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Make Music.

Make beautiful music. Everyone loves
music.-And anyone who has ever hummed

a tune can write one, now. Scarborough has 3
taken the universal language of music and é";”"{f
developed a software program that makes it g
fun and easy to write songs for budding Dy

composers of any age. % iy
2

Even those who don't recognize a single
note can be composing songs in 15 minutes.
Simulated piano roll graphics and on-screen
commands serve as a guide every step of
the way — from scales and rhythm to more
complex musical forms and theory.

With Songwriter, composing songs is as
simple as “do-re-mi.” Write a song, change,
delete or add a note, change tempo and
teach the computer to repeat musical
motifs-Even-save-compositions to-play-back
through the computer or your home stereo.
For added fun, there is also a library of 28
popular songs to listen to and experiment
with, as well as a series of educational
activities for adults and children. f 7 g

Songwriter is like a word processor for : A_w@——'
music that will bring the whole family back | e for Atari, Co
to the computer, again and again — because Y e
Songwriter encourages experimentation
and makes the whole process fun. Isn't that
why you bought a personal computer in the
first place?

Every kid has a song in his heart. (So does
the “kid” in every parent!) Help yours
express it with Songwriter.

Available for Apple,* Atari,*
Commodore 64™ and IBM-PC* $39.95
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111G ST WVIVUYIE JY I1GIITe

© Scarborough Systems, Inc., 25 N. Broadway, Tarrytown, New York 10591

Circle-77-on Reader Service card

C‘ www.Commodore.ca

Moy Not Reprint Withouwl Permission



KISS YOUR FILES GOODBYE!

—DATA

Pro-Data is a powerful yet easy to use DATA
BASE MANAGEMENT SYSTEM for the
Commodore 64 computer. Pro-Data will let
you ADD, REMOVE, UPDATE, VIEW,
SEARCH and PRINT yourrecords. It features:
sFree form entry screen design; including
graphic characters with full cursor
wrap-around.
eChange key field at ANY time,
permanently or temporarily
eCustom report/label generator
allows youto lock print formats to disk for later
use.
slUp to 800 records
olJp to 80 characters per field
eUJp to 80 fields per record
eCalculate fields
eSort records
oView all or partial list of records
eScreen print available at any input prompt
oFull disk utilities built in
eColor bar to adjust monitor
e Customize color combinations and
lock them to disk
sSelect AUTO REPEAT keys, ON or OFF mode
sPreviously designed report/label
format selection from onscreen
directory.

Suggested Retail $66.00 Commodore 64

WNANUSEL ™

s CORPORATION

Circle 150 on Reader Service card.

3544 Lincoln Plaza, Ogden, Utah 84401 % 1-801-392-0109
Dealer & Distributor Inquiries Welcome
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86 Cops, Robbers and
Computers

The Commodore 64 was just a
fascinating toy for Detective Randy
Mooseles, until he hit upon a unique
application. By Christine Adamec

92 SIDAID

FEATURES 54 Watch Your Sidestep

Many paths diverge in this randomly
designed maze. Wherever and however
you choose to blaze your trail of foot-
steps, try not to crash into walls or
retrace your path. By Fran O’Gorman

58 Mysteries of the Wedge
Revealed

This article provides a complete, ac-
curate description of the wedge and all
its functions, and includes a simple
method for copying the wedge to
other disks. By Louis F. Sander

68 Terminal Programs

This description of terminal programs
reviews several of the best and talks
about features to look for when
shopping. By Jim Strasma

82 Lister Filter

This article teaches you how to con-
vert those curious custom characters
into something we humans can under-
stand, thus giving you easy-to-read,
professional-looking listings.

By Alejandro Kapauan

26 Back to Basics

This article reviews over 40 educa-
tional programs, available for the
C-64, and presents their main features
in a convenient chart. By Neil Salkind

This program adds three commands to
Basic so you can make music without
dealing with data details.

By M.J. Clifford

48 Speller

This program not only reinforces
spelling, but also knowledge of word
meanings and awareness of the key-
board. By Gary Fields
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RUNNingRuminations

One of the most striking themes at
the recent Summer CES Show in Chi-
cago certainly had to be the abundance
of educational software. Many soft-
ware manufacturers, including several
strictly game-related producers, are
shifting their emphasis to the educa-
tional market.

