/2
machines in terms of mass storage. Nei-
ther seems to have made an impact on
the collective unconscious of most soft-
ware developers.
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1581 Toolkit is designed to make the
operation of the 1581 drive more friend-
ly and accessible. It provides a set of disk
utilities that simplify disk-management
functions, such as copy and format. It
also includes a reference guide that takes
up where the rather thin 1581 manual
leaves off, providing a memory map of
the 1581’s ROM and RAM and a moni-
tor for exploring its insides.

Because 1581 Toolkit didn’t know I
had a RAM expander, it copied my
disks at a rate of five tracks per pass, a
time-consuming process that required
32 disk swaps. It would have taken just
four swaps if the program had taken ad-
vantage of the 640K of available RAM,
instead of limiting itself to the stock
amount of RAM. (Sudden inspiration:
Software developers should abandon
copy protection and instead provide
copy utilities on their disks. Invite hack-
ers to make as many copies as they like,
but make the copy procedure so tedious
no one could go through it more than
once and retain his or her sanity. That
would certainly make pirates easier to
identify: They'd be the ones drooling in
their shoes.) In case you were wonder-
ing, 1581 Toolkit will not copy copy-
protected disks.

Supposedly, if you have two 1581
disk drives, you can select dual before
the disk copy and then copy disks from
one drive to the other, thus eliminating
disk swapping. Unfortunately, after
hours of trying, [ was unable to coax the
1581 Toolkit to follow through on this
promise. It preferred to hang up, com-
plaining of disk read errors. The only
recourse in the case of such a crash was
to reboot. It took only a few seconds,
but it was irritating. To be fair, this
might have been the fault of the disk
drives I was using. Both were unmodi-
fied drives purchased over a year ago.

Somewhat faster and less trouble-
some than the disk-copy utility (which
is called Fast Data Copier) is the file-
copy utility, Fast File Copier. This utility
doesn’t make an exact sector-by-sector
copy of one disk onto another. It copies
only selected files to another disk.

This utility is fast. It's similar to the
XCOPY command in MS-DOS versions
3.2 and later: First it reads all the select-
ed files that can comfortably fit into the
computer’'s memory; then it writes
them in the same order to the destina-
tion disk. It has Uni-Copy (the file-
copying utility provided on the 1581
Test/Demo disk) beat cold.

The file-copy utility is liberal: By
that I mean generous, nondiscrimina-
tory, and willing to make allowances.
In the case of the 1581 Toolkit file-copy
utility, it means that it will read and
write files among a variety of drives. It
won't reliably copy GEOS files, however.

The 1581 Toolkit includes a fast
track-and-sector editor that provides 14

different options for viewing the disk,
including a disassembly of the current
sector. It would be nice if, when you
scanned to the end of the current sector,
the disk editor would automatically
jump to the next sector. Unfortunately,
to move to the next sector, you must re-
turn to the main menu (by pressing the
left-arrow key) and press ] with the cur-
sor on the first byte of the sector. This
could have been a little friendlier, but
then, that's what upgrades are for.
Needless to say, you can not only
read from the disk, but also write to it.
This editor is fast and friendly, and it pro-
vides onscreen help. Like most of these
utilities, this one is for the 1581 only.

1581 Toolkit's Fast

| utility delivers as

promised; it's 900-
percent faster than DOS.

File T & S (Track and Sector) Tracer
is another disk editor included in the
package. When you enter the filename
and press RETURN, it provides a
graphic representation of the entire disk
and the location of the specified file.
You can cursor through this display and
press RETURN to open up the actual
sector and examine its contents.

Your examination can be in the
form of a hex dump or disassembly, If
you opt for the disassembly, you can
actually alter the contents of the disk in
assembly language. Simply type over
the existing disassembled code with
valid 65xx opcodes, and the track-and-
sector tracer will write the resulting ma-
chine language code directly on the
disk. Once again, this utility works only
on the 1581 drive.

How many times have you wanted
to search a disk for information? If
you're a writer or programmer, this
problem comes up constantly. In which
file was your character named Joana
and in which file was she named
Gretchen? Is your PLOT routine in any
of the assembly language source files
on the disk?

The pattern searcher accepts a
search string in quotation-mark-
delimited ASCII or in hex or decimal
values, Then it rapidly examines each
track on the disk, counting the number
of times a given string appears on the
disk until a sector buffer is full. You can
select the track through a graphic repre-
sentation of the sectors that contain the
search information. You can then view
or edit the contents of the track.

Cwww.commodore.ca



The display of information is either
in hex or assembly language. Neither
display was of much use to me with
SpeedScript files (which are stored in
Commodore screen codes rather than
in ASCII), but if you're using a word
processor that generates ASCII, this
would be enormously useful. I hope the
programmers will consider providing a
SpeedScript-compatible display in the
upgrade.

The practicality of this utility is
enormous and by itself would justify
the purchase price of this product.

Confirmed readers of the manual
may be aware that the 1581 is capable
of supporting partitions and subdirec-
tories. If you're like most, though,
you've treated your 1581 like a jumbo
1541 and have ignored the manual’s hi-
eroglyphic explanation of the 1581's
advanced features.

The package also includes a parti-
tion creator, which is supposed to be
fast and easy to use. Unfortunately, it
doesn’t seem to work with older 1581s,
I purchased mine in the fall of 1987,
and this particular utility wouldn't
work properly on my drive. It did seem
to work satisfactorily with a slightly
newer drive.

A utility like this shouldn’t even be
needed. Commodore should have pro-
vided some sort of support for subdirec-
tories, including the BASIC 7.0
commands. The company could have at
least provided a more understandable
explanation in the 1581 manual.

There is a simple, highly usable
partition and subdirectory creator on
the 1581 Test/Demo disk called Parti-
tion Aid that worked with both drives.

If you would prefer to do your sub-
directory work in immediate mode,
here’s a brief explanation. To create a
partition on unit 9 named P1 and large
enough to make into a subdirectory
(120 blocks minimum, with 40 blocks
taken up by the subdirectory) which
runs from track 41, sector 0 to track 44,
sector 39, you use this amazing string of
characters:
OPEN15,9,15,"/0:P1,” + CHR$(41)+ CHR$

(0)+ CHRS$(120)+ CHRS$(0)+",C"

Then you have to format the partition
to endow it with a directory, thus creat-
ing a subdirectory.

To go to this subdirectory on unit
9, enter

OPEN15,9,15," /p1":CLOSE15

To return to the root directory, use
the following:

OPEN15,9,15,"/":CLOSE15

Partitioning a 1581 disk provides
unusual benefits. You can individually
format each partition as if it were a sep-
arate disk. This allows you to use more
efficiently the large space on the 1581
disk. By going to the root (outside of all
partitions), you can format the entire

disk at once, or you can scratch the par-
titions (thus clearing out all partitions
or subdirectories).

Is the partition utility easy to use
or, as the manual claims, “fun”? It
seemed fairly complicated to me, and
the manual wasn't as helpful here as it
was in other areas.

The partition and subdirectory ca-
pability of the 1581 is easy enough to
use from BASIC. Try it out on a blank
disk. I think you'll be amazed at how
quickly you become adept at its use,

The 1581 will format an 800K disk
in 100 seconds. That's not a ridiculous-
ly long time—the PC takes about 60
seconds to format a 360K disk. The Fast
Format utility takes 70 seconds to for-
mat a 1581 disk, which confirms the
manufacturer’s claim that the format is
30-percent faster.

The 1581 Toolkit Fast Format offers
something the Kernal format can't: par-
tial formatting. You can format any set of
contiguous tracks that includes track 40.

Why? I can’t imagine. But I'm sure
someone could find a use for this utility.
Unfortunately, after a partial format, the
disk appears to have no directory.
There’s nothing about this in the manual,
Track 40 is full of zero bytes, like all the
rest of the tracks on the formatted disk.

I have often wished there were a
CHKDSK (check-disk) command avail-

able for Commodore disks. The Vali-
date command is of limited use against
the kind of disk errors that can creep in.

The Error Scanner quickly scans
the disk and indicates the state of all the
tracks and sectors with a graphic repre-
sentation. When the scan is completed,
you can dump the graphic representa-
tion to an odd-numbered Commodore
printer.

The Error Scanner detected that a
partially formatted disk was not prop-
erly formatted with the older drive: The
format skipped over several tracks. A
scan of a disk formatted on the newer
drive detected no errors.

Another utility on the 1581 Toolkit
disk is a fast loader. The creators of this
utility claim a 900-percent improve-
ment with the use of their utility. As
fast as the 1581 is, could this be true?
Here are the results of my tests:

Number
of Blocks Seconds to load
Fast Loader DOS
25 2 15
153 8 77
165 9 80

I'd say this claim is an honest one.
Furthermore, the fast-load program it-
self is only seven blocks long (in two
files) and is relocatable.

BACKUP PROTECTED
SOFTWARE FAST.
From the team who brought you

64/128 computers.

64/128 regularly to handle new
protections; you as a registered

$15 plus $3 s/h.)

* Copies even protected disks in
under 2 minutes (single drive),
1 minute (dual drive).
on 1571 drives.

single drive.

Copy Il for the Apple, the Macintosh
and the IBM comes a revolutionary
new copy program for the Commodore

* Copies many protected programs —
automatically. (We update Copy Il

owner may update at any time for

¢ Improved support for ROM updates

® Maximum of four disk swaps on a

e |ncludes fast loader, 12-second
format.

Requires a Commodore 64, 128, or
“D" computer with one or two 1541
or 1571 drives.

Sales/Information: call
503/690-8090, 8-5 PST., M-F. We
accept J2 @®. Or send a check for
$39.95 U.S. plus $3 s/h, $8 overseas.

$39.95

Central Point Software, Inc.
15220 N.W. Greenbrier Parkway, #200
Beaverton, OR 97006

IR RATED

Call for a catalog of our full product line.
This product is provided for the purpose of enabling you to make archival copies only
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COMMODORE 128D

* 128K Std.

* 3 Mode Operation
1-64; Runs 64 software,
2-C128: Faster, more
memory for ir
productivity 3-CPM:
Uses Standard
cpm titles

$429%

Air Orders Processed Within 24 Hours

COMMODORE 64C
« Commodore 64C Computer SVStem
+ Excel FSD-2 Disk Drive Special

» Commodore 1802C Monitor

$449°
Q .\_

commoooke 3 ] 4 § PexT

The Commodore Colt, a
computer with all the
built-in features you
need. The Colt includes
640K, RAM, CGA video _z-t=
support, two 5.25 360K e
disk drives, serial and R
parallel ports with three
clock speeds (4.77/7.16/
9.14 MHz).

1670 Modem

Save time and increase

ity with the Commodore
1670 Modem. The 1670 utilizes
the popular “AT" Hayes
command sets, buill-in speaker,
auto dial, and auto answer. For
affordability and reliability
choose the Cornmodure 1670
Modeam.

$5995

COMMODORE 64
Power Supply

Tired of buying yet another
throw-away brick power
supply for your Commodore
647 Go with the Micro R&D
Power Supply. The MW
701-A features double fused
systems, schematics, and a
one-year warranty. Stay
with the best, stay with

Micro R&D, 1-yoar warranty
MAGNAVOX
CM 8762
7 The Magnavox CM B762 147

monitor is the smart choice for
your computing needs.
Standard resolution is 640H x
240V. This monitor includes a
built-in tilt stand plus a grean
text display switch, Fora
monitor with RGB TTL (CGA)

$23995 e oo

Suggested use 1280 or Colt PC.

1-800-233-8760

Excel FSD-2+ Disk Drive
o $1499

the Excelerator Plus

Disk Drive is quieter,

smarter, faster, and

more reliable than the

1541 and 1541C. \
1-yoar warranty

COMMODORE

1581
Disk Drive

Add more computing power
to your Commodore with
the 1581 Disk Drive. The
1553 1oamm35'720|(

$187°

5 GoldStar 2105 A

e Beghies Saar i FlecroniS. 3019 Star, & name you can
depend on, now provides the
2105 12" composite
monochrome monitor for
your computing needs. The
GoldStar 2105 supplies a
high resolution of 640H x
200V for IBM, Commodore,
Appla and Atarl computers
with compesite outputs.
With your choice of either
green or amber display,
GoldStar's 2105 moenitor will
highlight your home or office
computing needs.

DD Add the 1581 on ywr
Commodore today.

$79%

BCD 5.25"
Disk Drive

@ BLUE CHIP

The Blue Chip BCD 5.25 S8/
DD Drive is a perfect choice

ax alternative. The
BCD 5.25 Drive has an exter-
nal power s which

elrnhmaom ngand

P $144%
EPYX

The Epyx 500 XJ scores
significantly higher, faster,
and easier than any joystick
manufactured. The 500 XJ
comes with palm grip and

trigger finger fring. Break N
S
$13°

500 XJ
Joystick

MONITORS

Magna\mx GoldStar

BM7852 .. 2105 G Composite ... $79.95

BM7622 .. 2105 A Composite ... $79.95

7BM613 . 1410 CGA 14" ........$219.95

7BM-623 1420 EGA 14" .......$320.95

CM8702 1430 VGA 14" ........$380,95

cma7e2 1440 Superscan ..... $475.85

8CM-515

9CM-053 Commodore

9CM-082 1802C ovviiiirirrieer $189.95
1084 ....ooorcrrrrrreer $279.95

—C*www.commodore.ca




1200hc
Modem

Versatile power and
performance. The
Avatex 1200hc delivers
the great features of the
Avatex 1200 and more,
including Hayes®
compatibility, to allow
usa with virtually all
leading communications
software,

2 yoar warranty

SK3005 Ai
5L 130Ai ...

Star Micronics
NX-1000 .oouvusvomisnsesnnns
NX-1000C (B4C) ........ $169.
NX-1000 Color ........... $225.95
NX-1000C Color
NX-15 ...
NX-2400
NR-10 ...
NR-15 ...

Brother
HR20 ....
HR40 ....
M1709 .
M1T724L ...

$8995
R v o T R P T

Lyco Means Total Service:

Avarex: modems

Commodore

1670 coocseccescninsinnn $59.95
Supra

2400 .oocvirisccneinnninnninns: $119.95

Commodore Modem
Connection Cable by
Peak Peripherals

Your total solution for Commodore 64/128
to modem connections.

$2595

Hayes

Smartmodem 300.......$139.95
Smartmodem 12008 .. $279.95
Smartmodem 1200 ..... $279.95
Smartmodem 2400 ..... $419,95
Smartmodem 24008 . $419.95

PRINTERS

180D...
MSP-40

MSP-15E . $329.95
MSP-50 .... .
MSP-45 ... ... $389.95
Tribute 124 .. ... $399.95
MSP-55 ... ... $459.95
Premiere 35 .

Tribute 224 .,

Panasonic
1180
1191
3131
1092
1124
1592

Full Hayes® command

sel, on-line voice/data

switching, plus:

« 2 configuration settings

+ 4 phone numbers stored

« External configuration
switches

* View menu

2 year warranty

EPSON

For fast output and protessional print
quality, choose Epson’s LX-800. This full
featured 80 column printer has a speed of

180 cps (dratt) and 30 cps (NLQ).

Epson's exclusive SelecType front control

panel lets you customize documents with

popular type styles. The Epson LX-800
delivers affordable, professional printing

for your home or office.

= CITIZEN

Citizen 120-D

I you are seeking world
renowned printer

for your homa,
look no further than the 120-
D. Your data processing
needs are handled quickly at
a print speed of 120 cps
(draft) or 25 cps (NLQ). The
120-D features 9 pin dot
matrix print quality, standard
paralial contronics interface
and a 4K text butfer,

$137°°

$184°

Citizen 180-D

1200E Modem

US Robotics

Sportsler 1200 PC ........
Courier 1200 ....
Courier 2400 PS
Courier 2400 ...
Courier 24000 ............ I
Courler 9600 MST ...... $619.95

Okldata
OKImate 20 ...

Okimate 20 w/can ...... $189.95

180 .
182+

203 wiinterface ...

< ) HPOR .$639,95

Epson
LQ500
FXB50.
LQas50
EXB00
FX1050...

You can always rely cn the
Chizen 180-D. From its
prica/parformance value, 1o
a print speed of 180 cps
(draft) or 29 cps (NLQ) the
Citizen 180-D is an

Cwww.commodore.ca
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Air Orders Processed Within 24 Hours. NG b

Panasomc

Office Automation O
75\

KX-P1191

Announcing the Panasonic KX-P 1191, a 9 pin
printer with advanced features that put it ahead
of its class. The 1191 features the EZ-Set
operator panel that lets you access the most
commonly controlled printer functions right
from the front panal. The 1191 has other ad-
vanced features, Including an adjustable push/
pull tractor feed and multiple paper paths. All
these features come packaged in a rugged,

ic design with a two year limited parts
and labor warranty.

$179°

KX-P 1180

$319%
KX-P 1124

For axcellent print quality in a high speed
printer, choosa the KX-P 1124, Its 24 pin print
head produces draft text at a quick 192 cps
(draft) or letter quality text at 63 cps. In

The 1180 by Panasonic offers you more than
what you might expect in a low cost printer,
With muttiple paper paths, versatile paper
handling, and front panel programmability

$245%

through the EZ Set Operator panel, the 1180 addition, tha KX-P 1124 provides such *quantities limited

is an excellent value. The 1180 also leat as selectable push/pull

2 excallent print qualities: Near Letter Quality tractor, 5 resident print fonts, parallel

and Draft, with speeds up to 192 cps in Draft centronics Interface and a standard 6K butfer. Attentlon Bargaln Hunters
Panasonic’s KX-P 1124 ensures that your Panasonic 1091i Model Il

and 38 cps in Near Letter Quality plus crisp,

cloar graphics printing will be fast and professional. closeout! Call for detalls.
Okimate 20 Okidata 180 SP1600Al
Color Printer S ELL]
— —.
o)
L= |

With a print speed of 180 cps (draft) and 30 cps
(NLQ),. the high perlormance Okidata 180 saves
you time. Okidata has made operating the 180

This alfordable, personal printer provides full
color graphics capabilities, near letter quality
printing, and popular computer compatibility.

$129%

(interfacing avallable)

Price Guarantee

LN WO NG W NN WEG

easy with one touch control, a feature usually
offered only on higher priced printers. Thisis a
printer built for the long run. With great features,
compatibility and speed, the Okidata 180 means
real value for your printing needs.

$219%

Stay ahead of the competition with Seikosha's
SP1600AI printer, an excellent 9 pin dot matrix
output at 160 cps (draft) and 40 cps (NLQ).
Seikosha provides B kinds of dot addressable
graphic printing.

$179%

Since 1981, we have led the industry by continuing to offer the lowest national prices while providing quality

service. Many companies have come and gona trying to imitate our quality and service. If by some oversight
wa do not have the lowest prices advertised on the products you dasire, then we would appreciate the oppor-
tunity to rectify this oversight.

1-800-233-8760, ———

Cwww, pdore.ca
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Sales: 1-800-233-8760 or 717-494-1030
Hours: Monday through Friday,
9:00 a.m. to 8:00 p.m.
Saturday, 10:00 a.m. to 6:00 p.m.
Customer Service: 717-494-1670
Hours: Monday through Fnday,

9:00 a.m. 10500
Fax: 717-494- 1

= —
5LOIE‘4

MmICronics

NX-1000

in an affordable package from Star.

Announcing STAR’s NX-1000 Printer in 4 Models!

$169%

Star's answer to 9 pin dot matrix printers. A soft touch control panel
and Star's paper park feature solves your multi-document needs. 144
cps draft and 36 cps NLQ give you high resolution 9 pin performance

Accoss:
Echelon .......
L ] Mach 128 ...

Why shop at Lyco Computer? Noch 128 -t
Lyco Computer is one ol, if not the Ia(;&nm, and most established firms to provide only quality name Fm. Courses
brand computer products at prices 30% to 50% below retail. Wae've set many industry sta , and Heavy Metal
we are setting the pace for many more in the future. Our standards include: a separate claparlrnent for Firastorm .....
customer service; a price guarantee; guarantead lactory fresh merchancllss diverse payment and Fm Cours.a.s
shipping pdlclas 4nc1uclln a C.0.D. policy which allows cust to hav In their hands £
before paying anyth lection places Lyco at the forefront of the :ndustry. Due to our in-stock Leader Board

volume, we cannot advomsa all of our products. I you do not see the product you want advertised, Pack e

call Lyco Marketing toll free. Mach5.........
Triple Pack ..

How do | know | will get the product | need? kil
Our marketing sial‘l is well-educated in the computer industry. They receive continuous formal training Thunderchop|
by our irars whi blas them to davelop and maintain a high degree of expartise on the |
roducts they represam Though our strict guarantes on providing only new merchandise prohibits Aclivision: |
ree trial periods and a guarantee on compatibility, a wealth of | is avail 1o our Last Ninja ...,

to help with the purchasing decision. As ﬂousands of people every week capitalize on our savings
and services, we hope you too, will make Lyco Computer your first choice.

What about warranty or service?

We decided several years ago that a Customer Service Depaniment was needed in the mdustry un-
fortunately, lew of our competitors offer this service. Our Customer Service Daparman is available at
(717) 494-1670 to provide assistance in all warranty matters. Our product line enjoys “name brand

i nition,” and we back all of our manufacturer’s stated warranty terms. Many manufacturers will
allow defective !produm to be exchanged. Before returning any item thal appears to be delective, we
ask lhat you call our Customer Service Department to assist you in determining if the product is defec-
tive. I the product is determined detective, they will give you a special authorization number and
spoed processing of your order.

Will you rush an item to me?

Since 1981, we have set the standard in the rndusuy ocassn orders within 24 hours - nol4 loE
weeks. Wae offer next dns air, two day air, standard U 'raJ international shrp? e?

Our records show we fill 35% of our orders daily, Tampcran'\,r shortages are normally f \mthm 10
days. If an order cannot be filled within 60 days, we refund your money in full, unless you choose to
wait for the order and benefit from the price savings. Any time prior to shlpment you may cancel or
change the out of stock product by contacting our Customer Service representatives.

How do | order?

Send your order to L&co Comm“gner. P.O. Box 5088, Jersey Shore, PA 17740. Or, call 1-800-233-8760
of (7!;) 494-1030. We provide four payment mathods. Wae have always accepted C.0.D. orders
through UPS. P id orders over $50 are shipped freight-free in continental U.S. For orders under
$50, please add $3 for I'r%?hl Orders cﬁrepald by a certified check or money order are shipped
}mmedlalely Personal and company checks require a 4 week waiting period prior to shipping. Visa
and Master Card orders are accepted for your convenience, but we cannot pass along the 4% discount
oMered for cash. Prices advertised are cash prices. Purchase orcers are accepted from Educational
Institutions. We only charge sales lax on items delivered in Pennsylvania. For APO, FPO, and
International orders, Ien.se add $5 plus 3% for priority mail. Advertised prices and a\rarlanllry are
subject to change. Not responsible for typographical errors,

NX-1000c

With a Star NX-1000c printer your printing options will
never cease to amaze you. The Star NX-1000c has
standard Commodore serial interface for 64/128
computars. Print speed is selectable at 144 cps
(dratt) or 36 cps (NLQ) and paper parking will lend
versalility to your document handling needs. The Star
NX-1000c will fulfill your requirements to the letter,

$169°

NX-1000 Rainbow

The Star NX-1000 Rainbow adds a whole new
dimension to your work through multi-color printing.
Star has designed 20 printing options into this printer.
Add to this paper parking, Epson-1BM emulation, high
resolution NLQ/graphics for a printer with extra talent
over the competition. Star's NX-1000 Rainbow does

$2259

NX-1000c Rainbow

Step into a world full of color with the Star NX-1000c
Rainbow printer. Seven color printing is available

along with the same standard features of all Star NX-

1000 printers. Standard Commodore serial interface
is included. Enhance your Commodore productivity
with the Star NX-1000¢ Rainbow.

$229%

Cwww.commodore.ca
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Surge
Suppressors

- & ..'}
Printer
Paper

3

Mars Saga

Jordan vs. Bird .
Super Boulderdash ..
Lords of Conquest
Modem Wars

a iy Strategic Simulations:
» S Setine]  Phantasie Il ;
oy i Dungeon Master Asst.
; — & Eternal Dagger .
g Gaettysburg . .
4 Penzer Strike . 3
Phantasie .. i
- 1 Phantasie || .
- Typhoon of Steel |
Wargame Constr. ... $19.
. Sublogic:
Flight Simulator II L
indwidual Scenery
: Europe $17.
g Printer
i Ribbons : !
Disc TN
I/ Storage EEER-ollloedn i
Tac3 - $9. : : fua ;
Tac 2 § PG e $16.95
Tacs Kraft PC J k.
Tac 1 + IBM/AP . v
Slik Stick ... it Kralt Maze Master . 58
Black Max . X { Olhar e $13,95
3-Way ; PCIAR .3




In addition to providing useful,
often vital, information about the utili-
ties in the 1581 Toolkit, the manual pro-
vides useful information about the
operating system of the 1581 disk drive.
Well over half the manual is taken up
with charts and memory maps that as-
sist the programmer in using the 1581
drive. It contains a brief discussion of
hardware bugs in the 1581. The disk
that comes with the 1581 Toolkit pro-
vides a diagnostic routine that checks
the disk drive controller and the status
of a jumper in the unit. These are the
two things that were changed in the up-
grades. According to this diagnostic
tool, the two drives I have been using
are identical, so why they operate dif-
ferently is a mystery.

[ did run into a number of prob-
lems with the 1581 Toolkit.

The instructions indicate that the
program can be loaded and run with a
LOAD “*”.9,1 instruction, but I was
able to get this to work only in 64 mode.
To run the program in 128 mode, I had
to change my 1581 to device number 8
and boot from it.

The 1581 Toolkit isn’t consistently
friendly. Sometimes there’s no screen
message to tell you what to do. For in-
stance, when you're using the directory
editor, there’s no onscreen message to
tell you to use the space bar to mark
files or to use the cursor keys to move
through the directory. There’s also no
indication of how to transfer the file-
names from the input buffer to the out-
put buffer. The manual gives a lengthy
explanation of this process, but it would
be nice to have a line of onscreen help.

The commands and menus aren’t
consistent across the utilities. In some
situations, you must press the back ar-
row to return to the main menu. In oth-
ers, you press a function key or select
REBOOT MAIN MENU. In still other
instances, you press the RESTORE key:.

The utility uses the graphics
screen, switching to 64 mode if started
on the 128, which means that it doesn’t
take advantage of the 128's 80-column
screen—yet another semiorphan—
which would have allowed double-
speed processing.

It was troubling how many opera-
tions could not be backed out of with-
out rebooting. As a new user, | often
found myself on the threshold of a fatal
error, like reformatting the wrong disk
or copying files from my destination
disk to the source disk. There should al-
ways be a way to back out of operations
as powerful as this.

Also, the 1581 Toolkit doesn't like
GEQOS disks.

Most of my negative remarks con-
cern design problems. A beginner will
probably stumble over them, but after a
few hours with the program, the idiosyn-
crasies should no longer be an obstacle.

A programmer interested in using
the 1581 will value this package for its
sector-reading utilities and its reference
materials. A writer will appreciate the
global disk-search routine. Anyone
who uses a 1581 will appreciate the
Fast Loader and the rapid File Copy
routine. For the most part, the 1581
Toolkit package is worthwhile.

—Robert Bixby

1581 Toolkit

Software Support International
2700 NE Andresen Rd.
Vancouver, WA 98661

$39.95

Grand Prix Circuit

Your McLaren Formula One racer
screams down the long straightaway at
Rio de Janeiro’s Autodromo da Cidade.
Shift into sixth gear, and the speedom-
eter passes 190 mph before you ease off
and hit the brakes. Then downshift, turn
hard to the left, and power through the
sharp curve at the end of the straight.
The Honda Turbo engine almost sings
as you head for the finish line.

After having suffered numerous
spin-outs, crashes, blown engines, and
last-place finishes, I finally tasted vic-
tory in Grand Prix Circuit, a high-speed
racing simulation designed by Distinc-
tive Software and distributed by Acco-
lade, This package provides enough
options, challenges, fun, and thrills to
keep armchair drivers racing for hours,

Grand Prix Circuit offers a choice of
three cars: a V-12, 3.5-liter Ferrari; a V-8,
3.5-liter Renault-powered Williams;
and a Honda Turbo McLaren. Each car
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has its own characteristics, and you
might want to start with the Ferrari. It’s
a little slower than the others, but it
holds the road better—and you’ll need
all the help you can get when you ven-
ture onto a track.

The designers at Distinctive, who
also created Test Drive, have provided
plenty of options in this simulation,
making it very flexible. First of all, you
can steer, accelerate, and brake with

either a joystick, the keyboard, or the
128's numeric keypad. You can also
shift gears with the fire button or use
the keyboard, whichever you prefer.

Before climbing into the cockpit,
however, you'll need to decide whether
you want to practice on an empty course,
enter a single race, or try the champion-
ship series of eight races on eight interna-
tional tracks. In the championship series,
you'll earn points and have a shot at the
World Driving Championship on the in-
ternational circuit.

How easy or tough do you want
the action to be? There are five difficul-
ty levels, ranging from Beginner to Pro.
It's impossible to spin out or blow an
engine on the easiest level, and you
won't suffer any damage if you drive
off the course. But it gets trickier as the
skill level gets higher.

Next, you type in your name for
the drivers’ roster and choose from 1 to
99 laps per race. Then it’s time to select
a course.

r |
| i

The elght courses are modeled
after actual Grand Prix tracks. [ person-
ally like Rio’s Autodromo and Italy’s
track at Monza. I can think of a lot of
adjectives for Japan's Suzuka Interna-
tional, but few are suitable for publica-
tion. Its 3.499 miles consist of hairpins,
chicanes, S-curves, and a nasty tunnel
whose wall I hit once at 80 mph.

After choosing one of the courses,
you select your car. Then it’s time to
qualify, Your one-lap qualifying time
determines your starting position.

Try to develop a light touch when
steering or you'll be all over the road,
and watch your speed on the curves. If
you take them too fast, it's easy to end
up in the grass or spin out. Grand Prix
Circuit rewards you if you brake as late
as possible before a curve, so take the
turn tight, and then accelerate out of it.
That's where you can eat up the compe-
tition. If you go in too fast, you'll hear
an audible warning tone and see your
damage gauge climb as you tear up the
grass and your car.

I won the World Championship at
Level 2 in a Ferrari, but I can barely
qualify at Level 3. That's the beauty of
this simulation. If you like to race,
there’s plenty here to keep you interest-
ed. The easier levels won't discourage
rookies, and veterans will find plenty to
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test their driving skills, Win a few races
with an automatic transmission and
then see how well you can change gears
manually. I don't care if your name is
Jackie Stewart—you won’t soon out-
grow Grand Prix Circuit,

The graphics are great. You pass
grandstands and buildings, drive
through tunnels, pass and get passed by
other cars on the track. Clouds and
planes float overhead, and Mt. Fuji
even makes an appearance when
you're racing in Japan. Check behind
you in your twin rear-view mirrors, but
blow an engine and all you'll see back
there is smoke.

The sound is also good. The music
can be toggled off and on, and your en-
gine changes pitch as you maneuver
around a course. Bump a car in front of
you and you'll hear that, too.

Keep an eye on the tachometer
when you're shifting gears manually.
Push the needle past 11,000 rpm and
you're liable to blow an engine. A digi-
tal speedometer helps you judge your
speed before a turn. Don't try a hairpin
at 100 mph unless you get a thrill out of
plowing up the infield.

A damage indicator in your cockpit
moves from green to yellow to red, de-

pending on how many cars you've
bumped and how often you've run off
the track. Exceed the limits and you're
out of the race. Once you're into the red
zone, you should consider a pit stop for
a change of tires. The screen changes to
a bird’s-eye view of your car as the pit
crew goes to work. The damage indica-
tor resets to 0 if you change all four
tires. Some damage will still remain if
you just change two.

Back on the course, your cockpit
view has an optional course map that
indicates the position of your car and
the other cars. It also provides a pre-
view of upcoming curves, straight-
aways, and tunnels. A race Information
Box indicates your current lap number,
lap time, elapsed time, and position. It's
also optional.

A save-and-reload feature main-
tains your points and standing when
you're racing the circuit, so you don’t

46 COMPUTE!'s Gazette May 1989

have to finish all eight races at one sit-
ting. After each race, the game displays
your name, race statistics, speeds, and
best lap times. If your best time is
among the top ten for a track, it's auto-
matically recorded to the disk. If you
finish in the top three, a special victory
screen provides a postrace celebration,
complete with champagne.

Grand Prix Circuit offers plenty of
high-speed entertainment and thrills. If
automobile racing appeals to you, you'll
definitely want to take this package out
for a spin.

—Tom Netsel

Grand Prix Circuit
Accolade

550 S. Winchester Blvd.
San Jose, CA 95128
$29.95

Mars Saga

Set on Mars in the future, Mars Saga is a
science-fiction role-playing game that
enables you to explore the planet as you
try to complete a mission. Specifically,
you're to assemble a team to find out
why contact has been lost with Prosce-
nium, the largest outpost on the planet.
To reach Proscenium, you'll have to
come up with the skills, equipment, and
money necessary to begin a serious
exploration.

There is a world to discover in
Mars Saga—a sometimes treacherous
one. You begin in Primus, the oldest
city on Mars. Progeny is a city where
it's best not to run up against the law. In
the city of Parallax, criminals of all
kinds form gangs, despite the best ef-
forts of the police force. You won't see
Proscenium itself for several hours.
And last, a vast and dangerous wilder-
ness lies between the cities.

Like practically all role-playing
games, Mars Saga starts you off in an
unfamiliar setting, with enough skills to
get by but not enough to be effective.
You must immediately find ways to
raise your skill levels, obtain equip-
ment, and so on; and you must recruit
others to your cause as soon as possible.
The ubiquitous computer stations will
help you find ways to earn money.
With money, you can do the rest. There
are no automatic skill increases here;
when you have enough money, you go
to a training center, and then, if you
succeed, you move to a higher level.

Recruiting is handled well. You
can find recruits in bars, lounges, and
restaurants, but the game won't allow
you to recruit until you‘ve proven your-
self in some way. Once you're allowed
to recruit, you interview and select po-
tential recruits with the backgrounds
you need—marine, police, medical, sci-
entific, mining, and so on, You can fine-

tune your team even further by
inspecting each team member’s attri-
butes, skills, wealth, and weaponry
before you actually recruit the team.
Even so, you're bound to wish you had
selected differently, especially in the
early stages, so consider your choices
well, Selecting a wealthy partner, for
instance, won’t do you much immedi-
ate good because he or she won't give
you money until the two of you have
worked together for a while. In other
words, you have to build up a level of
mutual respect.

Each character has nine attributes:
might, agility, stamina, wisdom, educa-

Mars Saga is a strong
role-playing game with a
science-fiction setting
that works extremely
well.

tion, charisma, health, sex, and age. Be-
ing male or female makes no difference
as far as game functions are concerned,
but age does. The education level deter-
mines how much a character can learn
in a specific field, while wisdom deter-
mines perception and intuition. Each
character’s might, agility, stamina, and
health are displayed on the screen at all
times, in a sliding-bar format with col-
ors depicting the severity of injury.
Your goal is to acquire as many of
the 21 available skills as you can. The
most noteworthy skills are administra-
tion, battle armor, electric, language,
programming, strategy, and tactics; and
there are supplemental individual

weapons skills. Good administration
skills let you persuade others (they
work with your charisma attribute);
battle armor represents the training
needed to move around effectively
while wearing armor. Your electric skill
represents your understanding of elec-
tronics, your language skill determines
how well you can handle the various
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languages and dialects found on the
planet, and your programming skill de-
termines how adept you'll be at hack-
ing (you'll need this if you want to be
successful). Strategy skills allow you to
use military and political forces, and
tactics skills allow you to effectively use
available resources,

The skills of your team members
should complement each other. Your
character doesn’t need to be skilled in
all areas and is, in fact, better off con-
centrating on only a few areas. Recruit a
doctor to handle medical problems, for
instance, and a programmer to deal
with hacking.

Mars Saga’s screen shows the game
from the perspective of your party
while at the same time displaying an
overhead map of the immediate area. A
strategic map of the entire city is always
available, with the unexplored sections
shown as undefined black areas. A text
window gives you the information you
need. In addition to the main display,
each building you enter has its own dis-
play. The buildings include hospitals,
personal development centers, mine ele-
vators, police stations, universities, com-
bat training centers, munitions stores,
and lounges and barracks—each with a
different screen and a different set of op-
tions. How you handle the options will
determine how successful you are.

The disks are not protected; the

copy protection is handled by Electron-
ic Arts’ now-standard code wheel.
Whenever you enter a city, you must
find the appropriate symbols on the
code wheel and enter the correspond-
ing six-digit number. You can explore
all of Primus and even leave the city
before ever needing the wheel; by that
time, you'll be so hooked on the game
that you'll want to buy it. It's a very
clever system and is much less aggra-
vating than being asked for a word
from the manual at the beginning of
each session.

Mars Saga plays quickly, only occa-
sionally pausing to read from the disk.
The scenario offers a strong sense of
mystery and intrigue, making it a fasci-
nating game to explore. The combat can
be handled solely by the computer,
partly by the computer, or wholly by
the player. The last method offers a sol-
id tactical system (though it’s more
deadly than the computer-controlled
combat). All in all, it's a strong role-
playing game with a science-fiction set-
ting that works extremely well—and is
most welcome—on the Commodore 64.

—Neil Randall
Mars Saga
Westwood Associates
Electronic Arts
P.O. Box 7578
San Mateo, CA 94403-7578
$34.95 6
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Your Commodore RAM-expansion
unit can be transformed into a
superquick disk drive. "RAM
Wedge 128" adds seven commands
to BASIC 7.0 for easy access to ex-
pansion memory. Loads and saves
from the ramdisk are up to 30 times
faster than those from floppy drives.

BASIC 7.0 includes FETCH,
STASH, and SWAP commands, but
these commands expect you todo a
lot of work: You must indicate the
length of the transfer, keep track of
where the data is stored, and re-
member how much memory is
available for storage. RAM Wedge
128 does the hard work for you.
You simply use its RLOAD,
RSAVE, and RDIRECTORY com-
mands, which are patterned after
the familiar DLOAD, DSAVE, and
DIRECTORY commands.

A ramdisk works like a floppy
drive, but the information is lost
when you turn off the power. A
1750 expansion module gives you a
512K ramdisk; the 1764 supports a
256K ramdisk; and the 1700 unit,
128K.

Typing It In

RAM Wedge 128 is written entirely
in machine language, so use
“MLX” when you enter the pro-
gram. When prompted by MLX, re-
spond with the values given below.

Starting address: 0400
Ending address: 0CD7

Type in the data for RAM Wedge
128. Before you exit MLX, be sure to
save a copy to disk. To use this pro-
gram with a 1764 memory expan-
der, you need to create a special
version of the program. Execute
these commands to make a 1764-
compatible version:

BLOAD"filename”,B1

BANK 1:POKE 1596,4

POKE 2046,54:POKE 2047,52
BSAVE“RW1764”,B1,P1024 to P3294

To activate RAM Wedge 128,
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type these commands in direct
mode:

BLOAD"filename",B1
BANK 1:5YS 1024

A brief message confirming instal-
lation appears. You have three new
commands at your disposal. The
RDIRECTORY command gets a di-
rectory, RLOAD loads from the
ramdisk, and RSAVE is used for
saving. Make sure you save to a
floppy disk before turning off your
computer, because the ramdisk is
erased whenever the power is
turned off. In case of a crash, press
the reset switch and type BANK
1:5YS 1028 to restore the ramdisk.

Transform your meniory
expander into a powerful
ramdisk with this short utility
for the Commodore 128.
Requires a 1700, 1750, or
1764 RAM-expansion module
and a disk drive.

Ramdisk Commands

Most of RAM Wedge 128’s com-
mands correspond to disk com-
mands. Any differences are
described below.

RDIRECTORY displays the
ramdisk directory and VERIFY flag.
Each entry includes the filename,
the ramdisk address, the ramdisk
bank number, and the length in
bytes.

RHEADER clears all entries
from the directory. Confirmation is
required because it irrevocably
erases the ramdisk. The ramdisk is
automatically formatted during in-
stallation; you don’t need to initial-

ize it as you would a blank floppy
disk.

RVERIFY doesn’t work like
the normal disk VERIFY. Instead, it
toggles the automatic verification
that occurs during saves. A V in the
directory indicates that verification
is on.

RSCRATCH"filename” clears
the selected filename(s) from the
ramdisk. This command also re-
quires confirmation.

RRENAME"old filename"”
TO “new filename” renames a file
in the ramdisk.

RSAVE“filename’ stores a
BASIC program to the ramdisk.

RSAVE“filename' ,Bx,start
address,end address works like
BSAVE to the ramdisk.

RSAVE"filename'’,start
address,end address saves a block
from bank 0.

RLOAD"filename" loads pro-
grams. When used without param-
eters, this command loads a BASIC
program from the ramdisk. When
this command is followed by a
comma (and a comma only), it
loads data into bank 0 in much the
same way LOAD“filename”,8,1 op-
erates, but doesn’t disturb the
memory pointers. Warning: Don't
use RLOAD"filename”’,8,1—this
may crash the computer. The 8 after
the comma is interpreted as a start
address.

RLOADfilename”,Bx loads
data into bank x.

RLOADfilename’ ,start
address,end address BLOAD: a file
from the ramdisk into bank 0.

RLOAD"filename”,Bx,start
address,end address BLOADs a file
from the ramdisk into bank number
x, where xis 128 RAM bank 0 or 1.

Error Messages

RAM Wedge 128 contains a num-
ber of error codes that it displays to
help you to determine what has

Cwww.commodore.ca



gone wrong. The following is a list
of these messages and their proba-
ble causes.

UNRESOLVED REFERENCE
occurs when you attempt to specify
a bank number greater than 1. It
also appears when a start-address-
parameter variable name starts
with the letter b without first speci-
fying a bank.

VERIFY ERROR occurs when
a discrepancy is detected during
RSAVE with VERIFY on.

CAN'T CONTINUE ERROR
occurs during RSAVE when the
transfer did not complete and VER-
IFY is on.

TOO MANY FILES occurs
during RSAVE when the directory
is full (the ramdisk directory can
have 64 entries).

STRING TOO LONG occurs
when a filename exceeds 16 charac-
ters in length.

MISSING FILENAME occurs
when the filename is a null string.

ILLEGAL QUANTITY occurs
when the start-address parameter is
higher than the end-address
parameter.

OUT OF MEMORY occurs
when the expansion RAM is too full
to store your data.

Quick Switch
RAM Wedge 128 commands work
in program and immediate modes.
A BASIC RLOAD (one without any
commas after the filename) is the
only operation that disturbs BASIC
pointers other than the COLD-
START routine (SYS 1024). When
executed from within a running
program, RLOAD resets the
CHRGET pointers and runs the
new program. This is equivalent to
executing a LOAD inside a pro-
gram. Because of the speed of RAM
Wedge 128, this opens up some
pretty interesting possibilities.
One technique involves the
use of entire subprograms instead
of regular subroutines. These
would have access to all variables
and, when finished, could exit by
RLOADing the calling program, or
any other program, into memory.
All that's needed is a RETURN stra-
tegically located near the beginning
of the calling program. All variables
and stack pointers are left intact. In
the following example, the first

program calls the second program.

Type and save the programs to the

ramdisk using the RSAVE com-

mand. Use the name PROGRAM 1

for the first program and PRO-

GRAM 2 for the second.

10 IF A% THEN RETURN:ELSE A%=1

20 REM THIS IS PROGRAM 1

30 PRINT“PROGRAM 1”

40 GOSUB 70

50 PRINT“BACK TO PROGRAM 1”

60 END:REM REPLACE WITH GOTO30
TO CONTINUE SWAPS

70 RLOAD“PROGRAM 2”

10 REM SUBPROGRAM
20 PRINT*"PROGRAM 2
30 RLOAD“PROGRAM 1”

Disk vs. Memory

Each RDIRECTORY entry displays
the filename, the ramdisk memory
address, the ramdisk bank number,
and the size of the file in bytes. The
ramdisk directory doesn’t indicate
how much room is left. Each file
must be saved into a single bank; it
can’t be split up. So if you had 15K
free in bank 3 and 18K left in bank
4, you couldn’t save a 20K file.

RHEADER doesn’t need a disk
name or ID. Files are automatically
verified during saves. If you don't
want verification, RVERIFY toggles
the flag off. There is no ramdisk
equivalent to the normal VERIFY
command.

RSAVE may also be used like
BSAVE, and RLOAD can emulate
BLOAD. Just include a bank num-
ber and the starting and ending ad-
dresses to indicate block
commands. For example, RSAVE
““SCREEN"',B0,1024,2024 saves
screen memory to the ramdisk.

RAM Wedge 128 commands
can use string variables as file-
names and numeric variables for
parameters. Formulas and BASIC
functions may also be used. For ex-
ample, use PEEK(51)/2 for length
and MID$(F$,2,2)+ . A" for file-
name. The bank parameter (that is,
RLOAD filename”,B0 . ..) cannot
be a variable, nor can the variable
name of the start address begin
with a B if a bank is not specified.

The * and ? wildcard characters
are valid in load, scratch, and re-
name operations. Save with Re-
place (@:filename) first does an
RSCRATCH and then an RSAVE.
The RDIRECTORY command
doesn’t accept pattern matching
such as RDIRECTORY“TEST*".
See program listing on page 81. G
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—4« “Hawaiian Odyssey" Scenery Disk -
Yes, our new "Hawalian Odyssey" Scenery
Disk puts Flight Simulator, Stealth Mission
and Jet pilots in a tropical paradise! The
islands contain many wonderful sights; one
of them also contains a mysterious gateway
to a fantasyland unlike anything you've ever
seen!

The natural beauty of Hawaii adds up to one
great Scenery Disk. Our design team did an
excellent job of recreating downtown
Honolulu and Pearl Harbor on the island of
Oahu. Flying into the crater of Mauna Loa,
one of Hawaii's most volatile volcanoes, is
exhilarating and perfectly safe. The 400-mile
long Hawaiian Island chain’s distinctive visual
details, airports and radio nav-aids make it a
perfect complement to all SubLOGIC flight
simulation programs.

“Hawaiian Odyssey" also offers the very first
structured SubLOGIC  Scenery Disk
adventure! A number of clues are scattered
about the islands. They can be located only
by exploring each island at low altitude (and
what better way can you think of to pass the
time?). These clues will guide you to a very
surprising reward; don't let anyone tell you
about it ahead of time!

Top Selling Commodore 64/128 Products
This Month:

1. Stealth Mission ($49.95)

2. Flight Simulator Il ($49.95)

3. “Western European Tour”™ Scenery Disk
($24.95)

4. Jet ($39.95)

5, San Francisco Scenery Disk ($24.95)

6. Scenery Disk # 7 - US. Eastern Seaboard
($24.95)

7.5cenery Disk # 3 - (IS, South Pacific
($19.95)

B. Scenery Disk # 4 - .S, Northwest ($19.95)

See your dealer to purchase SubLOGIC products,
or call us direct to order by charge card at (B00)
637-4983. llinols residents call (217) 359-8482,

SubLOGIC Corporation
501 Kenyon Road
Champaign, IL 61820

Please address any feedback/correspondence regarding
SubLOGIC products, operations, or this “Flight Motes™
column to ATTHN: Chairman’s Office.
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Advertisers and designers use color
to make text bold and attractive.
We've all seen letters on posters
and advertisements which begin in
one color and fade into another hue.
“Shades” brings this capability to
the 64. With this program, you can
display standard text characters in
four colors, creating color-fading
effects. Shades is guaranteed to
turn ordinary text screens into
professional-looking displays.

Getting Started

Shades is a two-part program. The
first portion of the program (lines
10-240) demonstrates Shades’ fea-
tures; the remainder of the program
(lines 1000-1160) contains the ma-
chine language (ML) routine—
stored in DATA statements—that
actually colors the text, To prevent
typing mistakes while entering
Shades, use “The Automatic Proof-
reader,” found elsewhere in this
issue. Be sure to save a copy of the
program to disk or tape when
you've finished typing.

To install Shades, load and run
the program. Once the ML data has
been POKEd into memory, follow
the instructions on the screen to
view the character-shading effect. If
you wish to use this routine in your
own programs, include lines 1000-
1160. (If you renumber these lines,
be sure to set the variable RL at the
beginning of line 1010 to the first
DATA line in this subroutine.) Also,
be sure to execute a GOSUB 1000
before using Shades’ commands.

Three Commands

To access Shades’ features, you
must use three SYS commands. The
first has the following format:

SYS 49152,border,background,c1,c2,c3,c4

This SYS call activates Shades; sets
the border and background colors;
defines the color of the top (c1), up-
per middle (c2), lower middle (c3),
and bottom (c4) sections of each
character; and clears the screen.
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Richard Penn

Give your text displays a
commercial appearance
with this short but powerful

routine for the 64.

SHAVES
LOFYRIGNT 1988
COMPUTE! FUBLLLATIONS, WL,
nLL EivWIS EESERVED
R T T S SR NNV PP AN rT e
SHALES FEOVIFES A KEN GRRFHILS
OBk THAI ENBANLLS 1EX) MHITH

B FOUR COLOK SHADIMG EFFECT.

Wil LAM EASILY LkwhSEORH Vobk

MUkl TEX) SLEEERS IRID
FROFESSIONA. LOURIRE DISFLAYS.

L e e e L e e

FELhS ANY KLY 10 LHANEE LULGKS
ke Cwr ibRns 10 RERD

“Shades” gives new meaning to the term
multi-color text.

Each parameter following the
SYS address can have a value in the
range 0-15, representing the stand-
ard Commodore colors. So, for ex-
ample, the command
SYS 49152,0,0,1,3,14,6

fades characters on a black back-
ground from white on top—
through cyan and light blue—to
blue on the bottom. Below is a table
of color combinations that produce
some interesting character shades
on a black background:

cl c2 c3 c4
14 1 8 7
1 7 8 2
14 1 8 9
6 14 3 1
6 14 8 2
5 7 8 9

To determine the best combinations
for other background colors, experi-
ment with different color values.
The four hues you choose af-
fect everything that’s printed on the
screen, including custom charac-

ters. Although the program works
with standard high-resolution
mode, it’s not compatible with
multicolor mode,

Printing to the screen with
Shades is the same as usual, except
a few things which concern the way
the display is created. Everything
you print should be in reverse vid-
eo; the characters will show up nor-
mally on the screen. To clear the
screen, use SYS 49152 rather than
CHR$(147), the regular clear-
screen character. Finally, changing
the cursor color or scrolling the
screen disables the shading effect.

The second command, SYS
49239,c1,c2,c3,c4, changes charac-
ter colors without clearing the
screen. This command makes pos-
sible a screen fade-on/fade-off ef-
fect. If the characters are the same
color as the background, you can
use this SYS call to add color to
characters a section at a time so that
text appears to materialize onto the
screen. Similarly, the screen ap-
pears to dissolve if you set the color
of each character to the background
color with successive calls.

Finally, the third and last com-
mand—SYS 49275—turns Shades
off.

How It Works

To see how Shades operates, clear a
shaded screen and print some in-
verse and some normal characters.
Shades takes advantage of the fact
that inverse characters display the
background color through their
blank sections.

When a raster interrupt is used,
the background color is altered four
times for each row of the screen.
Next, the screen is filled with in-
verse spaces to hide the background
colors, When inverse characters are
printed, the multicolored back-
ground shows through, making the
characters appear shaded. So, char-
acters with Shades are really tem-
plates over the background.

See program listing on page 82. G
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fo a fast start
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computer service technician

1 m Choose fraining —CL)M =U1|1:H
that’s n%I;i fortoday’s | PERVICE =
good jo

Jobs for computer service technicians
will almost double in the next 10 years,
according to the latest Department of
Labor projections. For you, that means
unlimited opportunities for advance-
ment, a new career, or even a com-
puter service business of your own. 1989

But to succeed in computer service today, you need training—
complete, practical training that gives you the confidence to service any
brand of computer, You need NRI training.

Only NRI—the leader in career-building, at-home electronics training
for 75 years—gives you practical knowledge hands-on skill, and real-
world experience with a powerful XT-compatible computer you keep.
Only NRI starts you with the basics, then builds your knowledge step by
step until you have everyThlng you need for a fast start as a high-paid
computer service technician,

e

|

T
i

2000

2- Go beyond
“book learning”
to get true hands-
on experience

NRI knows you learn better by
doing. So NRI training works
overlime to give you that
invaluable practical experience.
You first read about the subject,
studying diagrams, schematics, and photos that make the subject even
clearer. Then you do. You build, examine, remove, tesl, repair, replace.
You discover for yourself the feel of the real thing, the confidence gained
only with experience.

3- Get inside
a powerful com-
puter system

If you really want to get ahead =
in computer service, you have
to get inside a state-of-the-art |
computer system. That's
why NRI includes the
powerful new Packard
Bell VX88 computer as
the centerpiece of your
hands-on training.

As you build this
fully IBM PC XT-
compatible micro
f.om the keyboard up,
performing key tests

i e

r
Nr e,

and demonstrations at each stage of (mt,mbly you ﬂclunily see for
yourself how every section of your computer works.

You assemble and test your computer’s “intelligent” keyboard,
install the power supply and 5'4" floppy disk drive, then interface the
high-resolution monitor. But that's not all.

You go on to install a powerful 20 megabyte hard disk
drive—today's most-wanted computer peripheral—included in your
training to dramatically increase the data storage capacity of your

computer while giving you lightning-quick data access
By getting inside this powerful computer, you

get the confidence-building, real-world experience
you need to work with, troubleshoot, and service

today’s most widely used computer systems,

4- Make sure you’ve always got
someone to turn to for help

Throughout your NRI
training, you've got the
full support of your
personal NRI instructor
and the entire NRI
technical staff. Always
ready to answer your
questions and help you if
you should hit a snag,
your instructors will
make you feel as if

- you're in a classroom of
one, giving you as much time and persmml attention as you need.

5- Step into a bright new future in
computer service—start by sendmg for
your FREE catalog today!

Discover for yourself how easy NRI makes it to suc-
ceed in computer service. Send today for NRI's big,
100-page, full-color catalog describing every
aspect of NRI's one-of-a-kind computer training,
as well as training in robotics, TV/video/audio
servicing, electronic music technology, security
electronics, and other growing high-tech
career fields.

If the coupon is missing, write to: NRI
School of Electronics, McGraw-Hill Continuing
Education Center, 4401 Connecticut Avenue, NW, Washington, DC 2(]0[}8

13M & a regigtered trademark of International Bushess Machines Corp.

=n
Hill'l

McGraw-Hill Continuing Education Center l
4401 Connecticut Avenue, NW, Washington, DC 20008 I

School of
Electronics

For career courses
approved under Gl Bill
LI check for details.

MCHECK ONE CATALOG ONLY

[[] Computers and Microprocessors
[ Robotics

[ TVVideo/Audio Servicing

L] Security Electronics
[} Electronic Music Technology I
[ Digital Electronics Servicing

[] Computer Programming I

I [[] Data Communications [] Basic Electronics I
I Name _ I
| Address |
I Cliyaesadaasr -« Soe i e onnvenx oveoaiale Zip I
I_ Accredited by the National Home Study Council 153-05¢
—— — — Z G wwiv-eommederé.ca



OFTWARE DISCOUNTERS
OF AMERICA

USA/Canada Orders—1-800-225-7638

PA Orders—1-800-223-7784

Customer Service 412-361-5291

* Free shipping on orders
over $100 in continental USA

e No Surcharge for VISA/MasterCard

e Your Card is not charged until we ship

ORDER LINE HOURS: Mon.-Thurs. 9:00 AM-9:00 PM Fri. 9:00 AM-7:00 PM Sat. 10:00 AM-4:00 PM Eastern Time.

Commodore 64/128 Bargain Basement—Dozens of Titles For Less Than $10!

ELECTRONIC ARTS”

January 1890. The
Africa of your imagina-
tion is about to
become real in this
geographically &
historically accurate
graphic adventure.

Heart of Africa
Our Discount Price $7.88

A BOX OFFICE
Fire Storm $9.60 Ali S9.68
ACCOLADE High Rollers $49.88
Ace of Aces £9.88 S100,000 Pyramid . S9.88
Fight Night ... ....$9.84  BRODERBUND
Hardball . S$9.44 Cauldron S9.88
ACTIVISION Choplifter David's
Aliens . .. _LS9.HB Midnight Magic S9.68
Cross Country Karateka . - . 549.848

Road Race. . .... so.u8  Loderunner ... 59.88
Ghostbusters . .., $9.68 Magnetron . .. .59.88
Hacker 1 or 2...89.88 Ea.  CDA
Predator 59,688 America Cooks Series:
Shanghai. . .\ o00ous S9.04 American ... 59,88
Transformers ... 9.8 Chinese ... 0. L 89.00
ARTWORX French $9.608
Beach Blanket Italian $9.88

Volleyball .. 59.80  Mexican §9,58
Equestrian Show DATA EAST

Jumper ... ..o $9.88 Express Raiders . SH.BE
Highland Games .. .%9.88 Q-Bent S8.88
Thai Boxing ... ....59.88 TNK . ... .S8.88
AVANTAGE EASY WORKING
Deceptor o000, S9.H8 SPINNAKER
Desert Fox ..+ :%9.88 Filer Sh.HH
et Boys £9.608 Planner S6.00
Plasmatron L5908 Writer S6.680
POWRR s e SO ELECTRONIC ARTS
Project Space Station$9, 88 Adv, Const, Sot L8088
Sigma 7 ... $9.88 Amer, Cup Sailing . .$7.88
Spy vs. Spy 1 & 2 . 8988 Arctic Fox .$9.88

Earth Orbit Station . $9.88
HETECH QP EXPRESHONS

Design and print signs,
cards, stationery,
banners & more! A
program for home,
office and school.

Print Power
Our Discount Price $9.88

Financial Cookbook . $7.88

Hard Hat Mack ... . $7.88
Heart ol Africa .. 57.88
Lords of Conquest .. $9.688
Marble Madness $9.88
Movie Maker $9.88
Music Const, Set $9.88
Patton vs, Rommel, . $9.688
Pinball Const. Set . .$9.88
Racing Dest. Set £9.88

Realm ol Impossibility$7.88
Seven Cities of Gold $9.88
Shyfon L $9.88
Super Boulder Dash . $9.88
The Standing Stones $7.88

Ultimate Wizard $9.88
World Tour Goli ... $9.88
EPYX

Champ Wrestling . . . $6.88

P.S. Graphics Scrapbook

=1: Sports ., .....99.88
=20 Off the Wall, . $9.88
=3 School. ..%9.88
FISHER-PRICE
Bowling .§9.88
Fire House . ..., .. $9.88
Fun Flyer .. %9.80

HI-TECH EXPRESSIONS

Sesame Streel Series:

Astro-Grover ... 56,88
Big Bird's Spe
Delivery .. ..56.88

Ernie’s Big Splash. . . $6.88
Ernie’s Magic Shapes $6.88
Grover's Animal Adv.$6.88
Pals Around Town ., $6.88
Sesame St. Print Kit . $9.88
INFOCOM

Hitchhiker's Guide . . $9.88
Infocor :
Gamma Force ... SB.68
Lane Mastadon . . . $8.88

Zork Quest 1 or 288,88 Ea,
Leather Goddesses ., $9.88
2otk 1 ...
E(]N-\\\I-'A('"O.\I CITy

Circus Charlie ... ..59.88
Hyper Sports/Ping Pong$9.88
MASTERTRONIC

Bounder . .. 56,688
Captain Zap .S6.88
Energy Warrior ... ., $6.88
Feud ..oo00 0000 90,88
Last V-l .$4.868

THUNDER
MOUNTAIN

Armed with your
knife, bow, grenades,
rocket launcher &
machine gun, you
must free the
prisoners or die
trying.

RAMBO: First Blood Part 2
Qur Discount Price $6.88

EpYX

meanest rogues of
the ring till you're
the champ.

I Can Remember . $9.88

Little Piano Teacher . $9.68
Perfect Fit $49.88
School Bus Trip . 89,688
GAMETEK

Candy Land 5000 $9.88
Chutes & Ladders . .$9.88
Double Dare ......5%9.88

Go To Head of Class $9.88
Hollywood Squares . $9.88
Super Password ... S9.68
GAMESTAR

Champ. Baseball . . .$9.88
Champ. Basketball . . $9.88
GFL Ch, Football . . . $9.88
On Court Tennis . . . $9.88

Star League Baseball!

On Field Football . $9.88
Star Rank Boxing 2 .$9.88
HI-TECH EXPRESSIONS
Award Ware
Matterhorn Screamer$b.88
Print Power .$9.88
Tom Sawyer's Island $6.88
Win, Lise or Draw . S8.88

Take on eight of the

Championship Wrestling
Our Discount Price $6.88
[t S e e o A e

Grog's Revenge . .. .. $6.60 Galaxian .. ........ $8.88
Wizard & The Princess$6.88 Jr. Pac Man ... .. $8.08
Wiz Type ... 86,88 Ms. Pac Man .. .S8.88

SIMON & SCHUSTER

. oS48
Pro Golf ,.........5%4.08
Prowler: War in 215050688

Shogun . .$6.08
Slam Dunk ........5%6.88
Squash ., . ........50.88
Slarm ......

Ten Speed

Vegas Poker &

Jackpot . . ... 5488
Water Polo ... ..., . $%0.88
SEGA
Congo Bongo (R). . . . $4.88
Super Zaxwvon (R) ... $4.88
SHARE DATA
Concentration .., . .. $9.08
Family Feud . Su.88
Jeopardy . .58.88
Jeopardy 2 $9.88
Skate Rock .. .. $6.88

Sports Jeopardy . .. . . $9.88
Wheel of Fortune . . . $8.88
Wheel of Fortune 2 . $9.88
Wheel of Fortune 3 . §9.88

Frogger . $h.88

Great Int’'l, Paper Airplane Music Writer .. ..., £6.88
Construction Set . . $9,60 Pac Man ... S6.08
SPECTRUM HOLOBYTE Pole Position. . ... .. $8.88
G0 e _.s9.48  Rambo: First Blood
SPINNAKER Part Il .. ........56.88
e Slot Car Racer ... .. $6.86
f;;:";uif:‘h_"_l {3 g:g Super Pac Man , .. .. $9.88
Film Maker ... ... sigg JopGun..........$56.88
- Winter Challenge . . .$9.88
Gold Record Race . .84.88 VALUE WARE
Karate Chop . ...... Sh.00 L LY
Learn the Alphabet .. §a.88  Artistooooowon $4.00
Learn to Spell ... .. $4.88 Educator . ... %488
Learn to Add ..%4.88 Entertainer .. ... ...5%4.88
Railroad Tycoon . . .. $4.08 Home Banker . . $4.88
Story Machine, ... .s4,88  Home Manager... .. S4.80
5] Kitchen Manager . . . . $4.88
Gemstone Healer . . . $9.88
Gemstone Warrior . . $9.88
Questron. . ........59.88 ASK YOUR
TELARIUM SALESPERSON
Nine Princes in
Amber ... ... ... 59,68 FOR THE

Perry Mason: Case of
Mandarin Murder . $9.88
THUNDER MOUNTAIN

COMMODORE
SALE ITEM

Do e O 1608 OF THE
Felony......oouvas 59,88 MONTH!!!

Simon&eSc

COMPUTE

Print, fold & fly
award winning, high
performance paper
airplanes, designs in-
clude everything
from biplanes to the
space shuttle.

Great Int’l Paper Airplane Const. Kit
Our Discount Price $9.88
R e onan e s e

P.O. BOX 111327—DEPT. CG—BLAWNOX, PA 15238

*Please Read The Following Ordering Terms & Conditions Carefully Before Placing Your Order: Orders with cashiers check or money order shipped immediately on in stock items! Personal
& Company checks, allow 3 weeks clearance, No C.0.0.8 Shipping: Continental U,S.A.-Orders under $100 add $3; free shipping on orders over $100, AK, HI, FPO, APO-add $5 on all
orders, Canada & Puerto Rico-add $7.50 on all orders. Sorry, no other International orders accepted! PA residents add 6% sales tax on the total amount of order including shipping charges.
CUSTOMER SERVICE HOURS: MonFri, % AM-5:30 PM Eastern Time, REASONS FOR CALLING CUSTOMER SERVICE—412-361-5291 (1)5tatus of order or back order (26f any merchandise

purd hased within 60 days from S0
w replaced with the same merc
product purchased & return di

Yol AL is defective, please call for a return authorization number. We will not process a return without a return auth, #! Defective merchandise will
ndise only, Other returns subject to a 20% restocking charge! After 60 days from your purchase date, please refer to the warranty included with the
y to the manufacturer. Customer seevice will not accept collect calls or calls on 5.0.01 AL's 800# order lines! Prices & availability are subject to change!

New titles are arriviog daily! Please call for more information,

doy Aroie malls

MODEM OWNERS: You can order ondine from our Commadore Shop via the CompuServe, GEr




SOFTWARE DISCOUNTERS

OF AMERICA

USA/Canada Orders—1-800-225-7638

PA Orders—1-800-223-7784

Customer Service 412-361-5291

* Free shipping on orders

over $100 in continental USA
® No Surcharge for VISA/MasterCard
* Your Card is not charged until we ship

ORDER LINE HOURS: Mon.-Thurs. 9:00 AM-9:00 PM Fri. 9:00 AM-7:00 PM Sat. 10:00 AM-4:00 PM Eastern Time.
CANADIAN CUSTOMERS CAN NOW ORDER TOLL-FREE

ABACUS BOOKS
Anatomy of the 1541 .514
Anatomy of the Cod . .514
1571 Internals. ... .. .$14
GEOS Inside & Out . .$13
GEOS Tricks & Tips . .513
ABACUS SOFTWARE
Assembler Monitor . . .§25

[} T [ SR iR . v L
Basic 128 .. $39
*Becker Basic ., ..., $33
Cad Pakio . rovaiiii $15
Cad Pak 128..... $39

Chart Pak 64 or I:H.S.;‘.’n Ea.
Cobol 64 or 128 . .$25 Ea.

Fortran ....c.v004..925
PPM .vven M. v 11
PPM 128, ... vass$39

Speed Term 64- (:r 128 525
Super C 64 or 128 $39 Ea.
Super Pascal 64 or 128539 Ea.

TASH: g s ey
AN TR e s e $39
*Requires GEOS!

ACCESS

Echelon wilip Stik .. .$29
Famous Course Disk #1
for World Class LB, $14
Famous Course Disk #2
for World Class LB, $14
Famous Course Disk #3
for World Class LB, $14

Heavy Metal ... .....825
Leader Board (Original)
1 A A |

Tenth Frame ... ..., .%25
Triple Pack: BH1, BH2,

Raid Over Moscow . $14
World Class

Leader Board . ..., .825
ACCOLADE
Apollo 18 ..........819
Bubble Ghost ., .....%19
Card Sharks.........519

Fast Break .......... $19
4th & Inches Football .$19
4th & Inches Team
Construction Disk . $9.68
Grand Prix Circuit ... $19
Jack Nicklaus Goll . %19

Mini Putt...........%19
Power at Sea........%19
Rack ‘Em...........519
Serve & Volley . ... .. 519
Test Drive ooovvvuin $19
The Train: Escape lo
Normandy ........ $19
LRSS <519

ACTION SOFT

Thunder Chopper ... .519
Up Periscope! ... ... $19
ACTIVISION

Black Jack Academy . . $25

Chop 'N Drop.......519
Crosshow ..........519
F14 Tomcat. .. ...525
F18 Hornet . .. «++523
Last Ninja 2 .. ...523
Mainframe. . .. +0.923
Maniac Mansion .. ...%823
Might & Magic ......$25
Might & Magic 2 ... .Call
Neuromancer ..., .. $25
Ocean Ranger ... .., . $25
Rampage ... ... .. 923
Sky Travel .. ... 933
The Last Ninja ...... 813

Zak McKracken. .. ...523
AMERICAN EDUCATIONAL
Biology «....iu. v 912

Learn 1o Read (Gr, 1-4)825
Science: Grades 3/4 . 812
Science: Grades 5/6 ..812
Science: Grades 7/8 . .§12

US Geography ...... $12
US History ..... ..512
World Geography ... .512
World History .. ... .. $12
ARTWORX
Bridge 5.0, ... ..519
Cycle Knight . .......514
Daily Double

Horse Racing ... ... 514
Linkword French. . ... %16
Linkword German . . . . $16
Linkword Russian ... .%16
Linkword Spanish . .. .816
Strip Poker ......... $21

Data Disk #1 Female .$14
Data Disk #2 Male .. .$14
Data Disk 43 Female .$14
AVALON HiLL

NBA Basketball . 825
Spitfire *30 . .. .523
Super Sunday .......521

SHBS Gen, Mgr, Disk .. $19
SBS 1987 Team Disk . $14
Under Fire .........$23
BATTERIES INCLUDED

Paperclip Publisher . . .$33

Paperclip3 ......... %33
BAUDVILLE

Award Maker Plus .. .$25
Blazing Paddles. ... .. $23
Rainy Day Games .819
Video Vegas . . .819
BERKELEY SOFTWORKS
Geor 128 ..ivnnns 544
Geo-Calc 128 ....... $44

Geo-File 128 ... ... ..%44
Geo-Write Workshop 128544
Geos 64 (2.0) .......539
*Desk Pack Plus .. ... $19
*Font Pack Plus
*Geo-Chart
*Geo-Cale ... iiias
*Geo File ...
*Geo-Programmer .. .
*Geo-Publish. ....... %33
*Requires Geos 64!

BOX OFFICE

California Raisins ....%16
Esycho Sa s vl S16
BRODERBUND
Arcade Game Const, Kit§19
Bank St. Writer. ... .. $13
Carmen Sandiego:
Europe . .......,..%25
RISAY s iianaita s P E0
World. . .. 00 $23
Downhill Challenge . .$14
Print Shop . . .. ..$26
P.S. Companion ., ... $23

P.5, Graphics Library
#1, #2, or 83 .. .$16 Ea.
P.S. Graphics Library
Haoliday Edition . ...516

Star Wars ...... ...5919
ToyShop...........519
BLUENA VISTA

Roger Rabbit ., ... ...$19
CAPCOM

Bionic Commando ., .$19

Ghosts & Goblins ... .$19

Gumsmoke . . ... $19

Side Arms ..........%19

Speed Rumbler ... ... $19
NTRAL POINT

7 LR E i swe 923
CINEMAWARE
Defender of the Crown$23
Rocket Ranger. .

Sinbad . ...
The Three Stooges .. .$23
Warp Speed (R). .. .. .$33
CM5
General Acct, 128 . .%119
Inventory 128 . .. 549
DATA EAST
Bad Dudes ........, Call
Breakthru ..., .. .0 819
Commando .........514
Guerrilla War . ... ... Call
Ikari Warriors . . %19
Karnow, . ceosre s sin $19
PISIOOMATS v st smrons $19
RoboCop ........... $23
Speed Buggy . .......%19
Tag Team Wrestling . .$14
Victory Road . won s 919
DATASOFT
Alternate Reality:
The City ..........519
The Dungeon . ... .. $19
Battle Droidz .......819
Bismarck ... .. ...519
Cosmic Rel vo 319
Firezone ... v 19

Global C(:mm-an.ll.l-.r .. %519
Hunt for Red October $26

Lancelot s .ovessnens $21
Rubicon Alliance. ... . %14
Time & Magik . . .. &
Tobeuld o 821

Tomahawk..........$21
Video Title Shop w/
Graphics Companion$21
DAVIDSON
Algehlaster
Math Blaster . .

Spell It ....... X
Word Attack ... .. .., %32
DESIGNWARE

Body Transparent ... .$19
Designasaurus . ... .. .%23
Spellicopter . ... ...

DIGITAL SOLUTIONS

Pocket Filer 2 ..., ...%23
Pocket Planner 2 ... 823
Pocket Writer 2 ... ..533

*All 3 in 1 Super Pack $59

DIGITEK
ywood Poker ... .519
Western Games .., $19

ELECTRONIC ARTS
Bard's Tale 1, 2 or 1826 Ea.
Bard’s Hints 1, 2 or 389 Fa.
Caveman Ugh-lympics $21
Chessmaster 2100 . .. . 526
Chuck Yeager's AFT . .523

Demon Stalker ..., $21
Double Dragon......523
Dragon's Lair ....... s19
Instant Music ....... $21
Jordan vs. Bird ..., .. s21
Modem Wars ..., $23
Legacy of Ancients .. . $21
Monopoly .........., $21
POgastS s o' vv s v w bt L4

Power Play Hockey ..$19

Project Firestart ... ..%21
RO v e 7 o i 826
Roadwars .. $21
Rockford . .. 1]
Scrabble . $23
Scruples. . -.$23
Skyfox 2 . SR v ) |
Skate or Die ........521
Star Fleet 1.........526
Strike Fleet .. ....... $21
The Mars Saga . .....$23
Wasteland . ...... ..526
ERYX

Battleship ... .. ..519
California Games ., .. 524
Create A Calendar ... %19
Death Sword . ... ... . %19
Destroyer ..... <. 8524
Dive Bomber........814
Fast load (R)........ $24
Final Assault . ... .514

4 x 4 Off Road Racing $14
Impossible Mission 2 .$14

LA, Crackdown . .... 514
Legend of Blacksilver .$24
Metrocross .. .......516
Mindroll .. .. cre 824
Space Station Oblivion$14
Sports-A-Roni .. ..... %16
Street Sports:
Basehall ..........5%14
Basketball.........514
Football ..514
Soccer ...........%14
Sub Battle Simulator . .$24
Summer Games. . ... .514
Summer Games 2 ....514
Technocop . . 524
The Games:
Summer Edition ... .524
Winter Edition ... .. $24
Tower Toppler ... .. 524
Winter Games, .. ....%14
World Games ....... 14
GAMESTAR
Take Down ........ $19
INFOCOM
Battletech ......o.0u $25
Sherlock: The Riddle of the
Crown Jewels <+ 523
Zork Trilogy $29

INKWELL SYSTEMS

#170 Deluxe LP, ... %69
#184C Light Pen . ... . %44
Flexidraw 5.5 .......$23
Graphics Galleria 21 . %19
Graphics Galleria =22 .$19
Graphics Intregrator 2 $19
INTRACORP

Bumper Sticker Maker $33
Business Card Maker . $25
Button & Badge Maker$33
Club Backgammon $19
Vegas Craps ..519
Vegas Gambler | .819
MELBOURNE HOUSE

Barbarian ..........519
John Elway's QB .. ...%$19
MICROLEAGUE

Baseball. . . .. ..$25
Box Score Stats. ... ., $16

U7 or B8 Team Disk$14 Ea.
General Manager ... . $19
WWF Wrestling ..%19

WWF Superstars Vol. 1514
WWF Superstars Vol. 2514
MICROPROSE

Airborne Ranger .. ... 8§23
F-15 Strike Eagle . .. .. $23
Gunship, ...... AR |
Pirates ...... 825
Project Stealth Fighter $25
Red Storm Rising ... . 925
Silent Service .. ... ., $23
MINDSCAPE

720 Skateboarding .. .$23
Alien Syndrome $23
Aussie Games Call
Bad Street Brawler .. $19
Blockbuster . ... %19
Captain Blood . ... . $23
Clubhouse Sports .., , %19

Color Me: The Computer

Coloring Kit .. ..... $23
Combat Course. .. ... Call
Crossword Magic .. ..519
*Deeper Dungeons . .. 516
[ o 30 Y e R e $23
Gauntlet ..oouunnns $23
Harrier Combat Sim. .$19
Hostage . . . . . Call
Indi Jones & The

Temple of Doom %23
Indoor Sports .. ..., $19
Infiltrator 2.........%19
Into the Eagle's Nest. . $19
Joker Poker ......... $19
MISL Soccer ........523
Out Run ..... NPT, v &

PAPEIBOY . viv vwaiy s &8 $23
Perfect Score SAT . ... 544
Power Players Joystick $19

Road Raider $19
Road Runner ! 523
Super Star

lce Hockey ..., ., 523
Super Star Soccer ., . $23
Uninvited .......... %23
Willow oovvnanaiis $19
*Requires Gauntlet!
MiSC
Bob's Term Pro. . ... .%$29
Bob's Term Pro 128 . ,$39
Doodle ....... .825
Final Cartridge 3 847
Font Master 2 $23
Font Master 128 $29
Superbase 64 .. 8§25

Superbase 128 ..., .%33
Superscript 64, 523
Superscript 128. 825

Super Snapshot (R) .. . 847

ORIGIN
Autoduel ... ... 825
Moebius ..., .. $25
Times of Lore .. ... ..%25
Ultima 1 or 3 ... .%25 Ea,

Ultima 4 or -+ $39 Ea.
Ultima 5 Hint Book . . .%9
PROFESSIONAL

Fleet System 2 Plus, , .$33
Fleet System 4 128, , 543
RAINBIRD

SR e 519
SIMON & SCHUSTER

JK Lasser Money Mgr. $14

Typing Tutor 4 ..., .. $25
SIR TECH

Deep Space......... %23
Knight of Diamonds . . $25
Proving Ground .$25

SPRINGBOARD

Certificate Maker ... .814
C.M. Library Vol 1 .$9.88
Newsroom. . ... . 514

N.R ARt #1, 2, or 389,00 Ea,
sl

Demon's Winter . . s$21
Eternal Dagger ......526
First Over Germany . .$32
Gettyshurg $39
Heroes of the Lance . Call
Panzer Strike! . .....$29
Phantasie 1, 2 or 1526 Ea.
Pool of Radiance $26

Typhoon of Steel 512
War Game Const, Set, $21
Warship............ $39
SUBLOGIC

Flight Simulator 2 $32
F.5. Scenery Disks .. .Call

| L SRR e e v 1
Stealth Mission . ..., . $32
TAITO

Arkanoid .. .. $19
Alcon. . ...... 519
Bubble Bobhle $23
Operation Waoli $23
Rastan . . $23
Renegade. ., .. varvis 2
Sky Shark ... .. $23
THREE SIXTY

Dark Castle. . ... 523
Warlock ..._... LCall
TIMEWORKS

Data Manager 2 ... .. $14

Data Manager 126 .., $33
Evelyn Wood Reader . $14
Swiftcalo/Sideways 519
Swiltcalc/Sideways 128433

Word Writer 3 ..., ,.525
Waord Writer 128 ... .$33
UNICORN

Decimal Dungeon ... . 819
Fraction Action......$19
Percentage Panic ..519

Race Car Rithmetic .. .$19
Ten Little Robots ., . %19
UNISON WORLD

Art Gallery 1 or 2 $16 Ea.
Art Gallery: Fantasy . . %16

Print Master Plus ... .$23
WEEKLY READER
Stickybear Series:

ABC!S Gaaiiiiin e o923
Math 1 or 2 ..., . %23 Ea.
Numbers ... ... dons 923
Opposites . ’ 523
Reading ............523
Spellgrabber

Typi wis

L 549
.$4.99 Bx.

Bonus 55, DD
Bonus DS, DD . . $5.99 Bx.
Compuserve Starter Kit$19

Contriver Mouse .. 8313
sk (Case (Holds 75)%6.88
Disk Drive Cleaner . $6.88
Fpyx 500 X] Joystick . .S$14
Icontroller..........814
Wico Bat Handle ... $17
Wico Boss..........$12
Wico Ergostick |.S. .. . $19
XETEC Super Graphix . $59
XETEC Super Graphix Cok$79
XETEC Super Graphix Ir.539

P.O. BOX 111327—DEPT. CG—BLAWNOX, PA 15238

*Please Read The Following Ordering Terms & Conditions Carefully Before P|arinﬁ. Your Order: Orders with cashiers check or money order shipped immediately on in stock items! Personal

& Company checks, allow 3 weeks clearance. No C,0.D."s! Shipping: Continent.
orders, Canada & Puerto Rico-add §7

ntal U.S.A.-Orders under $100 add $3; iree shipping on orders over $100, AK, HI, FPO, APO-add $5 on all
0 on all orders. Sorry, no other International orders accepted! PA residents add 6% sales tax on the total amount of order including shipping charges.

5
CUSTOMER SERVICE HOURS: Mon.-Fri. 9 AM-5:30 PM Eastern Time. REASONS FOR CALLING CUSTOMER SERVICE—412-361-5291 (115tatus of order or back order (2)if any merchandise
urchased !\II!IIH 60 days from S.D.of A, is defective, please call for a return authorization number, We will not process a return without a return auth, #! Delective merchandise will
he replaced with the same merchandise only. Other returns subject to a 20% restocking charge! After 60 days from your purchase date, please refer to the warranty included with the
product purchased & return directly to the manufacturer. Customer service will not accept collect calls or calls on $.D.0f A.'s B00# order lines! Prices & availability are subject to change!

New titles are arriving daily! Please call for more information,

o
MODEM OWNERS: You can order onine from our Commadore Shop via the Compuserve, GEnie and




SUPER,

SLIDESHOW

Steve Emsley

Slide-show programs offer a nice
way to show off your collection of
pictures, but most programs of this
kind display picture files stored in
only one particular format. If you
have pictures you've downloaded
from a bulletin board or if you use
several different graphics pro-
grams, you'll find this kind of pro-
gram to be very limiting.

“Super Slideshow’’ can dis-
play almost any graphics screen
created on a Commodore 64 or 128.
It displays pictures stored in over a
dozen formats, including such pop-
ular formats as Doodle, The Print
Shop, and Koala. Even though Super
Slideshow runs on the 64, it can
display pictures created on the 128.

Typing It In

Super Slideshow consists of three
programs: Program 1, “Slideshow
Creator,” Program 2, “Slideshow
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Player,” and Program 3, “Slideshow
ML.” Programs 1 and 2 are written
in BASIC and should be entered
using “The Automatic Proofreader,”
found elsewhere in this issue. Be
sure to save copies of both programs.

Program 3 is written entirely in
machine language. It must be en-
tered using “MLX,” the machine
language entry program. When
MLX prompts you, respond with
the values given below.

Co00
C28F

Starting address:
Ending address:

Once you've typed in the whole
program, save a copy to disk with
the name SS.ML. Program 3 must
be saved on the disk with Program
2.

Before you begin building a
slide show, you need to decide
what pictures you want to include.
Copy these picture files to a blank

o
C:oo
o
W o
*\bo o CGQ
A \\
“5090 9‘09‘\

formatted disk; the order isn’t im-
portant. Be sure to note which
drawing program was used to gen-
erate each of the pictures. A graph-
ics file requires approximately
35-40 blocks of disk space to store,
so you can put 15-20 pictures on a
disk. Remember to leave room on
the disk for Super Slideshow’s dis-
play program, machine language
routine, and slide-show script—
about 13 disk blocks for all three.

Creating a Script

Run Program 1, Slideshow Creator.
The main menu appears on the
screen with the following choices:

1. CREATE SLIDESHOW

2, EDIT SLIDESHOW

3. SAVE SLIDESHOW

4. LOAD SLIDESHOW

5. QUIT

Since this is your first session, select
option 1, Create Slideshow. The

Cwww.commodore.ca



program prompts you for the num-
ber of pictures in the slide show.
Your slide show must contain at
least one picture, and it may con-
tain as many as will fit on the disk.
Next, the program asks how long
(in seconds) to display each picture.
Enter a value between 1 and 59, If
you enter a number outside this
range, the default value, 10, will be
used.

Next, the program prompts
you for the name of the picture file,
the graphics format, and the mes-
sage to display while the picture
loads. When entering the name of
the graphics file, don’t include any
extensions added by the drawing
program. For example, don’t in-
clude the DD added by Doodle or
the PI. added by Blazing Paddles.
Type the name as it would appear
from within the drawing program.

Super Slideshow supports the
following graphics formats: Koala,
Create with Garfield, Doodle, The
Print Shop, Paint Now!, Art Studio,
Advanced Art Studio, Rainbow Paint-
er, Paintbrush, Vidcom, Artist 64,
Blazing Paddles, and lo res (charac-
ter graphics). When the program
asks you to choose a graphics for-
mat, press the corresponding letter
key. If the paint program you're
using isn't in this list, try several
different formats. You may be able
to use one of these formats to dis-
play your pictures.

All formats supported by Su-
per Slideshow, except lo res, are
either high resolution or multicolor
bitmap formats. Lo res is a format
used by several paint programs (in-
cluding Deluxe Paint I, Screen Gem,
and Grafix Magic 4.0) to store ordi-
nary text screens.

The last bit of information the
program asks for is the message to
display while the graphics file
loads. This message can be up to 40
characters long and can contain any
characters except the comma or co-
lon. You can enter messages up to
80 characters long, but those longer
than 40 characters won't be cen-
tered on the screen correctly.

When you finish entering data,
the program returns you to the
main menu.

Other Options

Once you've entered your slide-
show script, you need to save it to
disk. (You must save your slide
show so that Slideshow Player can

execute it.) Select the Save Slide-
show option from the menu. The
program asks for a filename, saves
the data, and then returns to the
main menu.

Once your script is saved to
disk, you can use Program 2, Slide-
show Player, to view your handi-
work. If you discover a mistake in
your slide show, don’t worry. Slide-
show Creator also has Load and
Edit options.

To modify a slide-show script,
select Load Slideshow from the
main menu and enter the filename
of the script file. Next, select Edit
Slideshow from the main menu.

The Edit option displays the
information for each picture in the
slide show. You can change the pic-
ture name, format, or message; go
to the next picture; or return to the
main menu. After you've edited the
information for all the pictures, you
can change how long each picture is
displayed. Be sure to save your up-
dated script before leaving the pro-
gram. (Note that Slideshow Creator
can overwrite older versions of
your script file, so you need not
save it with a different name.)

Watch the Show

After you have copied your picture
files and written your script, you're
ready to watch the slide show. Be
sure that Programs 2 and 3, your
script, and your picture files are all
on the same disk; then load Slide-
show Player and type RUN.

Slideshow Player loads Pro-
gram 3 and then prompts you for
the name of your script file. Enter
the name of the file and press RE-
TURN. The script file is loaded, and
the show begins.

For each picture in the script,
the program displays the message
while it loads the picture file. The
picture is displayed for the amount
of time you've selected, and then
the next one is loaded. You can
force Slideshow Player to begin
loading the next picture by pressing
any key other than Q while a pic-
ture is on the screen.

Slideshow Player displays
each picture in the script and then
loops back to the beginning again.
You can quit by pressing Q while a
picture is being displayed. The pro-
gram returns to the script filename
prompt. Press just RETURN to go
back to BASIC.

See program listings on page 83. B

1] GET MORE
: Z|| PLEASURE
4| FROM THE
BIBLE WITH

il

N

The Computer Reference Bible

LANDMARK

Here's what LANDMARK will enable you to dot
v SEARCH THROUGH THE BIBLE--Find
Phrases, words or sentences.
v DEVELOP TOPICAL FILES—Copy from The
Bible text and search results then add your
own comments and notes,
v COMPILE YOUR PERSONAL BIBLE---
Qutline texts in color. Add notes,
comments, and references. Make your Bible
Study organized and on permament record!
v CREATE FILES--- Convert them for
wordprocessors like Paperclip and GEOS.
v MAKE SUPPLEMENTARY STUDY FILES---
For specific study and develop translation
variations,

NEW LOW PRICE!
$119.95

v1.2 for C64 and v2.0 for C128
CALL OR WRITE TODAY FOR A
FREE BROCHURE, WHICH SHOWS
HOW VALUABLE IANDMARK CAN
BE IN YOUR BIBLE STUDY
P.A.V.Y. Software P.O. Box 1584
Ballwin, MO 63022 (314) 527-4505

COLOR RIBBONS & PAPER

COLOR RED, BLUE, GREEN,
RIBBONS BROWN, PURPLE, YELLOW,
Ribbons Price Each | Black | Color Heat
Transfer
Apple Imagewriter /Il 3.75 4.50 6.50
Apple Imagewriter |l 4-C - 10.00 -
Applescribe = = =
Citizen 120 D 5.00 | 6.00 7.95
Commodore MPS CALL FOR RRICE
Epson LX 80O 3.75 | 425 6.75
Epson MX/FX/AX BO 3.75 | 4.25 6.75
IBM Proprinter 4201 5756 | 7.76 -
Okidata 82/92/93 1.756 | 2.26 4.50
Okimate 10/20 4.50 5.00 —
Panasonic KX-P 1090 6.75 1.75 -
Seikosha SP 800/1000 5.25 6.50 1.95
Star 5G 10 1.76 | 2.25 4.50
Star NX10/NL1O 5.00 | 6.00 1.95

COLOR PAPER
BRIGHT PACK — 200 Sheets/50 each color: Red,
Blue, Green, Yellow. 9 1/2 x 11 — $10.90/pk.
PASTEL PACK—200 Sheets/50 each color: Pink,
Yellow, Blue, Ivory. 9 1/2 x 11 — $10.90/pk.

T-SHIRT RIBBONS (Heat Transfer) — Call For Price.

COLOR DISKETTES
5 1/4"” DS/DD Rainbow Pack. 10/pack — $12.50

For ribbons & paper not listed above, call for price &
avail. Price & spec. subject to change w/o notice. Min.
order $25.00.-Min. S & H $3.50. Add $2.25 C.0.D.
add’l. IL res. add 6.25% tax. MC & Visa accepted.

RENCO. COMPUTER PRINTER SUPPLIES
P.0O. Box 475, Manteno, IL 60950 U.S.A.
1-800-522-6922 = (IL) 1-800-356-9981
B15-468-8081

— CoWWNLSanInodore.ca
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REFERENCE
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COMPUTE! Books |

AmigaDOS Reference Guide,
Third Edition

Sheldon Leemon and Arlan R. Levitan

This best-selling reference to AmigaDOS$ has
been completely rewritten and revised fo cover
AmigaDOS version 1.3. COMPUTEl's AmigaDOS
Reference Guide Is both an easlly understood
tutorial and a comprehensive reference guide. It
takes the reader, step by step, through the Intri-
cacles of AmigaDOS, from creating a CLI disk to
building a personalized command sequence
file. Thoroughly lllustrated with practical exam-
ples, this book presents each AmigaDOS com-
mand, detailing its purpose, format, and param-
eter. Perfect for both the experienced Amiga us-
ers and those just starting out.

Sheldon Leemon Is a noted Amiga authority. His
byline appears regularly in Amiga World maga-
zine, Amazing Computing, and he is currently a
regular columnist for COMPUTEl's Amiga Re-
source. Mr. Leemon Is the author of the best-sell-
ing Mapping the Commodore 64 and Inside
Amiga Graphics.

Arlan Levitan Is a regular columnist for sever-
al magazines including COMPUTEI's Amiga Re-
source.

In addition the authors have previously co-
authored MacTalk and Telecomputing on the
IBM.

320 pages ISBN 0-87455-194-3
$21.95

-
Available May ’'89

The Complete
Guide to
AmigaDOS
Now Covers
Version 1.3

COMPUTE! Books

AT TARARAIBOOK
SN NN A=l QS NN COMPANY

Chilton Way, Radnor, PA 19089




56 Page
" Everything Book"

The Best

Prices & Service

- With Any Order

3r the savings and easy shopping avail-
‘able from TENEX Computer Express with a
' FREE copy of our Everything Book for Commo-
dore Computing. Get to know our great prod-
ucts, extensive selection and fast service,

Dzskette Stora e

® 100 disk (5 1/27) capacity.

. 'Lock and keys for extra securilv and easy
~ canrying.

° Imwdes 8 index dividers for organization of
filing and retrievel.

© Made of durable anti-static, high impact

plastic.
® Attractive smoke colored lid.
Sug. Retall $19.95
66826 $9.95

$I2995
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Commodore 64C

The complete computer for home, school and small busi-
ness. Supported by high-quality peripherals and over 10,000
software programs. Full typewriter-stylekeyboard, 84K RAM,
eight sprites, three volces.

64C Computer 54574 $120.95
Commodore Hardware

Commeodore 128D 71133 $450.95
1670 Modem, 1200 Baud 36852 $74.05
1351 Mouse C64/C128 37885 $20.95
1802C Composite Monitor 54505 SCALL
1581 45" Disk Drive 74023 $179.85
1541 ll Disk Drive 54586 $184.95
1764 RAM Expansion C64 72513 $100.95

We gladly accept mail orders!
TENEX Computer Express
P.O. Box 6578

516495

AMIGA 500

The 500 includes 512K bytes internally and is expandablato
B MB, two joystick ports, a serlal port, a parallel port, an
external disk drive pont, and a bullt-In 3.5" disk drive. |t even
Includes a 2-button mousel

Amiga 500 74729

AMIGA 2000

The 2000 has multitasking abilities, sprites, a graphic co-
processor and buil-in speech. With keyboard, mouse,
joystick,RS232 and Centronics ports, the 2000 Is a powerful
computer, It has abuilt-in 3.5° disk drive, mounting locations
for two external Amiga lloppy disk drives and has an Internal
option for IBM PC/XT compatibility, Standard RAM Is a full
MB and s expandable to 8 MB,
Amiga 2000

$CALL

77617

AMIGA Accessories

$CALL

10845 Color Stereo Monitor 74085 §CALL
3.5 External Disk Drive 74087 CALL
Internal 3.5" Disk Drive 80084 CALL
512K Expansion 79268 CALL
2MG Expansion 79279 CALL
Bridgecard W/5.25 79249 CALL
Hard Drive Control 79222 CALL
1200 Baud Modem 79237 CALL
RF Modulator 79283 CALL
NLQ, Dot Matrix Printer 79294 CALL

PRICES TOO LOW TO ADVERTISE!

No Extra Fee For Charges!

STAR NX1000

NX-1000 Speedy 144cps draft mode, 36cps near-letter-
quality. Features include front panel controls and multiple
NLQ fonts. Friction and tractor feed, plus convenient single
sheet leed mode.

NX-1000 Printer{ Paraliel ) 74827 $164.95
NX-1000C Printer { Commodore ) 75060 $160.85
NX-1000 Rainbow Color Printer 75077 $224.05
NX-1000C Rainbow ( Commodore ) 75783 §224.95

24

OKIDATA 180

Features include mode selection, pitch selection, 180¢cps in
high speed draft mode and 120cps in utility mode. Near-
letter-quality text prints at 30cps. Includes both friction feed
and fixed tractor for standard width perorated edge. Both
Commeodore and standard paraliel input.
Okidnta 180 Printer

S

71634 $224.85

Panasonic
KX-P1091ill

Prints 38 cps In NLQ and 192 cps in draft moda. Friction &
tractor feed, parallel input and two year warranty.
Panasonic KX-P1091ill A27862 $189.85

Shipping, Handling, Insurance
Order Amount Charge
loas than $19.99 ..... [ iy
m.OO-ﬂQ.BG o
$40.00-$74.99

Z=E (S
24 VISA Mm?ntc:ard.
South Bend, IN 46660

(219) 259-7051 We Verify Charge cm'.l Addresses

ORDER TODAY CALL 1-800—348-2778

COMMODORE 64 and COMMODORE 128 are reglstored trademarks of Commodore Electronics, Lid. AMIGA Is a registered trademark of Commodore Amiga Inc., APO, FPO, AK, HI, CN,
VI, GU, and loreign orders are subject o additional shipping charges. NOTE: Due to publishing lead-times, product prices and specilications are subject to change without notlce, G4z
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It's always intriguing to watch the
impressive graphics demonstra-
tions computer manufacturers use
to show off their products. As a
hobbyist, I often try to duplicate
some of their feats on my Commo-
dore 128. Although it’s hard to
match the dazzling displays of ma-
chines like the Amiga, it’s still pos-
sible to squeeze some impressive
results out of the old VIC chip. One
of my favorite effects is the dissolve,
where a rectangular area of the
screen appears or disappears in a
series of random dots.