This bodes well for the consumer, be-
cause, as competition heats up for this
market, shoppers will find more and
better-quality software programs in
stock on the shelves of their local soft-
ware supermarket,

As I was talking to various manufac-
turers and distributors at the show, I
couldn’t help but wonder, “Will this
emphasis on computers and education
help Susie or Johnny become a better
student?”’

In a column written last year, noted
humorist Art Buchwald took a tongue-
in-cheek look at a child-parent exchange
regarding grades and computers:

“Johnny, where is your report card?""

“Here."

“Why did you get a D in math?"”

“Wasn't my fault. You wouldn’t buy me a
computer.”

““We can't afford a computer right now. They
cost too much.”

“Don’t matter to me. The man on TV said if

you don’t want to give me a head start in life you'll
have nobody to blame but yourself, . ."

“*Well, I'm not about to buy you one, so you'd
better straighten out and come home with a better
report card than this the next time or you can
spend your weekends in your room."”

“l don't care. I'll probably wind up in jail
anyway."”

“Who told you that?"’

“The guy on TV. He said if parents didn't buy
their kid a computer, the kid would probably wind
up sticking up liquor stores when he grew up.”

Of course, the notion that if you deny
your youngster a computer, he or she
may become an academic delinquent,
or worse, a societal outcast, is ludi-
crous. By the same token, allowing little
Sue or John to use computers won'’t
result in your little tyke becoming an
adolescent zombie,

Just like television—that technolog-
ical marvel that was developed not too
many years ago—microcomputers are,
by themselves, neither good nor bad.
It’s how we use them—and how we teach
our children to use them—that deter-
mines their value.

In this issue, just in time for the return
to school, RUN focuses on education. In
the feature article entitled ‘“‘Back to
Basics,” frequent RUN contributor Neil
Salkind takes a look at more than 40 of

the major educational packages
available for the Commodore 64.
Discussion is mainly limited to educa-
tional software for children from pre--
school age (about 4-6 years) through the
last year of elementary school (around
12-13 years).

Salkind, who is a child-development
psychologist at the University of Kansas,
examines the impact that well-designed
software can have on a child’s growth
and success in school. In this article he
offers the reader some valuable guide-
lines to follow in selecting the correct
software for his child’s needs.

RUN, which publishes a bimonthly
educational review column, is editorially
committed to covering the application of
Commodore microcomputers in the
classroom.

In this issue we hope to acquaint our
readers with some of the capabilities of
the educational software on the market
today. But be advised that this is only a
sampling of the hundreds of programs
that are available.

No matter what skills—reading, com-
position, spelling, shape and spatial rec-
ognition—your child needs to develop,
there is educational software available
to help. db

How to type llstmgs from RUN

Typing in listings can be difficult enough without having to worry about
strange graphics characters, charts or tables. That’s why we decided to make
it easy to enter listings from RUN by translating everything we thought might
be confusing in any program.

When you see something between the curly brackets, all you have to do is
press the keys indicated. For example:

{SHIFT L}—means hold down the shift key and press the L key at the same
time.

{COMD J}—means hold down the Commodore key (it is on the lower left
side of the keyboard) and press the J key at the same time.

{SHIFT CLR}—hold down the shift key and press the CLR/HOME key.
{HOME }—press the CLR/HOME key without shifting.

{CTRL 6}—hold down the control key and press the 6 key.

{FUNCT 2}—function 2 (in this case, you hold down the shift key and press
the function 1 key).

{CRSR UP} {CRSR DN} {CRSR LF} {CRSR RT}—these are the four
cursor directions.

{UP ARROW }—means the arrow key (the one with the pi sign under it).
{LB.}—the British pound sign (£).

{P1}—the pi sign key (n); (shift and press the up arrow key).

In some instances, when a large number of characters or spaces are
repeated in a listing, we will represent them this way: {22 spaces} or {17
CRSR LFs).

Print vs Print#

RUN readers should be aware of difficulties that may arise when enter-
ing listings that contain the PRINT and PRINT# commands.

These two commands may look very similar, but they are different. If,
for example, you use a question mark (?) to abbreviate PRINT in a line
such as 10 PRINT#4,AS, then you are signaling to the Commodore com-
puter that you are trying to print the variable #4, which is not a legal vari-
able name.

The command PRINT#4 actually means *‘print to device number 4.”
You can abbreviate PRINT# by hitting the P key and the shift and R keys at
the same time and then entering the device number. But do not abbreviate
PRINT# with a question mark.

If you think of PRINT as one command and PRINT# as an entirely dif-
ferent command, then you should have no problems.