“Dissolve 128" is a graphics
utility that displays or removes a
previously saved hi-res or multi-
color area of the screen. Using a
random-number generator and a
special bit-masking routine, it can
save and restore rectangular areas
in a spectacular dissolve effect.

Getting Started
Dissolve 128 is a machine language
program written in the form of a
BASIC loader. It's listed here as
Program 1. Program 2 is a BASIC
demo program that uses Dissolve
128. Use “The Automatic Proof-
reader,” found elsewhere in this is-
sue, to type in both programs. Be
sure to save a copy of each program
to disk when you've finished typing.
When you run Program 1, it
POKEs Dissolve 128’s machine lan-
guage (ML) routines into free RAM
at 4864 ($1300). It then asks for the
60 COMPUTE!'s Gazette May 1989

Dennis Furman

Hi-res graphics “dissolve”
into and out of view
with this machine
language program

for the 128.

width and height, in characters, of
the rectangular area of the screen to
be dissolved. The width and height
values are entered as columns and
rows, respectively. Columns can be
in the range 1-31 and rows can be
in the range 1-25. Although a 31 X
25 area is possible, the visual effect
is better for smaller areas such as 10
X 4 or 8 X 6. For Program 2, enter
8 for the columns value and 6 for
the rows value. Once you've en-
tered the area’s width and height,
the ML routines are saved to disk as
DISSOLVE.OB].

To use Dissolve 128 in your
own programs, you must BLOAD
the ML routines from disk using the
command BLOAD ““DISSOLVE
.OBJ”,B0,P4864. Disolve 128's rou-
tines are self-modifying, so don’t
attempt to relocate them.

After you've BLOADed Dis-
solve 128’s ML file from disk, it’s

possible to change the area size set
earlier by the BASIC loader. To
change the height, use the com-
mand POKE 5036,height. Use the
command POKE 5025,8*width to
change the area’s width.

Saving a Rectangle

Before you can use the dissolve ef-
fect, you must first save one or
more rectangular areas of the hi-res
screen. This is done by copying
them to the free RAM in bank 0
above your BASIC program. You
can find the end of your program by
examining memory locations 4624
($1210) and 4625 ($1211). These
addresses form a pointer to the end
of your program. Memory above
this is used for data storage.

Rectangles are saved to areas
of memory called pages. A pageis a
256-byte section of memory begin-
ning at a memory address evenly
divisible by 256. For example, page
0 consists of memory locations 0 to
255. Page 1 includes memory loca-
tions 256 to 511. To find the first
available free page, use the formula
AP=PEEK(4625)+1.

If you save more than one rec-
tangle, be sure to allow enough
room between starting points. For
example, an 8 X 6 rectangular area
(the size used in Program 2) needs 8
rows X 6 columns X 8 bits per
byte, or 384 bytes (about 1%
pages). The remaining half-page
cannot be used for saving rectan-
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gles, so the next rectangle must be
stored beginning at page AP + 2.

The command that saves a rec-
tangular area of the screen is

SYS 5290,page,column,row

where page is the address where the

rectangle is saved and column,row

are the coordinates of the upper left

corner of the rectangle to be saved.
As an example, let’s say you

want to save a rectangular area at

row 11, column 19. The following

program does this for you:

10 BLOAD “DISSOLVE.OB]”,B0,P4864

20 COLOR 0,2:COLOR 1,7:COLOR 4,2

30 GRAPHIC 1,1:GRAPHIC 0

40 AP=PEEK(4625)+1

50 REM DRAW GRAPHICS

60 SYS 5290,AP,19,11:REM SAVE
RECTANGLE

This example begins by load-
ing the ML program. Line 20 sets
the background, border, and text
colors. Line 30 selects and clears the
hi-res screen and then returns to
text mode. Line 40 determines the
location of the first available free
page (where the rectangle should
be saved). Line 50 contains your
graphics-drawing commands. Fi-
nally, line 60 calls the ML routine
that saves the rectangle to memory.

Dissolving Graphics
To restore a previously stored rec-
tangle, use

SYS 4864,page,column,row,1

where page is the address of the
saved rectangle and the values for
column,row specify the upper left
corner of the screen at which the
rectangle is restored.

The rectangle materializes,
combining with whatever graphics
appear on screen,

Dissolve 128 can also remove
rectangular areas of the screen. The
command

SYS 4864, page,column,row,0

dissolves everything from the screen
except the rectangle defined by page.
If you want to remove everything
within a rectangular area, the data
stored at page should consist of all
zeros. Program 2, the demonstration
program accompanying this article,
shows how to do this.

One additional command is
available with Dissolve 128:

SYS 5338,,column,row

removes a section of the screen,
with no dissolving.
See program listings on page 80. G
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Great reading and great
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Do you have a question or a prob-
lem? Have you discovered some-
thing that could help other
Commodore users? We want to
hear from you. Write to Gazette
Feedback, COMPUTE!s Gazette,
P.O. Box 5406, Greensboro, North
Carolina 27403. We regret that,
due to the volume of mail received,
we cannot respond individually to
programming questions.

A Ground Strip
Regarding Robert Nedreski’s letter
in last month’s column concerning
static charge: I have experienced
similar problems. Mr. Nedreski
suggested using a grounded wrist
strap from Radio Shack. After hav-
ing to replace a CIA chip in my
Commodore 128 that was damaged
by static electricity, I built the anti-
static touch strip (see accompany-
ing figure). The materials and tools
required for the job are also listed.
Once you’'ve assembled the
strip, you can ground it by connect-
ing the wire lead to the center screw
of a grounded electrical outlet.
While this is not fail-safe, if you
touch the strip before handling any
part of the computer—including the
joysticks—you will eliminate most,
if not all, static electricity problems.

Antistatic Touch Strip

Materials and tools needed:

1. Cadmium-plated strap iron
(1% X 12 X Y inch)

. Copper wire (3 feet)

. Solder

. Rubber feet (4)

. Soldering iron

. Screwdriver

Oy U e N

Mark Pettigrew
Carson City, NV

Your touch strip is a convenient alter-
native to the grounded wrist strap
from Radio Shack. Thank you for this
contribution.

Readers: If you aren’t handy with
tools, you may not want to undertake
this project. Also, before you connect
the strip wire to the center screw of an
electrical outlet, be sure to turn off the
power to the outlet so you don’t get
shocked.

MLX Confusion

Ever since [ started buying your
magazine, I've had trouble entering
programs using MLX. I haven’t had
any trouble using the Proofreader,
but I can’t get MLX to work. Typ-
ing, saving, and loading seem to
work correctly, but when I run a
program from MLX, it won't start.
What should I do?

Jay Dvora
Chatsworth, CA

) wire
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““The Automatic Proofreader’” and
“MLX" are two utilities designed to
help you catch typing errors when you
enter our program listings. The Auto-
matic Proofreader is used to type in
BASIC programs; MLX is used to enter
machine language (ML) programs.

When we publish an ML pro-
gram, we explain in the article that
you need to use MLX to enter the pro-
gram data, and we give you the infor-
mation required by MLX. In addition,
we also provide any special instruc-
tions that you might need to enter
that program. What we don't tell you
is how to use MLX itself; the article
that accompanies MLX does that.

Since you're having trouble put-
ting all these instructions together,
here is a step-by-step explanation of
how to type in a machine language
program:

o If you don’t already have MLX, you
must type it in using The Automatic
Proofreader. The MLX article con-
tains more information on how to do
this.

e Load MLX; then run it. As before, the
MLX article explains this step in more
detail.

o MLX prompts you for the starting
and ending addresses of the program
you are entering. You will find these
values in the article that accompanies
the program. Next, MLX asks if you
wish to clear the workspace. Press Y
(for yes) if you're starting to type in a
new program; otherwise press N (for
10).

» Next, MLX displays its main menu.
If you're starting a new file, go to the
next step. If you're continuing a pro-
gram that you started in a previous
session, you must reload the file
before you continue to enter data. Use
the load command from the menu to
load your file.

» You're now ready to enter data.
When you select Enter Data from the
menu, MLX asks for the address
where you want to start entering data.
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If you're beginning a new file, enter
the starting address for the program.
If you're continuing from where you
left off, enter the number of the line
following the last line you entered. If
you didn’t write down the line num-
ber where you stopped, you should be
able to find it using the Display op-
tion from the menu. Display asks for
the address from which to start dis-
playing data. Enter the number of one
of the lines from the magazine listing
that you know wou've entered. The
lines following your data will contain
only 0s. The first line of Os is where
you need to start entering data.

» When you've finished entering the
program or have decided to stop for a
break, you need to save the data
you've entered. Select the Save option
from the menu. MLX prompts you for
a filename. This filename must be
unique; there must not be another file
on the disk with the same filename.
Enter the filename and press RE-
TURN. If MLX has trouble saving the
file, it displays an error message. If
you get a FILE EXISTS error, try to
save the file again, this time using a
different filename. If you get some
other error, your disk may be bad or it
may be full. In either case, place an-
other formatted disk into the disk
drive and try to save the file again. If
you don't save your file successfully
before you leave MLX, your data will
be lost.

o Exit from MLX using the Quit menu
option. If you haven't finished typing
the program, you'll have to repeat
these steps until you finish. If you're
entering a long program, it may take
several sessions to complete the
program.

* Once you've finished entering your
program, you've finished with MLX,
so put it aside. Then, simply follow
the instructions for using the program
in the article that accompanies it.

Several readers have had prob-
lems entering programs in multiple
sessions, MLX saves the entire work-
space each time you save your data. If
you forget to load the file from your
previous session before resuming data
entry, you won't be able to combine
the files. Also, once you've saved a
new copy of your program, the old
copies are obsolete. The new file con-
tains all the data in the previous files
plus the data you just entered. You
may want to keep the old files as back-
ups, but they aren’t necessary.

For more information on how to

type in programs using MLX, read the
article that accompanies MLX in this
issue.

Where Is Turbo Pascal?

In the November 1987 ““Horizons”
column, you mentioned that Turbo
Pascal was available for the CP/M
mode on the Commodore 128. I
haven’t been able to find it. Also,
when the Amiga was introduced in
1985, I remember seeing ads for an
Amiga version of Turbo Pascal. Is
there one?

Awais Zaka
Lahore, Pakistan

Borland has stopped selling the
CP/M version of Turbo Pascal. An
alternative is Super Pascal 128, from
Abacus. This package runs in 128
mode and includes the editor, compil-
er, and runtime package. It sells for
$59.95. There is a separate Commo-
dore 64 version at the same price. For
more information, contact Abacus,
5370 52nd Street SE, Grand Rapids,
Michigan 49508.

The Amiga version of Turbo
Pascal was advertised but never
shipped. Metacomco makes MCC
Pascal, which costs $99.95. To find
out more about Pascal for the Amiga,
write Metacomco, 5353E Scotts Valley
Drive, Scotts Valley, California 95066.
A descendant of Pascal known as
Modula-2 is also available for the
Amiga. There are versions available
from several companies.

Loading Sequential Files

into SpeedScript

I recently saved a letter to disk from
SpeedScript 3.2 on my Commodore
64 using the SHIFT-CTRL-P op-
tion. Later, when I attempted to re-
load it, I got a file type mismatch
error. Can you help me?

David L. Holt
Mechanicsville, VA

Ordinarily, when saving a Speed-
Script document to disk, you press f8.
This causes the text of the document
to be saved as a series of screen codes
in a program file (PRG type on disk).
Saving with the SHIFT-CTRL-P
<D>isk option caused your letter to
be “printed” to disk rather than being
output to the printer. In this case, the
information required to print your
letter was sent to disk and stored as a
sequential file (SEQ type). More than
likely, this file is in Commodore
ASCII form—the SpeedScript de-

fault. If you placed a formatted a at
the beginning of your letter, the file
was stored as true ASCII. Either way,
when you attempt to reload it (using
f7), you get a type mismatch error.
This occurs because SpeedScript’s
load routine expects a PRG-type file
but instead is finding a sequential file.

Now for the good news. You can
recover the text of your letter from the
file you have on disk. However, some
doctoring will be necessary before
your letter is fully restored. Since the
file contains only the character codes
that are sent to the printer, all format-
ting commands which normally show
up in a SpeedScript file as reverse-
video characters—for example, head-
er or footer commands, text centering,
line spacing, and so on—uwill be miss-
ing. In their place will be the charac-
ter codes SpeedScript sends when it
executes each formatting command.
So, headers and footers will appear
within the text, spaces will be added
to center text (and for left margins),
carriage returns will be included for
double-spacing, and so on.

What you'll need to do to restore
your letter is to strip out the charac-
ters that have been added to the file
and reinsert the appropriate format-
ting commands they represent. Before
you can do this though, you need to
convert the letter from a sequential
file to a program file (in SpeedScript
format). To carry out this conversion,
run the “SpeedScript File Converter”
program published along with Speed-
Script. When prompted for the type of
conversion you wish to perform,
choose option 3—the Commodore
ASCII to SpeedScript conversion. (If
your letter was written to disk as a
true ASCII file, you'll first need to
convert the file from true ASCII to
Commodore ASCII.) Your letter will
be rewritten to disk as a SpeedScript
file with the filename you've speci-
fied. To load this file into Speed-
Script, just follow the normal load
procedure (press f7). Then delete the
unwanted character codes, add the
missing formatting commands, and
save the file with f8.

COMPUTEYs GAZETTE
TOLL FREE
Subscription Order Line

1-800-727-6937
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Randy Thompson

“The Programmer’s Page” is in-
terested in your programming tips
and tricks. Send all submissions to
The Programmer’s Page, COM-
PUTE!s Gazette, P.O. Box 5406,
Greensboro, North Carolina
27403. We'll pay $25-$50 for each
tip we publish.

Although I don’t get as many pro-
gramming tips for the 128 as I do
for the 64, I know that there are a
lot of 128 programmers out there.
So this month I've put together a
collection of hints, tips, and infor-
mation geared exclusively toward
Commodore’s most powerful 8-bit
computer. All of these tips were
sent in by readers.

Where Am 1?

If you're writing a program for the
128 and want to make it 64-com-
patible as well, it’s useful to know
under which mode the program is
running. To accomplish this, sim-
ply PEEK memory location 65534
($FFFE), This location holds the
low-byte address of the computer’s
main interrupt routine. On a 128,
this location contains a 23. On the
64, it contains a 72.

Robert G. Gingher
Massapequa, NY

Making the Switch

The January 1989 “Programmer’s
Page” contained a tip on switching
between 40- and 80-column modes
using a SYS 65375. Here are some
more thoughts on the subject.

Another method of changing
between 40 and 80 columns is to set
the 40/80 key (located in the upper-
most row of keys) and hit RUN/
STOP-RESTORE.

To tell if the computer is in 40-
or 80-column mode, PEEK memory
location 215 ($D7). If this location
contains a 0, you're in 40-column
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mode, The 80-column mode re-
turns the value 128.

To detect which position the
128’s 40/80 key is in (not necessar-
ily the mode that the computer is
in), PEEK location 54533 ($D505).
If this location returns a value less
than 128, the key is down and set to
80 columns. If location 54533 con-
tains a value greater than 127, the
key is up and set to 40 columns.

David Kapsos
Portsmouth, NH

128 POKES

The following is a list of useful
POKEs for the 128:

POKE Function

POKE 249,128 Disable bell
(CTRL-G)

POKE 249,0 Enable bell

POKE 247,128 Disable Commo-
dore-SHIFT

POKE 247,0 Enable Commo-
dore-SHIFT

POKE 241,C Set cursor color (C
= 0-15)

POKE 248,128 Disable screen
scroll

POKE 248.0 Enable screen
scroll

POKE 2594,127 No keys repeat

POKE 2594,1 Keys repeat as the

64's keys do
All keys repeat
(normal setting)

POKE 2594,128

POKE 792,51:POKE 793,255 Disable RUN/
STOP-RESTORE
POKE 792,64:POKE 793,250 Enable RUN/
STOP-RESTORE
POKE 775,255 Disable LIST
POKE 775,81 Enable LIST
Lance Kinley
Mariposa, CA
Using MIDS

Most of us use MID$ on the right
side of an equation, as in A$=
MID$(B$,3,1). On the 128, however,
MID$ can also be used on the left
side. For example, if A$ equaled
7123456789’ and B$ equaled
“ABC’’, the instruction MID$
(A$,4,1)=B$% would set A$ equal to
“123A56789", while the instruc-
tion MID$(A$,4)=B$ would set A$
equal to “123ABC789".

Programmer’s page
Programming

the 128

Using this technique, you can
stuff one character or a group of
characters into the middle of another
string without juggling LEFT$ and
RIGHTS$ funtions.

Michael Verdiguel
Lawton, OK

Autorunning Programs

Follow these steps to make your
BASIC programs run automatically
when loaded.

+ Add the following line to the be-
ginning of your program:
0 POKE 45,1:POKE 46,28

¢ With your program in memory,
clear the screen, move to the top
line, and enter these commands:
PRINT “{CLR}":POKE45,0:
POKE46,3:POKE770,153:
POKE771,175:PRINT “
{8 DOWN}":DSAVE"filename"
* Reboot your computer,

Now, when you enter the
command

LOAD “filename”,8,1

your program will automatically load

and run. RUN/STOP-RESTORE
will be disabled as well.

Anderson N. Cadell

South Lake Tahoe, CA

Noisy Listings

Here's a neat trick that makes the
computer beep when you list cer-
tain BASIC lines:

« Enter a line that ends with a REM
statement.
» Move the cursor directly after the
REM and type two quotation marks.
« Press the DELETE key once to re-
move the second quotation mark.
» Press CTRL-9, SHIFT-M, G, and
then RETURN.

Now, every time this line is
listed, the computer will emit a beep.

John Morrison
Cookeville, TN 6
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COMPUTE"’s Best-Selling
Amiga Books

Advanced Amiga BASIC
by Tom R. Halfhill and Charles Brannon

A comprehensive reference guide to applications programming: design-
ing graphic applications, generating sound and music, using the built-in
speech synthesizer, creating a user interface, programming peripherals,
and advanced BASIC commands. A disk which includes the programs
in the book is available for $15.95 (E0459).

464 pages  ISBN 0-87544-045-9 §18.95

COMPUTE!'s Amiga Machine Language Programming Gulde
by Daniel Wolf and Douglas Leavitt, Jr.

A complete introductory guide to the Amiga's native language, 68000
machine language. Even advanced programmers will want this machine
language reference for the Amiga. A disk which includes files from the
book, all the programs in the book, and a complete Amiga assembler is
available for $19.95 (£1285).

415 pages  ISBN 0-87455-128-5 $21.95

COMPUTE!'s Amiga Programmer's Guide
Edited

A clear guide to the inner workings of the Amiga, its 68000 microproc-
essor, and its versatile graphics and sound, this book covers
AmigaDOS, BASIC, Intuition, and other important software tools.

458 pages  ISBN 0-87455-028-9 $18.95

COMPUTE!'s Kids and the Amiga
by Edward H. Carlson

A beginning-level book that teaches you what you need to know about
programming in BASIC on the Amiga. This entertaining book includes
over 30 sections with instructor notes, lessons, assignments, and lively
illustrations. For both children and adutts.

265 pages  ISBN 0-87455-048-3 $15.95

COMPUTE!'s Second Book of Amiga
Edited

The second anthology of Amiga programs and articles offers the best
Amiga ready-to-type-in software and in-depth information. From games
like "Euchre'" and the commercial-quality Laser Chess ™ to useful appli-
cations such as “'Amiga Banner Printer” and “"Menu Planner,” these
programs demonstrate the power of this dazzling personal computer. All
programs are written in Amiga BASIC. A disk which contains all the pro-
grams in the book is available for $15.95 (E1226).

288 pages  ISBN 0-87455-122-6 $16.95

April Release

Using Deluxe Paint, 2nd Edition

by Steve Anzovin

This new edition features Deluxe Paint il for the Amiga. Hands-on experience and scores of
ideas for amateur and professional artists alike. From basic drawing skills to customizing
brushes, Using Deluxe Paint gives you the dazzling details of this remarkable software.
Techniques are explained and demonstrated with results shown in more than 100 figures and
drawings, including a new eight-page color section of Deluxe Paint artwork,

224 pages

ISBN 0-87455-170-6 $23.95

Inside Amiga Graphics
by Sheldon Leemon

Descriptions of the Amiga's color graphics and animation abilities, plus
how to use the required hardware and software to create a complete
graphics system.

303 pages  ISBN 0-87455-040-8 $18.95

Send with payment to:
Chilton Book Company, Chilton Way, Radnor, PA 19089

Name: __
Address:
City:
Phone #:
Qty.  Title Retall

__ Using Deluxe Paint, 2nd Edition (170-6) $23.95
— Advanced Amiga BASIC (045-9) $18.95
__ Advanced Amiga BASIC Disk (E0459) $15.95

— Amiga Machine Language Programming Guide
(128-5) $21.95

Amiga Machine Language Programming Guide
Disk (E1285) $19.95
Amiga Programmer's Guide (028-9) $18.95
Kids and the Amiga (048-3) $15.95
Second Book of Amiga (122-6) $16.95
Second Book of Amiga Disk (E1226) $15.95
Inside Amiga Graphics (040-8) $18.95
Amount Due: § ___
Applicable Sales Tax: § ____

Shipping and Handling: $ 2.00
Total Amount Due: §

[] Payment enclosed

(make check payable to Chilton Book Company)
Charge to:
[] Mastercard (7] Visa
Card No.
Expiration Date
Signature

COMPUTE! Books
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Larry Cotton

If you've been using the metric con-
version program presented over the
last couple of months, you've no-
ticed that some of the answers it
gives look pretty strange. Instead of
printing out very large and very
small numbers with a bunch of zeros
in them, it prints numbers with an
E. Why?

Recall that there are three ways
to store information in BASIC: as
constants, as variables, and as ar-
rays. Each of these, in turn, can hold
three different types of information
or data: integer, floating-point, or
string. Since we've discussed these
before, we’'ll concentrate only on
floating-point constants.

Floating-Point Constants
Floating-point constants are num-
bers which can include fractional
parts—indicated by a decimal
point. Here are some examples:
1.24
.56
—4.78
—.999
1000.3

Note that the last one doesn't
contain a comma. If you put com-
mas in the middle of large numbers,
BASIC will give you a syntax error.

Floating-point constants may
be positive or negative. If the plus
sign is omitted, the number is as-
sumed to be positive. You may also
have seen decimal numbers written
as 0.56 or 3.2700. The zero prior to
the decimal in the first number and
those after the 7 in the second num-
ber are referred to as leading and
trailing zeros, respectively. You may
use them; they won’t cause an er-
ror, but BASIC will ignore them—
they waste memory and slow down
your program,

Accuracy and Rounding
BASIC calculates to ten digits of ac-
curacy but only displays the result
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to nine. Numbers longer than nine
digits round to nine digits. When
you write programs that deal with
very large and very small numbers
(such as the metric converter),
rounding may become a factor in
the accuracy of the results, especial-
ly if one answer is used as the basis
for another problem. (See the Au-
gust 1988 column for a discussion
of rounding,)

You can express floating-point
constants in either simple-number
notation or scientific notation. The
five previous examples are in simple-
number notation. Let’s now look at
numbers that can be expressed in sci-
entific notation. Another name for
scientific notation is exponential nota-
tion—hence the abbreviation E. Type

PRINT .02

The computer dutifully prints
.02. Now try

PRINT .002

The computer prints 2E—3.
The 2, the mantissa, must be a posi-
tive or negative number between 1
and 10. The letter E shows the num-
ber is in scientific (exponential) no-
tation, and the —3 is the signed
exponent, which specifies the num-
ber of places you'd have to move
the decimal point in order to ex-
press the number in simple-number
notation. More on that later.

Now type
PRINT 999999999

The computer prints the number as
you've entered it (assuming you
have nine 9s). Type

PRINT 9999999999

That's ten 9s (1 less than 10 bil-
lion). The computer displays it as
1E+10; it has rounded your num-
ber to 10 billion.

So, BASIC uses E to express
any numbers smaller than .01 or
larger than 999999999. Note that
the use of E is not a function of the
number of decimals. Let's look at
some examples using the metric

E Doesn’t Mean Error

converter.

We’ll convert several quanti-
ties of meters to feet. Run the pro-
gram and enter 22 (M TO FT) at the
menu screen. At the prompt, enter
2. The answer that's displayed is 2
M = 6.56167979 FT.

Now run the program again
and enter 22, then .2, at the prompt.
The answer will be .656167979
(feet). If you entered .02, your an-
swer would be .0656167979. So far,
all problems and answers have
been between the limits of .01 and
999999999. But if you enter .002 (a
number smaller than .01), BASIC
expresses both the problem and the
answer in scientific notation:

2E—03 M = 6.56167979E—03 FT

Notation Conversion

[t's easy to convert simple-number
notation to scientific—just use the
computer. Type

PRINT .002

The computer responds with
2E—03

But how does one mentally
convert a number that the computer
insists on printing with an E back to
simple-number notation, which
may be more easily understood?

If the E is followed by a negative
sign, mentally move the decimal to
the left the number of places indi-
cated by the exponent. (The deci-
mal is always assumed to be just to
the right of the mantissa.) To con-
vert the number 2E—03 to simple-
number notation, mentally move
the decimal three places to the left,
add two 0s to fill in the gaps, drop
the E—03, and you have it. Our
“normal” number would be written
.002

Here’s an example with a num-
ber larger than 999999999. Enter
PRINT 1231231233

The computer responds with
1.23123123E+09
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Our number has lost a degree of ac-
curacy from being rounded to nine
digits (the final 3 was rounded
down and dropped).

When an E is followed by a
positive sign, mentally pick up the
decimal and move it to the right the
number of places indicated by the
exponent. In the example above,
the decimal moves to the right nine
places. This creates a gap between
the last 3 and the decimal point; the
gap must be filled with a 0. The
decimal point itself is dropped. Our
“normal” number looks like, and
would be written as,

1231231230 (or 1,231,231,230)

We know that numbers smaller
than .01 or larger than 999999999
are expressed in scientific notation.
But are there any limits to the num-
bers BASIC can handle? Yes. The
largest is 1.70141183E+38 (over
170 trillion trillion trillion). Any
numbers larger than this cause an
overflow error. The smallest num-
ber that BASIC can handle is
2.93873588E—39. Calculations
which result in a number smaller
than this are shown as 0.

Calculating in Scientific Notation
We can even do BASIC mathemati-
cal calculations in scientific nota-
tion. Type

PRINT 2E5*3E6

Lacking a sign, the 5 and 6 are
assumed to be positive. The com-
puter responds with

6E+11

In multiplication problems, ex-
ponents are summed. However, the
computer has a little problem with
some other calculations:

PRINT 2E—5*3E—6

You'd expect an answer of
6E—11, but the computer responds
with
6.00000001E—11

The reason is that, before
BASIC performs any mathematical
calculations, it first must translate
the numbers we enter into a format
the computer understands; then it
must reformat the answers before
printing them to the screen. In the
translation process, some accuracy
is lost. But don’t worry—the dis-
crepancy that’s introduced is so
slight it shouldn’t affect the
outcome.

Next month: Bugbusters!

® Several readers have had trouble
using “1581 Alphabetizer,” from
the February 1989 issue. Most of
the complaints we’ve received
mention scrambled directories and
lost data. Let us repeat the warning
from the Alphabetizer article: Until
you are sure that your copy of 1581
Alphabetizer is working correctly, use
it only on unimportant disks. If you
make a mistake while entering Al-
phabetizer, it can scramble the di-
rectory of your disk, making the
data on the disk inaccessible.

To our knowledge, there is only
one problem with 1581 Alphabetiz-
er. If your disk directory contains
296 entries (the maximum number
possible on the 1581) and you try to
move the last entry to a new posi-
tion, the program will break with a
BAD SUBSCRIPT ERROR. To cor-
rect this problem, change or add the
following lines:

BE 890 SIS$=25(K+0):IF (K+0)<296
THEN FORA=K+0 TO V-1:2§
(R)=2$ (A+1) :NEXT
KK 1020 IF K+0<296 THEN FORA=V
-1 TO K+OSTEP-1:2§ (A+1l
) =28 (A) :NEXT
PK 1025 7$ (K+0)=SI$:SI$="":RET
URN
The following lines are enhance-
ments to the 1581 Alphabetizer
editor:
QR 3¢ PRINT"{N}";:DIMZS(296):V
=0:B=1:Q$=CHRS (34)
SJ 778 PRINTQSMIDS (Z$ (A+K-1),4
+16) Q8 : NEXT
PRINT" {HOME} {YEL}"+LEFT

5("{23 DOWN}",0)+"{RED}
"QSMIDS (Z8 (K+0) ,4,16)QS

FA 780

r

IFAS="{HOME }"THENK=1:0=
@:GOTO750

IF AS="{DOWN}" THENGOSU
B1030:0=0+1:1IF 0>=JJ TH
EN 0=0

XX 815

QoM 820

RA 830 IF A$="{UP}" THENGOSUB1
0830:0=0-1:1F 0<@ THEN O
=T =1

JX B6@ GOTO780

BE 890 SIS=2S(K+0):1F(K+0)<296

THEN FORA=K+0 TO V-1:2Z§
(A) =28 (A+1) :NEXT
PRINTQSMIDS (25 (A+K-1) ,4
+16) QS :NEXT
PRINT" {HOME }"+LEFTS ("

EG 930

HB 940

{23 DOWN}",0)+"{RVS]}

[RED}"QSMIDS (ZS$ (K+0) , 4,

16)QS" {OFF}";

IF AS="{HOME}" THEN K=1

:0=0:GOT091M

IF AS="{DOWN}" THEN GOS

UB10@30:0=0+1:IF 0>=JJ T

HEN 0=0

IF A§="{UP}" THEN GOSUB

1030:0=0-1:1F 0<@ THEN

{sPACE}O=0J-1

DS 1010 GOTO940

JB 10303 PRINT"{HOME}"+LEFTS ("
{23 DOWN}",0)+"{YEL}"Q
SMIDS (2S5 (K+0) ,4,16)0S;

JJ 975

AE 980

MR 990

With these changes, the cursor will
wrap from the top of the screen to
the bottom and vice versa. Also, the
HOME key now takes you to the
top of the list. Thanks to reader Ed
Durmont for these modifications.

® Several of our readers have had
trouble using ‘“Monthly Calendar,”
from the March 1989 issue. We
have tested it thoroughly on a num-
ber of popular printers (see “Letters
to the Editor” in this issue) and
found the program to be sound.
The problems some readers are
having may be the result of typing
errors when entering the program
or simply an incompatibility be-
tween the program and certain
printer or printer/interface
combinations. ]

COMPUTE!'s Gazette is looking
for utilities, games, applications,
educational programs, and tu-

torial articles. If you've created

a program that you think other
readers might enjoy or find use-
ful, send it, on tape or disk, to:

Submissions Reviewer
COMPUTE! Publications
P.O. Box 5406
Greensboro, NC 27403

Please enclose an SASE if you
wish to have the materials
returned. Articles are reviewed
within four weeks of submission.

Cansrw.commadore.ca
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¥ mightfiot .vork in your state
avail ble!
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Iinois residends add 6% sales tax)
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| Linear Programmer
Solves linear program-
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X.<J0 | straints, Systems may be
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entry of sparse constraints

‘ Sutyect o

weien Analytical Geometry In
3 Dimenslons

Solves numencal geometry problems
-+ like those found in college level
analytical geometry text books. After
sesn o entening points, knes, planes and vec-
tors, users may then calculate, Vector
cross, dot, triple and scaler products.
AXB, AB, AXB.C,sA find the angle
between 2 lines, vectors of planes;
find intersection of 3 planes, 2 planes, ine and a plane; find a plane
thi nuqh 3 points, a point and a line, point and normal point and par-
allel plane, or perform 18 other geometric calculations. Entries made
and answers displayed in users chosce of several methods, including

Symetnic equation, parametnic eguation, multiple points, direction and
magniude. (NOT A GRAPHICS PROGRAM)
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e AC DC Circult
unalrsis Programs

v(z) Ia » 3+ Program computes gen-
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graphic display of results. Menu controlled and user friendly.

Linear programming System (64/128) $24 95
Analytcal Geometry in 3 Dimensions (64/128) $2495
Electronics AC DC Circuit Analysis (64/128) £2995
Electronics AC DC Circuit Analysis (IBM PC) y $29.95

COMPUTER HEROES

P.O. Box 79 Dept. 229 ':f1

Farmington, CT 06034 =
Orders Only 1-800-622-4070
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Chuck Webh

Need to print a short memo with-
out affecting the'program in mem-
ory? “Quick Print” does it with
ease. For the Commodore 64, 128,
Plus/4, and 16. Commodore-
compatible printer required.

If you're like most programmers,
you've probably found yourself
wanting to print out something
while in the middle of a program-
ming session. Maybe you've want-
ed to record a few comments on the
current program or perhaps dash
off a quick note while you're think-
ing of it. You could, of course, han-
dle this with a word processor, but
you'd have to interrupt the pro-
gram you were working on to run
it. Besides, using a full-blown word
processor might be overkill. What
you really need is “Quick Print.”
Quick Print is a machine lan-
guage program that lets you output
notes to the printer without disturb-
ing the program in memory. It's
great for simple typing tasks such
as addressing envelopes or making
labels. Plus, Quick Print works with
many programs, including ““Meta-
BASIC” and the DOS Wedge.

Getting Started
Quick Print is written as a BASIC
loader. Carefully type itin and save
a copy. To avoid typing errors
while entering the program, use
““The Automatic Proofreader,”
found elsewhere in this issue, If you
plan to use the program on a 128,
be sure to type it in from 128 mode.
To install Quick Print, load it
and type RUN. After Quick Print is
installed, it displays its starting ad-
dress. When you're ready to print a
note, just SYS to the address that's
shown on the screen. Quick Print
clears the screen and waits for in-
put. Enter a message that’s no more
than one logical line in length (up to
80 characters on the 64; up to 160

Quick Print

characters on the 128, Plus/4, and
16). Use any of the standard Com-
modore characters, including
graphics characters. When you're
ready to print your entry, just press
RETURN over the line.

Quick Print’s entry routine is
similar to BASIC’s INPUT state-
ment, Because of this, the rules for
keyboard entry with Quick Print—
and editing the entry—are similar
to those for INPUT. For instance, to
replace an errant character, just cur-
sor to it and type the correct charac-
ter. You can also use the INST/DEL
key to delete or insert characters
within the entry field.

Quick Print won’t prevent you
from entering more characters than
the program can print. Should your
message exceed a logical line,
Quick Print starts over, accepting
new input on the following line. If
this occurs, you can avoid having to
retype the entry by moving the cur-
sor back up to the original entry line
and pressing RETURN.

After printing, Quick Print po-
sitions the cursor on the next screen
line and waits for more input. At
this point, you can enter another
line or exit the program. To exit,
just type an x and press RETURN.

Print a Letter
Once you've spent a little time with
Quick Print, try printing a short let-
ter. On the 64, Quick Print’s entry
field contains the same number of
characters as a standard line of
printed text (80), so it's easy to visu-
alize how your input will appear
before you print it. On the 128,
Plus/4, and 16, the entry field is
twice as long (160 characters), so
you can actually output two printed
lines at a time.

One more thing to remember:
Do not use the cursor-right key to
generate spaces; use the space bar
instead. Spaces entered with cursor-
right aren’t always printed.
See program listings on page 78. G
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NEW FROM THE EDITORS OF COMPUTE! & GAZETTE

Charter Subscription Savings

Exclusively for
Amiga Users

Here's great news for Amiga users!
Now you can save a full 44% off the
cover price—by saying “"YES" today to
a Charter Subscription to COMPUTE!'s
AMIGA RESOURCE, the definitive guide
to Amiga computing.

Whether you're into desktop video,
sound and graphics, programming,
art, music or games, COMPUTE!'s
AMIGA RESOURCE will provide you
with a wealth of columns, reviews,
features, opinions and ideas that are
sure to help you get the most fun,
most productivity, most excitement
from your Amiga computer.

Valuable "how to” articles,
suggestions and applications.
Each exciting new issue will keep you
up-to-date with the latest in Amiga
news, trends and new product re-
leases. You'll also get in-depth reviews
and valuable buyer's guides on soft-
ware and hardware that can save
you plentyl

If you like to program, you'll
thoroughly enjoy AMIGA RESOURCE's
regular programming hints and tips.
You'll learn the best language for
programming...when WYSIWYG is

FOR FASTER SERVICE, CALL TOLL -FREE A«@00- i rftd¥e.ca

PREMERE 198 Great Amiga Action Games!

best...

Save 44% with a Charter
Subscription now.

Discover just how much more you can
get from your Amiga computer by
saying "YES" today to this Charter
Subscription invitation. You'll get 6
big issues for just $9.97 —a savings of

and much, much more.

Mail today to: COMPUTE!'s AMIGA RESOURCE
PO, Box 3253, Harlan, IA 51593-2433

YES ] 1 know a great deal when I see one.
® Sign me up as a Charter Subscriber
to COMPUTE!"s AMIGA RESOURCE.

(] Send me 6 big issues of COMPUTE!'s AMIGA
RESOURCE for just $9.97. I save 44% off the
cover price.

[ Send me COMPUTE!'s AMIGA RESOURCE—
complete with the optional disk containing
at least 5 exciting new programs per disk.
I'll pay just $39.95 for 6 issues, each with
disk—a savings of 33% off the cover price.

[] Payment Enclosed [C] Bill Me

44% off the cover price...33% off the
regular subscription price. Just return
the attached reply card or complete
and mail the coupon below now.

COMPUTE!'s AMIGA RESOURCE's
optional companion disk means
you get even more excitement
from your Amiga computer.

If you like, you can get COMPUTE!'s
AMIGA RESOURCE delivered with
an optional companion disk in
each issue. This ready-to-run disk
comes with fabulous programs
written in a variety of languages—
complete with source code. You'll
get great games, useful appli-
cations and valuable utilities. And
you'll find full documentation for
every program on the pages of
COMPUTE!'s AMIGA RESOURCE.
You'll also get stunning art and
wonderful animations contributed
by top Amiga artists. Best of all, 6
big issues, each with disk, cost you
Just $39.95. You save 33% off the
cover price. Simply check the appro-
priate box on the reply card or the
coupon below,

Mr./Mrs./Ms. (Circle One) (Please Print)
Address (Apt. No.)
City

State Zip

Outside U.5. add $6 per year for postage. Excluding
Canada, all foreign orders must be in U.S. currency. Price

subject to change. JADDS



machine language

Jim Butterfield

The stack takes care of itself—most
of the time. When a subroutine is
called, the return address goes onto
the stack but comes back off when
the subroutine returns. The same is
true of interrupt handling: What
goes in comes right back out. Be-
cause of this, many programmers
don’t know much about the stack.
In fact, many avoid it, believing it to
be quite complex.

Not so. The stack is very sim-
ple. You seldom need to use it di-
rectly. But if you do, here’s the
important thing to remember:
Leave the stack as clean as you
found it. Be sure you take out any-
thing you’ve put in.

Last In, First Out

At first glance, the stack seems to be
the ideal place to stash a value for a
moment. Want to print something
and need the accumulator? Fine—
push its value on the stack, do your
work, and then pull the original
value back off. Just be sure you
don’t make any clever decisions in
the process that leave. something
permanently on the stack.

Since the first thing you pull
from the stack is the last thing you've
pushed, you could use the stack to
reverse the order of data bytes. We'll
give a simple example of this by
means of a novel number converter.

The most efficient binary-to-
ASCII routine (needed to prepare a
value for printing) uses decimal
mode. Other methods extract the
highest digit, then the next highest,
on down to the lowest digit of the
number. We'll reverse this and ex-
tract the lowest-order digit first.

Our algorithm works by using
remainders. If we have a number
such as 345, we divide by 10, giving
a quotient of 34 and a remainder of
5. The 5 is our last digit, so we put it
on the stack. Next, divide the 34 by
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10, yielding 3 and a remainder of 4.
Put the 4 on the stack. Do the divi-
sion again for a quotient of 0 and a
remainder of 3. Put the 3 on the
stack. Now we notice that the quo-
tient is 0, so we pull the numbers
from the stack and get 3, 4, 5—the
digits of value 345, Note that
there’'s no need to worry about
leading Os; the computer will detect
when there are no more digits.

We'll divide by 10 using a com-
pact version of the visible division
program discussed last month in
this column. We'll locate our pro-
gram at 8192 ($2000), an area avail-
able on both the 64 and the 128.
Let’s look at the code.

We don’t know how many dig-
its will be generated. So let's push
something onto the stack that we'll
be able to identify as an end signal.
A binary 0 is popular, but we’ll use
a RETURN character (CHR$(13)).

2000 LDA #80D
2002 PHA

The calling program POKEs
the 16-bit binary value representing
the dividend into addresses $2038
and $2037 (high byte, then low
byte, respectively). We're dividing
by 10, so we need a single-byte re-
mainder area. This we set to 0. The
program will loop back here if it
needs to do another division.

2003 LDX #8%$10 (16 bits to shift)
2005 LDA #$00 (0in...)

2007 CLC

2008 STA $2036 (...remainder area)

The bits shift over to the left
here, with some bits from the divi-
dend moving into the remainder
area. The program comes back here
to move the bits over again; this
loop repeats 16 times. If the carry is
clear at this point, the new low-
order bit will be a 0.

2008 ROL $2038
200E ROL $2037
2011 ROL $2036

We count down the number of

bits by using the X register.

Simple Stack Stuff

2014 DEX (16 bits shifted?)
2015 BMI $2022

Now we examine the remain-
der area to see if it contains a value
of 10 or more. If it doesn't, the carry
will be clear when we loop again. If
itis 10 or higher, we subtract 10 and
leave the carry set, This causes a 1
bit to shift into the low order of the
dividend area.

2017 LDA $2036
201A CMP #$0A
201C BCC $200B

201E SBC #S$0A
2020 BCS $2008

We exit after we've shifted the
entire original dividend (at $2037
and $2038) through into the remain-
der area (at $2036). At this point, the
dividend area now holds the quo-
tient of the division, with the re-.
mainder in $2036. This remainder is
important since its value is the deci-
mal digit we're going to print.

Because the digits come out in
reverse order, we change each one
to ASCII and put it on the stack:

2022 ORA #830
2024 PHA

The digit has been put away.
Next, we need to test to see if the
number (the quotient from the last
division) is 0. If it's not, we go back
for another digit.

2025 LDA 52038

2028 ORA $2037
202B BNE $2003

That was quick. All we need to
do now is to pull the numbers from
the stack and print them. We’ll
watch for the RETURN to signal
when we've finished. In fact, any
character whose ASCII value is less
than hexadecimal 30 (character 0)
will trigger the end of this program.
202D PLA
202E JSR S$FFD2
2031 CMP #830

2033 BCS $202D
2035 RTS

For the BASIC listing of this program,
see page 84. G
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When the Commodore 64 ap-
peared, it brought great graphics,
beautiful music, and best of all,
RAM. The 64 bragged about its
RAM in its ads and even in its
name: 64K of it. In fact, you
couldn’t even buy a version of the
machine with less RAM.

The 64’s major competitors—
the Apple II, the Atari 800, the Ra-
dio Shack TRS-80, and the TI-
99/4—all came standard with less
RAM. Even with all of its capabili-
ties and its mother lode of RAM,
the 64 sold for less money than any
of its competitors. And that's how it
won the war.

The New World Computer

By winning that war, the 64 set it-
self up to battle the increasingly
powerful computers that followed.
First came the IBM PC, initially
equipped with as little as 64K and a
tape drive. Memory on the PCs
soon climbed, however, and today
most PC systems are sold with at
least 512K of RAM.

Next came the Macintosh. It
was originally sold with 128K of
RAM. Apple (and Mac owners)
quickly found out that a Mac wasn’t
really a Mac until it had at least
512K of RAM.

Commodore’s own power
computer, the Amiga, was intro-
duced with 256K. Most Amigas
sold today have one megabyte of
RAM.

The situation makes the 64’s
once-impressive 64K look pretty
meager.

Deep Limits

So where’s the one-meg 64? The
machine to do battle with the cur-
rent heavyweights? It's not coming
from Commodore, that’s for sure.
The 64 is based upon a variant of
the 6502, the microprocessor that

64K—Not What It Used to Be

dominated the 8-bit computers of
yesterday (and today). A limitation
of the 6502 (and most other 8-bit
microprocessors) is that it can ad-
dress only 65,536 bytes of memory.
Any memory (RAM or ROM) be-
yond this magic number must be
added by trickery.

The 64 has used some trickery
even from the start. It hides part of
its RAM “under” its BASIC and OS
ROM. It takes clever programming
to access this RAM. That’s why
BASIC 2.0 tells you that it has some
38K to work with, not 64K.

Even more trickery is done in
Commodore’s only real upgrade of
the 64—the 128. The 128 employs
a bizarre system of RAM banking to
get 128K of RAM. The price of this
trick is incompatibility with the 64.
Thus, the 128 can run programs
that use 128K of RAM, but only in
its native mode, In 64 mode, the
128 has availzble the same amount
of RAM that a 64 has.

Commodore’s solution to the
64 RAM dilemma is its RAM expan-
der, the 1764. The problem with the
1764 is that memory expansion on
the 64 is neither contiguous nor
automatically recognized by the
system. Contrast this with the PC,
the Mac, and the Amiga. The RAM
added to these machines acts just
like the RAM that the computer
comes with,

Is there a way to make a com-
puter that has plenty of RAM but is
still compatible with the 64? Yes,
there is a way. Apple’s way.

Following Apple’s Lead

Apple had the 64K problem with its
Apple II line, Like Commodore,
Apple had moved up to 128K via
RAM banking. The Apple Ilc and
the Apple Ile are both sold with
128K. To move to greater amounts
of RAM, Apple changed processors.
The Apple IIGS uses the 65816, the
upwardly compatible sibling of the

6502, This newest Apple Il can ac-
cess megabytes of memory, and it
also features greatly improved
graphics and sound.

Commodore could do the
same thing with the 64. Imagine: a
one-megabyte 64 with Amiga-style
graphics and sound. Sound good?
Before you say yes, let’s look at the
problems of the Apple IIGs.

The Apple IIGS spent a few
years waiting around for software.
While it waited, it could run existing
Apple II software at about double-
speed. Wow. Once the software did
come, it generally left much to be
desired when compared with Mac
and Amiga software. Was the IIGS a
total bust? Probably not. After all, it
made Apple’s Mac look like a
bargain.

A souped-up 64 would likely
share the same problems. It would
be more expensive than an Amiga
(at least at first), it would suffer
from a severe software shortage
(even the 128 has suffered from a
lack of native software), and, worst
of all for Commodore, the project
would steal valuable time, energy,
and money from Amiga develop-
ment and marketing.

The 64 sells today because it is
a great bargain. Commodore has no
guarantee that a more expensive
variation would sell.

Is 64K So Bad?

The 64 is pretty much stuck with
64K. That's fine. Programmers have
been able to cram an astonishing
amount of functionality into that
space. Limited memory even has its
advantages—imagine trying to load
in a 400K program from three flop-
py disks with a 1541 drive!

Like it or not, the 64, once
Commodore’s high-end computer,
is now its low-end computer. But
who can complain when the 64 is
more useful now than it was when

it i Wik .commoddire.ca
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Fred D'lgnazio

One of the hottest new buzzwords
in technology is multimedia. Multi-
media means connecting your com-
puter to other high-tech equipment,
including video cameras, musical
keyboards, videodiscs, CD-ROM
players, LCD projectors, laser print-
ers, and so on.

Use of multimedia can make
dry subjects like prefixes and frac-
tions come to life in the classroom.
And it offers exciting possibilities
for individuals to express their
ideas in the form of music, movies,
interactive animations, and other
dramatic presentations.

But it's also expensive—very
expensive. Setting up a multimedia
workstation on an Amiga com-
puter, for example, with all the bells
and whistles, could cost from
$10,000 to $15,000.

But what if you're the owner of
a 64 or a 128? Do you have to wait
another ten years for prices to drop,
or is there something you can do
now to get your feet wet in multi-
media?

The TV Connection

You're in luck. As long as you keep
your expectations under control,
you have a lot of multimedia op-
tions using your 64 or 128,

To get started, you'll need
these items: a Commodore 64, 128,
or 128-D; a 1541 or 1571 disk drive;
a color TV or monitor; a VCR; and a
picture cable linking your computer
and monitor.

Unplug the picture cable from
the computer monitor and plug it
into the Video In jack on the back of
your VCR. (Older VCRs might re-
quire an RF box if there is no Video
In jack.)

If your VCR is hooked up to
the TV, just turn on the VCR’s pow-
er, press the VCR/TV button to set
it to VCR, and select Line Input on
the VCR’s control panel (which
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may be inside a door on the front of
the VCR). Your computer picture
now appears on your television set!

Taping Your Favorite Game

Do you like recording important
basketball and football games on
videotape? Now, using the compu-
ter/TV connection, you can begin
taping your favorite computer
games!

First, load up your favorite
game on your computer. Put a
blank videotape into your VCR and
set it to Record. The VCR should in-
dicate that it is recording, and the
tape inside the VCR window
should be turning. Begin playing
your game.

After a minute or two, press
Stop on the VCR; then press Play
and hold down the Rewind button.
You should see the last minute of
the game rewind backward on the
TV screen. Release the Rewind but-
ton and, voila, you are now seeing a
taped copy of your videogame. You
have performed your first multi-
media transformation—from com-
puter disk to videotape.

Be a Computer Sportscaster
Have you ever wanted to sit high
above the crowd in a TV sportscast-
er’s booth at the Astrodome or the
Orange Bowl and cover a big game
for folks back home?

Now you can do it with your
computer games. First you'll need
the following supplies from your
local Radio Shack:

» Dynamic Omni Microphone, cat-
alog #33-1054, $4.99

 Audio Amplifier-Speaker, catalog
#277-1008C, $11.95

* Dubbing Cable (RCA-to-RCA),
catalog #15-1537, $6.95

= RCA-to-Ys-inch Adapter, catalog
#274-378, $1.99

Plug the microphone into the
Input jack on the amplifier, the
adapter into the amplifier Output

The Howard Cosell of
Computer Sportscasting

jack, and the dubbing cable into the
adapter. Then take the dubbing ca-
ble and plug it into the Audio In
jack on the back of your VCR.

The microphone has a stand so
you can set it up on the table beside
your computer. Start recording on
your VCR, and begin playing your
computer game. As you play, pre-
tend you're a sportscaster and de-
scribe the action. Ham it up—
you're on the air!

Computer MTV

You can add a soundtrack to your
“broadcast” by unplugging your
Radio Shack cable from the micro-
phone and plugging it into your
Walkman or boom box. The other
end of the cable stays in the Audio
In jack of the VCR. Now you are re-
cording music or sound effects
along with the computer images
from your game directly onto vid-
eotape. With a little imagination,
you can even make it look and
sound like MTV.

You can spice up your video
even more by purchasing a pro-
gram like Home Video Producer for
$29.95 from Epyx (600 Galveston
Drive, Redwood City, California
94063). Home Video Producer lets
you paint TV titles, credits, and spe-
cial effects onto your video to give it
a more professional look.

And how about live action? If
you can find a video camera or cam-
corder, you can mix shots of the
game with live shots of yourself in
the sportscaster’s booth calling the

play-by-play.

Multimedia on a Shoestring

It may be a while before you get
your hands on a CD-ROM drive or
a laser printer, but that shouldn’t
stop you from playing around with
multimedia. And, who knows,
maybe some hot producer will take
a peek at your videotape and sign
you up as ESPN's first computer
sportscaster.
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Robert Bixhy

By the time you read this, Berkeley
Softworks will have introduced its
first new release of 1989, the long-
awaited and much-anticipated
GEOS 128 2.0. In the box you'll dis-
cover not only a faster, friendlier
deskTop, but highly advanced ver-
sions of your old favorites geoWrite
and geoPaint, a double handful of
useful utilities like geoMerge, geo-
Spell, and Text Grabber, and much
more.

The upgrade, for current GEOS
128 owners, costs $35.00, plus
$4.50 shipping and handling. Even
if you're a new GEOS 128 purchas-
er, the $69.95 suggested retail is
about what you’d pay for any good
128 word processor—and you get a
lot more than a word processor for
the money.

On the deskTop

The deskTop has changed tremen-
dously from previous versions.
Berkeley has added several features
to make computing under GEOS
easier. Some of the new features are
keyboard shortcuts, multiple-file
copying, a digital clock, color-coded
icons, and a virtual disk drive.

Keyboard shortcuts have been
added for the most commonly used
icons and menu options. For ex-
ample, holding down the Commo-
dore key and pressing the 1 key
allows you to select the first file of
the current directory page without
moving your hand from the key-
board. You can also select all the
files on the current page, all the files
in the directory, or all the border
files with menu selections.

A natural extension of the abil-
ity to select multiple files is the abil-
ity to copy multiple files. Use any of
the methods noted above or hold
down the Commodore key and
click several file icons to move files
in large groups. You can also hold

Close-Up: GEOS 128—Version 2.0

down the Commodore key and
mouse button to draw a rectangle
around several files. All the files in
the rectangle are selected.

The menu bar that runs along
the top of the screen includes two
new items, SELECT and PAGE.
The SELECT menu provides op-
tions to select all the files on the
current directory page, all the files
on the disk, or all the files on the
border area. The PAGE option al-
lows you to insert a new directory
page at any point among the other
pages or to remove a page. Remov-
ing a page provides a speedy way to
do away with as many as eight files
very rapidly.

One of the most universally
voiced complaints about GEOS 128
is that the printer icon is too near
the trash-can icon. Too many peo-
ple have absentmindedly dumped
their printer files in the trash. With
version 2.0, Berkeley has corrected
this problem; the printer icon has
been relocated to the left side of the
bottom border. The designers have
also made it possible to retrieve the
last file deleted by clicking on the
trash can.

GEOS 128 2.0 works with
1581, 1571, or 1541 drives in any
combination and it makes extensive
use of the RAM Expansion Unit
(REU). A new feature of version 2.0
is its ability to use the REU as a vir-
tual 1571 drive, drive C. Drive C is
not an active drive (you can’t open
it or copy files to it), but you can
rapidly swap it with drive A, mak-
ing the REU drive A. As drive A, the
virtual drive is available for use as if
it were a mechanical drive.

geoWrite

geoWrite 2.1 is included in the new
128 package at no extra cost. Most
GEOS users had a litany of com-
plaints about the earlier geoWrite
versions and bought geoWrite 2.0 as
soon as it appeared on the shelf.

Version 2.0 (for the 40-column
screen) performed flawlessly, pro-
viding paragraph formatting, tabs,
justification, and a host of other
valuable features. The only prob-
lem was its speed (or lack thereof ).

Therefore, the acid test of geo-
Write 2.1 was whether it would be
able to keep up with me as I typed.
I'm not a particularly fast typist, but
previous releases of geoWrite
proved to be real slugs when my
fingers went into overdrive.

To test geoWrite’s latest incar-
nation, I typed repeatedly, Can the
word processor of my dreams keep up
with my nimble fingers? (Sometimes
it looked more like Cab the wor
dprocesro fo my drea,s kep u@ with
my nimber fongels?—but that wasn’t
geoWrite's fault). The answer is a
qualified yes. Qualified only be-
cause it slowed down somewhat
when several special styles were
imposed on the type (bold, italic,
outline, underline, and super-
script). Type that was plain or had
only one or two styles (like bold or
underline) seemed to be displayed
instantaneously. I never left geo-
Write 2.1 in my dust.

Part of the improvement in
speed is due to the fact that geo-
Write 2.1 works exclusively on the
80-column screen. This provision
allows the entire eight-inch page
width to be displayed at all times,
Since geoWrite doesn’t have to shift
the screen horizontally, it can
spend more time on other activities.
Another benefit of using the 80-
column screen is that the CPU
(Central Processing Unit) can run at
high speed (2 megahertz instead of
1). More speed means that geoWrite
now handles transitions like vertical
screen scrolls much more quickly.

geoPaint

geoPaint allows you to work in
either 40- or 80-column mode
(color isn’t available in 80-col
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mode). For my money, nothing can
match the crisp, clear graphics
available in 80-column mode, de-
spite the inevitable problems with
the aspect ratio. (Packing 640 pixels
in the width normally taken up by
320 requires that you paint like El
Greco—everything looks tall and
thin. When you print out your mas-
terpiece, be prepared for it to print
out like a Botticelli—round and
bumptious and maybe a little on
the tubby side.) Fortunately, the
preview screen (accessible from the
FILE menu) offers a very accurate
portrayal of what the graphic will
look like on paper.

write your number down on a lot
of little pieces of paper and give
them to people and they might

call you. But by the time I wrote
your name on these little pieces of
paper, all the people were gone.
And the church was dark. I was
hungry and went to look for a
McDonalds. One thing about
McDonald’s. No matter how lost
you are, you can find one.

ture: paint drivers. Paint drivers are
special printer drivers that allow
you to print your documents to geo-
Paint documents. Two types of
paint drivers are available: Paint
PAGES and Paint OVERLAY. Use
paint drivers as you would any oth-
er printer driver; select them using
the Select Printer menu option.
Once paint drivers are installed,
they behave as if they were ordi-
nary printers.

When Paint PAGES is selected
as the printer, drag your docu-
ment’s icon to the printer icon and
click as if you were printing it on a
real printer. Paint PAGES goes

truck stops and mill workers
homes, was asg strange to them as
to his father.

*] stopped in one little town
and no one could tell me how to
get to Greensboro. Or what I
mean is that everybody had a
theory, but you could tell that no
one really knew. So finally I went
to the state police post and the
sergeant told me how to get here.

Version 2.0 allows printing at 60 percent of normal size, a nice alternative to the

jagged character problem.

geoPaint has a mass of new fea-
tures, including constraint (limiting
a line to 45-degree-angle incre-
ments); the ability to draw ellipses
or perfect circles; and pasting text
scraps transparently, opaquely, and
in patterns. A dozen other powerful
enhancements make geoPaint much
faster and easier to use.

Printer Drivers
In addition to the broadest collec-
tion of printer drivers I've ever seen
(including a new parallel interface
option for the Hewlett-Packard
Laserjet and support for six color
printers), version 2.0 comes with an
interesting array of special printer
drivers capable of printing double
and quad density on some printers.
For some printers, 2.0 also of-
fers printing at 60 percent of normal
size. This option produces an ex-
tremely dense printout that effec-
tively hides the “jaggies” in printed
text (see figure).

Paint Drivers
The printout in the figure was creat-
ed with another powerful print fea-
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through your manuscript, turning
each page into a full-sized geoPaint
document which can then be edited
pixel by pixel with geoPaint.

Paint OVERLAY is similar to
Paint PAGES, but it does some-
thing a little more complex. Its pri-
mary purpose is to allow you to
print your geoWrite documents in
multiple columns.

To use Paint OVERLAY, go
through your geoWrite document,
turning each individual page into a
single column, Page 1 might have
margins of %2 inch and 3% inches;
page 2, margins of 4% and 7z inch-
es. Continue through the docu-
ment, alternating on the left and the
right side of the page. Now drag the
document’s icon to the printer icon.
When the dialog box appears to ask
how many pages to print, select
pages 1 through 2. The program be-
haves exactly as if it were printing
to your printer, but it constructs a
file on disk instead. The resulting
file is called OVERLAY. Rename
OVERLAY to PAGE1 or something
similar. (If you don’t, the Paint
OVERLAY driver continues writing

text to the file.) Repeat the proce-
dure again, but this time, print
pages 3 through 4, Rename the
OVERLAY file PAGE2. Continue
until you’ve printed your entire
document as geoPaint documents.

If you print a large file using
Paint OVERLAY, you might run
out of disk space. You may have to
stop at some point and move your
geoPaint files to another disk.

As far as I could determine,
there is no limit to the number of
columns you can overlay. You can
overlay text on graphics or graphics
on text, and you can superimpose
files on top of files endlessly.

Other Utilities

Text Grabber made its initial ap-
pearance in the Writer’s Workshop
package. It allows for importing
text files from a variety of other
word processors to geoWrite. Text
Grabber can convert Fleet System 4,
PaperClip, WordWriter 128, and
Commodore ASCII files to geoWrite
files. As before, the conversion is
strictly one-way; there is no provi-
sion for converting a geoWrite file
back to another format (this would
certainly have been a useful feature
for programmers).

geoSpell, the spelling checker
included with the 2.0 package, is
fairly fast. I used it from the REU
and from the 1581 disk drive with
little disparity in speed. geoSpell re-
views the text until it locates 590
unique words; then it checks each
word against its own dictionary and
a personal dictionary (which you
can create as you go along). geo-
Spell, like geoWrite 2.1, works only
in 80-column mode.

No Complaints, Please
Although I've concentrated here on
the improvements in the most famil-
iar GEOS utilities, there have been
literally hundreds of minor im-
provements and additions that mag-
azine space prohibits mentioning.
Suffice it to say that Berkeley
has done it again. As good as GEOS
128 was, version 2.0 is enormously
better. If you use GEOS 128, you
should seriously consider the up-
grade. If you are a 128 owner and
haven’t purchased GEOS 128, your
wait has been rewarded. No one
should complain that there isn’t
any good productivity software for
the 128. 6
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Verbatim

Article on page 28.

GD 10 REM COPYRIGHT 1989 COMPU

QX
HH

BH

BD

MH

CF

PX

Ccs

AF

CG

XH

AP

cc

BS
PQ

FQ

KE
AF
GK

GH

20
3@
40
5@

60
70

80

9@

100

110

128

130

149

158

160

170

180

190
200
210

220
230

240

258
260
276

280

TE! PUBLICATIONS - ALL R
IGHTS RESERVED
DIMWOS (400) : X=RND (-T1)
LX(3)=1l:1I=1:J=3
IFJ=7THENT7@
READBS: IFBS="-1"THENMX (J
)=I-1:J=J+1:LX(J)=1:GOTO
40
WOS (I)=BS:1=1+1:GOTO50
AS="{RIGHT}{RVS}{BLU}
{3 SPACES}{DOWN}{4 LEFT)
{BLK} (BLU}{3 SPACES}
{DOWN} {4 LEFT}{BLK}
{BLU}{3 SPACES}{DOWN}
{4 LEFT}{BLK}{3 SPACES}
{3 uP}{2 RIGHT}"
DN(1)=1:DN(2)=6:DN(3)=11
:DN(4)=16:DN(5)=21
AC(3)=24:8P(3)=4:5P(4)=4
1SP(5)=3:5P(6)=3
AC(4)=25:AC(5)=28:AC(6)
=31:D0(1)=2:D0(2)=7:DO(
3)=12:D0(4)=(17):DO(5)=
22
POKE53280,12:POKES53281,
12:PRINTCHRS (14) CHRS (8)
:TM=16:TU=1
PRINT" {CLR} {BLK}
{3 SPACES}COPYRIGHT 198
9 COMPUTE! PUB., INC."
PRINTTAB (11) "ALL RIGHTS
RESERVED" : PRINT"
{2 powN}"
PRINT" {4 SPACES}"; :FORI
=1TO8:PRINTAS" {LEFT}";:
NEXT
PRINT"{BLU} {16 RIGHT}
{RVS}V{3 RIGHT}E
{3 RIGHT}R(3 RIGHT}B
{3 RIGHT}A{3 RIGHT}T
{3 RIGHT}I(3 RIGHT}M
{BLK}"
ES="{P}{DOWN}{2 LEFT}
{N}{RIGHT} {H}{DOWN}
{2 LEFT}{Y}{UP}{LEFT}"
N1=1:N2=2:PRINT"
{5 DOWN} {5 SPACES}DO YO
U WANT TO {UP}"ES$"[RVS)
1{RIGHT} {OFF}ENTER A WO
RD‘!
PRINT" {2 DOWN}
{4 SPACES}OR {UP}"ES"
{RVS}2{RIGHT} {OFF }HAVE
{SPACE}THE 64 SELECT A
{SPACE}WORD{2 SPACES}
{UP}"ES$"{RVS}{B}{LEFT}"

GOSUBRAA :NP=NU
N1=3:N2=6

PRINT"{2 DOWN}

{2 SPACES}ENTER LENGTH
{SPACE}OF WORD (3-6 LET
TERS) ({UP}"ES"{RVS}{B}
{LEFT}"; :GOSUBB6M : WL=NU
PRINT :PRINT
IFNP=2THENXX=INT ( (MX (WL
) =LX(WL)+1)*RND (1)) +LX (
WL) :WDS$S=WOS5 (XX) : GOTO27@
PRINT" {6 SPACES}PLEASE
{SPACE}ENTER A"WL"LETTE
R WORD"

INPUT" {23 SPACES}

{17 LEFT}";WD$

IFLEN (WD5) <>WLTHENPRINT
"{3 UP}":GOTOZ240
LM(3)=9:LM(4)=5:LM(5)=3
:LM(6) =1
FORI=1TOWL:ASS=MIDS (WDS§

MC

BD

Xp

RA

ME

EF

MA
GX
ER

FF

BB

QK

JM

QM

GM
ME
EF

KF
GX

cQ
HG
HG

AD

RD

DP

HH
MC

BQ
CF

BM
08
50

290

300

310

320

360
370

380

399

400

410

420

430

449
450
460

470
480

490
509

51@
520
530

540

550

560

570

580
590

600
610

620
630
640

+I1,1):AS(1)=ASC(ASS) :NE
XT
POKE53281,12:POKES53284,
12

PRINT" {CLR}"; :FORI=1T02
4:PRINT"{RVS} {5}

{39 SPACES}"
NEXT:PRINT" {RVS}

{39 SPACES}{HOME}";
FORI=1063TO2023STEP40A:P
OKET,160:POKETI+54272,12
:NEXT

PRINT"{RVS} {39 SPACES}
{HOME}":POKES53281,1
PRINT" {HOME } {DOWN}"; : FO
RZ=1T04:FORI=1TOLM (WL) :
PRINT" {RIGHT}"; : NEXT
FORI=1TOWL:PRINTAS; : NEX
T:PRINT"{4 DOWN}":MEXT
FORJ=1TOLM (WL) : PRINT"
{RIGHT}"; :NEXT
FORI=1TOWL:PRINTAS; :NEX
T:PRINT" (HOME}"
PRINTSPC (LM (WL) +2)"
{poWN} {RVS} {BLU}"CHRS (A
S(1)+128)

PRINT" {HOME}"; : FORI=1T0
DO (TU) : PRINT" {DOWN}";:N
EXT:PRINTSPC (AC (WL) )"
{RVS}{5}<"
POKE198,08:PRINT" {HOME}
{6 DOWN}"SPC(32)"{RVS]
{5}YOUR{DOWN} {4 LEFT}
{4 T}{DOWN}{4 LEFT]}GUES
S{DOWN} {5 LEFT}{5 T}"
PRINTSPC(32)"{RVS]

{6 SPACES}(6 LEFT}{RVS]}
{p}ll

PRINT"{2 DOWN}"SPC(32)"
{RVS]ITIMER{DOWN]}

{5 LEFT}{5 T}{DOWN}

{4 LEFT}{RVS}{5}"INT (TM
)

PRINT" {HOME} {19 DOWN]}"sS
PC(32); :FORI=1TOWL:GOSU
B720:NEXT:PRINT" {RVS}
{5} ":TM=l6
FORI=1TOWL:AR(I)=ASC (AR
$(I)) :NEXT
LW=WL:FORI=1TOLW:C(I)=0
:NEXT

FORI=1TOLW:FL (I)=0:NEXT
FORZ=1TOLW
FORI=1TOLW:IFAS (I)=AR(I
JTHENC(I)=128+AR(I):FLA
G(I)=1

NEXTI
FORI=1TOLW: IFAS (I)=AR (%
JANDFLAG (1) =0THENC (Z) =A
R(Z) :FLAG(I1)=2:G0T0520
C(X)=32

NEXTI,Z
PRINT"{HOME}"; : FORI=1TO
DN(TU) : PRINT" {DOWN}"; :
EXT

PRINTSPC (LM (WL) +2)"
{powN]} {RVS} (BLU}";
FORI=1TOWL
IFC(I)>@THENPRINT"{RVS]}
"CHRS(C(I))"{OFF}";:GOT
0580

PRINT" {OFF}"CHRS (AR(T))

’

PRINT"{4 RIGHT}"; :NEXT
CK=0:FORI=1TOWL:IFAR(I)
=AS (1) THENCK=CK+1
NEXT:IFCK=WLTHEN640@
PRINT" {HOME}"; :FORI=1TO
DO (TU) : PRINT" {DOWN}"; :N
EXT:PRINTSPC (AC (WL) )"
{RVS}{5} "
TU=TU+1:IFTU=6THENG670
GOT0394
FORZ=1TO15:FORI=1TO14:P

SM
AB

GQ
KS

EA

DH

PF
DP

RK

DP

BQ

BC
PR

FA

QG
EF

GS

cp
CE

EB
BF
KC

JD

HG

KP

HR

CG

PX
QK

650
660

670
680

690

700

710
720
738

140
758
760

770
780

800

810
820

B30

840
850

860

870

1060

1010

18620

1830

1040

1850

1060

10870

1a80

1090
1100

Cwww.com

OKES3280,I:NEXT:NEXT: PO
KE53280,12
GOSUB830
PRINT"{HOME} {8 DOWN]}"SP
C(32)"{RVS}CORRECT

{2 DOWN]}":GOTO70@0
GOSUB830

PRINT"{HOME} (6 DOwWN}"SP
C(32)"{RVS}OUT OF":PRIN
T"{DOWN]}"SPC(31)"{RVS]}G
UESSES!"
PRINT"{2 DOWN}"SPC(32)"
{RVS}ANSWER: " : PRINTSPC (
29)"{DOWN} {RVS}"; :GOSUB
843 :PRINT" {DOWN}"
PRINTSPC (32) " {DOWN}
{RVS}PRESS A":PRINT SPC
(34) "TRVS} {DOWN}KEY"
POKE198,0:W,\IT198,1:GET
C5:G0TO110
GETIJS:IFIJS<"A"ORIJIS>"
Z"THEN740
PRINT"{HOME} {18 DOWN}
{RVS}{5}"SPC(31+I)CHRS (
ASC(IJS)+128)"(RVS}{P}
{LEFT}"; :ARS (1) =1J$:RET
URN
TM=TM=-.055
PRINT"{HOME} {14 DOWN}"
IFINT (TM) <16THENPRINTSP
C(33)"{RVS}"INT (TM)"
{RVS}{LEFT} {2 SPACES}":
GOTO780

PRINTSPC (33)"{RVS}"INT(
T™)

IFINT (TM) <>@THENT20
GOSUBB34d

PRINT" {HOME} {9 DowN}"sSPp
C(32)"{RVS}OUT OF":PRIN
T"{DOWN}"SPC(33)"{RVS}T
IME"
FORI=1T02300:NEXT:TM=16
PRINT" {HOME} {9 DOWN}"sSP
C(28)"{RVS} {11 SPACES}"
:PRINT" {DOWN}"SPC(30)"
{RVS}{7 SPACES}":GOTO61
a

PRINT" (HOME} {5 DOWN}":F
ORI=1TO10@:PRINTSPC (38)"
{RVS}{5%{9 SPACES}":NEX
T:PRINT" {HOME}" : RETURN
PRINTSPC (SP (WL) ) ;
FORI=1TOWL:WW (I)=ASC (MI
DS (WDS,1,1))+128:PRINTC
HRS (WW(I)); :NEXT:RETURN
POKE204,0:GETNUS :NU=VAL
(NUS) : IFNUSN1ORNU>N2THE
NB6J
POKE204,1:POKE207,@:PRI
NTNUS:FORI=1T0O3@@:NEXT:
RETURN

REM WORD LIST

REM ** 3 LETTER WORDS

{SPACE ]} **

DATA MAN,FAN,FOR,ARM,P
EN,WON,T00,BOY,HOG, APE

,YOU,YEN,PAY,JOY,LEG
DATA YES,ROD,RAN,WIN,W
AS,SUN,GAP,EAT,FAN,TAN

,TOP,TIP,COW,DOG,EAR
DATA -1
REM ** 4 LETTER WORDS

{SPACE} **
DATA FAST,SLOW,GAME, WA
RM,COLD,OPEN,ONLY, PAST
+READ,COST, JUMP, JUNK
DATA CAVE,VAST,VASE,WO
MB, POST,NOTE , MAKE , BEND
,ZEST,DESK,HOST,GATE
DATA MOST,OPAL,TRIM,AC
HE, BARK,LIMB

DATA -1

REM ** 5 LETTER WORDS
{SPACE} **

mgaglqﬁre.ca



KD

CB

5K

BA

CF

58

GP

GB

HM

DF

111

1120

1134

1140

1150

1160

1170

1180

119¢

1208

@ DATA ACORN,ACTOR,BRING
,BROKE,BRIBE,CRIMP,COU
GH,COUNT ,DRESS,DEALT
DATA EIGHT,EARTH,FAITH
+GRAZE ,GRAPE,GRAIN,GHO
5T,GOING,HELLO ,HAPPY
DATA IGLOO,MONEY,PARTY
+STAND,TENTH ,WASTE, YOD
EL,ZEBRA,MOUSE,TRAIT
DATA -1

REM ** 6 LETTER WORDS
{SPACE )} **

DATA MYSTIC,DIAPER,BAS
KET,WASHER,RUBBER, ORAN
GE, YELLOW, PURPLE

DATA QUAINT ,EXCEED,JAC
KET , ROBUST , GOLFER, ANTL
ER,ENGAGE ,MONKEY

DATA COWBOY,NOTION,SOD
IUM,DOODLE , SALARY ,WIND
OW,BORROW, DESERT

DATA TROPHY,CARPET,POD
IUM,MOTION,SICKLY,COME
DY

DATA -1

Knock 31

Article on page 29.

FH

RM
FA

EQ
PA

XD
CR

XH
QX

GM

DB

BD
RX

QR
MC

HP

AD

JF

AB

DX
SM

5C
GB

1@

20
30

40
59

68
78

B0
90

100
110

120

130
1409
158
160

170

180
190

200

210

220
230

240
250

REM COPYRIGHT 1989 COMPU
TE! PUBLICATIONS, INC. -
ALL RIGHTS RESERVED
PRINT" {CLR} {BLK}"TAB(12)
"COPYRIGHT 1989"
PRINTTAB (7)"COMPUTE !
LICATIONS, INC."
POKES53287,@
PRINTTAB (16) "ALL RIGHTS
{SPACE }RESERVED"
FORTT=0TO3000:NEXT
GOSUB1740:GOSUB1490:GOSU
B1640
GOSUB121@:KN=0:TN=0@
PRINTLEFTS (CDS,VT (DL) +1)
TAB (214 (DL=10RDL=4)*9)"
{RVS} {BLU}DEALER"
TN=TN+1:FORL=1T04
ONPUGOSUBL150@,420,428,42
g:PRINTCDS" {RVS}{BLU}
{30 SPACES}{HOME}"
PU=PU+1+ (PU>4-1)*4:IFKN
<>PUANDDP<52THENNEXT : GO
TOl@@
GOSUB72@:DL=DL+1+ (DL>4~
1) *4:GOTO80G
REM======== P L A Y E R
IFPT (1) <LTHENRETURN
POKESH,152: POKESV,154:P
OKESP,1:T1=1:T2=152:T3=
48:T4=154:WC=3
PRINTCDS" (RVS} {BLU}
{2 SPACES)CHOOSE FROM D
ISCARDS OR DECK{HOME}":
GOSUB320
IFMVTHEN200 |
DP=DP+1:UC=DP:PRINTLEFT
5(CDS8,12)TAB(21) ; :C3=DK
{DP,3) :C4=DK (DP,1) :GOSU
B1420
POKESH,40:POKESV,114:T1
=2:T72=40:T3=24:T4=114
PRINTCDS" {RVS}{BLU}
{5 SPACES]}CHOOSE CARD T
0 DISCARD{3 SPACES}
{HOME } " : GOSUB320
IFUP=0THEN270
PRINTLEFTS (CD$,12) TAB (2
1);:C3=DK(HN(1,MV+1),3)
:C4=DK (HN(1,MV+1) ,1)
GOSUB14240
WC=MV+1:PRINTLEFTS (CDS,

PUB
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SF

KK

GD

HJ
SR

XM

HG

EM

QH

BX

FS
PB
JR
DX
SM
RQ

RQ
PX

XF

QX
AR

AK

FB
EB
EJ

MM

55

AK

HQ

CX

oM

FE

CM
KQ

260

270
280

290

300
310

320

330

340
350

360

370
380
390
400
410
420

430
440

450
460

470
480

490

500
518
520

530
540

550

560

570

580

600

610
620

7)TAB (MV*3+1);:C3=DK (UC
+3):C4=DK(UC,1) :GOSUB14
20
T=0C:UC=HN(1,MV+1) :HN (1
SMYU+1) =T
POKESP,(: IFKNTHEN330
PRINTCDS" {RVS} (BLU}
{2 SPACES}DO YOU WANT T
0 KNOCK?{2 SPACES}[Y/N]
{HOME }":GOSUB1@10:GOSUB
3940
IFQS="Y"ORJS=30THENPRIN
TLEFTS (CDS,8)TAB (12)"
{RVS} {BLU}KNOCK!":KN=1:
KT=TN:GOSUBl@7@
RETURN
REM======s= C H 0 0 S E
MV=0:UP=1:POKE198,0:G0S
UB1G10
GOSUB39@:FORL1=1T099:NE
XT:IFQS=CHRS (13)ORJS=15
THENRETURN
IFQ$="1"ORJIS=23THENMV=M
V+1:IFMV>T1ITHENMV=0
IFQS="*"ORJS=27TTHENMV=M
V=1:IFMV<ATHENMY=T1
IFQS="="0RJS=29THENPOKE
SH,200:POKESV,154:UP=0:
MV=1:G0TO330
UP=1:POKESH,T2+MV*T3: PO
KESV,T4:G0T0330
INPUT
{SPACE}==3======:===
GETQS$:JS=PEEK (56320)AND
31:IFQS=""ANDJS=31THEN3
90
WAITS6320,16,15:RETURN
REM====== COMP UTE
R ==s=s======
IFPT (PU) <1THENSC (PU) =0:
RETURN
GOSUB650
1F (DK (UC, 2) <50RKN) ANDSC
(PU) <21+ (PL=2)THEN490
T=99:XC=LC:FORL1=1T04
IFDK (HN(PU,LL1),3)<>CSTH
ENXC=L1
NEXT
IFXC<4THENPRINTCDS"
{Rvs}{BLU} (5 SPACES}"PL
$(PU)" TAKES THE DISCAR
D{2 SPACES}{HOME}":GOSU
B1840:GOTO550
DP=DP+1:UC=DP:PRINTCDS"
{RVS}{BLU} {4 SPACES}"PL
S(PU)" PICKS FROM THE D
ECK{2 SPACES}{HOME}"
GOSUB1@40:GOSUB6SE
T=99:XC=LC:FORL1=1T04
IFDK (HN (PU,L1) ,3)<>CSTH
ENXC=L1
NEXT: IFXC<ATHEN558
PRINTLEFTS (CDS,12)TAB (2
1) ;:C3=DK(UC,3) :C4=DK (U
C,1):WC=3:GOSUBL1420:GOT
0580
PRINTLEFTS (CD$,12)TAB (2
1);:C3=DK(HN(PU,XC),3):
C4=DK (HN (PU,XC) ,1) :WC=3
GosuBpl420
T=UC:UC=HN (PU,XC) :HN (PU
XC)=T
T=21-(TN>2) *1+=(TN>4)*1
+- (TN>6) *1+ (PL=2) : 1FPT (
1) >0THENG610
FORL1=1TO3:PRINTLEFTS (C
DS,VT (PU) ) TAB (HT (PU) + (L
1*3-3));
C3=DK (HN (PU,L1) ,3):C4=D
K(HN(PU,L1),1):WC=L1:GO
SUBl420:NEXT
[FKN<>JORCCSTTHENG3®
KN=PU:KT=TN:PRINTLEFTS (

PE

XJ
EF

QF
QH

KE

HJ

MG

CE

GH

CcM

ME

XH

BD
MK

DG

SX

QG

KE

JQ

JD

RM

RS

BP

630
640
650
660
670
680
690

700
710

720
730

740

750

760

778

780

790

800

81e

820

830
840

850

860

870

880

890

90a@

91@
920

930
940

CDS,VT (PU)+1)TAB (21+ (PU
=4)*9)"{RVS} [BLU}KNOCK!
":GOSUB1@74@
FORL1=1TO2Q00@:NEXT:RETU
RN
REM========= |
ISPACE}==========:=:
CC=0:HN (PU, 4) =UC
FORL1=1TO4:FORL2=1T04
T=0:FORL3=1TN4:IFL2=L3T
HENG90

IFDK (HN (PU,L3) ,3)=L1THE
NT=T+DK (HN (PU,L3),2)
NEXT: IFT>CCTHENCC=T:CS=
L1:LC=L2:5C(PU)=CC
NEXT:NEXT:RETURN

REME=sa==m=s=aas K N O C K
{SPACE}:n:ﬂ::::::—::
POKE198,0

IFDP=52THENPRINTCDS"
{RVS}{BLU} {9 SPACESINO
{SPACE }MORE CARDS!
{HOME}" :GOSUBl@40
PU=1:5C(1)=0:UC=0:G0OSUB
65@:5C(1)=CC
T=@:T1=@:T2=0:FORL1=1T0O
4:IFPT (L1) <1THENB14@
PRINTLEFTS (CD§,VT (L1) +3
JTAB (23+ (L1=10RL1=4)*11
)"{RVS}{BLU}"SC(L1) :GOS
UBl@1a

IFL1<>KNTHENIFSC (L1)=>8
C(KN)THENT=T+1:IFSC(L1)
>T1THENT1=SC (L1)
FORL2=1T03

PRINTLEFTS (CD$,VT (L1))T
AB (HT (L1)+(L2%3-3));
C3=DK (HN(L1,L2),3):C4=D
K(HN(L1,L2),1):WC=L2:GO
SUB142@:NEXT

NEXT
IFDP=52THENPRINTCDS"
{RvVS}{BLU}{2 SPACES}HAN

DS DUMPED -- NO WINNERS
{2 SPACES}{HOME}":GOSUB
1040:G0T09240

IFT=@THENB6@
PRINTCDS" {RVS} {BLU}
{6 SPACES}"PLS (KN)" LOS
T TWO POINTS{4 SPACES}
{WHT} {HOME} " : PT (KN) =PT (
KN) -2
PRINTLEFTS (CDS$,VT (KN) -2
)TAB (HT (KN) 46) - (PT (KN) =
>@) *PT (KN) ; :GOSUB1@40:G
070920
T=1:IFKT=10RSC (KN)=31TH
ENT=2
IFT=1THENPRINTCDS" {RVS}
{BLU}{7 SPACES}"PLS (KN)
" WON THE ROUND
{5 SPACES} {WHT}{HOME}"
IFT>1THENPRINTCDS" {RVS}
{BLU}{4 SPACES}"PLS (KN)
" WON A DOUBLE ROUND!
{2 SPACES]}{WHT}{HOME}"
GOSUB1040:FORL1=1T04:PT
{L1)=PT(L1)+ (LL<>KN)*T:
IFL1=KNORPL (L1)=-1THEN9
10
PRINTLEFTS (CDS,VT (L1) -2
)TAB (HT (L1) +6) - (PT (L1) =
>@)*PT (L1);
NEXT
PL=4:FORL1=1T04:PL=PL+ (
PT (L1)<1):PL(LLl)=(PT (L1
) <1) :NEXT
FORL1=1T03000:NEXT:GOSU
BlO1l0
IFPL=1THENPRINTCDS"
{RVS}{BLU}{3 SPACES}GAM
E OVER -- PRESS ANY KEY
{HOME } " :GOSUB390: RUN

RE 950 IFPT(1)>@THEN980
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EK

RH

RC

CE
BJ

FC
DO

XH

HJ
S5A

KH

SB
BS

GQ

DE
PK
BQ

MB
HG

HB

FR

RQ
MM
GG

RO

JR

SR

cs

QH

QK

XM

KD

960

97@

984

990

1000

1910

1020
1030

1340

1050
1060

1070

1080
1090

1100

1110
1120
1130

1140
1150

1160

117¢@

1180
1190
1200

1210

1229

1230

1240

1250

1260

1270

1280

PRINTCDS" {RVS} {BLU}

{3 SPACES}DO YOU WANT T
0 WATCH? [Y/N]{HOME}":G
0SUB390

ON- (Q$="Y"ORJS=30)GOT09
90 : RUN
PRINTCDS" {RVS} {BLU}

{4 SPACES}PRESS ANY KEY
TO CONTINUE (HOME}":GO
SUB390

RETURN

{SPACE}::::::::::::::
POKESR,240:POKEWV,17:P
OKEHF,50:POKELF,35: POK
EAT , @

FORS1=1TO99 :NEXT: POKEW
V,16:POKESR,A:RETURN
REM========== B 0 0 P

POKEVL, 15: POKEAT , 8 : POK
ESR,225:POKEWV,17:POKE
HF, 33:POKELF, 33
FORS1=1T099:NEXT : POKEW
V,16:RETURN

FORS1=1T03:POKESR,10:P
OKEWV,129:POKEHF,30:P0
KEAT, 3
FORS2=1T0250 : NEXT : POKE
WV,128:NEXT:RETURN
SHUFFL

PRINTCDS" {RVS} {BLU}

{7 SPACES}SHUFFLING TH
E DECK{5 SPACES}{HOME}
":1GOSURLO40

IFRD (1) =@THENFORL=1TO5
2:RD (L) =L:NEXT
FORL=1TOS52:T=INT (RND (1
) *52+1)

T1=RD(L) :RD(L)=RD(T):R
D(T)=T1:NEXT
FORL=1T052
DK(L,1)=RD(L)=13*INT((
RD(L)=-1)/13)
DK(L,2)==(DK(L,1)>9)*1
#-(DK(L,1)=1)*11:IFDK(
L,2)=06THENDK (L, 2)=DK (L
1)

DK(L,3)=INT ((RD(L))/13
+.99)

NEXT

RETURN

REMa==ssasmsa=s E Kb
{SPACE}::::::::::::::
GOSUBL110@@:5YS903 : RD=RN
D(-TI)
T=DL:IFPT (DL) <1THENDL=
DL+1+ (DL>4-1)*4:G0OTO12
24
FORL1=1TO4: IFPT (L1)<1T
HEN1290
PRINTLEFTS (CDS, VT (L1) -
3)TAB (HT (L1))"{RVS}
{BLU}{B @}"
PRINTTAB (HT (L1)) " {BLK}
"LEFTS (PLS(L1)+"

{2 SPACES]}",S5)" {2}"RI
GHTS (STRS (PT (L1)) ,2)
PRINTTAB (HT (L1))™"
{DOWN]} {BLU}{G}{1}{2 0O}
{BLU}{H}{1}{2 0}{BLU}
{G}{13{3 O}{BLU}{M}"
FORL2=1TO3:PRINTTAB (HT
(L1))"{BLU}{GP{RVS}{L}
{2 SPACES}{OFF}{BLU}
{H}Y{RvVS}{1}{2 SPACES}
{OFF} {BLU}{G}{RVS}{1}
{3 spacCES}(oFF}{BLU}
{M}":NEXT
PRINTTAB (HT (L1)) " {BLU}
{G¥{13{2 U}{BLU}{H}{1}

KD
KA

BX

KM
KR
MK
GC

Kp

MR
Js
FE

CK

MH

MO
AC

QK

cQ

AR

DO
JR

RR

BJ

KB

K8

GR

1290
13400

1310

1320
1330
1340
1350

1360

1370
1380
1390

1400

1410

142@
1430

1440

1450

1460

1470
1480

1490

15¢0

15180

15208

1530

{2 UY{BLU}{G}{1}{3 U}
{BLU}{N}"

NEXT

PRINTLEFTS (CD$,12)TAB (
14)"{BLU}{G}{1}{3 0}
{BLU}{M}{2 RIGHT]}

{4 SPACES}{RVS}{G}"CRS
"{OFF}{G}{RVS}{1}

{3 SPACES}{OFF}{BLU}
{M}{2 RIGHT}{4 SPACES)
{RVS}{G}"CRS" {OFF}{G}"

r

PRINT"{RVS}{1}

{3 spaces}{oFrF}{BLU}
{M}{2 RIGHT}{4 SPACES}
{RVS}{G}"CRS"{OFF}{G}
{RVS}413{3 SPACES]}
{OFF} {BLU}{M}{2 RIGHT}
{4 SPACES]}{RVS}{G}"CRS
"{OFF}{G}{13{3 U}{BLU}
{M}{2 RIGHT}{4 SPACES}
{RVS}{G}"
FORL1=1TO4:FORL2=1T03:
HN(LLl,L2)=0:NEXT:NEXT
DP=@:FORL1=1T03:FORL2=
1704
T=T+1+(T>4=1)*4: IFPT (T
) <1THEN1380
DP=DP+1:HN(T,Ll)=DP:IF
T>1ANDPT (1) >@THEN1380
PRINTLEFTS (CDS, VT (T))T
AB(HT (T)+(L1*3-3));:C3
=DK (DP,3) :C4=DK (DP,1):
WC=L1

GOSUB1420
NEXT:NEXT:DP=DP+1:UC=D
P

PRINTLEFTS (CD$,12) TAB (
21);:C3=DK (DP, 3) :C4=DK
(DP,1) :GOSUB1420
PU=T+1+(T>4-1)*4 :RETUR
N
REM== D I S P L A
{3 SPACES}C A R D
IFWC<3THEN1450
TS="{RVS}{BLU}{G}{OFF}
{5 LEFT}{DOWN}"+COS (C3
) :PRINT"{OFF}"COS (C3)C
1$(C4)"{2 SPACES}"TSSU
$(C3)"{3 SPACES}";
PRINTTS"{4 SPACES]}"TS"
{3 SPACES}"sus(c3)Ts"
{2 SPACES}"C2S(Cc4)Ts"
{BLU}":RETURN
TS="{BLU}{3 LEFT}
{DOWN}"
PRINT" {OFF}"COS(C3)ClS
(C4)"{BLU}{M}"TSCOS (C3
)SUS(C3)"{BLU} {M}"TS"
{2 SPACES}{M}"TS"
{2 SPACES}{M}"TS"
{2 SPACES}{M}"
RETURN
REM======= 0 P T I O N
S s=samsss=sx=
POKES53281,15:POKES3288
)
PRINT"{CLR}{RVS} {BLU}R
RRRRRRRRRRRRRRRRRRRRRR

RRRRRRRRRRRRRRRRR [OFF }

{3 @}{RVS} K N O C K
{4 SPACES}";

PRINT"T H I RT Y

{3 SPACES}O N E (OFF}
{3 @}(RVS}{39 Y}{LEFT}
{INST}{Y}
PRINTCDS"{UP} {4 LEFT}

{RVS} {3 SPACES]}{A}***x

dedrde ok ok ok ok ok ok ok ok ok ok ok ok ke ok ke

*hkkak* o3 {2 SPACES)
{LEFTY(INST}
PRINT"{RVS}{3 SPACES])-
"PAB(36)"-{6 SPACES} —

SF

DS
KD
JJ

DX

RM

XH

HH
XQ

BK
QF

CK

FF

JX
Xp

RM

BP
AC

XH

AF

XF

XBE

MD

DC

FK
AJ
CH

EQ

1540
1550

1560
1570
1580

1590

1600

1610

1620
1630

1640
1650

1660
1670
1680
1690
1700

17180

1720
1730

1740

175@

1760

1770

1780

1790

1800
18180
1820

1830

g
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{z}ttiink?ii*i*t*iiiin
hhk IR RKRKN KKK LYY

{2 SPACESJ{LEFT}{INST}
{HOME]}"
5Y590¢
PRINTCDS" [RVS}
{5 SPACES}STARTING POI
NTS{3 SPACES}[10]
{5 SPACES}{HOME}":GoSU
BlO1@:T=10
GOSUB390: IFQS=CHRS (13)
ORJS=15THEN1600
IFQS="£"ORJS=30THENT=
T+5:IFT>25THENT=5
IFQ$="="ORJS=29THENT =T
-5:IFT<5THENT=25
PRINTCDSTAB (28) "{RvVS}"
RIGHT & (STRS(T),2)"
{HOME}":GOT0O1560
FORL=1TO4:PT (L) =T:PRIN
TLEFTS (CDS,VT (L) -3)TAB
(HT (L)) "{RVS}{BLU}
{8 @a"
PRINTTAB (HT (L)) "{BLK}"
LEETS (PLS (L) +"
{2 SPACES)",5)" {2}"RI
GHTS (STRS(PT (L)) ,2) :NE
XT
RETURN
REM=s=====z==a=
{SPACE}R
GOSUB11@@:T=@:WC=3
PRINTCDS" {RVS} {BLU}
{8 SPACES}FIRST ACE DE
ALS{7 SPACES}{HOME}":G
0SUB1040
FORL1=1TO052:T=T+1+(T>4
-1)*4
PRINTLEFTS (CDS,VT(T))T
AB(HT (T));:C3=DK(L1,3)
:C4=DK(L1,1):GOSUB1420
FORL2=1T0350 :NEXT
IFDK(L1,1)=1THEN1720
PRINTLEFTS (CDS,VT (T))T
AB (HT (T)) ;
PRINT"{RVS} {BLU}
{5 SPACES]} {5 LEFT}
{DOWN} {5 SPACES}
{5 LEFT}{DOWN}
{5 SPACES} {5 LEFT}
{DOWN} {5 SPACES}
{5 LEFT}{DOWN}
{5 SPACES}":NEXT
DL=T:RETURN
RE ) g 3 WP o 6 NS
{SPACE}I Z E =s=======
PL=4:PLS=" 20 5 @":CRS
="{DOWN} {12 LEFT}":CDS
="{HOME} {23 DOWN}
{4 RIGHT}"
LF=54272:HF=54273:WV=5
4276:AT=54277:SR=54278
:POKELF+24,15
SH=53248:5V=53249:5P=5
3269:POKE2040,13: POKES
P,08:POKESH,85: POKESV, 8
5
pDIM CC,C3,C4,CS,DL,DP,
TN,KN,T,T1,T2,T3,T4,L,
L1,L2,L3,PL,XC,LC,MV,U
C,WC,Q8
DIM C1$(13),C25(13),PL
5(4)
DIM DK(52,3),HT (4),VT(
4) ,HN(4,4),PT(4),PL(4)
RD(52),5C(4)
FORL=1T04 :READPLS (L) ,H
T(L),VT (L) :NEXT
FORL=1TO13:READC1S (L),
C2S (L) :NEXT
FORL=1TO4:READCOS (L) ,S
US (L) :NEXT
IFPEEK (895) =188THEN186




RH
RR
GH
ED

MD

KB

RK

FS

JF

Xc
RB
EF
CF
PR
QE
PH

BR

1840

1850

1860
1870

188

189

190

191

192

193
194
195
196

197

1980¢
1990

2000

FORL=0TO33:READD: POKE9
BO+L,D:NEXT
FORL=@TO63:READD: POKES
32+L,D:NEXT

RETURN

DATA "YOU{2 SPACES}",1

+7,COMP1,28,7,COMP2,28

+17,COMP3,1,17

B DATAIIJ\ II’II All'"z tl'ﬂ 2
wony mon an,ng v, mogn,
"g omomogn Mg wom 6","7

won "

G DATA‘IE " " " E‘. - "9 " F L 9
nomign,Tigr,ng t,m g,
“Q Il’rl Q"["K II'“ K"

G DBTA "{BLK}“:"&";"
[RED}","§","{RED}","Z"
,"{BLK]","E" =

@ DATA 162,190,169,1640,1
57,119,4,157,53,5,157,
243,5,157,177,6,169,6,
157,119

¢ DATA 216,157,53,217,15
7,243,217,157,177,218,
2062,208,225,96

@ DATA255,240,000,255,22
4,000,131,192

¢ DATAGO00,135,128,000,14
3,192,000,153

@ DATA224,000,188,248,00
3,247,060,000

@ DATA225,159,000,192,23
1,128,000,051

# DATA128,000,031,000,00

¢,006,000,000

DATAQGQ0,000,000,000,00

¢,000,000,000

DATAQOO,000,000,000,00

¢,000,000,000

DATAQO0,000,000,000,00

¢,000,000,188

Power BASIC: quick

Print
Article on page 68.

GD

HR

ES

5G

DM

GH

GE

FR

RE

DX

MA

EJ

EE
SR

78

10

20

30
40

50

60

70
80
90
100
110
1208
130

140
150

REM COPYRIGHT 1989 COMPU
TE! PUBLICATIONS - ALL R
IGHTS RESERVED
5=828:M=PEEK(65530) : IFM=
STHENBANK15:5=3072
IFM=164THENS=818
FORI=STOS+96 :READA: POKEI
(AT X=X+AINEXT:IFX<>13962
THENPRINT"DATA ERROR.":S
TOP

POKES+1,5+97-INT ((5+97)/
256)*256 : POKES+5, INT ( (S+
97)/256)

PRINT"{CLR} {3 SPACES}COP

YRIGHT 1989 COMPUTE! FUB
«r INC."

PRINTTAB (11)"ALL RIGHTS
{SPACE}RESERVED"

PRINT"{4 DOWN}SYS"S"TO A

CTIVATE."

DATA 169,157,133,252,169
'3
DATA
(213
DATA
255
DATA
45
DATA
£ 246
DATA
DATA
88

133,253,169,147,32
255,169,14,32,214,
166,0,32,2067,255,1
252,200,201,13,208

192,2,208,11,160,0
177,252,160,2,201,

COMPUTE!'s Gazette May 1989

Js
KC

AR

GQ

PB

JSs
MC

CA

Hi-Res Windows

See instructions in article on page

160
170

180
190

200
210

220
230

240

DATA
DATA

208,1,96,169,0,145
252,169,4,170,164,

7
DATA
2
DATA
162
DATA
DATA
10
DATA
9,4
DATA
255
DATA

208,177

32,186,255,169,0,3

189,255,32,192,255

4,32,201,255,160,0
177,252,240,6,32,2

255,200,208,246,16

32,195,255,32,2604,

169,13,32,210,255,

30 before typing in.

Program 1: Hi-Res Windows

ca@d:4cC
c@a8:C2
cele:27
C@18:4cC
c@208:C2
Cc@28:A9
C@30:43
CA38:4C
c@40:C7
C@48:8A
casp:c2
CHESB:FF
Cc@60:85
C@68:FE
Cc@70:85
ce78:85
c@e80:85
ce88:91
ce9a:07
c@98:09
COAQ:01
COAB:F@
COBO:AE
C@B8:FD
caca:AD
cacs: a9
C@D@:90
CcoD8:D7
CUE@:AD
C@EB:ED
COF@:08
COF8:69
Cla0:69
Cl@8:A0
C1l10:8D
Ccl18:C4
c124:C7
Cl128:DB
c13@:8D
Ccl38:18
Cl40:DE
Cl1l48:9D
Cl5@:A9
Ccl58:D2
Cl60:20
cl168:C4
Cl7@:D6
cl78:C4
c180:6D
c188:D6
C194:AD
c198:C9
ClAa@:C9
ClAB:04
ClB@:18
ClB8:8D
clce:85
clcs:8D
ClD@:8A

64
4C
c2
7F
A9
FF
C5
c9
4c
c?
A9
AQ
34
8D
g1
a5
a7
a6
E8
a4
8D
69
20
AE
D7
AD
a5
c4
1B
1A
20
[+1")
30
a8
D9
AE
AD
c4
F7
BD
c4
F8
15
FE
FD
20
c4
c9
D8
Cc4
D5
A9
18
AD
AD
D2
a7
1A
91

ce
60
AC
c2
gl
AQ
4C
c5
65
A9
gl
[CRE
B5
¢E
A9
A9
A2
cs
E@
85
0B
ac
9E
24
Cc4
D8
A2
AC
c9
c9
E4
8D
8D
20
Cc4
D8
1A
4A
c4
DD
BD
Cc4
8D
60
AE
FD
18
29
c4
AQ
c4
ae
AD
1B
1A
[of
8D
c9
a4

4C
cl
5E
A9
Al
aa
AE
4C
c7
e
AB
4C
38
DC
@9
ae
2e
D@
68
g1
oc
8D
B7
SE
F@
[of!
GE
D8
D@
8D
c7
Do
D1
E4
AD
c4
c9
4A
8D
Cc4
F7
E8
18
A2
20
AE
AD
BO
co9
28
6D
6D
1a
c9
co9
AD
D3
AE
E8

50
AC
c2
ao
aa
AC
Cc5
A3
4C
AQ
AC
8C
AD
a5
85
85
AQ
F9
D@
AD
AD
18
8E
B7
@D
Fa
ac
c4
ED
D4
18
Cc4
c4
c7
1B
AQ
8D
4A
DD
6D
Cc4
88
D@
@E
9E
20
D5
DE
1A
20
1A
1B
c9
69
69
1B
c4
D4
AD

Ccl
FF
4Cc
AB
AC
BC
4C
C6
78
g1
8C
c2
QOE
al
04
@6
oa
E6
EE
ae
18
Do
D7
8E
c9
o4
37
20
38
c4
AD
AD
AE
AD
c9
@8
DB
AB
Cc4
D9
6D
D@
A9
4C
B7
9E
c4
AD
Bo
E4
c9
c9
69
a4
o
c9
AD
Cc4
ples

4C
cl
7@
AC
ac
c2
58
4C
c7
AC
c2
A9
bc
29
A9
A9
Bl

A5
Dc
D@
20
c4
D8
29
Cc9
A4
E4
A9
AR
1A
1B
D7
1a
8D
20
c4
A9
A2
c4
DA
E9
93
37
8E
B7
6D
D6
D4
c?
8D
8D
41)
85
85
69
L]
A
c4

ClD8:06
ClE@:AS
ClE8:69
ClF@:28
ClF8:87
c200:00
c208:C4
C210:04
C218:E9
Cc220:38
c228:60
c23@:c4
c238:04
C243:A5
C248:085
C250:60
C258:29
C260:C4

C268:91

Cc270:20

C278:49
C280:8F
c288:C9
C296:26

C298:4C
C2n0:8D
C2A8:AD
c2B@:C9

c2BB:C2

c2Co:00

C2C8:F@

c2pg@:c2

c2p8:22

C2E@:A5

C2EB8:A5

C2F@:8D
C2F8:01
C300:FF
C308:FF
C31@:69
C318:69
C320:1E
C328:1F
C330:ED
c338:C9
C340:B0
C348:AD
c350:C9
c3s58:C9
C360:4C
c368:29
C370:18
C378:18
c380:19
c3A8:19
Cc39@:@D
C398:F0
C3A0:4C

C3A8:C7

c3B@:09

C3B8:CO

C3c@:AD
c3c8:20

cipad:c4
c3ps:18
C3EQ:18

C3IEB:F@

C3IF@:CH9

C3r8:88

c400:C4

C408:73

C410:88

c418:C4

C42@:7E
c428:CD
C433:A5
C438:A5
Cc440:B0
C448:4A
Cc450:79
C458:79
C460:F8
C468:65
Cc470:87
C478:69

480:49
f.‘www

c8
a4
1Y)
85
CE
AD
85
1%}
o0
ap
AD
85
E6
24
E9
20
aF
A
a4
8F
FF
Cc4
91
c9
9E
15
12
FO
20
38
ap
49
9
14
15
20
aC
BD
8D
g1
a8
c9
c9
22
E9
21
20
AD
9@
68
o8
AD
c9
c9
c9
14
09
ce
AC
20
c3
26
FA
20
c9
c9
a3
D@
Fa
20
c2
F@
20
C
DB
14
15
EB
4A
DD
F7
18
15
18
aa
a7

AR
«C

85
04
B85
a4
as
A9

Cc4
85
18
a7
Dg
85
e
a5
c9
D@
85
a4
a2
8D
1C
20
Cc4
04
Cc4
ga
91
Bl
8D
@6
8F
15
17
E4
20
c9
A2
g1
c9
c9
c9
2A
AD
AD
18
c9
c9
c9
38
1a
1A
c9
22
E9
%)
FF
c9
6D
c9
c9
Cc3
17
c7
AE
AD
20
c7
B89
D4
20
CE
c9
Cc3
25
82
4C
25
8D
4C
Cc4
@2
c4
c4
AD
18
g4
85
85
AD
85
AS
a1

CA

18
a5
69
85
AQ
Dl
E6
04
E9
A0
D1
91
38
AS
E3
BA
8F
c9
60
c9
20
24
8C
(o}:]
14
c9
26
BC
A2
c9
D7
8D
38
c9
c9
A2
49
49
c9
c9
8E
AD
c9
21
1B
38
1A
1A
c9
c9
c9
8D
8D
EE
c9
c9
c7
BD
30
AC
c7
c8
44
AD
CE
c9
26
09
aa
20
a9
aa
20
c9
38
c9
c9
18
c4
c4
29
@5
29
a5

a7

30 @3
ommodore.ca



C488:0A D@ FA BD 24 C9 6@ 20 AC C738:B1 @04 49 FF 91 04 E6 @4 39 ":POKES3280,6: POKES3281,
C490:FD AE 20 EB B7 8E 12 C9 6D C740:D0 02 E6 65 AD 1A C9 D@ 20 14

C498:20 25 C4 90 65 A2 QE 4C 38 C748:03 CE 1B C9 CE 1A C9 AD 20 BB 6¢ REM FIRST WINDOW 1 DEMO
C4AG:37 A4 20 44 C4 18 AD 12 2B C750:1A C9 0D 1B C9 DO El1 60 68 DB 78 5YS49152,2¢,3

C4AB:C9 4A 4A 4A AB 18 AD D2 6B C758:20 FD AE 2@ 9E B7 8A 29 61 QC 80 SYS49164

C4BO:C4 79 11 C5 B85 @6 AD D3 EC C760:9F 8D 11 C9 68 20 E4 CB AF SH 9@ SYS49158,0

C4BB:C4 79 2A CS5 85 @7 18 A5 C2 C768:A0 00 Bl A4 6D 24 C9 91 DC MP 100 SYS49161,10,10

C4C0:14 4A 4A 4A 18 65 06 85 BC C770:84 AD 11 C9 AC @5 C9 99 D2 FK 11¢ REM DRAW BORDER

C4C8:06 A5 67 69 00 B5 07 60 BA C778:27 DO 60 20 E4 C8 AQ 00 69 CX 120 SYS49179,0,0,159,0:5YS4

C4DO:08 00 00 00 28 OA 65 OA D7 C780:AD 24 C9 49 FF 31 @4 91 1C 9179,0,23,159,23
C4DB:0A G0 60 00 00 00 00 00 67 C788:04 60 20 E4 C8B AQ 00 Bl FE el X 3
SS 130 SYS49179,0,0,0,23:5Y549
C4EQ@:00 08 00 00 00 60 00 @0 6A C790:@04 4D 24 C9 91 G4 60 AD Al 179,159.0,159, 23
CAE8:00 60 00 00 00 60 00 @@ 72 C798:1E C9 F@ 11 386 @9 A5 14 DD HE 140 52539176 5 2 iS? 2:5v54
C4F@:00 00 00 00 00 00 00 00 7A C7AO:D@ 02 C6 15 C6 14 6@ E6 71 : 91792 Zi iS% 21' =
r r r L

C4F8:00 00 00 69 00 00 00 @@ 82 C7A8:14 D@ 02 E6 15 6@ AD 1F C9 -
C500:00 00 00 60 00 00 00 00 8B C7BB:C9 FO FA 30 04 CE 12 c9 gp PF 150 f§g4?é;952i§;25f1-5Y549
C508:060 00 80 00 00 00 00 60 93 C7BB:60 EE 12 C9 60 18 AD 13 E4 . 0 colr iirfe oo il
C51@:00 @d 28 50 78 A@ CB F@ 6E C7C@:C9 6D 20 C9 8D 13 C9 AD 2B : EULLESGREBHER
C518:18 4@ 68 90 B8 E@ @8 3@ SF C7C8:14 C9 6D 21 C9 8D 14 c9 gp KS 170 FORI=1TO39

©52@:58 80 AB DY F8 20 48 78 63 C7D@:60 38 AD 13 C9 ED 22 €9 99 QR 180 POKEL024+1,200

C528:98 C6 00 60 0@ 60 0@ @2 3¢ C7DB:8D 13 CY9 AD 14 C9 E9 09 a3 PA 190 POKE1984+1,254

C530:00 61 @1 @1 @1 @1 @1 @2 3C C7E@:8D 14 C9 66 A9 g¢ 8D 1A Fp EB 200 NEXTI

C538:82 @62 @2 02 02 062 @3 63 C6 C7EB:C9 8D 1B €9 98 F§ 16 8a Fr GR 210 FORI=1TO23

C540:03 63 063 A9 30 85 34 85 8E C7F@:F@ 13 18 8A 6D 1A C9 8D S5E JX 220 POKE1024+40*I,216:POKE]
C548:38 26 FD AE 20 9E B7 BE 1C C7FB8:1A C9 A9 08 6D 1B C9 BD 36 863+40*1,235

C5506:69 C9 20 FD AE 20 9E B7 Al C8@@:1B C9 88 D@ ED 68 8E 1A p7 JE 230 NEXTI

C558:8E GA C9 AD @9 C9 F@ @D 20 CB8@8:C9 8C 1C C9 A9 @@ 8D 1B 45 BR 240 REM CORNERS

C560:C9 69 B@ @9 AD OA C9 F@ D3 C816:C9 A2 FF E8 38 AD 1A C9 34 SD 250 POKE1l@24,196:POKE1063,2

C568:84 C9 @9 9@ @5 A2 @E 4C AD C818:ED 1C C9 8D 1A C9 AD 1B 28 15
C570:37 A4 18 AE 09 C9 AC @A Bl (CB820:C9 E9 00 8D 1B C9 @D 1A 1E BJ 260 POKE1984,236:POKE2023,2
C578:C9 26 E4 C7 AD 1A C9 C9 3D C828:C9 B@ E8 8A 60 AD 12 C9 38 55

C580:@9 BG EA AA 18 69 E@ A8 95 <(C830:CD OC C9 90 @62 38 60 A5 45 MM 270 REM DRAW WAVE

C588:88 98 9D F7 @7 88 CA DO 72 (C838:14 CD OB C9 B@ F7 18 60 3B JB 280 FORI=8TOLl51 STEP 3
C59@:F8 AE 09 C9 AQ 18 20 E4 8C CB840:A9 @¢ 85 04 A9 38 85 @5 D5 ES 290 SYS49170,1,12+8*SIN(I/1
C598:C7 AD 1A C9 8D OB C9 AE 2E C848:A6 14 A@ 18 28 06 C8 8D FF @)*Cos(1/5)

C5A0:@A C9 AQ 15 20 E4 C7 AD DA CB50:47 C9 AE 12 C9 A0 15 20 O0A XJ 300 NEXTI

CS5AB:1A C9 8D OC C9 6@ AE @9 5C (C858:06 CB 8D 48 C9 18 AE 47 AB CP 310 FORI=1T04

C5B@:C9 AC BA C9 20 E4 C7 AE FC CB60:C9 A5 G4 7D 27 C9 85 04 08 QM 320 SYS49167:FORJ=1T0200:NE
CS5BB:1A C9 BD 51 C9 2D 15 D@ BE CB68:A5 @5 7D 2F C9 85 @5 38 57 XT

C5C@:8D 15 DO 6@ A2 GE 4C 37 95 C870:A5 14 FD 3F C9 8D 1C C9 14 DM 338 NEXTI

C5C8:A4 20 FD AE 20 EB B7 BE 68 CB78:4A 4A 4A 18 65 064 85 04 D6 BQ 340 REM BOUNCE WINDOW
C5p@:@8 C9 A5 14 8D @6 C9 A5 86 C880:A5 @5 69 00 85 @5 AC 09 F5 EF 350 XP=1@:YP=10:DX=2:D¥=2
C5D8:15 8D @7 C9 20 FD AE 20 46 C888:C9 AE 48 C9 A9 00 8D 05 BD yQ 360 FORK=1TO100

C5E0:9E B7 8E @D C9 20 FD AE C5 (C890:C9 18 A5 @4 7D 27 C9 85 A3 yp 37¢ SYS49161,XP,YP

C5EB:20 9E B7 BE @F C9 38 A9 C5 C898:04 A5 @5 7D 2F C9 85 65 BE aAp 13g8¢ XP=XP+DX:IFXP<AORXP>20T

C5F@:59 ED @6 C9 8D 1A C9 A9 14 CBAQ:18 AD 05 C9 6D 48 C9 8D 94 HENDX=-DX : GOT0 380
CSE8:01 ED @7 C9 6D 1A C9 90 F2 CB8AB:05 C9 88 D@ E4 38 AD 12 C2 pp 39g yp=yP+DY:IFYP<BORYP>22T
C6@0:C3 AD 08 C9 C9 FB BO BC D4 C8BB:CY FD 37 C9 8D 1A C9 18 AA HENDY=-DY : GOTO390

C608:8D 1C C9 A9 18 A2 00 AC 2F CB8B8:UA 18 6D 1A C9 8D 1A C9 27 (y 448 NEXTK
C610:0D C9 FO 03 A9 30 CA 8D 16 CBCO:18 A5 @4 6D 1A C9 85 84 26 b s1o pov oo ooan, oo
C618:0E C9 8E 1D D@ A9 15 A2 BC CBC8:A5 05 69 00 85 @5 AD 1C 53 o ,o0 poit o Peiill s
C620:00 AC OF CO FO 03 A9 2A 68 C8D0:C9 29 07 8D 1C C9 38 A9 6D .y 435 porymmicpp)n
C628:CA 8D 10 C9 8E 17 DO A2 32 C8D8:07 ED 1C C9 AA BD 49 C9 32 oo o0 coc,o ot o
C630:00 AG G0 AD A C9 8D 19 6C CBE@:8D 24 C9 60 20 FD AE 20 F7 oo oo SUS9 2810y
C638:C9 AD 09 C9 8D 18 C9 AD E1 CBES:EB B7 8E 12 C9 20 2D C8 43

C640:86 C9 8D 1A C9 AD @7 C9 73 CB8F@:90 85 A2 OE 4C 37 A4 20 g9 XQ 460 SYS49161,0,0:5Y549161,3

C648:8D 1B C9 AD 1A C9 9D 00 AA C8F8:40 C8 18 AD @5 C9 6D 47 2C ,0 4
C650:D8 B9 49 C9 49 FF 2D 16 2F C960:C9 8D 05 C9 60 060 @¢ ¢¢ 1c BQ 470 S¥YS49161,0,15:5YS49161,
C658:D@ 8D 18 D@ AD 1C C9 9D CF C908:00 00 ¢0 00 (@ 00 @0 00 9B 38,15

C660:01 D@ AD 1B C9 FO 09 AD DB C910:00 (@ 00 00 00 00 9@ ¢0 A3 EP 4808 5YS49161,15,7
C668:16 DO 19 49 C9 8D 10 DB SF C918:0¢ 00 00 €6 00 00 @0 08 Ap FH 498 FORI=0TO079
C670:18 AD 1A C9 6D GE C9 8D 1A (C920:00 00 ¢¢ 00 60 00 @@ ¢0¢ B3 FJ 500 SYS4917¢,T1,ABS (4*COS(1/

C678:1A C9 AD 1B C9 69 08 8D 6E (C928:40 80 CO 0@ 40 80 C@ a4 99 5))

C680:1B C9 AD 15 DO 19 49 C9 5C (C930:00 60 60 01 ¢1 81 g1 gp g1 HJ 510 SYS49176,1,79-ABS(4*COS
C688:8D 15 DO EB8 E8 C8B CE 18 EA (C938:15 2A 3F 54 69 7E 93 @@ 7A (1/5))

C690:C9 D@ BB 18 AD 1C C9 6D AE (C940:18 30 48 60 78 96 A8 @@ 52 EE 520 SYS49170,ABS (4*COS(I/5)
C698:10 C9 8D 1C C9 CE 19 C9 99 (C948:00 @1 02 ¢4 68 1@ 20 4@ 9D ) .1

C6A0:D@ 97 60 AE @9 C9 AC OA 46 (C950:80 FE FC FB F@ E@ C@ 8@ 2¢ BC 530 S5YS49170@,79-ABS (4*COS (I
C6A8:C9 20 E4 C7 @E 1A C9 2E D6 (958:00 00 00 00 00 60 00 00 EB /3)) .1

C6BO:1B C9 OE 1A C9 2E 1B C9 AB CH 540 NEXTI

C6B8:0@E 1A C9 2E 1B C9 @E 1A 26 FF 550 REM PUT TEXT IN WINDOWS
C6C@:C9 2E 1B C9 @E 1A C9 2E 59 FG 560 PRINT"{HOME}{8 DOWN}"TA
c6c8:1B C9 OE 1a c9 26 1B c9 co  Program 2: Hi-Res Windows Demo B(16)"T (DOWN}E{DOWN}S
C6D@:A9 G0 85 @4 AD 38 BS 05 62 {DOWN}T{DOWN} I {DOWNIN
C6DB:A9 @0 91 04 E6 94 D@ 02 98 GK 10 REM COPYRIGHT 1989 COMPU {DOWN}G{DOWN] 1"

C6E@:E6 85 AD 1A C9 D@ 03 CE EO TE! PUBLICATIONS, INC. A RC 570 REM BOUNCE LINE

C6EB:1B C9 CE 1A C9 AD 1A C9 F4 LI, RIGHTS RESERVED CM 580 FORJ=1TO2

C6F@:8D 1B C9 D@ E3 A0 07 AD 6F SA 20 PRINT"{CLR}"TAB(13)"COPY RG 598 FORI=8TO71 STEP 3
C6F8:11 C9 99 27 D@ 88 C@ FF 51 RIGHT 1989":PRINTTAB(7)" SB 608 SYS49192,8,1,71,1
C706:D0 F8 68 AE 09 C9 AC @A FF COMPUTE! PUBLICATIONS, I SQ 618 SYS49192,1,8,1,71
C70@8:C9 24 E4 C7 @E 1A C9 2E 38 NC. " GH 620 5Ys549192,8,1,71,1
C710:1B C9 OE 1A C9 2E 1B C9 6a CA 3@ PRINTTAB(1ll) ™ALL RIGHTS GR 638 5YS49192,1,8,1,71
C718:0E 1A C9 2E 1B C9 QE 1A 87 {SPACE}RESERVED" XS 640 NEXTI

€720:C9 2E 1B C9 OUE 1A C9 2E BA PB 48 IFA=0THENA=1:LOAD"WINDOW BC 65@ REM AND BOUNCE IT BACK
€728:1B C9 GE 1A C9 2E 1B C9 22 SLMLY, B CH 660 FORI=71T08 STEP -3

H @ 9 38 5 "
C730:A9 00 85 @4 A 85 65 C3 EB 50 PRINT"{CLR}{BLK}(2 DOWN} cp Cﬂwwgdommodore.ca
COMPUTE!'s Gazette May 1989 79



680
690
708
710
720
730
740
758@

768
77@
780
79@
800
810
B20

830
840
850
860
870

880
890

900
91@
920
93¢
940
958
9680
970
980
990

1000
1010
1620

1639

SYS49192,1,8,1,71
5Y549192,8,1,71,1
5Y549192,1,8,1,71
NEXTI
NEXTJ
REM WINDOW 2
PRINT" {CLR}"
SYS49161,0,0:REM KEEP W
INDOW 1
SYS49164
FORX=0TO78 STEP 4
SYS49179,X,0,X,79
SYS49179,%X+1,0,X+1,79
NEXTX
FORY=0TO78 STEP 8
SYS49179,0,Y,79,Y:5Y549
179,0,¥+1,79,¥Y+1
NEXTY
5Y549199,4,2
SYS49199+6,1
S5YS49199+12
5Y549226,0,0,95,0:5Y549
226,0,0,0,41
5YS549226,0,41,95,41:5YS
49226,95,0,94,41
SYS49226,0,0,95,41:5YS4
9226,95,0,0,41
POKE53248+27,0
FORX=248T0248STEP -2
SYS49208,X,34+.7*X,0,0
NEXTX
FORT=1TO15@0 :NEXT
SYS549208,24,50,0,1
FORT=1TO15@0 : NEXT
5Ys49208,24,50,1,0
FORT=1TO1500 :NEXT
5YS549208,24,50,1,1
5¥Ss49208,25,50,0,0
POKE53248+27,255
FORT=1TO2(0@ :NEXT: PRIN
T"{CLR}"
5Y549164:5Y549155:5Y54
9211:5Y549202

Dissolve 128

Article on page 60.

Program 1: Dissolve 128

1 REM COPYRIGHT 1989 COMPUT

RE

XQ

RB

AM
Ccs

JB
GC
HD

DP

GM

GK

RJ
QB
QA

XJ

E
¥
24D
{
T
3 P
E

! PUBLICATIONS, INC.
I. RIGHTS RESERVED
RINT" (CLR} {3 SPACES}
YEL}COPYRIGHT 1989 COMPU
E! PUB., INC."
RINTTAB(11)"ALL RIGHTS R
SERVED"

- N

4 FOR TT=0TO3000:NEXT

5 P

RINT"{CLR}LOADING DATA..

.13 SECONDS."

10
20
3a

40

50
60

79
80
9@

100

§=4B864 :FORA=0TOT775:READD
§:D=DEC (DS)
POKES+A,D:T=T+D:NEXTA
IFT<>93638THENPRINT"ERRO
R IN DATA STATEMENTS!!!"
:END

INPUT" {2 DOWN}HOW MANY C
OLUMNS";C: IFC<10RC>31THE
N40

INPUT" {2 DOWN}HOW MANY R
OWS";R: IFR<1ORR>25THENSA
C=C*8:POKE 5025,C:POKE 5
237,C:POKE 5318,C:POKE 5
360,C

POKE 5@36,R:POKE 5323,R:
POKE 5365,R
BSAVE"DISSOLVE.OBJ",B@,P
4864 TO P5645
PRINT" {2 DOWN}DATA
VED.":END

DATA 48,8A,48,98,48,B0,

IS SA

80 COMPUTE!'s Gazette May 1989

X0
RR
ER
DS
Jp
GG
QB
cc
FB
ER
ED
GX
Js
CA
Jp
KD
PC
JJ
CcB
ER
Qp
GG

EM

cc
KH
DG
MJ
RG
CK
Jc
BH
ca
BJ
BP
cJ
KR
JF
MB
EG

XG

110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
g
31@
320
330
340
isa
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500

510

32,49

DATA 15,85,FC,A9,00,85,
FB,A9

DATA D@,85,FD,A9,D8,85,
FE,A9

DATA 38,8D,8A,14,8D,91,
14,A9

DATA E9,8D,8B,14,8D,92,
14,A9

DATA 3D,8D,99,13,A9,11,
8D, 86

DATA 13,A9,1D,8D,8F,13,
4C, 68

DATA 13,A9,15,85,FC,A9,
28,85

DATA FB,A9,00,85,FD,A9,
08,85

DATA FE,A9,18,8D,8A,14,
8D,91

DATA 14,A9,69,8D,8B,14,
8D,92

DATA 14,A9,1D,8D,99,13,
A9,31

DATA 8D,86,13,A9,3D,8D,
8F,13

DATA 20,CD,13,20,20,14,
A9 ,FF

DATA 8D,0F,D4,A9,8@,8D,
12,D4

DATA 8D,18,D4,A9,00,85,
AB,85

DATA AA,A2,00,AD,1B,D4,
31,FB

DATA 48,A9,3F,8D,00,FF,
68,3D

DATA 00,94,48,A9,08,8D,
@0 ,FF

DATA 68,1D,F8,2C,9D,F8,
2C,E8

DATA E@,40,D0,1E,20@,4D,
14,E6

DATA AB,AS5,AB,C9,04,D@,
0E, 20

DATA 88,14,E6,AA,A5,AA,
c9,1c

DATA F@,65,4C,81,13,Ad,
FD,4C

DATA 81,13,C8,C4,FE,D@,
BC, 20

DATA AG,14,4C,83,13,A8,
¢0,8D

DATA 21,14,A9,20,8D,2F,
14,68

DATA B85,AA,68,85,AB,68,
AB,CO

DATA @0,F0,15,AD,21,14,
18,69

DATA 44,8D,21,14,AD,2F,
14,69

DATA ©61,8D,2F,14,88,4C,
DF,13

DATA 68,AA,E0,00,F@,15,
AD,21

DATA 14,18,69,08,8D,21,
14 ,AD

DATA 2F,14,69,00,8D,2F,
14,Ca

DATA 4C,FA,13,68,8D,3D,
14,74

DATA FD,A5,AB,48,A5,AA,
48,60

DATA A9,F8,8D,9A,13,8D,
9p,13

DATA 8D,BF,14,8D,EC,14,
A9, 2C

DATA 8D,9B,13,8D,98,13,
BD,CO

DATA 14,8D,ED,14,A9,94,
8D, 91

DATA 13,8D,C3,14,A9,00,
8D, 90

DATA 13,8D,C2,14,60,AD,
9,13

DATA 18,69,40,8D,9A,13,

GK 530

SQ 540
SE 550
XC 560
RC 57@
MK 580
PC 590
AQ 600
DM 610
XS 620
CQ 630
RK 640
RF 650
EQ 660
SX 670
PB 680
QK 690
HQ 700
BS 710
XB 720
BD 734
KE 740
FF 750
BE 760
RH 770
KG 780
HR 790
SB BOO
AF 810
cc
oM
§J
J5 850
MK
EJ 870
XK 880
XQ 894
GS 900
AP 910
FM 920

EQ 930

swww.commodore.ca

8D, 9D
DATA 13,8D,BF,14,8D,EC,
14,AD
DATA 9B,13,69,01,8D,98,
13,8D
DATA 9E,13,8D,C@,14,8D,
ED,14
DATA AD,90,13,18,69,40,
8D, 90
DATA 13,8D,C2,14,AD,91,
13,69
DATA 0€@,8D,91,13,8D,C3,
14,60
DATA A5,FD,18,69,@8,85,
FD,AS
DATA FE,18,69,08,85,FE,
Ad4,FD
DATA A9,00,85,AB,20,20,
14,60
DATA AW,00,C8,C6,5@,D0,
FB,Ad
DATA FD,60,48,8A,48,98,
48,20
DATA CD,13,20,20,14,A9,
3F,8D
DATA @0 ,FF,A2,00,A0,00,
BY9,F8
pATA 2C,99,00,94,C8,C0,
40,00
DATA FS5,EB,E0,04,F0,06,
20,4D
DATA 14,4C,BC,14,A9,00,
8D, 00
DATA FF,60,48,8A,48,98,
48,20
DATA CD,13,20,20,14,A2,
00 ,Ad
DATA @0,A9,006,99,F8,2C,
c8,co
DATA 40,D0@,FB,E8,E@,04,
F@,06
DATA 20,4D,14,4C,E7,14,
60,00
DATA 00,00,00,00,00,00,
0a,00
DATA @0,00,00,00,00,00,
00,00
DATA 00,00,00,00,00,00,
@0 ,00
DATA 00,00,00,00,00,00,
00,00
DATA O0,00,00,00,00,00,
aa,eq
DATH O1,10,80,08,02,20,
40,04
DATA 10,8@,08,02,20,40,
04,01
DATA 80@,08,082,20,40,04,
@1,1@
DATA 08,02,20,40,04,01,
10,80
DATA 02,20,40,04,01,10,
B@,08
DATA 20,40,04,01,10,80,
08,02
DATA 40,04,01,10,80,08,
92,20
DATA 04,01,10,80,08,02,
20,40
DATA 01,10,80,08,02,20,
40,04
DATA @9,50,84,28,82,21,
42,14
DATA 29,54,86,29,C2,31,
45,94
DATA 2B,55,A6,69,D2,35,
Ch,9C
DATA AB,S57,B6,6D,DA,75,
EA,9D
DATA AF,D7,B7,6F,FA,7D,
FA,DD
DATA BF,DF,F7,EF,FB,7F,
FE,FD

DATA FF,FF,FF,FF,FF,FF,



RJ
AH
EG
JG
QF
PX
Js
RR
CR
HQ
EP

KM

950
960
970
980
9906
1000
1010
1020
1630
1040
1850

1060

FF,FF
DATA FF,FF,FF,FF,FF,FF,
FF,FF
DATA FF,FF,FF,FF,FF,FF,
FF,FF
DATA FF,FF,FF,FF,FF,FF,
FF,FF
DATA FF,FF,FF,FF,FF,FF,
FF,FF
DATA FF,FF,FF,FF,FF,FE,
FF,FF
DATA FF,FF,FF,FF,FF,FF
,FF,FF
DATA FF,FF,FF,FF,FF,FF
,FF,FF
DATA FF,FF,FF,FF,FF,FF
,FF,FF
DATA FF,FF,FF,FF,FF,FF
,FF,FF
DATA FF,FF,FF,FF,FF,FF
,FF,FF
DATA FF,FF,FF,FF,FF,FF
,FF,FF
DATA FF,FF,FF,FF,FF,FF
,FF ,FF

Program 2: Dissolve 128 Demo

FH 1@ REM COPYRIGHT 1989 COMPU

GD

PJ

RE

DJ

EX

Js

CA

PF

AC

KF
sC

HK
GP

PE

GH
RJ
DF

20
3@

40

5@

60

7@

8@

9@

100

110
120

130
140

159
160

17@
180
190

TE! PUBLICATIONS, INC. -
ALL RIGHTS RESERVED
BLOAD"DISSOLVE.OBJ",B@,P
4864
COLOR@,2:COLOR1,7:COLOR4
,2:GRAPHICL,1:GRAPHICH
PRINT" {CLR}"TAB(12)"
{BLU}COPYRIGHT 1989":PRI
NTTAB (7) "COMPITE! PUBLIC
ATIONS, INC.,"
PRINTTAB (14) "ALL RIGHTS
{SPACE}RESERVED{DOWN}"
L=PEEK (4625)+1:PRINT"THE
LOWEST AVAILABLE PAGE F
OR DATA{6 SPACES)}STORAGE

I5"; L
PRINT : PRINT: PRINT"PLEASE
WAIT...HI-RES IMAGES BE

ING DRAWN"
CIRCLE1,172,104,20,14,15
8,24:DRAWLTO180,99 : DRAW,
179,116T0179,110:CIRCLEL
,172,1064,10,7,146,41:PAI
NT1,153,104
DRAW,181,98T0197,98T0192
,183T0181,163T0181,98:PA
INT1,190,99
DRAW,181,110T0197,110T0
192,105T0181,165T0181,1
14
SYS 5290,76,19,11
SCNCLR 1:CIRCLEl,164,11
@,11,8:CIRCLEL, 164,114,
5,3:PAINTL,164,104
SYS 5290,78,19,11
SCNCLR1:DRAW,153,118T01
56,102T0161,102T0164,11
@TO166,102T0171,1082T017
4,118T0169,118T0168,112
T0164,118T0159,112T0158
,11870153,118:PAINT1,15
5,117
SYS 5296,80,19,11
SCNCLR 1:DRAW,162,102T0
154,102T0154,11870162,1
18:CIRCLE1l,161,110,11,8
,0,180:DRAW,163,106T016
#,106T0160,114T0161,114
:CIRCLE1,159,114,7,4,20
, 160
PAINT1,156,104
SYS 5290,82,19,11
SCNCLR 1:DRAW1,165,102T
0154,102T0154,118T0164,
118T016@,113T0165,118T0

GS

CcX

XC

BB
EQ

QC

KC

FD

JP

MX
EM

XC

DG

HJ

HR

XA

208

2149
220

230
240

2508
260

278

280
290

300

310

320
330

340
350
360
370
380
390
400
410
420
430
440
458

460

470
480

494@

5008

510

5208

530

171,118T0166,113:CIRCLE
1,166,107,6,5,0,180
DRAW,163,105T016@,105T0
160,109T0163,189:CIRCLE
1,161,187,5,2,0,180:PAI
NT1,155,103
5YS 5290,84,19,11
SCNCLR 1:DRAW,166,102T0
153,10270153,118T0166,1
18T0167,114T0159,114TO1
59,112T0164,112T0164,10
9T0159,109T0159,1@7T016
7,187T0166,1082: PAINTL,1
54,111
SYS 5290,86,19,11
SCNCLR 1:DRAW,160,118TO
160,93T0157,95T0157,92T
0160 ,89T0167,89T0167,11
BTO16@,11B8:PAINT1,162,1
17
SYS 5294,88,19,11
SCNCLR 1:CIRCLEl,164,95
,12,7,270,90:CIRCLEL, 16
4,95,12,11,90,150:CIRCL
E1,184,116,24,14,284,32
@:DRAW,160,113T0175,113
TO175,118T0151,118
CIRCLE1l,184,116,33,19,2
65,325:DRAW,161,95T0152
+95:CIRCLE),164,95,3,2,
270,90:CIRCLE1l,152,95,1
6,10,90,117: PAINT1,154
.93
5YSs 52904,960,19,11
SCNCLR 1:CIRCLEl,164,95
,10,7,218,150:CIRCLEL, 1
64,109,12,9,25,335:CIRC
LEl1,164,95,4,3:CIRCLEL,
164,109,6,4:PAINTL,164,
90
SYS 5290,92,19,11:SCNCL
R 1
PRINT:PRINT:PRINT"PRESS
ANY KEY TO START DEMO"
tGETKEYAS
GRAPHIC1,1
SYS 4864,76,6,10,1
WRITE LOGO
SYS 4864,78,12,10,1
SYS 4864,80,15,10,1
SYS 4864,806,18,10,1
SYS 4864,78,21,160,1
SYS 4864,82,24,10,1
SYS 4864,78,27,14,1
SYS 4864,84,30,10,1
SYS 4864,86,33,10,1
SYS 4864,88,16,17,1
SYS 4864,90,19,17,1
SYS 4864,92,23,17,1
A=88:B=4:T=25:GOSUB670:
REM CHANGE BLOCK SIZE
SYS 5290,94,16,17
{2 SPACES}:REM SAVE
8"
A=24B:T=10:GO0SUB670@
5YS 5290,96,5,1
{4 SPACES}:REM SAVE
NK
SYS 5299,104,5,10
{2 SPACES}:REM SAVE LOG
0
AS="{2 +}"{12 SPACES}:R
EM BUILD OVERLAY
FORX=0TO39S5TEP2:CHARL, X
+8,AS5:CHAR],X,10,AS:CHA
R1,X,12,AS5:CHAR]L,X,14,A
S
CHARL,38-X,9,AS$:CHARL,3
8-X,11,A$:CHAR],38-X,13
+AS:CHAR],38-X,15,AS5:NE
XT
SYS 5290,112,5,10
{2 SPACES)}:REM SAVE OVE
RLAY

:REM

"2

BLA

FJ

BG 5

GA

BK

HC

540

560

570

580
590

600
610

620
630

640
650

660
670

680

690

SYS 4864,104,5,10,1:REM
DISPLAY LOGO

SYS 48B64,104,5,108,08:REM
DISSOLVE{4 SPACES}OVER
LAY

SYS 4864,96,5,17,8 :REM
DISSOLVE{4 SPACES}"128
L1]

SYS 4864,96,5,10,0 :REM
DISSOLVE{4 SPACES}LOGO
A=88:T7=25:G0SUB670

SYS 48B64,94,15,108,1:REM
MAKE "128" APPEAR
A=96:GOSUB670
SLEEP2:5YS 5338,,15,1@:
REM DISSOLVE "128"
A=248:T=10:GOSUB670@

SYS 4864,112,5,10,1:REM
RESTORE OVERLAY
SLEEP2:GRAPHIC@: PRINT"
{CLR}"
A=64:T=80:GOSUB670

END

POKE5@25,A: POKES237 ,A: P

OKES5318,A:POKES5360,A:RE
M A =8 X NO. OF COLUMN
s

POKE5036,B: POKE5323,B:P

OKE5365,B:REM B = NO. O
F ROWS
POKES5284,T:RETURN:REM
{2 SPACES]T = TIMING DE
LAY

RAM Wedge 128

See instructions in article on page
50 before typing in.

F400:78
B498:FB
B414:37
@418:20
B420:8D
B428:79
8430:D0
8438:78
B8440:00
G448:FA
G4503:79
3458:B1
B460:09
B468:AC
A470:00
#478:03
2480:03
B488:94
B490:00
G498:00
B4A0:00
B4A8:00
04B0:00
@4BA:11
@4c@:c2
d4ce: 00
04DB: A9
@4D8: OA
G4EQ:FF
G4EB:85
@4F0:48
G4FB8:9B
gs500
@508
8510
@518
0520:48
#528:85
@53@:4C
@538:9C
@540:CF
B548:A9
@550:0A
@558 : AF
@56

=
,‘B 48 A5 9B 48 A9 30

A9
@8
:QE
:68

20
48
o4
47
4A
18]
A9
AE
FF
8D
aa
FA
ne
01
@3
8C
A9
Fl
00
aa
ea
aa
2o
ac
a7
a0
@3
85
48
9B
A9
a8
EQ
68
48
85
4C
ac
CF
A9
aA
AF
85
48

34
AQ
99
24
a3
8D
na
ae
8E
B9
85
20
85
a3
DA
13
oA
95
ea
oa
1)
aa
aa
aa
3A
85
48
9B
a9
28
85
68
48
85
4c
9c
CF
A9
aa
52
BR5
48
9B
A9

a6
ar
Fa
20
A9
4C

78
8C
@3
4A
cC
a3
4C
8C
FF
a9
AQ
82
A9
aa
88
A9
a1
F5
aa
e
ae
oa
a8
F6
B
a8
iF
68
48
85
4C
9c
CF
A9
@A
88
85
48
9B
Ag
a8
86
68
48

a8
D5
88
an
8D
A9
F4
g1
28
na
(o3
c8
15
Fe
CA
Ccé6
a3
F2
aa
@a
aa
aag
ae
as
@9
68
48
a5
AC
ac
CF
a9
da
88
85
48
9B
A9
o8
53
68
48
a5
A5

68
a3
10
A9
4B
a3
an
DF
60
85
A2
D@
85
17
8E
8D
60
oa
ag
oo
ga
aa
ae
cD
47
85
4c
ac
CF
a9
@A
a7
85
48
9B
A9
o8
2D
68
48
85
4C
ac
9c

29
B9
B7
43
a3
85
a8
8D
A9
FA
aa
Fé
30
AE
12
ag
93
aa
1)
ae
8a
ge
8@
a8
oA
9C
CF
A9
an
a3
85
48
9B
A9
a8
11
68
48
85
4c
9c
CF
A9
25
4
mo
1989

B
AQ
49
95
B2
a9
El
DD
25
DB
85
c2
BD
64
92
E])
F6
74
98
AQ
A8
B@
79
6C
5C
Cc4
97
77
6A
17
F7
59
32
54
5F
AF
@F
C5
41
41
A8
74
Fa
Bl

EE
aa
*14]
ae
a0
ea
@B
@9
9B
A9
a8
D1
68
48
85
ic
9c
CF
A9
BA
8E
85
48
9B
A9
a8
8F

WW.C
COMPUTE!'s Gazette May

ore.ca
81



#568:F4 @A 85 9B 08 68 85 9C 63 (818:00 2C B7 04 1@ @5 A9 56 AB @ACB:7E 8C 00 FF 4C BE 09 A9 58
@57@:AD 13 03 48 AD 12 03 48 FE @820:20 D9 04 A9 @D 20 D9 @4 72 ©GADOG:00 8D @@ FF 68 85 9E 68 47
@578:A5 9C 25 FB 4B A5 9B 48 39 g828:A0 00 Bl 16 FO 64 48 A9 73 @ADB:85 9F A9 @A 48 A9 EE 48 7C
g5806:A9 @0 4C F4 O0A 85 9B @68 DD @83@:0D 20 D9 G4 A9 22 20 D9 3A OBAEG:A5 9F 48 A5 9E 48 A5 9C 11
@588:68 85 9C A9 @3 48 A9 C8 AB  (838:04 68 20 D9 04 C8 Bl 16 C2 PAEB:29 FB 48 A5 9B 28 60 78 AA
@590:48 4C CF @A 85 9B 08 68 7F 0@840:F@ @6 20 D9 04 CB D@ F6 C7 @AF@:08 48 A9 7E 8D @@ FF 68 @D
#598:85 9C A9 7A 48 A9 AE 48 F7 0@848:A9 22 20 D9 04 A9 20 20 7 @AFB:28 60 EA EA EA 93 94 Fl 06
95A0:4C CF GA 85 9B A9 GA 48 3E  @850:D9 @04 A9 28 20 D9 G4 A@ 17 0BO0G:20 B4 G5 BO @3 A2 02 60 06
@5A8:A9 EE 48 A9 A3 48 A9 BG 2A  ¢858:13 Bl 16 85 3B C8 Bl 16 EF @B@8:AD @6 D5 B85 C5 28 CA @4 DI
#5BE:48 A5 9B 60 20 69 07 20 96 @860:85 3C 20 24 @5 A9 2C 20 CF @BlO:CY9 @@ F@ 77 C9 3A FO 73 2D
gSBB:CA @4 C9 22 FO 0C 26 77 F3  @868:D9 94 A@ 15 Bl 16 B85 3B F7 @B18:C9 2C FO@ @3 A2 0B 60 20 8E
@5C0@:07 90 26 BA@ 042 A2 17 68 73 @87¢:A9 00 85 3C 20 24 @65 A9 OF 0OB20:CA 04 C9 42 D@ 1B 20 CA F7
g5C8:68 60 A2 61 20 Cl @8 D@ 6C @878:2C 20 D9 @4 AG 16 Bl 16 F8 ©B28:04 AA 20 CA 04 E@ 31 F@ 92
@5D@:8A A5 3D D@ 62 C6 3E C6 6C @880:85 3B C8 Bl 16 85 3C 208 B5 ©B30:07 EG 308 F@ @9 A2 27 60 98
@G5D8:3D DO OE C9 22 FO OA 9D 9A @888:24 05 A9 29 20 D9 @4 4C 76 ©B3B:AS5 C5 @9 44 B5 C5 20 CA 06
@SE@:8E @4 EB8 EG 11 B@ DE 90 F7 @890:A2 08 C8 Bl 16 30 @B A9 59 0B40:04 20 15 05 8C A@ 04 BD CF
@SEB:E3 E@ @1 D@ 05 A2 08 68 75 (898:0D 20 D9 04 20 CA 04 A2 89 @B4B:Al G4 20 06 @5 BC A2 04 38
@5F@:68 60 20 4A 06 6@ 20 F7 D9 (B8AG:00 60 18 A5 16 69 20 85 42 @B50:8D A3 @4 AD Al @4 CD A3 CD
@S5FB8:04 FG 06 20 CA 04 A2 00 AF @8AB:16 90 @2 E6 17 A5 17 C9 DD ©@B58:94 90 6D FO @3 A2 UE 60 64
0600:60 20 CA @4 48 A9 @@ B5 4C @8B@:15 9¢ @B A9 @D 20 D9 G4 GC OBGO:AD AOG 04 CD A2 @4 BO F5 4F
g60@8:24 A9 0D B85 25 A9 (0 A8 @3 (8BB:20 CA (G4 A2 @@ 64 4C 28 78 ©B6B:38 AD A2 04 ED AG 04 8D 22
#61G:AA 91 24 E6 24 D@ FA E6 GA @8CO:08 E6 3D D@ @2 E6 3E A@ OC @DB70:A2 94 AD A3 @4 ED Al 04 E7
#618:25 A5 25 C9 15 9@ EE A2 CC  @8C8:9@¢ 20 85 05 6@ 2C B7 @4 @9 0OB78:8D A3 64 20 9D 066 90 01 E7
#6206:@D A9 00 9D A4 @4 CA DO 92 @8DO:10 OB A9 0¢ 8D B7 @4 20 54 (B8P:60 20 B8 @B A9 B4 85 BO Bl
#628:FA 9D A4 @4 A9 7E 8D 00 50 @8DS:CA @4 A2 00 60 A9 80 8D DB (@R8B:4C EF @9 A5 2D 8D A@ 94 21
0630@:FF AD 00 DF 29 10 F@ 09 1A @8EG:B7 ¢4 30 F3 2C B7 @4 3@ 8B 0@B90:A5 2E 8D Al @4 A9 9E 8D 62
#638:A9 08 8D B4 04 68 A2 00 1lF (@8EB:01 60 A5 B@ 09 20 85 B@ D5 @B9B:AA 02 A9 10 85 9E A9 12 C6
0640:60 A9 @2 8D B4 04 68 A2 29 (@8F0:60 2C B7 @4 30 04 18 A2 D7 (@BA@:85 9F AG 00 A2 00 20 A2 6D
#648:00 60 A9 00 85 24 A9 0D BE (@8F8:00 60 AD 00 DF 29 40 F@ EB JBAB:32 8D A2 04 C8 A2 00 20 A8
@650:85 25 A@G 00 B9 BF 04 FO 8l @900:14 A0 87 A9 3F 20 F@ 93 2F @BBO:A2 02 8D A3 @4 4C 53 @B 87
8658:39 C9 3F F@ 14 C9 2A F8 77 @968:AD 0@ DF 29 20 D@ @3 A2 6C @BB8:20 4A 06 AD 8F 04 C9 40 6D
@666:06 D1 24 D@ 1B F@ GA CA E6 @91¢:00 60 A2 1C 60 A2 1A 60 72 @BC@:F@ 01 6@ AD 90 64 C9 3A DB
9668:00 D@ 6D Bl 24 D@ 69 F@ CC @918:A¢ 11 B9 28 @9 20 D9 @4 F8 ©@BCB:D@ F8 A5 24 48 A5 25 48 E7
§670:21 C8 D@ E@ Bl 24 DO 08 2F @920:88 1@ F7 A2 FF 4C 6A 065 AE 0BDG:A@ 60 A2 @62 BD BF 084 99 79
@678:18 A9 11 65 24 85 24 60 53 @928:52 4F 52 52 45 20 53 54 4C @BDB:8BF A4 E8 C8 C@ 10 90 F4 BD
@680:18 A9 20 65 24 B85 24 A9 86 @930:53 49 58 45 20 45 4C 49 95 (@BEA:20 4A 06 B@ @B 20 8B 09 S5E
@688:00 A8 65 25 85 25 C9 15 27 @938:46 3F 20 B4 05 90 63 A2 9F @BE8:A5 3D DB @2 C6 3E C6 3D 55
#690:90 C2 C@ @@ D@ DE C8 Bl F2 (940:04 60 A5 24 85 CS5 A5 25 17 @BFO:68 85 25 68 38 E9 11 85 D8
#698:24 30 E5 38 60 A9 @0 85 32 @948:85 B@ 20 CA @4 C9 A4 FO 7B @BF8:24 A0 11 A9 80 91 24 88 1D
@6A0:24 A9 @D B5 25 A@ €0 Bl 8¢ @950:0¢3 A2 0B 60 20 B4 @5 BCG 82 (C@G:1@ FB C8 B9 8F @4 F@ @5 47
B6A8:24 F@ 15 18 A9 2@ 65 24 E3 (@958:03 A2 92 60 A5 B¢ 85 25 FA @C@8:91 24 C8 DO F6 20 4A 06 EA
@6B0:85 24 A9 OG0 65 25 85 25 AD @96@:A5 C5 38 E9 11 85 24 AG E3 (Cl@:60 20 B4 65 90 63 A2 04 21
06B8:C9 15 99 E9 A2 @1 238 60 89 (@968:00 B9 8F @4 91 24 F@ 05 1lF @Cl8:60 AD 06 D5 85 C5 20 CA 38
@6C@:A0 FF C8 B9 8F @4 91 24 A5 @970:C8 C@ 11 90 F4 20 CA 04 84 @C20:64 C9 2C F@ @3 4C 7B @C 8D
g6C8:D0 F8 AG 11 AD AG @4 91 2A @978:A2 (00 6¢ 20 B4 @5 B@ 05 OA 0C28:20 CA 64 FB8 47 C9 3A F@ 59
@6DB:24 C8 AD Al 04 91 24 AQG 4@ ©@98@:20 F7 04 FO 06 20 CA 64 7A @C30:43 C9 42 DB 27 20 CA @4 @5
@6D8:17 Bl 24 CD A3 A4 90 2D B9 @988:A2 00 68 A5 24 38 E9 11 39 gC38:C9 3@ F@ 0D C9 31 F@ a3 28
@6EG:F@ G4 AG 16 DG 1A 88 Bl 8D @990:85 24 A9 00 AB 91 24 C8 40 @C40:A2 27 60 A5 C5 @9 4@ 85 32
U6EB:24 CD A2 84 90 1F FO 10 @2 ©998:B1 24 09 80 91 24 20 4A 5D @C4B:C5 20 CA €4 F@ 26 C9 3A D2
@6F0:B0 GE AQ 13 68 91 24 C8 B8 @9AQ:06 9¢ ES 20 CA 064 A2 00 A4 Q@CS50:F@ 22 C9 2C F@ @3 A2 0B 49
@6F8:68 91 24 C8 68 91 24 CB 49 @9AB8:606 E@ 00 FO 07 E@ 62 DB C2 gcs58:60 20 CA @4 20 15 g5 BC 2E
¢g700:AD A2 G4 91 24 C8 AD A3 6A @O9BR@:0A 4C 18 09 68 68 68 68 BC @C6B:02 DF BD @3 DF 20 4A 06 6D
#708:04 91 24 18 60 A2 0@ A0 B@ @9B8:4C 51 @5 4C 6A 65 E@ 0B DE (C6B:A2 04 AG @2 A9 85 85 B@ 26
@710:01 20 5F 07 AD A3 A4 CD D4 g9cp:D@ E7 2@ 28 @A BA E2 A2 97 @c7e:20 F3 @9 60 A9 85 85 B@ DB
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@760:FF 33 F9 A4 04 8D B5 04 CB  GALG:E4 G8 A5 C5 8D @6 D5 A4 7E @CC@:E6 3D D@ 02 E6 3E 20 CA 11
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#798:68 85 24 68 A8 DO 04 A2 7A @A48:00 60 A0 00 B9 58 @A F@ BC :

@7A@:08 38 60 88 Cd 11 B@ 02 O3 @A50:96 20 D9 04 C8 DO F5 60 c8  Article on page 52. -

@7A8:90 @3 A2 17 60 20 A3 @5 55 @AS58:93 @D 20 20 20 20 20 20 61 s

@780:99 8F 04 88 10 F7 A5 3D 61 @A60:208 20 20 20 2@ 20 20 20 74 M8 10 REM COPYRIGHT 1989 COMPU

@7B8:D@ @2 C6 3E C6 3D 18 A2 6A (A68:52 41 4D 57 45 44 47 45 24 TE PUBLICATIONS, INC..-

¥7C0:30 60 A9 00 85 16 A9 4D @1 GA70:2¢ 31 32 38 20 6D 0D 20 1A {SPACE}ALL RIGHTS RESERV

@7C8:85 17 AD B4 @4 C9 02 F@ 9C GA78:20 20 20 20 20 20 20 20 8C ED

@7D0:24 AG @0 B9 DE @7 F@ 41 EA gAB0:20 20 20 20 20 20 41 43 F9 XK 20 23;251099:REM INSTALL SH
:20 D9 04 p@ F5 @D 12 85 ©@AB88:54 49 56 41 54 45 44 21 59

gggg:zg 52 41 ig 57 45 44 47 31 0OA90:20 @D @D 20 20 43 4F 58 98 JR 30 RESTORE:5Y549152,0,6,2,8

@7EB8:45 26 31 32 38 20 31 37 C6 @A9B:59 52 49 47 48 54 20 31 90 Tl

@7F0:35 3@ 22 92 B0 AP 90 B9 4F @AAG:39 38 39 20 43 4F 4D 50 CA  XH 40 PRINT" {HOME } {DOWN} {RVS}"

97F8:02 @8 FG 1D 20 D9 04 C8 33  @AAB:55 54 45 21 20 508 55 42 66 TAB(16)"SHADES"

@B0G@:DE F5 6D 12 22 52 41 4D E2 GAB@:4C 49 43 41 54 49 4F 4E 6E  KJ 50 PRINTTAB(12)"{DOWN}(RVS}

g8G8:57 45 44 47 45 2¢ 31 32 51 OGAB8:53 20 0D @D 00 39 38 39 TF COPYRIGHT 1989"

@810:38 206 31 37 30 30 22 92 F6 BAC@:8D 06D @@ @D G0 @3 78 A@ @1 @ PRINTTAB(6)"{RVS]}COMPUTE

=
82 COMPUTE!'s Gazette May 1989 (- www CommOdO re.ca



MX

SR

HX

GJ

RE

5B

HC

RG

KK

CM

HM
cJ
JF
FF

RC

ME

HS

GQ

FA

SF

QE
QG

DA
MB

[of]

KB

S5A

HQ

BJ

! PUBLICATIONS, INC."
7@ PRINTTAB (1@)"{RVS}ALL RI
GHTS RESERVED"

8@ PRINT"{DOWN} {40 SPACES}"

9@ PRINTTAB (5)" {RVS}SHADES

{SPACE}PROVIDES A NEW GR

APHICS
PRINTTAB (5) " [DOWN} (RVS}
MODE THAT ENHANCES TEXT

WITH

PRINTTAB (5) " {DOWN} {RVS}
A FOUR COLOR SHADING EF
FECT.
PRINTTAB (5) " {DOWN} {RVS}
YOU CAN EASILY TRANSFOR
M YOUR
PRINTTAB (5) "{DOWN} {RVS}
NORMAL TEXT SCREENS INT
0
PRINTTAB (5) " {DOWN} {RVS}
PROFESSIONAL LOOKING DI
SPLAYS.
PRINT"{DOWN} {48 SPACES}
"

100

110

120

130

140

150

PRINTTAB (5) "{RVS}PRESS
{SPACE}ANY KEY TO CHANG
E COLORS

PRINTTAB (1@)"{RVS}OR <R
ETURN> TO EXIT";
POKE198,0:WAIT198,1:GET
AS:IFAS=CHRS (13)THEN220
READC1,C2,C3,C4:IFCl==-1
THENRESTORE : GOT0188
5Ys49254,C1,C2,C3,C4:G0
TOLBO
8YS549250,0,C2,C3,C4:G0S

160

17¢
180
198
200
210

UB240:5Y549250,0,0,C3,C

4:G0SUB240
§YS49250,9,8,0,C3:GOSUB
240:5Y549250,0,0,0,0:8Y
S49275:PRINT" {CLR} {BLU}
":END
DATAl4,1,8,7,1, e
1108a9f517r8r9: Bt
6,14,3,1,-1,~-1 -1
FORDL=1TO10@:NEXT: RETUR
N

1660 POKE785,232:POKE786,7:
POKE209,232:POKE21@,7:
POKE211,0:POKE213,39
RL=1850: PRINT" S{RVS}&
S{OFF}{*}{RVS}HD{OFF}A
{RVS}S{OFF}
{SHIFT-SPACE}{RVS]D
{OFF}B{SHIFT-SPACE}":8
YS47083 (RL) ,USR (@)
FORU=49152T049358 : READ
Q:POKEU,Q:CK=CK+Q:NEXT
IFCK<>26792THENPRINT"E
RROR IN DATA":END
RETURN
DATAl62,26,181,216,9,1
28,149,216,202,208,247
+32,155,183,142,32, 208
w52
DATAL55,183,169,160,16
¢,251,153,255,3,153,24
9,4,153,243,5,153,237,
6
DATA136,208,241,138,16
#,251,153,255,215,153,
249,216,153,243,217,15
3,237
DATA218,136,208,241,14
1,134,2,120,169,127,14
1,13,220,169,1,141,26,
208,169
DATA48,133,251,141,18,
208,169,27,141,17,208,
169,152,141,20,3,169,1
92
DATAl41,21,3,169,5,133
r2,88,32,155,183,142,1
69,2,32,155,183,142

220

2309 1

2,14
S822

7:8,
6,14
r']-r

240

10140

1620
1330¢

1040
16580

10360
197@
1080
1890

1100

DJ

BR

56

KR

KX

SX

1110

1129

1130

1140

1150

1160

DATA168,2,32,155,183,1
42,167,2,32,155,183,14
2,170,2,96,120,169,49
DATA141,20,3,169,234,1
41,21,3,169,240,141,26
,208,169,255,141,13,22
i
DATAL173,169,2,141,33,2
#8,88,96,169,1,141,25,
2@8,198,2,208,4,162
DATA4,134,2,166,2,189,
166,2,141,33,208,165,2
51,24,165,2,281,252
DATA176,11,133,251,141
,18,2068,104,168,104,17
0,104,64,169,48,133,25
1,141
DATAL18,208,169,5,133,2
,76,49,234

Super Slideshow

Article on page 56.
Program 1: Slideshow Creator

FH

MC

Q0

PJ

RS

ER

GR
CH
RM
MP
MR
PF
SK
EX

BP

KR

FJ

Fa

MR

MA

10

20

38

40

58

@

80

9@

160
110
120
130
140
150

160
170

180

190

208

210

220

REM COPYRIGHT 1989 COMPU
TE! PUBLICATIONS, INC. -
ALL RIGHTS RESERVED
DIMFOS$(13),FS5(50),T(50),
M$ (50@)
FORI=1TO13:READFOS (I):NE
XT:POKES328@,.:POKE53281
¢+ 1GOTO178@
INPUT" {CLR} {WHT} {2 DOWN]}
{2 RIGHT}HOW MANY PICTUR
ES";P
IFP<1THEN1780
Z=.:INPUT"{3 DOwWN}
{2 RIGHT}DISPLAY TIME (1
-59 SECONDS)";TL:IFTL<10
RTL>59THENTL=10
FORI=1TOP:PRINT" {CLR}
{DOWN} {2 RIGHT}{WHT}#
{CYN}"I" {WHT}PICTURE NAM
E"; :INPUTFS (1)
IFFS(I)=""ORLEN (FS$(I))>1
6THENT@
PRINT" {DOWN}"TAB (13)"{6}
PICTURE FORMAT?"
PRINT" {2 DOWN}{33}":FORJ
=1TO13:PRINTCHRS (64+J)"
. "FO$(J):NEXT
GETAS: IFAS=""THEN114@
K=ASC (AS) : IFK<H650RK>77T
HEN110@
T(I)=K-64:PRINT"{7}
{DOWN} MESSAGE TO BE DI
SPLAYED BEFORE VIEWING"
INPUTMS (1)
IFMS (1) =""THENMS (I)="NO
W LOADING..."
Z=Z+1:NEXT
PRINT"{CLR} {DOWN} {H}"CH
R$ (142)TAB(14) " {YEL}U**
{DOWN} {3 LEFT}-
{2 SPACES}{WHTTUPER
{DOWN} {7 LEFT}{YEL}J*I
{DOWN} {LEFT}";
PRINT"-{WHT } LIDESHOW
{DOWN}T11 LEFT}{YEL}**K
"

PRINTTAB (14) " {DOWN}
{WHT}1. CREATE SLIDESHO

W":PRINTTAB(1€)"2. EDIT
SLIDESHOW"
PRINTTAB (10)"3. SAVE SL

IDESHOW" :PRINTTAB (140) "4
. LOAD SLIDESHOW"
PRINTTAB (1@)"5. QUIT":P
RINTTAB (10) " {DOWN}YOU H
AVE"Z"PICTURES"
PRINT"{3 DOWN}"TAB (10)"

BH

HX
HQ
XQ

SM
FA

HO
KM

ES

BC
XQ

DS

HM

Qc
EF
JE

MB

QQ
QQ

AM
FD

GR

58

SF
BX

GD
RK

XH
FE

AS
QX

AQ
RD

RQ

S8

230

240
250
270

280
290

£l )
310

320
330
340
350
355
360

370
380

390

400

410
420
430
440

450
460

470
480

490

500

510
520

530
540

550
560

574
580

590
630

610
620

Cwww sammadgre.ca

{CYN}MAKE SELECTION
5)“
PRINT" (3 DOWN}"TAB(3)"
{WHT }COPYRIGHT 1989 COM
PUTE! PUBL., INC.™
PRINTTAB(11l)"ALL RIGHTS
RESERVED{C¥YN}"
GETAS: IFAS=""THEN250
IFAS<"1"ORAS>"5"THEN250
ONVAL (AS)GOTO40,360,280
(460,510
REM SAVE
HS="":INPUT" {CLR} {WHT}
{2 DOWN}{2 RIGHT}SAVE A
S (FILENAME)";HS:IFHS="
"THEN17@
IFLEN (HS) >16THEN290
OPEN15,8,15,"S@:"+HS$:PR
INT#15,"18"
OPEN1,8,2,"0:"+HS+",S,W
":GOSUBT50
PRINT#1,P:PRINT#1,TL
FORI=1TOP:PRINT#1,FS(I)
:PRINT#1,T (I):PRINT#1,M
S(I):NEXTI
GOSUB75@:CLOSE1:CLOSE15
:GOTO1740
REM EDIT
IFZ=0THEN17@
FORI=1TOP
PRINT"{CLR} {WHT} {RIGHT}
$"I1:PRINT"{2 DOWN]}PICTU
RE NAME: "FS$(I):PRINT"
{2 DOWN}PIC FORMAT: "FO
S(T(1))
PRINT" {2 DOWN}MESSAGE":
PRINTMS (I)
PRINT"{4 DOWN}{YEL}1l. C
HANGE PICTURE NAME":PRI
NT"2. CHANGE PICTURE FO
RMAT"
PRINT"3. CHANGE MESSAGE
":PRINT"4. NEXT":PRINT"
5. QUIT"
GETAS:IFAS=""THEN420
IFVAL (AS) <1O0RVAL (AS) >5T
HEN420
ONVAL (AS)GOTO560,600,62
@,650,730
REM LOAD
HS="":INPUT"{CLR} {WHT}
{2 DOWN}{2 RIGHT}LOAD (
FILENAME) ";HS: IFHS=""TH
EN170
IFLEN(HS)>16THENAGQ
OPEN15,8,15:0PEN1,8,2,"
@:"+HS+",5,R":GOSUB750:
INPUT#1,P: INPUT#1,TL
FORI=1TOP: INPUT#1,FS(I)
:INPUT#1,T(I):INPUT#1,M
$(I):NEXTI
GOSUB750:CLOSE1:CLOSE1S
:2=P:GOTO17@
REM QUIT
PRINT"{CLR} {3 DOWN}"TAB
(7)"{WHT}QUIT, ARE YOU
{SPACE}SURE?{2 SPACES)} (
Y/N)“
GETAS:TFAS="N"THEN170
IFAS="Y"THENPRINT" {CLR}
{I}1":END
GOTO530
PRINT"{2 DOWN} {2 RIGHT)
PICTURE NAME"; :INPUTUS
IFUS=""THEN380
IFLEN (US) >16THENPRINT"
{4 UP)":GOTO560
FS(1)=U$:G0T0380
T(I)=T(I)+1:IFT(I)=14TH
ENT (1) =1
GOTO3RA
PRINT" {2 DOWN}NEW MESSA
GE":INPUTVS: IFVS=""THEN
380

(1-



AK

630 IFLEN(VS)>4@THENPRINT"

" KH 190 W=W+1:GOTO180 COBG:16 C2 A2 @0 BD 38 83 9D BS
Silcie ;g(??iuéfggggigg SH 200 CLOSEL:POKEW, . COB8:00 D8 BD 38 84 9D 80 D9 20
BafesuiNE X sadea s R e e
" " : = = ’e : E8 D@ E5 4C 55
e ??fﬁguégg:;{glggﬁii $?§ AD 220 GETAS:IF (AS="")AND(TI/6 COD@:3B C2 A9 G0 8D 28 D@ 8D Fl
E 1S3TD HD 230 g‘g;]??igz%g'wsucmsm CaB0:20 24 Bb 09 5 90 291 45 b1
LU " - v ¢ : D a D
PD 670 PRINT"{2 DOWN}"TAB(7)"C 5:RUN C@E8:BD 0@ SE 9D @0 46 BD 00 83
HANGE TIME LIMIT? GR 240 NEXTI:GOTO100 COF@:5F 9D @@ 47 BD 40 7F 9D B89
Sat e ééwig?fﬁiéiﬁﬁﬁ’ PM 25@ FORI=1TOP:E$=F$ (1) COF8:00 D8 BD 40 88 9D 0@ DI C@
5 2 e THEN730@ §X 260 ONT (I)GOSUB280,290,320¢, Cl00:BD 40 81 9D 00 DA BD 40 A3
R 698 IFAS<>"Y"THENG6BQ 330,340,35¢,360,370,380 Cl08:82 9D 00 DB EB8 D@ CD 4C 64
BM 708 PRINT"{CLR}{2 DOWN} ,390,400,410,330 Cl10:3B C2 AD 60 SF 20 34 C2 3E
{RIGHT}TIME LIMIT KK 270 F$(I)=ES:NEXT:RETURN C118:8D 28 DB AD @1 S5F 20 34 59
{2 SPACES} (1-59)";:INPU AD 280 ES="?PIC ? "+ES+"*";RgT Cl20:C2 8D 21 D@ A2 90 BD 60 2A
TLT:IFLT=.THEN730 URN C128:58 9D @0 44 BD @6 59 9D C1
SQ 716 IFLT>59THEN730 FE 29¢ QS="":FORJ=1TOLEN (ES) Cl30:008 45 BD 0@ S5A 9D 00 46 4C
FS 720 TL=LT MR 380 RS=MIDS(ES$,J,1):R=ASC (R Cl38:BD 00 5B 9D 00 47 BD 40 78
GD 736 GOTOl70 §) : IFR>64THENR=R+32 Cl40:5C 9D @0 D8 BD 08 5D 9D 2D
EQ 740 REM READ ERROR CHANNEL  BD 310 Q$=QS+CHR$ (R):NEXT:Eg=" Cl48:00 D9 BD 00 SE 9D 00 DA 3B
HP 750 INPUT#15,EN,EMS,ET,ES:I (CRT2>"+Q8+"*" : RETURN C15¢:BD @@ 5F 9D @@ DB E8 DO 8A
FEN=0THENRETURN FG 320 ES="DD"+ES:RETURN C158:CD 4C 3B C2 A9 00 8D 20 Fl
CH 760 PRINT"{DOWN}DISK ERROR: DM 338 RETURN Cl60:D8 8D 21 D@ A2 00 BD 00 71
{RVS}"STRS (EN)" "EMSST QX 340 ES="PN."+ES:RETURN Cl68:58 9D @0 D8 BD MA@ 59 9D 4B
RS (ET)" "STRS(ES)" GR 350 ES=ES+"{10 SPACES}":ES= Cl7@:00 D9 BD @0 SA 9D 00 DA 46
{powN}" LEFTS (ES,11)4+" Cl78:BD 0@ SB 9D @0 DB BD @0 0B
) " pRE o C180:5C 9D @@ 44 BD 00 5D 9D 24
RA 77G PRINTTAB (14)"PRESS ANY (2 SPACES)PIC":RETURN L e
(SRACRI NG BR 360 E$=E$+"(11 SPACES}":ES=  (9g:pp gp SF 9D 00 47 E8 DO 78
KE. 7680 GETKw-1RK=I THEN]AY LEFTS (E$,12) +"MPIC":RET  Cyog:cp 4C 3B C2 AD FE 87 8D AF
RH 79@ CLOSE1l:CLOSE15:GOTO17@ URN e e e L B e
GX 800 DATAKOALA,CREATE WITH G pD 378 ES="RP."+ES:RETURN ClA8:A2 60 BD 060 80 9D 00 44 F3
ARFIELD,DOODLE,PRINT SH FB 380 E$="E"+ES$:RETURN C1B@:BD G0 81 9D @0 45 BD 00 AD
gL SRV LR B L oo B C1B8:82 9D 0@ 46 BD 00 83 9D DB
0Nl HA 400 ES="P-"+ES:RETURN ClCe:6M 47 BD 60 84 9D 6@ DB 4l
XD 816 DATAART STUDIO,ADVANCED JS 410 ES="PI."+ES$S:RETURN C1C8:BD @0 85 9D @9 D9 BD 09 98
ART STUDIO,RAINBOW PAI  BE 420 PRINT"{CLR}{H]{WHT} C1D@:86 9D @@ DA BD 00 87 9D 47
NTER,PAINTBRUSH,VIDCOM (DOWN}{8}"CHRS (L42)TAB(  C1pB8:06 DB E8 D@ CD 4C 3B C2 56
QK 820 DATAARTIST 64, BLAZING P 12) "SUPER(2 SPACES}SLID 'ClE@d:A9 0@ 8D 208 D@ AD 88 7F AA
ADDLES, LO RES ESHOW" C1E8:8D 21 D@ 4C AA Cl A9 00 OA
KD 439 PRINTTAB(3)"{20 DOWN}CO  C1F@:8D 20 DO 8D 21 DB A9 93 69
Program 2: Slideshow Player PYRIGHT 1989 COMPUTE! P  C1FB8:20 D2 FF A9 @@ 85 FB A9 93
UBL., INC." C200:60 85 FC AG 00 Bl FB F@ 70
FH 1@ REM COPYRIGHT 1989 COMPU JG 440 PRINTTAB(1ll)"ALL RIGHTS C208:8C 20 D2 FF E6 FB D@ F3 B2
TE! PUBLICATIONS, INC. - RESERVED {WHT } {HOME } C210:E6 FC 4C @3 C2 60 A2 00 DE
ALL RIGHTS RESERVED {18 DOWN}":RETURN C218:BD 4@ 7F 9D 00 44 BD 40 23
SK 20 IFPEEK(49168)<>96THENLOA HQ 45@¢ INPUT#15,EN,EMS,ET,ES:I C220:88 9D 0@ 45 BD 40 81 9D 31
D"SS.ML", 8,1 FEN=@THENRETURN C228:80 46 BD 4@ 82 9D @@ 47 CC
DF 3@ POKES52,68:POKES6,68:CLR: JD 460 SYSN:PRINT"{DOWN}DISK E  C230:E8 DO E5 60 29 FO@ 4A 4A 0D
DIMS(13) : POKE5328@,.:POK RROR: {RVS}"STRS(EN)" " C238:4A 4A 60 A9 D8 8D 16 DA 16
E53281,.:G0SUB420:L=4980 EMSSTRS (ET)" "STRS$(ES)"  C24@:A9 18 8D 18 D@ 4C 4D C2 EB
5 " C248:A9 1D 8D 18 D@ A9 3B 8D 4E
KC 40 N=4975@:FORI=1TO13:READS QG 47¢ CLOSELl:CLOSE15:PRINT" €25@:11 DO CE 6@ DD 60 A9 1B 4B
(I):NEXTI:PRINT" (DOWN} (P {1}":END €258:8D 11 D@ A9 CB 8D 16 D@ 17
RESS RETURN TO QUIT) GS 480 DATA49169,49215,49228,4 C260:A9 15 8D 18 D@ A9 C7 8D 7D
{2 up}" 9268,49268,49296,49315 C268:00 DD A9 @@ 8D 20 D@ 8D B6
EP 50 NS="":INPUT"FILENAME";NS CE 490 DATA49362,49426,49508,4 C270:21 DO A9 93 20 D2 FE 60 D3
S TFNS=""THENPRINT" (CLR} 9564 ,49632,49646 C278:A9 @0 85 C6 CB 8C 20 DB 79
{1}":END A 4 C28G:A2 C2 CA @5 FE 20 E4 FF {3
XJ 60 OPEN15,8,15:0PENL,8,2,"0 Prooram 3: Slideshow ML C288:F@ F2 85 02 60 00 00 00
:"+NS+",5,R":GOSUB450 g J . -
RO 70 INPUT#1,P:INPUT#1,TL:DIM See instructions in article on page Machine Language Programming
ESUP) /T (P) M3(P) 56 before typing in. :
DX 80 FORI=LTOP:INPUTHL,F3(1):  o555.56 pp Ap 20 D4 E1 a2 0@ sc  Article on page 70.
INPUTHL,T (1) s INPUTRL,MS(  caaq:50 gp c2 A9 00 20 D5 FF 62 :
1) :NEXTI:GOSUB450 Coi0ics 1o dareid o is 18 B SH 10 FORI=8192T0B8245:READA:X=
XG 90 CLOSE1:GOSUB250 oo1h o ALl eEt ca A 03 X+A:POKEI,AINEXTI
SR 10@ FORI=1TOP:GOSUB420:B=IN  ~o° i 0 oo 50 93 op go p8 BD AA O 20 IFX<>5294THENPRINT "DATA
T(40-LEN (M (1)))/2:PRIN  c23:28 84 9D 00 DI BD 20 85 2 Gy 35 pokEaz471:P0KES245,89
TTAB (B)M$ (1) 2 (L A ;
KA 110 IFT (I)=13THEN170:REM SE  co3a.o0 o9 Do Bo e gg = 00 3% HF 40 5YS8192:END
Q FILE Gg40:92 8p 20 DO A9 Ol 8D 21 c4 CC 50 DATA 169,13,72,162,16,16
DC 120 POKEL,96:IFT (1)=30RT(I)  cg48:pg 4C 1C CO A9 90 8D 28 5D 9
=8THENPOKEL, 92 Ce50:D8 8D 21 DO A2 @6 BD @9 S BS 60 DATA #,24,141,54,32,46
RH 130 IFT (I)=90RT(I)=10THENPO gsg:sc 9p @@ 44 BD 60 Sp 9p F9 FEE 70 DATA 56,32,46,55,32,46
KEL, 88 CO60:06 45 BD 80 SE 9D 6 46 9a NC B8O DATA 54,32,202,48,11,173
AD 140 SYS49152,F$(I),B8:GOSUB4  cpgge:BD 08 SF 9D 0@ 47 E8 D@ 48 CGH 90 ?ATA 54,32,201,10,144,23
50 C@706:E5 4C 48 C2 A9 10 8D 20 F5
CG 150 POKE49269,16:1IFT (I)=5TH C@78:D@F 8D 21 D@ A2 00 9D G0 47 cc 160 DATA 233,1¢,176,23¢,9,4
ENPOKE49269,1 Ce80:44 9D G0 45 9D @0 46 9D F6 8
DP 1606 GOTO218@ C@88:00 47 E8 D@ F1 4C 48 c2 1A KG 110 DATA 72,X73,56,32,13,55
SA 17@ OPEN1,8,2,FS$(I):W=24576 CO90:A9 @G 8D 20 D@ AD 28 83 AB RD 120 DATA 32,208,214,104,32,
:GOSUB450 €C098:8D 21 DO A2 0@ 20 16 C2 DC 210
BS 180 GET#1,AS:POKEW,ASC (AS+C  COAG:4C 48 C2 AD 28 83 8D 20 18 MQ 136 DATA 255,201,48,176,248
HRS (0)) : IFSTTHEN200 COAB:D@ AD 29 83 8D 21 D@ 20 OE 96
84 COMPUTE!'s Gazette May 1989 CGwww.commodore.ca
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COMMODORE REPAIR CENTER
1-800-772-7289

(312) 879-2888 IL
C64 Repair aomn . 42.95 Amiga Repair

- |

C128 Repalr raomr . 64.95 ol o g 99.95
1541 Permanent miga crive

Alignment ..... 29.95 RePalrfesseise 149.95

Printers ... a0 CALL

1541 Repalr ...... 1995 Rl v e CALL

1571 Repair ...... 79.95 Other Equipment .. CALL

CALL BEFORE SHIPPING
PARTS AND LABOR INCLUDED
FREE RETURN SHIPPING
[APO, FPO, AlR ADD $10.00)

24-48 HR. TURNAROUND
[Subject to Parts Avallablilty)

30 DAY WARRANTY ON ALL REPAIRS

COMMODORE PARTS

C-64 Power SUpPlY ......oovuivriinnininnnnns 34.95
128 POWET SUDDIV oo i crolh arh s asita aisie s it 59.95
C-64 Over Voltage Sensor ................ 19.95
N PaTtS (s s o vt e s e S e CALL

(Plus $3.00 Shipping/Handling)
All parts for Commodore equipment usually in stock
For Parts Call (312) 879-2350
Dealer Discounts Available

TEKTONICS PLUS, INC. ===

150 HOUSTON STREET =
BATAVIA, IL 60510 YA l
CLIP AND SAVE
P ) o £ ot £ £ £ £ ) £ e ey |

MAIL TO:
COMPUTEI'S GAZETTE SUBSCRIBER SERVICE

P.O. Box 10958, Des Moines, |A 50340-0958

Change of Address: Please advise as early as possible. Attach
label with your old address and write in new address below.

New Subscriber: Fill in your name and address below. Use
separate sheet for gift orders.

PLACE LABEL HERE

Renewal: Attach label.

One year $24.00 Two years $45.00
(Foreign subscribers please add $6.00 per year for postage)

NAME

STREET

CITY/STATE/ZIP
Please bill me Payment enclosed
For other subscription questions or problems, please write a

note and send entire form to the above address. OR CALL
TOLL-FREE:

1-(800) 727-6937

Cvwww.commedare.ca
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BACK ISSUES

Note: Only selected titles are
listed in contents for each
issue

1984

August —Selecting a Printer Interface, Cam-
paign Manager, Sprite Magic, String Search,
Disk Purge

October—The Tomb, Cabby, Quiz Master,
Vocab Builder, First Aid, VIC Music Tutor,
Turtle Graphics Interpreter

1985

August —Mixing Text and Hi-Res Graphics,

Disk Backup, Code Cruncher, Hi-Res Toolbox
—Whirlybird, Dragon’s Den,

Graphics Construction Set, SpeedCheck, Disk

File Archiver

1986

February—Lexitron, Snapshot, 128 Memory
Map, Disk Editor, Custom Labels
April—Turbo Copy, CP/M on the 128 Direc-
tory Filer, 128 Windows, Input Windows
May—Arcade Baseball, Vampyre Hunter,
Klondike, Super Synth, Word Counter
June—Solarpix, Quick Key, Fontmaker, Help
Screens, 64 AutoBoot Maker

July—Saloon Shootout, Budget Planner,
Math Worksheet, Sound Designer 128, CP/M
Public Domain Software

August—Address Cataloger, TurboDisk 64,
TurboDisk 128, Boldface Print, 128 Sprite
Rotator

September—Ultrafont -+, Video Jigsaw,
Window Wizard, Fast File Copier, 80-Column
Character Editor, DOS Window
October—Pig$ for Buck$, Ringside Karate,
Menu System, 128 Sound & Music (Pt. 1)
November—Fill-64, 128 Keywords, 1526
Underliner, Turbo Format, 128 Sound &
Music (Pt. 2)

December—Q-Bird, Moon Rescue, The Ani-
mals' Show (128), Sprite Locater, Bar Char-
ter, 128 Quicksort, 128 Sound & Music
(P. 3)

COMPLETE YOUR
COLLECTION!
ANY ISSUE FOR $6

Issues not listed are
sold out. Limited

quantities available.

Order today!

1987

January —Keyword Construction Set, One-
Touch Function Key, GEOS Icon Changer,
CP/M: Surviving with 40 Columns
February—Collision Course, Division
Worksheet, MetaBASIC 64, MetaBASIC 128,
128 DOS Wedge, 128 Sound & Music (Pt. 4)
March—Ringside Boxing, Color Craft, 128
RAM Expansion, CP/M RAM Expansion,
Sprite Manager

April—Omicron, Music Improvisor, Print
Shop to GEOS, TurboSave 128, TurboSave
64, Countdown Timer

May—SpeedScript 3.0, Powerball, Cassette
Sleeve Maker, No-SYS Loader, Fast Boot,
Gameports

June—Bingo, Fraction Practice, Free-Form
Filer, Disk Vacuum, Hi-Res Graphics on the
128

July—Basketball Sam & Ed, Calendar
Maker, Crash Prevention, 128 Graph De-
signer, GEOS File Storage, Text Framer
August—Bounty Hunter, Sprite Magic, Sprite
Stamp, 80-Column Sector Editor (128),
Relative Files

September—Sub Attack, Exercise Pacer,
Screen Maker, Impossible Scroll, Video Slide
Show, 80-Column Magic
October—SpeedScript 128, Chopper Pilot,
Stars: A Simulation of the Heavens, Directory
Magic, Font Printer, Animator 64

November—Litterbug, Sketch Pad, Poster
Printer, Renumber 64, Accessing the 128's
80-Column Screen

December —Crossroads, Snake Pit, Word
Find, Animal Match, Disk Rapid Transit,
PrintScreen, GeoTrash Restorer

1988

January—How to Buy a Modem, Buyer's
Guide to Modems, Needlework Graphics Edi-
tor, Tile Paint, Sound Manager
February—Buyer's Guide to Graphics Pro-
grams, Easy Load, Turbo SpeedScript, Fast
64 Mode for the 128

March —CP/M Software for the 128 (Pt. 1),
XPressCard 128, ML Cloner, Big Screen,
Color Lister

April—CP/M Software for the 128 (Pt. 2),
3-D Speedway, SpeedFile 64, Ramdisk 128,
Mirrors

May—Networking the 64, Guide to User
Groups (Pt. 1), Treasure Diver, MOBMaker,
128 Math Graphics, 1541 Speed & Alignment
Tester

June—Buyer's Guide to Printers, Guide to
User Groups (Pt. 2), Arcade Volleyball,
Excelfont-80 (128), Graphics Wedge
July—Hard Disk Drives for the 64/128, Civil
War on Disk, Quick Save, Error Analyzer,
SYS Stamper

August—MIDI Made Simple, Buyer's Guide
to Music Software, Cribbage (128), 128 Shell
Booter, 3-D Sprites, Zoom
September—Write All About It! (desktop
publishing), Pattern Fill, Multicolor Graphics
Dump, SpeedCheck 128, Disk Package,
MultiSort 128

October—Commodore Goes Back to School,
Buyer's Guide to Preschool Software, Scor-
pion [I, 64 Compressor, SpeedPrint, Speed
Columns, 128 Text Sorter
November—GEOQS 2.0: A Major Upgrade,
Buyer's Guide to Word Processors and Spell-
ing Checkers, Rally Racer, Block Out (128),
Sprite Killer, Notepad 64, Font Grabber
(GEOS)

December—=88’s Best Games, Ringside
LXIV!, Crossroads II, Digi-Sound, Dynamic
Windows, Quick! (1541 speedup), 1526
PrintScreen, Key Lock

CGwww.commodore.ca



NEW ULTRABYTE

V6.0 mgll;sLKEn

FOR COMMODORE 64 AND 128

® Copies most protected disks in 2 minutes without
need for parameters including rapid-locked

® 305 parameters to make unprotected copies of recent
rograms including VMAX protection. 100 more than
65?3. Send stamped envelope for list

® Copies up to 40 tracks using 1 or 2 1541 or 1571
drives. Copies both sides on 1571

@ Copies itself (for this reason, no refunds given)

V6.0 $29.95 PLUS $4.00 SHIPPING

. Disk Surgeon V2.0 -- new disk utility
. Ultramail -- mail list and labels
Handy-Capper -- race handicapper
. McMurphy's Mansion -- text adventure. . . .
Soluware - solutions to 10 adventures. . ..
. 150 older parameters and file copier
Add $4.00 shipping (covers up to 5 items)

Mastercard, Visa, Check or M.O., Calif. add 6.5% ($1.85) sales tax.
Foreign orders/COD add $2.00. Payment must be in U.S. funds

UPDATES - V6.0 is same as V5.0 but with 100 new parameters.
Return original Ultrabyte parameter disk with $15.00 plus $4.00
shipping. Foreign add $2.00. No exceptions.

To order, write or call 24 hr. order line. For info. write.

ULTRABYTE (818) 796-0576
P.O. Box 789 LaCanada, CA 91011 USA

both for
$10.00

both for
$10.00

VIDEO BYTE the first FULL COLOR!

MIBR

CO., INC.
OUR ONLY STORE
ESTABLISHED 1950
64 WEST 36th ST
NEW YORK CITY

NEW YORK 10018
caLL ToiL FReE |[-800-451-9780

MNEW YORK STATE RESIDENTS CALL {’Nl:)
CUSTOMER SERVICE (lll.)". -1353
MON.-SAT, 10100AM-T130PM + SUN.

COMPUTER

DISCOUNTS
ON ALL YOUR
COMPUTER
NEEDS

695-7133
10:30AM-6:00PM

&Comn!odore
i

—— e
S i Lﬂ:.'
COMMODORE 64-C
20 PC. DREAM OUTFIT
OUTFIT INCLUDES: Commodore 64.C Keyboard
*1541 Disc Drive *12° Computer Monitor
eCommodore Printer *AC Adapter *Owners

Manual *10 Diskettes.
‘ $398

C Cqmmodore

==
=

COMMODORE 64
20 PC. DREAM OUTFIT
OUTHIT INCLUDES: Commodore 64 Keyboard
#1541 Disc Drive #12" Computer Monitor *Printer
For Commodore *AC Adapter *Owners Manual

*10 Diskettes *Factory s 2 98

_C_= Commodore

==
=

COMMODORE 128

20 PC. DREAM OUTFIT
OUTFIT INCLUDES: Commodare 128 Keyboard
*1571 Disc Drive =12 Computer Monitor
*Commodore Printer *AC Adapter *Owners

498

Manual
*10 Diskettes

T= Commodore
=
=

COMMODORE 128 - 20 PC.
TOP OF THE LINE OUTFIT
OUTFIT INCLUDES: Commodore 128 Keyboard
*Commodore 1571 Disc Drive *Commodore 1084
RGB Color Monitor *Commodore MPS1200
Printer *AC Adapter *Owners Manual

*10 Digkettes s 79 8

video digitizer for the C-64, C-128

Introducing the world’s first FULL COLOR! video digitizer for the
Commodore C-64, C-128 & 128-D computer.
VIDEO BYTE can give you digitized video from your V.C.R., B/W or
COLOR CAMERA or LIVE VIDEOQ (thanks to a fast! 2.2 sec. scan time).

* FULL COLORIZING! Is possible, due to a unique SELECT and INSERT color process,
where you can select one of 15 COLORS and insert that color into one of 4 GRAY
SCALES. This process will give you over 32,000 different color combinations to use in
your video pictures

* SAVES as KDALAS! Video Byte allows you to save all your pictures to disk as FULL
COLOR KOALA'S. After which (using Koala or suitable program) you can go in and
redraw or recolor your Video Byte pic's.

* LOAD and RE-DISPLAY! Video Byte allows you to load and re-display all Video Byte
pictures from inside Video Byte's menu.

* MENU DRIVEN! Video Byte comes with an easy to use menu driven UTILITY DISK and
digitizer program.*

* COMPACT! Video Byte's hardware is compact! In fact no bigger than your average
cartridge! Video Byte comes with its own cable

* INTEGRATED! Video Byte is designed to be used with or without EXPLODE! V4.1 color
cartridge. Explode! V4.1 is the perfect companion.

* FREE! Video Byte users are automatically sent FREE SOFTWARE updates along with
new documentation, when it becomes available.

* PRINTI Video Byte will printout pictures to most printers. However when used with
Explode! V4.1 your printout's can be done in FULL COLOR on the RAINBOW NX-1000,
RAINBOW NX-1000 C, JX-80 and the OKIDATA 10/ 20.

Why DRAW a car, airplane, person or for that matter . _ .

anything when you can BYTE it . . .

Video Byte it instead V'DEU BYTE 379.95

SUPER EXPLODE! V4.1 w/COLOR DUMP

If your looking for a CARTRIDGE which can CAPTURE ANY SCREEN, PRINTS ALL

HI-RES and TEXT SCREENS in FULL COLOR to the RAINBOW NX-1000, RAINBOW

NX-1000 C, EPSON JX-80 and the OKIDATA 10 or 20. Prints in 16 gray scale to all

other printers. Comes with the world's FASTEST SAVE and LOAD routines in a car-

tridge or a dual SEQ., PRG. file reader. Plus a built-in 8 SECOND format and
MUCH, MUCH MORE! Than Explode! V4.1 is for you.
PRICE? $44.95 + S/H or $49.95 wioptional disable switch.

|w "IN 64 MODE ONLY  VIDEO BYTE only $79.95

SUPER EXPLODE| V4.1 $44.95
TO ORDER CALL 1-312-851-6667 PLUS $1.50 5/H C.0.D'S ADD $4.00
Personal Checks 10 Days to Clear IL RESIDENTS ADD 6% SALES TAX

THE SOFT GROUP, PO. BOX 111, MONTGOMERY, IL 60538

LUMMODORE

AMIGA

AMIGA 500
TOP OF THE
LINE OUTFIT

OUTFIT INCLUDES: Amiga 500 With Built-

In Drive *Color Monitor *Printer For Amiga

*Package Of 10 Diskettes

*0wners Manual

*USA Guarantee $ 798

AMIGA 501 = AMIGA l0Il0
AMIGA 1020 / IN STOCK

G Commodore®

COMMODORE 128-D 20 PC.
PROFESSIONAL OQUTFIT

OUTFIT INCLUDES: Commodore 128-D With Built
In 1571 Disc Drive *12" Computer Monitor
*Commodore Printer *AC Adapter *Owners
Manual 10 Diskettes

Cz Commodore®
HARDWARE / SOFTWARE

128 COMPUTER |1750 EXPANDER
64 COMPUTER 1351 MOUSE
64-C COMPUTER | 1702 MONITOR

118D COMPUTER 1802 MONITOR
1541 DISC DRIVE | 1902 MONITOR
1541-C DISC DRIVE | 2002 MOMITOR
1541-11 DISC DRIVE | 1080 MONITOR

1571 DISC DRIVE | 1084 MONITOR

1581 DISC DRIVE | 801 PRINTER
1660 MODEM 803 PRINTER
1670 MODEM MPS-1000 PRINTER

1764 EXPANDER | MPS-1200 PRINTER
1700 EXPANDER | MP3-1150 PRINTER

ITEMS S0LD SEPARATELY.
CALL NOW FOR NEW LOW PRICESH

COMMODORE

AMIGA

2000 =

NEW Low
PRICE!

ALSO AVAILABLE: AMIGA 1084 MONITOR
*3.5" INTERMAL DRIVE *BRIDGE CARD
HARD DRIVE CONTROLLER 1 MB RAM

EXPANDER * PACKAGE DEALS AVAILABLE!

AMIGA 2000 HD
AMIGA 2500

NOW IN STOCK!

F L.f' (3 = 0

5598

ORDER MOW!! PHONE ORDERS OMLY-

ICALL TOLL FREE 1-800-451-9780 NY RESIDENTS / INFO CALL (212)695-7133

Use MIC, Visa, AMEX Or Send Money Order, Certified Checks. All Merchandise Brand New Factory Fresh, Shipping
Charges Non-Refundable. For Mail Orders Please Call Before Sending In Money Order, AN Prices Subject To Manufac.
turers Incraase/Decrease. Refunds Within 7 Days Only With Original Packaging & Unfilled Guarantes Card, No
Refunds Accepted Without Prior Verbal Authorization, Customer Service Between 12 pm-6 pm, Pictures Are For

llust. Purpases Ondy. Not Responsible For Twe.‘uwww: wm mau

Good For Mail Orders Only.

e.Ca



) the
OFFICIAL
BOOK OF

| KING'S
I QUEST

DAVENTRY AND BEYOND

P it M L i -
DORALD B TRIVETTE

The Official Book of King’s
Quest: Daventry and Beyond
by Donald B. Trivette

ISBN 0-87455-155-2

Retail: $10.95, pb, 144 pp

This is the official guide to America’s
most popular series of 3-D animated
adventure games—the bestselling
King’s Quest from Sierra On-Line. The
book provides clues to solving the four
King's Quest games, maps to help
navigate the world of Daventry and
beyond, and answers Lo questions like
“What is the gnome's namel” It
describes the elaborate programming,
artwork, and musical composition that
goes into the making of a lﬁns‘s Quest,
Includes eight pages of color photos
showing the stunning graphics that
have made King’s Quest the king of 3-D
adventure games.

Mapping the Commodore 64
and 64C

by Sheldon Leemon

ISBN 0-87455-082-3

Retail: $18.95, pb, 324 pp
This sourcebook has been expanded and
now covers the new icon-based GEOS
{Graphics Environment Operating
System) with clear descriptions of how to
make it work for you. For BASIC and
machine language programmers of both
the Commodaore 64 and 64C.

Machine Language Routines
for the Commodore 64 and 128

'MACHINE
LANGUAGE
ROUTINES

=== FOR THE =——
COMMODORE

_ COMPUTEl's
Music System
for the——
COMMODORE
128

s
r
&

Bnms, whd, peul photy (s e
A aoplbinasd i st oo e
1 Comamiabone {10 el 14 w40
C

d r- ==
CisK ; :
INCLUDED

A COMPYTE Bain Bl e

by Todd D, Heimarck and
Patrick G. Parrish
ISBN 0-87455-085-8

Retail: $18.95, pb, 585 pp

A must for every Commodore 128 and
64 machine language programmer,
Scores of routines that can simply be
inserted into your own programs,
Included is the assembly language code
with easy-to-understand documentation
and instructions. A companion disk

that includes all the programs in the
book is available for $12.95 (E0858
BDSK).

COMPUTE!s Music System

for the Commodore 128 and 64

by Craig Chamberlain, "~

ISBN 0-87455-074-2 ' &

Retail: $24.95, pb, 274 pp
Sidplayer, the powerful and popular
music player and editor program, is
now more versatile and more imp!

than before. Enhanced Sidplayer for the
Commodore 128 and 64 includes two
new versions—one for the Commodore
128 running in 128 mode and another
strictly for the Commodore 64. The |
accompanying disk contains the Editor
and Player programs (including a
singalong program), utilities, and
sample music thal you can enjoy
immediately or change. Book/Disk Only

Py}
QAT H il
Chilton Way
Radnor, PA 19089
(215) 964-4700

r
|
]
1
1
]
|
{ |
1
1
]
|
|
1
1
1
1
]
|
i
[ |
[ |
1
1
1
1
1
1
1
1
1
1
1
|
1
1
1 (800) 345-1214
1

1

| |

1

!

“'by Ralph Roberts

* most popular 'viru:u:rolectinn software
- available. Must readi

O R D.E R e greUmeic

Music System for the Commodore
12B&64(074-2) cvvvvssonns

Please send check or money order to:

COMPUTE!'s Computer Viruses

ISBN 0-87455-178-1

Retail: $14.95, pb, 180 pp

The authoritative guide to computer
viruses, worms, and Trojan horse

programs. Includes important informa-
fion every computer user needsto

i Er::ed against possible disaster—the

or altering of valvable data.
Written in a light yet information style,
COMPUTE!'s Computer Viruses
explains how viruses infect computers,
how to protect against them, and what
to do if a virus attacks. This book also
includes informative reviews of the

ng for every

computer user.

Qly

Computer Viruses (178-1) ... ... $14.95 Gt
King's Quest (155-2) ..... vaavin $10.95 S
Machine Language Routines !
for the Commodore :
128 and 64 (085-5) ..... vt $10:93 S
Companion Disk (E0858) ..... $12.95 A2 i SR
Mapping the Commodore 64 :
& 64C (082-3) « e navsaninesnss $18.95 $

$24.95 $_

SubTotal: $__
Postage & Handling: $___

commny ($3.50 plus 50¢ for each additional title)
Sales Tax where applicable: $_______

Amount Enclosed: $_______

J-CG589

CGwww.commodore.ca




Ottis R. Cowper

“MLX" is a labor-saving utility that
allows almost fail-safe entry of
machine language programs. Included
are versions for the Commodore 64
and 128.

Type in and save some copies of which-
ever version of MLX is appropriate for
your computer (you'll want to use it to
enter future ML programs from COM-
PUTE!'s GAZETTE). Program 1 is for the
Commodore 64, and Program 2 is for
the 128 (128 MLX can also be used to
enter Commodore 64 ML programs for
use in 64 mode). When you're ready to
enter an ML program, load and run
MLX. It asks you for a starting address
and an ending address. These addresses
appear in the article accompanying the
MLX-format program listing you're
typing.

If you're unfamiliar with machine
language, the addresses (and all other
values you enter in MLX) may appear
strange. Instead of the usual decimal
numbers you're accustomed to, these
numbers are in hexadecimal—a base 16
numbering system commonly used by
ML programmers. Hexadecimal—hex
for short—includes the numerals 0-9
and the letters A-F. But don’t worry—
even if you know nothing about ML or
hex, you should have no trouble using
MLX,

After you enter the starting and
ending addresses, you'll be offered the
option of clearing the workspace.
Choose this option if you're starting to
enter a new listing, If you're continuing
a listing that’s partially typed from a
previous session, don't choose this
option.

A functions menu will appear. The
first option in the menu is ENTER
DATA., If you're just starting to type in
a program, pick this. Press the E key,
and type the first number in the first
line of the program listing. If you've al-
ready typed in part of a program, type
the line number where you left off typ-
ing at the end of the previous session
(be sure to load the partially completed
program before you resume entry). In
any case, make sure the address you en-
ter corresponds to the address of a line
in the listing you are entering. Other-
wise, you'll be unable to enter the data
correctly. If you pressed E by mistake,
you can return to the command menu
by pressing RETURN alone when
asked for the address. (You can get back
to the menu from most options by
pressing RETURN with no other input.)

Entering A Listing
Once you're in Enter mode, MLX prints
the address for each program line for
you. You then type in all nine numbers
on that line, beginning with the first
two-digit number after the colon ().
Each line represents eight data bytes
and a checksum. Although an MLX-
format listing appears similar to the
“hex dump” listings from a machine
language monitor program, the extra
checksum number on the end allows
MLX to check your typing. (Commo-
dore 128 users can enter the data from
an MLX listing using the built-in moni-
tor if the rightmost column of data is
omitted, but we recommend against it.
It's much easier to let MLX do the proof-
reading and error checking for you.)
When you enter a line, MLX recal-
culates the checksum from the eight
bytes and the address and compares
this value to the number from the ninth
column, If the values match, you'll hear
a bell tone, the data will be added to the
workspace area, and the prompt for the
next line of data will appear. But if MLX
detects a typing error, you'll hear a low
buzz and see an error message. The line
will then be redisplayed for editing,

Invalid Characters Banned

Only a few keys are active while you're
entering data, so you may have to un-
learn some habits. You do not type
spaces between the columns; MLX
automatically inserts these for you. You
do not press RETURN after typing the
last number in a line; MLX automatical-
ly enters and checks the line after you
type the last digit.

Only the numerals 0-9 and the let-
ters A-F can be typed in. If you press
any other key (with some exceptions
noted below), you'll hear a warning
buzz, To simplify typing, 128 MLX re-
defines the function keys and + and —
keys on the numeric keypad so that you
can enter data one-handed. (The 64
version incorporates the keypad modi-
fication from the March 1986 “Bug-
Swatter’” column, lines 485-487.) In
either case, the keypad is active only
while entering data, Addresses must be
entered with the normal letter and
number keys. The figures above show
the keypad configurations for each
version.

MLX checks for transposed charac-
ters. If you're supposed to type in A0
and instead enter 0A, MLX will catch
your mistake. There is one error that

Machine Language Entry Program
For Commodore 64 and 128

64 MLX Keypad
7 8 9 0
4 6 F
U I (0] P
2 3 E
J K i{
A B D
M r L /
0
Space

128 MLX Keypad

A B C D
(F1) (F3) (F5) (F7)

7 8 9 E
(+)

4 5 6 F
(=)

1 2 3 E

N

(T

E

0 ° R

can slip past MLX: Because of the
checksum formula used, MLX won'’t
notice if you accidentally type FF in
place of 00, and vice versa. And there’s
a very slim chance that you could gar-
ble a line and still end up with a combi-
nation of characters that adds up to the
proper checksum. However, these mis-
takes should not occur if you take rea-
sonable care while entering data.

Editing Features

To correct typing mistakes before fin-
ishing a line, use the INST/DEL key to
delete the character to the left of the
cursor. (The cursor-left key also de-
letes.) If you mess up a line really badly,
press CLR/HOME to start the line over.
The RETURN key is also active, but
only before any data is typed on a line.
Pressing RETURN at this point returns
you to the command menu. After you
type a character of data, MLX disables
RETURN until the cursor returns to the
start of a line. Remember, you can press
CLR/HOME to quickly get to a line

Cwww.commeogdore.ca




number prompt.

More editing features are available
when correcting lines in which MLX
has detected an error. To make correc-
tions in a line that MLX has redisplayed
for editing, compare the line on the
screen with the one printed in the list-
ing, then move the cursor to the mis-
take and type the correct key. The
cursor left and right keys provide the
normal cursor controls. (The INST/
DEL key now works as an alternative
cursor-left key.) You cannot move left
beyond the first character in the line, If
you try to move beyond the rightmost
character, you'll reenter the line. Dur-
ing editing, RETURN is active; pressing
it tells MLX to recheck the line. You can
press the CLR/HOME key to clear the
entire line if you want to start from
scratch, or if you want to get to a line
number prompt to use RETURN to get
back to the menu.

Display Data

The second menu choice, DISPLAY
DATA, examines memory and shows
the contents in the same format as the
program listing (including the check-
sum). When you press D, MLX asks you
for a starting address. Be sure that the
starting address you give corresponds
to a line number in the listing. Other-
wise, the checksum display will be
meaningless. MLX displays program
lines until it reaches the end of the pro-
gram, at which point the menu is redis-
played. You can pause the display by
pressing the space bar. (MLX finishes
printing the current line before halting.)
Press space again to restart the display.
To break out of the display and get back
to the menu before the ending address
is reached, press RETURN.

Other Menu Options
Two more menu selections let you save
programs and load them back into the
computer, These are SAVE FILE and
LOAD FILE; their operation is quite
straightforward. When you press S or L,
MLX asks you for the filename. You'll
then be asked to press either D or T to
select disk or tape.

You'll notice the disk drive starting
and stopping several times during a
load or save (save only for the 128 ver-
sion). Don’t panic; this is normal be-
havior. MLX opens and reads from or
writes to the file instead of using the
usual LOAD and SAVE commands
(128 MLX makes use of BLOAD). Disk
users should also note that the drive
prefix 0: is automatically added to the
filename (line 750 in 64 MLX), so this
should not be included when entering
the name. This also precludes the use of
@ for Save-with-Replace, so remember
to give each version you save a different

name. The 128 version makes up for
this by giving you the option of scratch-
ing the existing file if you want to reuse
a filename.

Remember that MLX saves the en-
tire workspace area from the starting
address to the ending address, so the
save or load may take longer than you
might expect if you've entered only a
small amount of data from a long list-
ing. When saving a partially completed
listing, make sure to note the address
where you stopped typing so you'll
know where to resume entry when you
reload.

MLX reports the standard disk or
tape error messages if any problems are
detected during the save or load. (Tape
users should bear in mind that Commo-
dore computers are never able to detect
errors during a save to tape,) MLX also
has three special load error messages:
INCORRECT STARTING ADDRESS,
which means the file you're trying to
load does not have the starting address
you specified when you ran MLX;
LOAD ENDED AT address, which
means the file you're trying to load
ends before the ending address you
specified when you started MLX; and
TRUNCATED AT ENDING AD-
DRESS, which means the file you're
trying to load extends beyond the end-
ing address you specified when you
started MLX. If you see one of these
messages and feel certain that you've
loaded the right file, exit and rerun
MLYX, being careful to enter the correct
starting and ending addresses,

The 128 version also has a CATA-
LOG DISK option so you can view the
contents of the disk directory before
saving or loading.

The QUIT menu option has the ob-
vious effect—it stops MLX and enters
BASIC. The RUN/STOP key is dis-
abled, so the Q option lets you exit the
program without turning off the com-
puter. (Of course, RUN/STOP-RE-
STORE also gets you out.) You'll be
asked for verification; press Y to exit to
BASIC, or any other key to return to the
menu. After quitting, you can type
RUN again and reenter MLX without
losing your data, as long as you don't
use the clear workspace option.

The Finished Product

When you've finished typing all the
data for an ML program and saved your
work, you're ready to see the results.
The instructions for loading and using
the finished product vary from program
to program. Some ML programs are de-
signed to be loaded and run like BASIC
programs, so all you need to type is
LOAD “filename”,8 for disk (DLOAD
“filename’* on the 128) or LOAD “file-
name” for tape, and then RUN. Such

programs will usually have a starting
address of 0801 for the 64 or 1C01 for
the 128. Other programs must be re-
loaded to specific addresses with a com-
mand such as LOAD “filename",8,1 for
disk (BLOAD “filename” on the 128) or
LOAD “filename’,1,1 for tape, then
started with a SYS to a particular mem-
ory address. On the Commodore 64,
the most common starting address for
such programs is 49152, which corre-
sponds to MLX address C000. In either
case, you should always refer to the ar-
ticle which accompanies the ML listing
for information on loading and running
the program.

An Ounce Of Prevention

By the time you finish typing in the data
for a long ML program, you may have
several hours invested in the project.
Don’t take chances—use our “Auto-
matic Proofreader” to type the new
MLX, and then test your copy thorough-
ly before first using it to enter any sig-
nificant amount of data. Make sure all
the menu options work as they should.
Enter fragments of the program starting
at several different addresses, then use
the Display option to verify that the
data has been entered correctly. And be
sure to test the Save and Load options
several times to ensure that you can re-
call your work from disk or tape. Don’t
let a simple typing error in the new
MLX cost you several nights of hard
work,

Program 1: MLX For Commodore
64

SS 180 REM VERSION 1l.1:
30,950 MODIFIED,
85-487 ADDED
POKE 56,58:CLR:DIM INS,
1,J,A,B,A$,BS,A(7),N$
C4=48:C6=16:C7=7:22=217
4=254:1725=255:26=256:27=
127
FA=PEEK(45)+Z6*PEEK(46)
:BS=PEEK (55 ) +Z6 *PEEK ( 56
) :HS="P123456789ABCDEF"
R$=CHRS$(13):LS="[LEFT}"
:5§=" ":D$S=CHRS(20):25=
CHRS$(@):T$="[13 RIGHT}"
§D=54272:FOR I=SD TO SD
+23:POKE 1,0:NEXT:POKE
{SPACE}SD+24,15:POKE 78
8,52

PRINT" [CLR}"CHRS$ (142 )CH
RS(8):POKE 53280,15:POK
E 53281,15

PRINT TS" {RED}(RvVS]

[2 spACES}E8 @3

{2 spACES]"spc(28)"

{2 spaces](oFF}{BLU} ML
X 11 (RED}([RVS}

{2 spPACEs]}"spc(28)"

{12 spaces}{BLU}"
PRINT" 3 DOWN}

{3 SPACES)}COMPUTE!'S MA
CHINE LANGUAGE EDITOR
{3 powN}"
JB 188 PRINT"{BLK}STARTING ADD

LINES 8
LINES 4

EK 100

DM 110

CJ 120

SB 130

cQ 140

FC 150

EJ 168

FR 178

90 COMPUTE!'s Gazette May 1989
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The Cartridge Wars. For a while there, it was tough going - but we kept
fighting to be the best. The result? Just ask the user groups. Ask the dealers.
Ask the magazines. Public opinion is unanimous, The Cartridge Wars are
over - and Super Snapshot is the clear winner|

How did we do it? By understanding that it is not enough anymore just to be
the most powerful, In today’s markel, you've also got to be smart. Like Super
Snapshot v4.

As the list of features at the right clearly shows, we've given Super Snapshot
v4 enough capabilities to dazzle even the most demanding power user. But
we've also worked hard to give those uililies a sense of style and grace. To
make sure that not only could you do a task, but that you could do it easily and
logically, While our competitors were making utilities for Commodore
computers, we were designing our utilities for the people who own those
computers. i

Super Snapshot Features Include:

» Works with ALL Commodore 8 bit computers & drives.

« Totally transparent when disabled.

* Turbo mode - Up to 15X faster loading, 7X faster saving.

* Super DOS Wedge supports devices 8,9, 10, & 11 with extra commands.
+ Archive ALL memory resident programs to disk as autobooting files,

» Exclusive - C.64 Boot Sector,

* Dump screens to disk in popular graphic program formats.

* Dump screens including sprites to printer (many supported) in 3 sizes.

+ Only Super Snapshot dumps BOTH multi-color & hi-res formats.

+ Sprite disable/re-enable & extended life Game Master features,

+ Sprite monitor & full featured sprite editor.

« Fast disk copier for | or 2 drives suppons 1541/1571/1581.

« Extensive BASIC additional ds for power p
* Fast file copier for | or 2 1541/1571/1581 drives.

+ 24 Hour BBS suppont is available!

* Free Kracker Jax Parameter disk - over 100 parameters!

+ Includes the legendary Shotgun Il from Kracker Jax!

* M/L. Monitor does NOT corrupt memory. Interrupt, examine, modify, and

B

resume a running program. All standard commands PLUS bank-switching,
bi-directional scrolling, 10 command, track & sector editor, ASCII hunt, and
drive monitor,

Plus much, much more!

So when you choose a multi-function cartridge for your system, choose
Super Snapshot v4 - the cartridge that was designed to appeal to a higher
intelligence. Yours.

e e e e et

Super Snapshot v4 / Only $64.95

ATTENTION 128 OWNERS: C-64 Disable Switch available. Allows

you to boot 128 software WITHOUT removing your Super Snapshot

cartridge! Add $8.00

PAL VERSION AVAILABLE: Add $4.00 more per unit for shipping.

[emirm e R e e e e e e ]
In Canada, order from: Marshview Software » PO Box 1212, Sackville, NB, EDA-3CO + (506) 536-1809

Also available: The Slideshow Creator

Now you can creale dazzling skd from eye-catching screens that you've captured
with Super Snapshot| Options Include lade infout, shutter onvoll, pop on/oft, slide onvoH,
Use any of 10 dfferent fonis 1o display your personalized, scrolling messages!

Super Snapshot Slideshow Creator / Only $14.95

DORE
HEAVY-DUTY
POWER SUPPLIES

WATTS The Matter - Can't Get ample power?

THE 17

Thanks For The Memory

Most Commodore users are content to use their computers within the constraints placed on them by a limited
amount of RAM. But some people want more. More speed. More power. And that means just one thing - more memory.

Power users have long known thal the ideal solution to their memory problems is out there in the form of Commo-
dore’s incredible 1750 RAM expansion module. Just plug it in and you've got a whopping 512k of onboard RAM -
the same amount of memory found on most IBM computers! This is the memory cartridge that all serious Commodore
power users want. There's only one problem

You can't find them.

That's right. These RAM units are almost impossible to buy. We've always specialized in finding solutions 1o +
Commeodore related problems - here's what we came up with.

First, we bought brand new Commodore 1764 RAM expansion units, the ones with only 256k ol RAM onboard.
Next, we had Chip Level Design engineer and produce a custom upgrade that takes a 1764 to a full 512k! That's
the same hall meg of RAM as a regular 1750! Finally, we tested each and every cartridge, and warranteed them to
be free from defects.

Now there's nothing to stop you from taking your Commodore 64 or 128 to levels of power and sophistication that
the original designers never even dreamed of! If you're using programs like GEOS from Berkeley; the Pocket Series
from Digital Soutions; future versions of Maverick from Kracker Jax; Fleet System IV from Professional Software; or
the potent PaperClip Il from Batteries Included; ! you're using ANY of these programs, you won't believe the
difference that the extra memory makes!

IMPORTANT NOTES - READ CAREFULLY
*C-64/64c (but NOT C-128/128D) owners MUST buy a heavy-duty power supply 1o use these units. The power
Supply s NOT included - it is avalable from us seperately.
* It you ALREADY own a 1764 RAM cartridge, we can upgrade it for you. Your unit MUST be in perlect working
order for us to upgrade it. The lurnaround time on upgrades is approx. 2 weeks. It will NOT be necessary for you
o purchase a new power supply - the one that came with your 1764 will still work fine

THE 1750 CLONE ONLY $199.95
1764 UPGRADE ONLY $124.95

Sorry about that. Actually, it's no laughing matter, Our tech-
rucians tefl us that the majority of Commodore computer prob-
iems can be traced back to an inadequate power Supply
When the power supply faits, it can (and often does) cause
addtional damage to the computer itsell - and a computer
matidown is no joke

This doesn | have 10 happen to you. We are now seling a
heavy-duty power supply that will greatly diminish your lear
of a power supply failure, These are NOT altermarket units
- they are made by Commodore, and are ideal for use with
AAM expanders. They will provide you with @ more stable,
dependable source of power. This unit will work on ALL C-64's
and B4c on the market

It your system is important to you, take the exra step to
safeguard your investment by getting a Commodore Heavy:
Duty Power Supply today. Power you can depend on - witt
no unexpected shocks

COMMODORE HEAVY-DUTY POWER SUPPLY
ONLY $29.95

PLEASE READ BEFORE ORDERING: We accept money orders. cenfied checks. VISA MC and. Discover
Previous Software Support customers may use C 0.0, and personal checks. Orders shipped 1o U SA. (48 states)
FPC. APO. or possessions. please add 53 50 per order for 5 & H. US. shipping s by UPS ground in most
cases. FAST 2nd DAY AIR available: agd S1 00 per pound additonal (U.S. 48 states cnly). Alaska or Hawail (al
orders shpped 2nd cay ar). please acd 5750 per ceder for S& H C.OD. available to US. customers only |50
states)” add 52.75 along with your S & H charges per order. Canadian customers may caiculate the S & H charges
by including $4.00 (minimum charge) lor the first two pieces of SOFTWARE and $1.00 for each addtional piece
per shepment. All monies must be submeted in US funds. Canadians must call oc write foe hardware shipping
tharges. Foreign customers must call or wnte for shipping charges. Defeciive dems are repiaced at no charge It
sent postpaid i in stock orders are processed within 24 hours. U-S. SOFTWARE orders over $100 will be shipped
2nd Day Air at our reguiar 5350 5 & H charge (48 states only). Washington residents please add 7 6% addhonal
for Safes Tax All prces subect 1o change. Al sales are final unless authonzed by management

DEALERS — WE HAVE THE SUPPORT YOU'RE LOOKING FOR!

Mail your ordet to: Sohware Support, Int
2700 NE Andresen Aoad  Vancouver, WA 98661

Orcall our toll-free order line at
1-800-356-1179, 9am-5pm Pacific tinie
Monday-Friday

After hours orders accepled at

(206) 695-9648 7 days a week.
Technical support ayailable. Call

(206) 695-9648, 9am-5pm Pacific time,
Monday-Friday.

Orders Outside USA call (206) 695-1393.
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1541 RAMBO

Byte The Copy Protection bullet!

Let’s face it - war 1s hell. And in the Commodore world, one
of the ughest wars of all is being waged by the copy protection
industry. They're tough. They're clever. And they're very, very
determined. It you've seen some of the current ice out there,
you know |ust how determined they are. Well, we'ra just as
determined. And we've gol a way to walk right through the
coldest ice oul there

What's our secret? The new RAMBOard, a small card that
can easily be installed in your 1541 in 5 minutes using just a
screwdriver. With this remarkable piece of firmware in place,
backup hassles are a thing of the past!

RAMBOard gives you speed - it comes bundied with a fast
copier that can archive an unprotected data disk in under 60
seconds. RAMBOard gives you er - working with our
dynamic Maverick software, RAMBOard will back up programs
that other systems can’t even scratch the surlace ol. Best of
all, RAMBOard won't become obsolete - when newer, even
tougher protection schemes come along, well croale new
Maveric EJ\MB{Jard parameters to cut nght through them.
Backed by our tamous R&D, you know that we'll do whatever
it takes to keep RAMBOard operating behind enemy lines!

Get your RAMBOard today. And the next time some com-
pany tries to nl\arge you lor an “authorized” backup of a prog-
ram you've already paid for, remind them that war IS hell -
and you know how to raise a little hell of your own

1541 & 1541C RAMBOard/ONLY $34.95
In Most Cases, Piugs Right In-NO Soldering Required

15411l RAMBOard/ONLY $44.95
This Version DOES Require Soldering
Profasional Installation Available-Contact Us For Details

*RAMBOard Is An Optional Accessory For Use With Maverick "

Your Last Chance To Own A Classic.

All good things must come to an end. That's true for every-
thing, including software. The time has come 1o say goodbye
to an old Inend - SYSRES, the finest BASIC enchancement
system ever crealed for th Commodore computer

Software Support owns the exclusive rights to produce
SYSRES. Reluctanlly, we've decided lo stop producing this
incredible program ‘.Lhy'»‘ The simple fact is that most of the
serious BASIC programmerts out there already own SYSRES,
and there arent enough new BASIC programmers entering
the arena to warrant the expense of continued production of
SYSRES

Il you're one of the few serious BASIC programmers out
there who isn't yet using SYSRES, maybe you should take a
look at some of these leatures:

® Easy code entry with leatures like auto line numbering,
enhanced key repeal, and last up and down scrolling of prog-
ram listings!

e Macros: any shifted key may be set to represent an
BASIC or SYSRES KEYWORD. Al files may be listed, loaded,
fun, copied, or scratched by entering a two character command
in front of the file name listed in the directory!

® Find'Change any vanable phrase or keyword used any-
where in your program. Over 700 search variations are avail-
able including pattern malching with wild cards and limitation
symbols. Now you can automatically remove spaces and
REMS to streamiine run-time versions of your programs!

List BASIC programs and relative and sequential files with-
out loading them into memory first!

® Edit text files and assembler source code without having
1o leave BASIC!

® Do apartiai renumber. Move a subroutine to a more logical
starting place while preserving all other line numbers and up-
dating all ine references!

. ug with a variable speed TRACE. Display the current
and the five previous operations. Display vanables as they
change or are defined; send the TRACE to the printer!

We haven't even scratched the surface of SYSRES. With
features like screen print, multiple drive support, full printer
support, and program merge capabilities, it's easy o see why
SYSRES is the most comprehensive BASIC programmers’ aid
package ever produced. And just as comprehensive is the
prolessional documentation: over 110 pages, bound in an at-
tractive three ring binder. You'll also be pleased 1o know that
SYSRES is UNprotected!

S0 there you have it, I you use BASIC at all, this is the
enhancement system thal you need, And this is absolutely
your last chance 1o own this classic. As a going away present,
we've even cul the price in hall! Now there's no reason for
you to limp by on plain vanilla BASIC any more. Get SYSRES
foday - and get involved with some serious programming
power!

SYSRES/NOW ONLY $19.95
While Limited Supplies Last!

s’

RICK'I'M*

A New Tool-From Some Old Friends

You know us. When copy !
its ugly head, we created the Krack

throwing 1541 drive heads out of alignment, we gave you Krach
senes. When the copy protection wars escalated. we responded with Bulls-Eye

Uity Kit. And when you decided to explore the mysteries of commenczal-grade protecton schemes, we were there with Kracker Jax Reveal
New the copy profection industry has upped the ante agan. They've made it harder than ever to make legitimate backups of your expenswve
software. Do you think you should have 1o spend money to buy “authonized” backups of software thal you already own?

Neiher do we

Introducing Mavench, the best weapon we've ever made 10 let you defend yoursell from copy protection probleenng. Mavenck s so agvanced,
it has actually replaced every other backup utiity we ve ever created. Thal's night - Mavenck is now the ONLY archival software we many
All of our RAD effonts go into making sure that Mavenck remains the most powerlul backup utiity avallable - from ANY source! Take a look

al some of these leatures

NEW — 1541 1581 tast hle copser - any dwecton

GCR Edetor lor § e ACkEt
NEW—GEOS
Error scanner with unique sector editor

Dhrectory editor holps you drganmze your disks

Works with C-64 C-128 & 1541 1571 1581 drives

Serofiing M L monitor with Drive Mon
EXLUSIVE Popular subscriber service availatile

Opier - works under deskiop

- Tl A COop

EXCLUSIVE GEOS Modu PARAMETERS & TOOLS

MNEW — Dump alormatied parameter catalog to printer
hes

And this s just the beginning Our future plans for Mavenck include expanded SAMBOard support, RAM expansion module support. and even

@ 1541 1571 1581 relative tle copeer! And with our unque Subscriber Program. you can recenve Mavenck updates autor

thay're released’

You know us. We're the company that has worked hard for years ig

aly - the nstant

h an gonciad reputaton for gynamic produc ar prces, and

superb customer support. We ve always been a part of your past. And as long as you have your Commodore, we Il always be a pa your futire

Attention: Registered Maverick owners!
Parameter Module #3is nowavailable, Only $9.95

Maverick V2.0 Upgrade also available, Only $9.95

TH

MAVERICK 2.0/0ONLY $34.95

Now Includes Parameter Modules 1, 2, & 3!
*Maverick Was Formerly Known As “Renegade” From Kracker Jax
Not To Be Confused With The Game Of The Same Name

TOOLKIT

Without It, You Don't Know What You 1581 Is Capable Of
It blew people away at the “World Of Commodore Show” held in Pennsylvania in November 1988, It's power
and scope astonish anyone who sees it work. And, if you have a 1581 drive, it is the single most important piece
of software that you can own. It is The 1581 Toolkit-and it will transform your 1581 into something remarkable
We know the markel. and we know that il you've bought any other 1581 utility in the past, you've probably been

disappointed. But while other companies

on the new 1581 drive, we did things diffe
belore they even looked at a drawing boa

rushed ill-conceved and poorly executed products to markel 1o “cash in”
rently. Our programmers took the time 1o become experts on the 1581
rd. So when they finished the Toalkit project a full year later, they had

accomplished what no one else had - the creation of a 1|?h1. integrated package of essential utilties that make

the 1581 more than the sum of its parts, Take a look at these
® FastFile Copier
® Byte Pattern Soarch
* Ultrafast Formatter

® FastDisk Copier
® Directory Editor
® File Track & Sector Tracer

oolkit utilities and see why we're so excited about it:
® Track & Sector Editor

& Error Scanner

* Relocatable Fast Loader

® Partition Creator
All 10 of these custom utilities use extremely fast read write routines. Wharover appropnate, they allow full

access (o partiions, IU's obvious we created The 1
drive. But we didn't stop there. Order now,

581 Toolkil 1o be the finest set of utilties available for the 1581
and we'll also send you the 1581 DOS Relerence Guide FREE! With

over 100 pages of cancise, valuable information, you'll quickly lind this book indispensable! Written by David Martin

(INFO Magazine's Copy Corner reviewer), this

manual represents a year's worth of research and investigation

into the inner workings of the 1581 drive. We've also added extra utilities, including such handy items as a machine
language monitor with DriveMon, the perfect companion for the 1581 DOS Reference Guide.

We've spent a lot of lime working hard to make sure that nobody knows more about the 1581 than we do. Don't
sell your 1581 short, Get the 1581 Toolkit today, and let us show you just what it's really capable of, Well take
your 1581 absolutely as far as it was designed o go. And then we Il take it larther

THE 1581 TOOLKIT (ON 3.5" DISK)/ONLY $39.95

Includes Your FREE 1581 DOS Reference Guide
The 1581 Toolkit Works On The C-64 Or The C-128/C-1280 In The 64 Mode

I N T AN T T D

ATTENTION C-128 OWNERS
Solderless 64K Video RAM Upgrade

Now that Commadore has released the C-1280 with
64K of video RAM, we should be seeing 128 prog-
rams address this fantastc new leature soon
BASIC 8 already has the capabibty of using all 64K
of video RAM. If you own the C-128 in stock conds
tion, you own all 16K of video RAM that Commodore
felt was necessary. Using Basic B format and the
full 64K of video HAM provides you with the abibty
1o scrodl through video memony as wed as enhanced
color resolution

Up until now, 1o upgrade the C-128 to 64K of video
RAM you would have 1o firs! search out the compo-
nents, then find a competent repair outiet 1o desolder
and install the parts. What a hassle!

SOLUTION — We have deveioped a module that
samply plugs in 1o the mother board of your C-128
No spiattered solder — No heat damage — No
hassle.

This package i available in two different forms
Model A has all parts necessary 10 complete your
upgrade, and Model B Is identical except that you
supply the RAMs. Again, no soldering is necessary
If you have access 10 low cost RAMs, we suggest
Model B

Both models include easy 10 follow nstaliation in-
structions. a test program to venfy proper nstalla-
ton, and the plug in Video RAM Upgrade
Model A (complete)

nly 49-95

o3 1o ] 6001 &

X RO
FLASH! Kracker Jax Earns a 5 Star Rating
In INFO's May-June '88 Issue

Kracker Jax 15 the poweriul parameter based copying system that has taken the
courtry by storm! What IS a parameter? It's 3 custom program that aliows your
1541 of 1571 dhsk drive 10 stop ALL copy protection from your expensive software,
leaving you with UNPROTECTED, TOTALLY BROKEN BACKUPS that can even
be copied with & senple fast copier!
We declare Kracker Jax 1o be the best gystom of s kand on the market today! A
chim? Maybe
N1 take our word for #—f you want e REAL story on how good Kracker
ask one of our customers. Don't worry. You won't have any probiem
finding one

Vols 1 thru 7 Only $9.95 each

O RRARRPIRN R
KRACKER JAX REV
We've done it again!
Senous Commodare Users know why the Revealed Books by Kracker Jax are the last
wotd in Commodore copy de-pentecton informaton. Qur Knowledge of protectitn
schermes his made us famous. Now find out how we do what we do best. Our books
e your key 1o real knowledge: OTHERS ONLY SCRATCH THE SURFACE. We dg
deep, much deeper. Not for the novice user, Kracker Jax Reveakd Volume Il takes
you deep into the 1541 disk drive, where loday's copy protection resides If you have
read and mustered the techniques set Yorth in Revealed | and I, you're ready for the
rext step - Keacker Jax Revealed Il Included a5 a free bonus & The Hacker's Uity
Kt ore of e finest set of disk udites gatered fogether in one package

REVEALED BOOK Il with Hacker's Utility Kit . . $23.50
REVEALED BOOK Il with Hesmon Cartridge . . . $23.50
REVEALED BOOK I with Reset Board . . . , . , . $23.50

PLEASE READ BEFORE ORDERING: We accept money orders, certfed checks, VISA, MC and, Descover
Previous Software Support cusiomers may use C.O.D and personal checks. Orders shipped to US.A (48 states)
FPO, AP.O. or possessions, please add $3.50 per ordet for S & H. US. shipping 15 by UPS ground in most
cases. FAST 2nd DAY AIR avadlabie: add §1.00 per pourd addtional (U S, 48 states only). Alaska or Hawa {al
orders shipped 2nd day air), please add 57,50 per order for 5 & H. C.O.D. avallable to U.S. customers only (50
states): add 52.75 along with your S & H charges per order, Canadian customers may taloulate the S & H charges
by including $4.00 {menemum charge) for the frst two pleces of SOFTWARE and §1,00 for each additional prece
per shipment. All monses must be submitted in U.S, funds. Canadians must call or write for hardware shippng
charges. H:miﬂ customers must cal or wiite for shipping charges. Defactive fems are replaced 3t no charge ¢
sont posipad. Al in stock orders are processed within 24 hours. U.S. SOFTWARE orders over 5100 will be shipped
2rd Day Ar at our requiar 53.50 S & H charge (48 states only). Washington residents please add 7.6% addibonal
for Sales Tax. All prices subject to change. All sales are final uriess authorized by management

Mad your order 10 Software Support. It
2700 NE Ancresen Road  Vancouver. WA 98661

rcall our toll-free order line at
1-800-356-1179, 9am-5pm Pacific time
Monday-Friday
After hours orders accepled al
(206) 695-9648 7 days a week
Technical support available. Call
{206) 695-9648. 9am-5pm Pacilic ime
Monday-Friday.
Orders Ouiside USA call (206) 695-1393.




GF

KR

PG

DR

BD

Js

JH

FD

JX

KF

PP

JA

GX
CH

RR

BE
PX

Qs

HA

HD
FK

GS

198

200

21@

220

230

240

250
260

270

280

290
300

31@

320

330

3409
350

360

370
389

390
400

410
420

439
449

450

460

4708
480

485

RESSE43"; :GOSUR300 : SA=A
D:GOSUB1@4@:IF F THEN18
g
PRINT" {BLK} {2 SPACES]}EN
DING ADDRESSE43";:GOSUB
300 : EA=AD:GOSUB1@30:IF
[SPACE}F THEN190
INPUT" {3 DOWN}[BLK}CLEA
R WORKSPACE [Y/N]E43":A
$:IF LEFTS(AS,1)<>"Y"TH
EN220
PRINT" {2 DOWN} {BLU}WORK
ING..."; :FORI=BS TO BS+
EA-SA+7:POKE I,@:NEXT:P
RINT"DONE"
PRINTTAB(10)"{2 DOWN]
{BLK}[RVS] MLX COMMAND
{SPACE ]MENU [DOWN}E43":
PRINT TS$"{RVSIE[OFF]}NTE
R DATA"
PRINT T$"{RVS]}D{OFF}ISp
LAY DATA":PRINT TS"
{RvVS]L{OFFlOAD FILE"
PRINT TS"{RVS]S{OFF}AVE
FILE":PRINT TS$"[RVS}Q
{oFF}UIT{2 DOWN]}[BLK}"
GET A$:IF A$S=NS THEN258
A=@:FOR I=1 TO 5:IF AS=
MIDS ("EDLSQ",I,1)THEN A
=I:1I=5
NEXT:ON A GOT0420,610,6
9@, 708,280 :GOSUBLA6M : GO
TO250
PRINT" {RVS]} QUIT ":INPU
T"[DOWN } E4JARE YOU SURE
[Y/N]";AS:1IF LEFTS(AS,
1)<>"Y"THEN22@
POKE SD+24,@:END
IN$=N$ :AD=0 : INPUTINS :IF
LEN( INS) <>4THENRETURN
BS=INS :GOSUB32@:AD=A:BS
=MIDS (INS,3):GOSUB32@:A
D=AD*256+A : RETURN
A=@:FOR J=1 TO 2:A$=MID
$(BS,J,1):B=ASC(A$)-Ca+
(AS>"@" ) *C7 : A=A*C6+B
IF B<@ OR B>15 THEN AD=
P:A==]:J=2
NEXT: RETURN
B=INT(A/C6) :PRINT MIDS (
HS,B+1,1);:B=A-B*C6:PRI
NT MIDS$(HS,B+1,1);:RETU
RN
A=INT (AD/Z6) :GOSUB350:A
=AD-A*Z6 :GOSUB350 : PRINT
||=n?
CK=INT(AD/Z6) :CK=AD-Z4*
CK+Z5* (CK>Z7) :GOT0398
CK=CK*Z2+Z5* (CK>27)+A
CK=CK+Z5* (CK>Z5) : RETURN
PRINT" {DOWN } STARTING AT
E43"; :GOSUB30@:IF IN$<>
NS THEN GOSUBL@30:IF F
{ SPACE } THEN4@@
RETURN
PRINT"[RVS] ENTER DATA
{SPACE}":GOSUB4@@:IF IN
$=NS THEN220
OPEN3, 3 : PRINT
POKE198,0 :GOSUR36@:IF F
THEN PRINT INS:PRINT"
{ur} [5 RIGHT]";
FOR I=0 TO 24 STEP 3:BS
=8$:FOR J=1 TO 2:IF F T
HEN BS$=MIDS(INS,I+J,1)
PRINT"[RVS}"BSLS;:IF I<
24THEN PRINT"{OFF}";
GET AS$:IF AS$=N$ THEN4780
IF (AS>"/"ANDAS<":")OR(A
$>"@"ANDAS <"G" ) THEN540
A=_(a$=IIMN}_2*(A$=Il‘|l)_

CM

MP

KC

GK

Qs

PM

Qc

PK

GQ
QA

KS

cc

KC
EQ
AD

PC

PR

FP
HQ

486

487

498

500

510
520

538

540

550

568

570

580

590

600
610

620

630

640

650

660
670

680
690

700

718

720

730

740

3*(A$‘=" - u]_4*{As=u/ll ]_5
*(AS="J")-6*(AS="K")
A=A-7*(AS="L")-B*(AS=":
")-9% (AS="U")-18*(AS="1I
I‘)“ll*(A$=I'0")"l2t (As:u
p‘l}
A=A-13*(A$=S$):IF A THE
N AS=MIDS("ABCD123E456F
@",A,1):GOTO 540
IF A$=R$ AND((I=8)AND(J
=1)OR F)THEN PRINT BS;:
J=2:NEXT:I=24:G0T0550
IF AS="(HOME}" THEN PRI
NT B$:J=2:NEXT:I=24:NEX
T :F=0:G0T0440
IF (AS=" (RIGHT )" )ANDF TH
ENPRINT BSLS;:GOTO540
IF AS<>L$ AND A$<>D$ OR
((I=0)AND(J=1))THEN GOS
UBLO6@:GOT0470
AS=LS+SS$+LS:PRINT BSLS;
:J=2~J:IF J THEN PRINT
{SPACE}LS$; : I=1-3
PRINT AS;:NEXT J:PRINT
{SPACE)SS;
NEXT I:PRINT:PRINT"{UP}
{5 RIGHT}"; :INPUT#3,INS
:IF INS=N$ THEN CLOSE3:
GOTO0220
FOR I=1 TO 25 STEP3:BS=
MIDS (INS,I):GOSUB320:IF
I<25 THEN GOSUB38@:A(I
/3)=A
NEXT:IF A<>CK THEN GOSU
B1@60 : PRINT" [BLK} [RVS]
{ SPACE JERROR: REENTER L
INE E43":F=1:G0T0440
GOSUB1@80 : B=BS+AD-SA:FO
R I=0 TO 7:POKE B+I,A(I
) :NEXT
AD=AD+8:IF AD>EA THEN C
LOSE3 : PRINT " {DOWN } {BLU}
** END OF ENTRY **{BLK]
{2 DOWN]":GOTO700
F=0 :GOT044@
PRINT" {CLR} {DOWN} [RVS}
{SPACE}DISPLAY DATA ":G
OSUB4@@:IF IN$=N$ THEN2
20
PRINT" [DOWN} {BLU} PRESS:
{RVS}SPACE{OFF} TO PAU
SE, [RVS}IRETURN[OFF} TO
BREAKE43 [DOWN } "
GOSUB360 :B=BS+AD-SA: FOR
I=BTO B+7:A=PEEK(I):GOS
UB35@ : GOSUB38@ :PRINT SS

NEXT:PRINT"{RVS}"; :A=CK
:GOSUB35@ :PRINT
F=1:AD=AD+8:IF AD>EA TH
ENPRINT" [DOWN} [BLU} ** E
ND OF DATA **":GOT0220
GET AS:IF AS=R$ THEN GO
SUB1@B@:G0T0220

IF AS=5$ THEN F=F+1:GOS
UBlO80@

ONFGOT0638, 660,630
PRINT" [DOWN} [RVS] LOAD
{SPACE}DATA ":0P=1:GOTO
710

PRINT" [DOWN]} [RVS] SAVE
{SPACE]FILE ":0P=8
INS$=N$ : INPUT" {DOWN } FILE
NAMEE43";INS:IF INS=N$
{ SPACE } THEN220

F=@ :PRINT " { DOWN } { BLK }
{RVS]}T[OFF}APE OR [RVS}
D{OFF}ISK: E43";

GET AS:IF AS$S="T"THEN PR
INT"T{DOWN]" :G0TO880

IF AS$<>"D"THEN730

HH

5Q

FJ

PE

FC
GS

GE

FA

SA

CSs

sC

KM

JF

AE

XP

FR

DP

PP

GR

FD

e

FX
HA

758

760
770

788

798

808

810
82@

830

840
850

860

878
880

890

900

91@

928

930

940

950

960

970

980

298

1008

1010

10206

1630

1040

PRINT"D{DOWN}":0PEN15,8
,15,"I@0: " :B=EA-SA: INS="
@:"+INS:IF OP THENB18
OPEN 1,8,8,INS+",P,W":G
OSUBB6@:IF A THEN220
AH=INT (SA/256) :AL=SA~-(A
H*256) :PRINT#1, CHRS (AL)
7 CHRS (AH) ;
FOR I=@ TO B:PRINT#1,CH
RS (PEEK(BS+I));:IF ST T
HENB@@
NEXT:CLOSEL :CLOSEL5 :GOT
0940
GOSUBL1@6@ : PRINT " [ DOWN }
{BLKJERROR DURING SAVE:
E43" :GOSUBB6Q :GOT0220
OPEN 1,8,8,IN$+",P,R":G
OSUBB6@:IF A THEN220
GET#1,AS,BS :AD=ASC (AS+2
$)+256*ASC(BS+2$) :IF AD
<>SA THEN F=1:G0TO0858
FOR I=@ TO B:GET#1,AS:P
OKE BS+I,ASC(AS$+25):IF(
I<>B)AND ST THEN F=2:AD
=T1:1I=B
NEXT:IF ST<>64 THEN F=3
CLOSE] :CLOSE15:0N ABS(F
>@)+1 GOT0960,970
INPUT#15,A,AS:IF A THEN
CLOSE1 : CLOSE15 :GOSUB1@
60 :PRINT" {RVSJERROR: "A
$
RETURN
POKE183,PEEK (FA+2) :POKE
187, PEEK (FA+3) : POKEL88,
PEEK (FA+4) : IFOP=@THEN92

("]
SYS 63466:IF(PEEK(783)A
ND1)THEN GOSUB1@6@:PRIN
T"{powN} [RVS} FILE NOT
{ SPACE } FOUND ":GOT0698
AD=PEEK(829)+256*PEEK(8
3@) :IF AD<>SA THEN F=1:
GOT0978
A=PEEK (831 )+256*PEEK (83
2) =1 :F=F=-2*% (A<EA)=3*(A>
EA) : AD=A-AD:GOT0930
A=SA:B=EA+1:GOSUB101@:P
OKE78@,3:SYS 63338
A=BS:B=BS+(EA-SA) +1:G0S
UB1@1@:ON OP GOTO958:SY
S 63591
GOSUB1@8@ :PRINT" {BLUJ **
SAVE COMPLETED **":GOT
0220
POKE147,0:5Y58 63562:IF
{SPACE}ST>@ THEN970@
GOSUB1@B@ :PRINT" [BLU} **
LOAD COMPLETED **":GOT
0220
GOSUB1068 :PRINT" (BLK}
{RVSIERROR DURING LOAD:
{pOWN]E43":0N F GOSUB98
@,990, 1000 :GOT0220
PRINT"INCORRECT STARTIN
G ADDRESS (";:G0SUB36@:
PRINT" ) " :RETURN
PRINT"LOAD ENDED AT "“;:
AD=SA+AD:GOSUB36@ : PRINT
DS : RETURN
PRINT "TRUNCATED AT END
ING ADDRESS":RETURN
AH=INT(A/256) :AL=A-(AH
*256) :POKE193,AL: POKEL
94, AH
AH=INT(B/256) :AL=B-(AH
*256) :POKE174,AL: POKEL
75 , AH : RETURN
IF AD<SA OR AD>EA THEN
18508
IF (AD>511 AND AD<40960

94 COMPUTE!'s Gazelte

May 1989

Cwww.commodore.ca




HC

AR

DX

PF

AC

1850

1060

1070

1080

18908

JOR(AD>49151 AND AD<53

248) THEN GOSUBl@80 :F=0
:RETURN

GOSUB1@68 :PRINT" [RVS}
{SPACE } INVALID ADDRESS
{DOWN} {BLK} " :F=1: RETU

RN

POKE SD+5,31 :POKE SD+6
,208:POKE SD,240:POKE
{SPACE }SD+1,4:POKE SD+

4,33

FOR S=1 TO 160 :NEXT:GO

TO1098

POKE SD+5,8:POKE SD+6,

240 :POKE SD,@:POKE SD+
1,90:POKE SD+4,17

FOR 8=1 TO 10@:NEXT:PO

KE SD+4,@:POKE SD,@:PO

KE SD+1,@:RETURN

Program 2: MLX For Commodore
128

AE 100 TRAP 960:POKE 4627,128:

XpP

FB

KE

JB

FJ

GQ

FE

DK

FH

ME

QH

HB

110

120

13@

140

1508

160

170

180

196

200

21¢

220

230

DIM NLS,A(7)
22=2:724=254:25=255:26=2
56:Z7=127:B5=256*PEEK (4
627):EA=65280
BES=CHRS (7) : RTS=CHRS (13
) :DLS=CHRS (2@) : SPS=CHRS
(32) : LES=CHRS (157)
DEF FNHB(A)=INT(A/256):
DEF FNLB (A)=A-FNHB (A) *2
56:DEF FNAD(A)=PEEK(A)+
256 *PEEK (A+1)
KEY 1,"A":KEY 3,"B":KEY
5,"C":sKEY 7,"D":VOL 15
:IF RGR(8)=5 THEN FAST
PRINT" {CLR}"CHRS (142);C
HRS (B) :COLOR @,15:COLOR
4,15:COLOR 6,15
PRINT TAB(12)"{RED}
{RVS}{2 SPACES}{9 @}
{2 SPACES}"RTS;TAB(12)"
{RVS}1{2 SPACES}|{OFF}
{BLU} 128 MLX {RED}
{RVS}{2 SPACES}"RTS;TAB
(12) "{RVS}{13 SPACES}
{BLU}"
PRINT"{2 DOWN}
{3 SPACES}COMPUTE!'S MA
CHINE LANGUAGE EDITOR
{2 DOWN}"
PRINT" {BLK}STARTING ADD
RESS{4}"; :GOSUB 260:IF
{SPACE}AD THEN SA=AD:EL
SE 180
PRINT"{BLK}{2 SPACES}EN
DING ADDRESS{43}";:GOSUB
26@:IF AD THEN EA=AD:E
LSE 190
PRINT" {DOWN} {BLK }CLEAR
{SPACE}WORKSPACE [Y/N]?
{43":GETKEY AS:IF ASO"
Y" THEN 224
PRINT" {DOWN } {BLU}WORKIN
G...";:BANK @:FOR A=BS
[SPACE}TO BS+ (EA-SA)+7:
POKE A,@:NEXT A:PRINT"D
ONE"
PRINT TAB(10)"{DOWN}
{BLK}{RVS] MLX COMMAND
{SPACE}MENU {43} {DOWN}":
PRINT TAB(13)"{RVSI}E
{OFFINTER DATA"RTS; TAB (
13) "{RVS}D{OFF}ISPLAY D
ATA"RTS; TAB(13)"{RVS}L
{OFF}OAD FILE"
PRINT TAB(13)"{RVS}S
{OFF}AVE FILE"RTS;TAB(1l

AP

SX

BG

PP

MA

PM

s5Q

RD

DD
0]b]

JA

BR

QA

PS

RC

AC

QB

FB

RD

XB

JP

PS

GB

HA

DpP

BA

AR

240

250

260

278

280
290

3009

310

320

330
340

350

360

370

380

390

400

410

420

430

440

450

460

478
480

490

508

5180

3)"{RVS}C{OFF}ATALOG DI
SK"RTS;TAB(13) "{RVS}Q
{OFF}UIT{DOWN}{BLK}"
GETKEY AS:A=INSTR("EDLS
CQ",A8):0N A GOTO 34@,5
50,640,650,930,940:G0SU
B 950:GOTO 240
PRINT"STARTING AT";:GOS
UB 260:IF (AD<>@)OR (AS=N
LS)THEN RETURN:ELSE 250
AS=NLS:INPUT AS:IF LEN(
AS)=4 THEN AD=DEC(AS)
IF AD=@ THEN BEGIN:IF A
$<>NLS THEN 300:ELSE RE
TURN:BEND
IF AD<SA OR AD>EA THEN
{SPACE}300
IF AD>511 AND AD<65280
{SPACE} THEN PRINT BES$;:
RETURN
GOSUB 95@:PRINT"{RVS} I
NVALID ADDRESS {DOWN}
{BLK}" :AD=0:RETURN
CK=FNHB(AD) :CK=AD-Z4 *CK
+Z5* (CK>27) :GOTO 330
CK=CK*Z2+2Z5* (CK>Z7) +A
CK=CK+Z5* (CK>Z5) : RETURN
PRINT BES;"{RVS} ENTER
{SPACE}DATA ":GOSUB 250
:IF AS=NLS THEN 220
BANK @:PRINT:F=0:0PEN 3
3
r
GOSUB 31@:PRINT HEXS (AD
)+":";:IF F THEN PRINT
{SPACE}LS: PRINT"{UP}
{5 RIGHT}";
FOR I=@ TO 24 STEP 3:BS
=SP$:FOR J=1 TO 2:IF F
{SPACE}THEN BS=MIDS(LS,
I+J,1)
PRINT"{RVS}"BS+LFS;:IF
{SPACE}1<24 THEN PRINT"
{OFF}";
GETKEY AS:IF (AS>"/" AN
D A§<M:") OR(AS>"@" AND
A$<"G") THEN 470
IF AS="+" THEN AS="E":G
0TO 470

IF A$="-" THEN A$="F":G
0TO 470

IF A$=RTS AND ((1=0) AN
D (J=1) OR F) THEN PRIN

T BS;:J=2:NEXT:1=24:GOT
0 480

IF AS="{HOME}" THEN PRI
NT BS:J=2:NEXT:I=24:NEX
T:F=@:G0TO 360

IF (AS="{RIGHT}") aND F
THEN PRINT BS+LFS;:GOT
0 470

IF AS<>LFS AND AS<>DLS
{SPACEJOR ((I=8) AND (J
=1)) THEN GOSUB 950:GOT
0 390
AS=LFS+SPS+LFS:PRINT BS
+LFS;:J=2-J:IF J THEN P
RINT LES;:I=1-3

PRINT AS;:NEXT J:PRINT
{SPACE}SPS;

NEXT I:PRINT:PRINT"{UP}
{5 RIGHT}";:LS="

{27 SPACES}"

FOR I=1 TO 25 STEP 3:GE
T#3,AS5,BS:IF AS=SPS$ THE
N I=25:NEXT:CLOSE 3:GOT

0 224

AS=AS+BS:A=DEC (AS):MIDS
(LS,I,2)=A$:IF 1<25 THE:

N GOSUB 320:A(I/3)=A:GE

T#3,A8

NEXT I:IF A<>CK THEN GO

DX

XB

CA

MC

JE

XA

DJ

XB

GR

QK
XS
RF

BP

DM

PF
RF

SQ

SP

EH

JH

MC

GA

ED

520

530
540

550

560

570

580

590

60d

610
620
630
640

650
660

665
670

680

690
700

710

720

730

740

75@

760

SUB 95@:PRINT:PRINT"
{RVS} ERROR: REENTER LI
NE ":F=1:GOTO 360

PRINT BES:B=BS+AD-SA:FO
R I=@ TO 7:POKE B+I,A(I
) sNEXT I

F=0:AD=AD+8:IF AD<=EA T
HEN 360

CLOSE 3:PRINT"{DOWN}
{BLU}** END OF ENTRY **
{BLK}{2 DOWN}":GOTO 658@
PRINT BES; "{CLR}{DOWN }
{RVS} DISPLAY DATA ":GO
SUB 2568:IF AS=NLS THEN

{SPACE}220
BANK @:PRINT" {DOWN }
{BLU}PRESS: {RVS}SPACE

{OFF} TO PAUSE, {RVS}RE
TURN{OFF} TO BREAK{4}
{DOWN} "
PRINT HEXS(AD)+":";:G0S
UB 310:B=BS+AD-SA
FOR I=B TO B+7:A=PEEK (I
) :PRINT RIGHTS (HEXS (A) ,
2);8PS; :GOSUB 320:NEXT
{SPACE}I
PRINT" {RVS
$(CK) ,2)
F=1:AD=AD+8:IF AD>EA TH
EN PRINT"{BLU}** END OF
DATA **":GOTO 220
GET AS:IF AS=RTS THEN P
RINT BES:GOTO 220
IF A$=5PS THEN F=F+l:PR
INT BES;
ON F GOTO 570,610,570
PRINT BES"{DOWN}{RVS} L
OAD DATA ":0P=1:GOTO 66
g
PRINT BES"{DOWN}{RVS} §
AVE FILE ":0P=0
F=@:FS=NLS: INPUT"FILENA
ME{43}";FS$:IF FS$=NLS THE
N 220
IF LEN(F$)>14 THEN 660
PRINT"{DOWN } {BLK} {RVS}T
{OFF}APE OR {RVS}D{OFF}
ISK: {43";
GETKEY AS:IF AS="T" THE
N 85@:ELSE IF AS<>"D" T
HEN 680
PRINT"DISK{DOWN)}":IF OP
THEN 760
DOPEN#1, (F§+",P") ,W:IF
{SPACE}DS THEN AS=D$:G0
TO 740
BANK @:POKE BS-2,FNLB(S
A):POKE BS-1,FNHB(SA):P
RINT"SAVING ";FS:PRINT
FOR A=BS5-2 TO BS+EA-SA:
PRINT#1,CHRS (PEEK (A)); :
IF ST THEN AS="DISK WRI
TE ERROR" :GOTO 750
NEXT A:CLOSE l:PRINT"
{BLU}** SAVE COMPLETED
{SPACE}WITHOUT ERRORS *
*1:GOTO 220
IF DS=63 THEN BEGIN:CLO
SE 1:INPUT"{BLK}REPLACE
EXISTING FILE [Y/N]{4}
";AS:IF AS="Y" THEN SCR
ATCH (FS) : PRINT: GOTO 70¢@
tELSE PRINT"{BLK}":GOTO
660 :BEND
CLOSE 1:GOSUB 95@:PRINT
"{BLK}{RVS} ERROR DURIN
G SAVE: {4}":PRINT AS:C
0TO 220
DOPEN#1, (FS+",P") : IF DS
THEN AS=DSS:F=4:CLOSE
{SPACE}1:G0TO 798

";RIGHTS (HEX
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COMPUTE!'s Cazette is
looking for utilities, games,
applications, educational
programs, and tutorial
articles. If you've created
a program that you think
other readers might enjoy
or find useful, send it, on
tape or disk, to:

Submissions Reviewer
COMPUTE! Publications
P.O. Box 5406
Greensboro, NC 27403

Please enclose an SASE if
you wish to have the
materials returned.
Articles are reviewed
within four weeks of
submission.

MAIL TO:

COMPUTE!'S GAZETTE
SUBSCRIBER SERVICE

P.O. Box 10958, Des Moines, IA 50340-0958

Change of Address: Please advise as early as
possibla. Attach label with your old address and
write in new address below.

New Subscriber: Fill in your name and address
below. Use separate sheet for gift orders.

PLACE LABEL HERE

Renewal: Attach label.

— One year $24.00 —_ Two years $45,00
(Foreign subscribers please add $6.00 per year for
postage)

NAME

STREET

CITY/STATE/ZIP

— Please bill me — Payment enclosed

For other subscription questions or problems,
please write a note and send entire form to the
above address.

COMPUTE!
Publications

Back Issues/
Disk Orders

Individual back copies of maga-
Zines and disks are available by
mail only while quantities last.

Please clip or photocopy, and
mail completed coupon and
check to:

COMPUTE! Publications
Single-Copy Sales
P.O. Box 5188
Greensboro, NC 27403

Street:

City:

State: Zip:

Type of computer;

Issue Magazine

Quantity [(Month/Year)| or Disk Name | Price®
SUBTOTAL:
NY residents—Add 8%% Tax:
NC residents—Add 5% Tax:
TOTAL:

* Back issues of COMPUTE!, and COMPUTE!'s Ga-
zette are $6.00 each. The | tssues are NOT
available: COMPUTE: Fall 1979-3/81, 9/81, 11/81,
2/82-12/82, 2/83, 4/83, 1/85, 11/85- 12/85. Gazelte:
7-83-12-83, 1/84-7/84, 9/84, 11/14-12/84,
1/85-7/85, 9/85-11/85, 3/86

* Single disks for COMPUTE! or Gazette are $15.00.
NOTE: No disks dated prior to June 1986 are avail-
able. The October, 1987 Gazette disk is no longer
available

* Back issues of COMPUTE!'s PC Magazine are
$16.00 pach. This publications Is available only as a
magazine/disk combinations. The following issues
are NOT available: PC Magazine: 9/87, 11/87.

* Disk/magazine combinations are $16.00.

Shipping and handling included.

NO CREDIT-CARD ORDERS ACCEPTED.

Payment must be in U.S. dollars by check drawn on
U.S. bank.

13

PX

KB

RQ

ER

DP

EB

FP

K8

FG

AB

CP

GQ

JpD

XB

642/

MM

JE

MK
KJ

DQ

770

780

790

808

810

820

830

840
850

860

87@

880

890

984

910

920

934a

940

950
960

970
980
994@

GET#1,AS,B$:CLOSE 1:AD=
ASC(AS)+256*ASC(BS):IF
{SPACE}AD<>SA THEN F=1:
GOTO 798
PRINT"LOADING "“;F$:PRIN
T:BLOAD(FS),B@,P(BS) :AD
=SA+FNAD(174)-BS-1:F=-2
*(AD<EA)-3*(AD>EA)
IF F THEN B@@:ELSE PRIN
T"{BLU}** LOAD COMPLETE
D WITHOUT ERRORS **":GO
TO 220
GOSUB 956 :PRINT"{BLK]
{RVS] ERROR DURING LOAD
: E43":0N F GOSUB B1@,8
20,830,840:6G0T0220
PRINT"INCORRECT STARTIN
G ADDRESS (";HEXS$(AD);"
)" :RETURN
PRINT"LOAD ENDED AT ":;H
EXS(AD) :RETURN
PRINT "TRUNCATED AT ENDI
NG ADDRESS ("HEX$(EA)")
" : RETURN
PRINT"DISK ERROR ";AS:R
ETURN
PRINT"TAPE" :AD=POINTER(
FS$):BANK 1:A=PEEK(AD):A
L=PEEK (AD+1 ) : AH=PEEK (AD
+2)
BANK 15:SYS DEC("FF68")
,B,1:58YS DEC("FFBA"),1,
1,0:5SYS DEC("FFBD"),A,A
L,AH:SYS DEC("FF98"),12
B8:1F OP THEN 890
PRINT :A=SA:B=EA+1:GOSUB
92@:5YS DEC("E919"),3:
PRINT"SAVING ";F$
A=BS:B=BS+(EA-SA)+1:G0S
UB 92@:SYS DEC("EAR18"):
PRINT"{DOWN] (BLU}** TAP
E SAVE COMPLETED **":GO
TO 220
SYS DEC("E99A") :PRINT:I
F PEEK(2B16)=5 THEN GOS
UB 95@:PRINT" { DOWN}
{BLK]}[RVS] FILE NOT FOU
ND ":GOTO 2208
PRINT"LOADING ...{DOWN}
":AD=FNAD(2817):IF AD<
SA THEN F=1:GOTO 8@@:EL
SE AD=FNAD (2819)=1:F=-2
* (AD<EA)-3* (AD>EA)
A=BS:B=BS+ (EA-SA)+1:G0S
UB 92@:SYS DEC("E9FB"):
IF ST>0 THEN 800@:ELSE 7
9g
POKE193,FNLB(A) : POKE194
,ENHB(A) : POKE 174,FNLB(
B) : POKE 175,FNHB (B) : RET
URN
CATALOG: PRINT" {DOWN}
{BLU }** PRESS ANY KEY F
OR MENU **":GETKEY AS:G
0TO 220
PRINT BES"{RVS} QUIT
{43":RTS; "ARE YOU SURE
{SPACE}[Y/N] 2" : GETKEY A
S:IF AS<>"Y" THEN 223:E
LSE PRINT"{CLR}":BANK 1
5: END
SOUND 1,500@,10:RETURN
IF ER=14 AND EL=2608 THE
N RESUME 3@¢@
IF ER=14 AND EL=508 THE
N RESUME NEXT
IF ER=4 AND EL=788 THEN
F=4:AS$=DSS:RESUME 800
IF ER=3@ THEN RESUME:EL
SE PRINT ERRS(ER);" ERR
OR IN LINE";EL
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Gt
Shoppers Mart

OXpara-caes  TISAR 128 susiness sorrwane

REMARKABLE CUSTOMER DATA-BASE & INVOICE MANAGEMENT SYSTEM!

AHOY 7/88.."One of the most powerful programs for the C128."
COMMODCRE 11/88.."Chances are you want TISAR." m
-] =
Call orders only »

24 hours *
1-800-537-LABS

&
User Friendly Prompts guide you through each function.

Full Color « Stores 500 Records/Disk on 1571 Drive.
Track Sales or Job Status, Estimates, Dept. Codes, etc..
Search, Cross-search, Sorl. Mading labals, Graphs, much meore...
80 Columns = Back-Up-Able « Full Documentation
Version 2.2 Includes Inventory control $89.00
2 tree programs (Budget & Memo)
Same-day shpg. MC/VISA or COD (ploase no checks.)

CW DATA-LABS, 10610 Evans St., Philadelphia, PA 19116

he ’Original’ Pag:amete{; Cross-ReferenceTﬂ

ard A Mall;

N’uw Shipping The 8th OPCR Book Edition (@140 pages), And The 4th Quarterly Disk!
This Edition contains over 9,000 parameter listings that Cross-Reference by program title, Over 75
Archival Products in the markeiplace are represented, and it Is totally revised every N months 1o
include new product offeringy. It is the most accurate, and comprehensive Information resource of ity
kind svailable anywhere! A Quarterly Disk version is also available that puts ALL the OPCR BOOK
listings right at your fagertips, and & Custom "Printed” Report Generator bs Included! With this
OPCR Disk, you can organize your Archiving Arsenal, Now Avaslable Direct From Publivher
a3 well as "Name That Disk™ in a3 few as 2 Strokes! Edward A, Mallang 111

Your Satistaction is Guaranteed! - 24 Hr 1st Class Shipping 4725 Caxtle Lane

V8 Cross-Reference Book 519.95 + 3 pih Evereit, Wa, 95201 (208) 252-8238
V4 Quarterly Update Disk § 9.95 + 3 pih VISA. MC. And DEALERS WELCOME
RAeduced Prices Are Available To Registered Owners -— Book $14.95 - Disk §5.95 -~

NOTHING LOADS YOUR PROGRAMS FASTER THAN
THE QUICK BROWN BOX
A NEW CONCEPT IN COMMODORE© CARTRIDGES

Store up to 30 of your favorite programs in a single battery-backed cartridge for easy,
instant access. Change contents as often as you wish. The Quick Brown Box accepts
most unprotected and “frozen” programs including the only word processor that saves
your text as you type, ''The Write Stuff.”" Coexists with GEOS® and Commodore RAM
Expansion Units. Loader utilities included for both C-64 and C-128 modes.

16K $69; 32K $99; 64K $129 (plus $3 s/h; MA res. add 5%). Call for “Write Stuli" pkg.

Brown Boxes, Inc., 26 Concord Rd., Bedlord, MA 01730: (817) 275-0000; B62-3675,

""Good Rellable Stutt"' Info (Jan/Feb ‘88)
“A Little Gem'* Twin Citles 128 (Mar/Apr '88)
““You'll Never Lose Your Cool, or Your Programa'' RUN (Nov '87)
"A Worthy Product—Long Overdue' Ahoy (Feb '88)

(00D THIAGS

A. - BRITETONES - 9-1/2 x 11 - CLEAN EDGE
CONE I it

Yeliow + Green « Hot Pink = Blue « Gold
PRISM PACK 25 of eachcolor ..., . 512,95

SHALE PACKAGLS| Single Color 50 pack ... e 3,95
B.- SDFTDNES 8- 'Il'?x 1- CLEAN EDGE
Pink « ivory + Green = Yelow « Blue « Lilac
PRISM PACK 25 of 0a ch color $10.95
Single Color 50 pack $3325

C.~ GLOTONES - 9-1/2 x 11 - CLEAB EDGE
Glo-Pink » Glo-Melon G- Lamnn/-"

PRISM PACK 25 of each color ........ e 6.95

Single Color 50 pack .

D. - CERTIFICATE PAPER - 9-1/2 x 11 - CLEAN EDGE

PARCHMENT PACK 25 with Gold Metallic Seals .§ 4.95

1-800-322-2580 » In Michigan (313} 227-8401
The Experts « PO Box 928 = Brighton, MI 48116

%> ‘“ ATTENTION ROLE PLAYERS %% ,,,

*CHARACTER EDITORS ($19.95 each) - Might and Magic,
Bards Tale 1, Bards Tale 2, Bards Tale 3, Wasteland, Ultima 3,
Ultima 4, Ultima §; leardry{1 and 2), Pool of Radiance.

HINT BOOKS ($9.95 each) - Wizardry 1, Wizardry 2, and
Might and Magic.

Add $£3.00 for shipping/handling. Specify computer type on order.

GOSSELIN COMPUTER CONSULTANTS =
(—— P.O. Box 1083 » Brighton, MI 48116 = (313) 229-2453

Software Rentals & Sales
for Commodore Computers

Software Review

AOIOONINNNDINNNNNNNN
TLLLLLLLLL SIS LSS

Games, Educational, Utilities,
Classics & New Releases.
Call for free catalogue

5117 West Jackson Street
Pensacola, FL 32506
Mon.-Fri. 10am-6pm CST

(904) 455-6521

Yes!
We accept

Now Cver 250 Parameters In
Stock That Erase Protection Fan!

Call Or Write For Ove Froe Catulog
In-Shock Diemn Ase Shipped Within 41 Hi

Tejas Soft

206 W, Denbson Serious Archiving b Owr Only
Robinsos, Texas 76706 Bastuens: o Yove
Sautfszon ls Guareend!

B17-662-4545 2pm-Tpm CST M.F
W Eradicator Vol | & 2 - Over 100 Peremeters On Each Dtk That Allow You To Archive Your Favorite Titles- $17.95 Eo
W Ersdicasor Mini Pak #1 , #2, & #) - Pewmewers For Over 20 Of The Latest Releases On Each Paramnoter Disk - $12.93 Ea.
W The “Original’ Parameser Cross- Reference - The Ultimase Archival Refrence Periodical - $19.99 - Or Quarierly Disk - $9.93 20
Add 3300 k. $7.50 Foreign. TX Residents Add 7.9% Sales Taa. UPS Al & COD Exmn o8
f And Headiing To

s Free « i Welcome

...-’.ﬁv,-. wus

THE BASEBALL DATABASE

o LET YOUR COMPUTER KEEP TRACK OF
YOUR TEAM'S BASEBALL STATS !

EASY TO USE » COMPREHENSIVE  $49.95 APPLE lle/lic/IIGS
DETAILED PRINTED REPORTS  $39.85 COMMODORE 64/128

Add $2.50 shipping & handling; 15 day money back guarantee. VISA/MC/check
or MO: Program specs & details available upon request

JACOBSEN SOFTWARE DESIGNS
Attn: Order - CPG
Eugene. Oregon 97405 Phone: (503) 343-8030

1580 E. 43rd Ave..

A, ELECTRONIC TECHNICIANS, COMMODORE 64/128
o-l\ HOBBYISTS, AND ENGINEERS  RADIO SHACK COCO 23
%" can design: YES! We accept

* OSCILLATORS
=

+ POWER SUPPLIES
Outside CA 1-800-356-8113

‘0 FILTERS
In CA (714) 857-4449

and
* LAYOUT CIRCUIT BOARDS
on your C-64 or C-128,
ENTER your requred input/output specifications and the computer designs the circut
ELEVEN saparate user-fnendly, Computer Aided Design programs wil help you build

any cusiom device. Write:
FREE WEASELGRAPHICS
detaied info. Dept 59

L%
P.O. Box 2046, Sun City, CA 92381

BIG BLUE READER 128/64

Winner of RUN'S 1988 Reader Choice Award!

Big Biue Reader 128/64 transfers Commodore word processing,
text and ASCII files between IBM PC compatible MS-DOS disk and
vice versa. REQUIRES either the 1571 or 1581 disk drive. BBR 128
supports C-128 CP/M files, 17xx RAM exp. and more. Both C128
and C64 applications are on one disk ONLY $44.95. BBR 64 V2 is
available separately ONLY $29.95.

SOGWAP Software
115 Bellmont Rd., Decatur, IN 46733
Ph. (219) 724-3900

INTRODUCING

b TN

Shoppers Mart
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The Automatic Proofreader

Philip 1. Nelson

““The Automatic Proofreader’” helps
you type in program listings for the
128, 64, Plus/4, and 16 and prevents
nearly every kind of typing mistake.

Type in the Proofreader exactly as
listed. Since the program can’t check it-
self, type carefully to avoid mistakes.
Don’t omit any lines, even if they con-
tain unfamiliar commands. After finish-
ing, save a copy or two on disk or tape
before running it. This is important be-
cause the Proofreader erases the BASIC
portion of itself when you run it, leav-
ing only the machine language portion
1n memaory.

Next, type RUN and press RE-
TURN. After announcing which com-
puter it's running on, the Proofreader
displays the message ““Proofreader
Active”. Now you're ready to type in a
BASIC program.

Every time you finish typing a line
and press RETURN, the Proofreader
displays a two-letter checksum in the
upper-left corner of the screen. Com-
pare this result with the two-letter
checksum printed to the left of the line
in the program listing. If the letters
match, it’s almost certain the line was
typed correctly. If the letters don't
match, check for your mistake and cor-
rect the line.

The Proofreader ignores spaces not
enclosed in quotes, so you can omit or
add spaces between keywords and still
see a matching checksum. However,
since spaces inside quotes are almost al-
ways significant, the Proofreader pays
attention to them. For example, 10
PRINT“THIS IS BASIC" will generate
a different checksum than 10
PRINT“THIS ISBA  SIC”.

A common typing error is transpo-
sition—typing two successive charac-
ters in the wrong order, like PIRNT
instead of PRINT or 64378 instead of
64738. The Proofreader is sensitive to
the position of each character within the
line and thus catches transposition
errors.

The Proofreader does not accept
keyword abbreviations (for example, ?
instead of PRINT). If you prefer to use
abbreviations, you can still check the
line by LISTing it after typing it in,
moving the cursor back to the line, and
pressing RETURN. LISTing the line

substitutes the full keyword for the ab-
breviation and allows the Proofreader
to work properly. The same technique
works for rechecking programs you've
already typed in.

If you're using the Proofreader on
the Commodore 128, Plus/4, or 16, do
not perform any GRAPHIC commands
while the Proofreader is active. When
you perform a command like GRAPH-
IC 1, the computer moves everything at
the start of BASIC program space—in-
cluding the Proofreader—to another
memory area, causing the Proofreader
to crash, The same thing happens if you
run any program with a GRAPHIC
command while the Proofreader is in
memory.

Though the Proofreader doesn’t
interfere with other BASIC operations,
it'’s a good idea to disable it before run-
ning another program. However, the
Proofreader is purposely difficult to dis-
lodge: It's not affected by tape or disk
operations, or by pressing RUN/
STOP- RESTORE. The simplest way to
disable it is to turn the computer off
then on. A gentler method is to SYS to
the computer’s built-in reset routine
(SYS 65341 for the 128, 64738 for the
64, and 65526 for the Plus/4 and 16).
These reset routines erase any program
in memory, so be sure to save the pro-
gram you're typing in before entering
the SYS command.

If you own a Commodore 64, you
may already have wondered whether
the Proofreader works with other pro-
gramming utilities like “MetaBASIC.”
The answer is generally yes, if you're
using a 64 and activate the Proofreader
after installing the other utility. For ex-
ample, first load and activate Meta-
BASIC, then load and run the
Proofreader,

When using the Proofreader with
another utility, you should disable both
programs before running a BASIC pro-
gram. While the Proofreader seems un-
affected by most utilities, there’s no
way to promise that it will work with
any and every combination of utilities
you might want to use. The more utili-
ties activated, the more fragile the sys-
tem becomes.

The New Automatic Proofreader

10 VEC=PEEK(772)+256*PEEK(773)
:LO=43 :HI=44

20 PRINT "AUTOMATIC PROOFREADE
R FOR ";:I1F VEC=42364 THEN
{SPACE}PRINT "C-64"

30 IF VEC=5@556 THEN PRINT
c-20"

40 IF VEC=35158 THEN GRAPHIC C
LR:PRINT "PLUS/4 & 16"

50 IF VEC=17165 THEN LO=45:HI=
46 :GRAPHIC CLR:PRINT"128"

60 SA=(PEEK(LO)+256*PEEK(HI))+
6: ADR=SA

78 .OR J=0 TO 166:READ BYT:POK
E ADR, BYT:ADR=ADR+1 :CHK=CHK
+BYT : NEXT

80 IF CHK<>20570 THEN PRINT "*
ERROR* CHECK TYPING IN DATA
STATEMENTS" : END

99 FOR J=1 TO 5:READ RF,LF,HF:
RS=SA+RF:HB=INT(RS/256) : LB=
RS- (256*HB)

100 CHK=CHK+RF+LF+HF :POKE SA+L
F,LB:POKE SA+HF, HB:NEXT

110 IF CHK<»>22054 THEN PRINT "
*ERROR* RELOAD PROGRAM AND
{SPACE JCHECK FINAL LINE":EN
D

120 POKE SA+149,PEEK(772) :POKE

SA+150,PEEK(773)

1380 IF VEC=17165 THEN POKE SA+
14,22 :POKE SA+18,23:POKESA+
29,224 :POKESA+139,224

140 PRINT CHRS$(147);CHRS(17):"
PROOFREADER ACTIVE":SYS SA

150 POKE HI,PEEK(HI)+1:POKE (P
EEK(LO)+256*PEEK(HI))=-1,@:N
EW

160 DATA 120,169,73,141,4,3,16
9,3;141,553

170 DATA 88,96,165,20,133,167,
165,21,133,168,169

180 DATA ©,141,8,255,162,31,18
1,199,157,227,3

199 DATA 202,16,248,169,19,32,
210,255,169,18,32

200 DATA 210,255,160,0,132,180
+132,176,136,230,180

219 DATA 200,185,0,2,240,46,2
1,34,208,8,72 /

220 DATA 165,176,73,255,133,17
6,104,72,201,32,208

230 DATA 7,165,176,208,3,104,2
@8,226,104,166, 180

240 DATA 24,165,167,121,0,2,13
3,167,165,168, 1085

250 DATA 0,133,168,202,208,239
,240,202,165,167,69

260 DATA 168,72,41,15,168,185,
211,3,32,218, 255

27@ DATA 104,74,74,74,74,168,1
85,211,3,32,210

280 DATA 255,162,31,18%,227,3,
149,199,202,16,248

290 DATA 169,146,32,210,255,76
.86,137,65,66,67

308 DATA 68,69,70,71,72,74,75,
77,.,80,81,82,83,88

316 DATA 13,2,7,167,31,32,151,
116,117,151,128,129,167,136
T3,

"yI
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Glassified

SOFTWARE

FREE PUBLIC DOMAIN SOFTWARE - Request
free catalog or send $2 for sample disk

and catalog (refundable). C64-128. CALOKE
IND., Dept. JK, Box 18477, K.C., MO 64133

COMMODORE: TRY BEFORE YOU BUY. Best
selling games, utilities, educ’l + classics
& new releases, 100's of titles, Visa/MC/Disc
Free brochure. RENT-A-DISC, Frederick Bldg.
#222, Hunt'n, WV 25701 (304) 529-3232

FREE SOFTWARE FOR C-64. Send one stamp
for catalog or $2.00 for 30 sample programs and
catalog (refundable). RVH Publications, 4291
Holland Rd, #562-G, Virginia Beach, VA 23452

RENT 64/128 SOFTWARE! 1000's of disks.
Lowest prices. No deposit or fee. Free
catalog. Centsible Software, PO Box 930,
St. Joseph, MI 49085 (616) 982-0327,

THOUSANDS OF D PROGRAMS FOR C64 /128!
We have Games, Utilities, Music and much
more! For information write: Lightspeed
Software, POB 340427, Tampa, FL 33694

Thousands of C64/128 PD programs on 350+
disks. Free listing or $1 large catalog.

DISKS O'PLENTY INC,, 7958 Pines Blvd,,
Suite 270A, Pembroke Pines, FL 33024

C64/128 FINEST PUBLIC DOMAIN PROGRAMS
Pretested quality programs * Most $1.50 *

*On Disk * YOU pick the programs that YOU
want!!! Free diskfull of programs with first

order! For a list + Description send SASE to:
JLH Co., Dept. G, Box 67021, Topeka, KS 66667

C64 & C128 PD Disks $3.00 each, VISA/MC,
Free Catalog. Call or Write. BRE Software,
352 W. Bedford, Suite 104-G, Fresno, CA
93711, (800) 622-7942, (209) 432-2159 in CA.

T

—

o
L_,-:D WIN LOTTO MILLIONS!
=== |OTTO PICKER PLUS v2.1
1~ Lotto Picker Plus, the onginal lottery
" selection software, allows you to store
2~ winning Lotto, Keno, & Pick 3/4 numbers
& choose between three modes of probability
analysis (hot, due, unbiased) in order to give you
the winning edge! Guaranteed to work for all lotteries.
Bonus numbers are easily handled and our full-featured
database editor gives you access to your files. We give
you the PICKS—not a bunch of jumbled statistics! $34.,85
+5.55 s/h). 64/128, IBM, 64K Apple Il NY res. add tax.
0T Co y-l?rotected.
ORDER gﬂ AY! 1-800-634-5463 ext 293 (M-F 8-5)

GE RIDGE SERVICES, INC., 170 Broadway w

Suite 201-CG, New York, NY 10038
Info/Dealers 718-317-1961

64/128 PD SOFTWARE, GAMES, MUSIC, UTIL.,
Educ, & Hm/Bus, $3 /disk, two for $5, or

send $2 for complete catalog. D & V

CompSoft, P.O. Box 933, Ardmore, TN 38449

C128 SUPERPRO FOOTBALL WITH SPLITSCREEN
has it all for $7.95 or C64 Colordraw +

5 action games for only $6.95 Roy Brewer
5122 Mclntyre Dr., Knoxville, TN 37914

MILL—INTRIGUING GERMAN BOARD STRATEGY
GAME. Play against the C64 computer,

5 skill levels, excellent graphics,

$14.95 for disk/instructions to: GERICO,
4832 Rhea Rd., Wichita Falls, TX 76308

*ONLY THE BEST PD GAMES on 10 ds disks'*
*Over 400! $20. Less than a nickle each*
*Many over 100 blocks long! Menu-Driven*
Dallas Games, Box 456, Wilburton, OK 74578

** GET TEN FREE DISKS **
when you order our SuperPak of ten
packed PD disks for only $19.95 + $2 s&h.
ROSEWATER, POB 32252, Balt.,, MD 21208

to be set in boldface.

In?ram at (919) 275-9809.
Not

according to height. 1* = $2

COMPUTE!'s Gazette Classified is a low-cost way to tell over
225,000 microcomputer owners about your product or service.

Rates: $25 per line, minimum of four lines. Any or all of the first line set in capital letters
at no charge. Add $15 per line for boldface words, or $50 for the entire ad set in bold-
face (any number of lines.) Inquire about display rates.

Terms: Prepayment is required. Check, money order, American Express, Visa, or
MasterCard i1s accepted. Make checks payable to COMPUTE! Publications.

Form: Ads are subject to publisher's approval and must be either typed or legibly
printed. One line equals 40 letters and spaces between words. Please underline words

General Information: Advertisers using post office box numbers in their ads must supply
permanent address and telephone numbers. Orders will not be acknowledged. Ad will
appear in next available issue after receipt.

Closing: 3rd of the third month preceding cover date (e.g., June issue closes March 3rd).
Send order and remittance to: Kathleen Ingram, Classified Manager, COMPUTE!'s
Gazette, P.O. Box 5406, Greensboro, NC 27403. To place an ad by phone, call Kathleen

otice: COMPUTE! Publications cannot be responsible for offers or claims of advertisers,
but will attempt to screen out misleading or questionable copy.
Classified Display Rates: Classified display ads measure 2%" wide and are priced
= $250; 12" = $375; 2" = $500; 3" = $600; ($100 for each
additional inch, e.g. 4" = $700, etc.) Preferred supplied material is Velox or PMT.

FILE 128=§29.95= fas’C.128
Database Manager Version 2.0 with Graphics

TREK 128=$19.95=

The ultimate space stralegy gome.
80 col ics and sound.

NEW!128 PUBLIC ¢
$3/disk DOMAIN S8 St ue

or IREK 128 purchase.

fo: P.O. Box 80546,
1541 or 1581

Mail check or M.O. + $2 hand
Son Diego, CA 9238-0546. Spec

HARDWARE

COMMODORE/AMIGA CHIPS, PARTS, DIAG-
nostics, repairs (low cost $49.95+ UPS).

Send for complete catalog. Kasara Micro-
Systems (Division of QEP), Rt, 9W /Kay

Fries Dr., Stoney Point, NY 10980

COMPUTER REPAIR

Authorized Repairs C64/128: $50 & $55; 1541/

1571: $55 & $65; SX64, 128D, Amiga, PC: $Call
816-872-6311. Quick Serv. 30 day warranty.

We buy, sell, trade. MOM & POP’'s COMPUTER
SHOP, Rt. 2, Box 119, Cainsville, MO 64632

C64 REPAIR $39.95 FLAT RATE, 1541/1571-
$49.95;5X64-$69.95;128-$64.95. 24 Hr turn-
around. 90 dy warranty, A&M Computer Repair,
20 Guernsey, New Windser, NY 12550, 914-562-7271

QUALITY GAMES FOR THE COMMODORE 64
Low prices, high quality. For free

catalog send 1 stamp to: Quality Games

3560 Savage Ave., Pinole, CA 94564

COMPUTE!"s Cazette is
looking for utilities, games,
applications, educational
programs, and tutorial
articles. If you've created a
program that you think other
readers might enjoy or find
useful, send it, on tape or
disk, to:

Submissions Reviewer
COMPUTE! Publications
P.O. Box 5406
Greensboro, NC 27403

Please enclose an SASE if

you wish to have the
materials returned.

Articles are reviewed within
four weeks of submission.

Cwawwscommedore.ca




Each month, COMPUTE!s Gazette
publishes programs for the Com-
modore 128, 64, Plus/4, and 16.
Each program is clearly marked by
title and version. Be sure to type in
the correct version for your ma-
chine. All 64 programs run on the
128 in 64 mode. Be sure to read the
instructions in the corresponding
article. This can save time and elim-
inate any questions which might
arise after you begin typing.

We frequently publish two
programs designed to make typing
easier: The Automatic Proofreader,
and MLX, designed for entering
machine language programs.

When entering a BASIC pro-
gram, be especially careful with
DATA statements as they are ex-
tremely sensitive to errors. A mis-
typed number in a DATA statement
can cause your machine to “lock
up” (you'll have no control over the
computer). If this happens, the only
recourse is to turn your computer
off then on, erasing what was in
memory. So be sure to save a pro-
gram before you run it. If your com-
puter crashes, you can always
reload the program and look for the
erTor. !

Special Characters

Most of the programs listed in each
issue contain special control charac-
ters. To facilitate typing in any pro-
grams from the Gazette, use the
following listing conventions.

The most common type of con-
trol characters in our listings appear
as words within braces: {DOWN }
means to press the cursor down
key; {5 SPACES} means to press
the space bar five times.

To indicate that a key should
be shifted (hold down the SHIFT
key while pressing another key),
the character is underlined. For ex-
ample, A means hold down the
SHIFT key and press A. You may
see strange characters on your
screen, but that's to be expected. If
you find a number followed by an
underlined key enclosed in braces
(for example, {8 A}), type the key
as many times as indicated (in our
example, enter eight SHIFTed A’s).

If a key is enclosed in special
brackets, g 3, hold down the
Commodore key (at the lower left
corner of the keyboard) and press
the indicated character.

Rarely, you'll see a single letter
of the alphabet enclosed in braces.

How To Type In
COMPUTE!'s Gazette Programs

This can be entered on the Commo-
dore 64 by pressing the CTRL key
while typing the letter in braces. For
example, {A} means to press
CTRL-A,

The Quote Mode
Although you can move the cursor
around the screen with the CRSR
keys, often a programmer will want
to move the cursor under program
control. This is seen in examples
such as {LEFT}, and {HOME;} in
the program listings. The only way
the computer can tell the difference
between direct and programmed
cursor control is the quote mode.
Once you press the quote key,
you're in quote mode. This mode
can be confusing if you mistype a
character and cursor left to change
it. You'll see a reverse video charac-
ter (a graphics symbol for cursor
left). In this case, you can use the
DELete key to back up and edit the
line. Type another quote and you're
out of quote mode. If things really
get confusing, you can exit quote
mode simply by pressing RETURN.
Then just cursor up to the mistyped
line and fix it.

When You Read: Press: See:
(CLR} SHIFT | | CLRIHOME | EZ
(HOME) | CLRIHOME | m
(up) [smrer] [ crok [ |
{DOWN} &CRSR l_i m
wor [sr] ] ]
{RIGHT} |+—CRSR—|
L e
(oFF) feom][ o | H
{BLK) e[ 1 ]
wm  [EE][L]
(RED) [ame | 3]
(cYN) LN

When You Read: Press: See:
run EEl
oty 4 o
(BLUJ CTRL
(vEL) CTRL
(F1) [v] .
(72 ] &
(R (] &=
(5 ) (=] &
(F5) (=] M
{ F6 } suiet | [ 5| H
(77 -1 W
{8 ) suier] [ | ,'

See:

=
i

When You Read: Press:

€ =i
T

For Commodore 64 Only
|COMMODORE | | 1 | E

k'3 =

£z 3 |comMODORE| (2 |

g3 |commobore] [3 | (g
€43 \commonore| | 4 | ]
Es3 commonore| | s | B
Eed commonore| | ¢ | [l
k73 (commovore| 7 | [
€53 |COMMODORE| | | el
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Striker and Blade.
§T7s The Bad Dudes. Facing some
of the nastiest ninjas in the known
world—accompanied by a gang of fire-
spitting thugs and their cohorts, mad dogs who are intent on
serious crime. This crowd of malcontents has somehow
gotten its ugly mitts on the president of the United States.
And what they plan to do with him isn't pretty.

What Striker and Blade have to do isn’t any picnic
either. But someone’s got to do it, right? What better time
for you to start dishing out the BAD DUDES’ own version
of the criminal justice system? The action is top-notch.
The graphics, phenomenal.

BAD DUDES from Data East. Mr. President, help is on
the way,.

Screens shown are from the IBM version. Other computer versions may vary.
© Data East USA, Inc. Bad Dudes is a registered trademark of Data East USA, Inc




STOP PLAYING
AROUND WITH YOUR

GEOS 2.0 $59%° geoPublish $49%° FontPack Plus $29%°  DeskPack Plus $29%*

A completely integrated graphical Ideal for creating one page flyers, Spruce up letters, banners, Enhance home productivity with a
operating system, GEOS 2.0 sophisticated newsletters, greeting invitations and more with any of variety of utilities. Import graphics
includes a word processor, graphics cards, or 7' x 9’ posters, geoPublish 53 fonts in multiple point sizes. from Print Shop,™ PrintMaster,™ and
workshop, spell checker, file and is a revolutionary desktop publishing I you don't see a style that suits Newsroom™; create or modify icons;
disk manager, mail merge program, package. Place graphics anywhere, your need, modify an existing organize your schedule with a

5 desk accessories, LaserWriter™ enlarge text to 192 points, create font or create an entirely new one.  calendar; store information in an
compatibility and more! Perfect for vertical text, Works with any GEOS application.  automated card file; create person-

business forms, professional reports,  smooth and
school projects, - resize graph-
club newsletters, G ! ics and more!

Operates in
40 and 80
columns.

alized form letters
with a mail merge
program; play an

personalized 7y authentic black-
stationery, L & jack game. Oper-
invitations ; o~ ates in 40 and
and flyers. 80 columns.

geoChart $29%5 geoCalc $49%5 geoFile $49%
GEOS 128 2-0 569'." Give your numerical data max- Handle all your financial needs with Organize and manipulate large
GEOS 128 2.0 includes all the imum visual impact with this this \'e_rs:_atite spreadsheet. Analyze amounts of data easily wllh_lhls
features of GEOS 2.0, operates in versatile chart generator. Nine “what if”" calculations, balance graphics-based database. Custom-
80 columns, utilizes the numeric easy-to-understand charts create your personal budget, estimate 1ze business records, track sales
keypad, has additional memory presentation quality documents. your monthly car expenses or volume, coordinate your stamp
and a faster processing speed, Operates in -~ track your business' weekly sales, collection or simply print address

Both GEOS 2.0 and GEOS 128 2.0 40 and 80
support Commodore Ram Expan- columns.
sion Units as /=

well as over  / 5
70 popular [ -
printers.

geoCale 128 is available for 80 labels. geoFile 128 is available for

column %0 co]ul(ljm =
Commodore /\ ommodore
128 cumpulcrs.,/ ’Gﬁ\Q(\}l“ 8 128 computers. -Cé_‘oF

Sooner or later, you're going to discover Every GEOS application works with one

that there’s more to Commodores than fun another. Sharing advanced capabilities at

and games. hyper-speeds, they can take your Commodore
You're going to discover power. from “mastering the universe” to a university
Not the kind of power that blasts aliens master’s degree. _

out of the galaxy. But the kind that whips So if you're tired of toying with technology,

through boatloads of data in seconds. The try playing around with GEOS. Once you feel

kind that crunches numbers and drafts its power, you'll know that for anyone who

documents like child’s play. still thinks Commodores are toys,
The kind you find in GEOS. Berkeley the game’s over.

Softworks

The brightest minds are working with Berkeley.
For orders only, call (800) 443-0100 ext. 234

(California residents add 7% sales tax.) $4.50 US/$8.50 foreign shipping and handling #SEQ% peaysas I | by
o esients add 7% sl ) $1.50 US/S8 50 Gonign shipping nd b (pn ey tiiiimodore. ca

GEOS 2.0, GEOS 128 2.0, geoCale, geoCalke 128 ¥
Commadare, Commodone Ram E sroorn are trademarks of comganics elher than Berbeley Softworks