C= RS RRSTRT




Introducing the Most Powerful
Business Software Ever!

FOR YOUR TRS-80 ¢ IBM ¢ APPLE * KAYPRO * COMMODORE 64 * MSDOS OR CP/M COMPUTER*

- TheWERSABUSINESS™ Series

Tired O Your

CENEDRAL LED

VERSA
LEDGER

PO IrwEE RS oo e

Each VERSABUSINESS module can be purchased and used independently,
or can be linked in any combination to form a complete, coordinated business system.

 VERSARECEIVABLES™  $99.95
VERSARECEIVABLES™ 15 a complete menu-driven accounts receivable, invoicing, and
nthly statement g ing system. It keeps track of all information related to who
oWwes you or your company money, and can provide automatic billing for past due ac-
. counts. VERSARECEIVABLES™ prints all neceasarrz statements, invoices, and summary
reports and can be linked with VERSALEDGER 1I™ and VERSAINVENTORY'™.

VERSAPAYABLES™ $99.95

VERSAPAYABLES™ is desianed to keep track of current and aged payables, keeping

_in touch with all information regarding how much money your company owes, and to
- whom. VERSAPAYABLES™ maintains a complete record on each vendar, prints checks,

check registers, vouchers, transaction reports, aged payables reports, vendor reports,

and more. With VERSAPAYABLES™, you can even let your computer automatically select

which vouchers are to be paid.

VERSAPAYROLL™ 99.95
VERSAPAYROLL™ is a powerful and sophisticated, but easy to use payroll system that
keeps track of all government.required payroll information. Complete employee records
are maintained, and all necessary payroll calculations are performed automatically, with
totals displayed on screen for operator approval. A payroll can be run totally, automati-
cally, or the operator can intervene to prevent a check from being printed, or to alter
information on it. If desired, totals may be posted to the VERSALEDGER IT™ system.

VERSAINVENTORY™ $99.95

VERSAINVENTORY™ is a complete inventory control system that gives you instant access
to data on any item, VERSAINVENTORY™ keeps track of all information related to what
itemns are in stock, out of stock, on backorder, etc., stores sales and pricing data, alerts
you when an item lalls below a preset reorder point, and allows you ta enter and print
invoices directly or to link with the VERSA RECEIVABLES™ system. VERSAINVENTORY™ prints
all needed inventory listings, reports of items below reorder point, inventory value re-
ports, period and year-t te sales reports, price lists, inventory checklsts, elc.

COMPUTRONICS:

.50 N. PASCACK ROAD, SPRING VALLEY, N.Y. 10977

FEaIon

Gircle 9 on Reader Service card.

VERSALEDGER II"™ . $149.95
VERSALEDGER II™ is a complete accounting system that grows as ﬁr business
grows. VERSALEDGER II'™ can be used as a simple personal checkbook register,
expanded to a small business bookkeeping system or developed into a large
corporate general ledger system without arrhy additional software.
© VERSALEDGER II™ gives you almost unlimited storage capacity
(300 to 10,000 entries per month, depending on the system),
® stores all check and general ledger information forever,
® prints tractor-feed checks,
® handles multiple checkbooks and general ledgers,
® prints 17 customized accounting reports including check registers,
lance sheets, income statements, transaction reports, account
listings, etc.

VERSALEDGER 1™ comes with a professionally-written 160 page manual de-
signed for first-time users. The VERSALEDGER [I™ manual will help you become
quickly familiar with VERSALEDGER II'™, using complete sample data files
supplied on diskette and more than 50 pages of sample printouts.

SATISFACTION GUARANTEED!

Every VERSABUSINESS™ module is guaranteed to outperform all other competitive systems,

and at a fraction of their cost, lf you are not satisfied with any VERSABUSINESS™ module, you
may return it within 30 days for a refund. Manuals for any VERSABUSINESS™ module may be
purchased for $25 each, credited toward a later purchase of that module

All CP/M based Computers must be equipped with Microsoft BASIC
(MBASIC or BASIC-80)
To Order:
Write or call Toll-free (800) 431-2818
(N.Y.S. residents call 914-425-1535)
* add §3 for shipping in UPS areas * add $5 to CANADA or MEXICO
* add %4 for C.O.D. or non UPS areas * add proper postage elsewhere

[T
= B @
DEALER INQUIRIES WELCOME .

All prices and specifications subject to change / Delivery subject to availability

TRS-80 - [BM - APPLE . KAYPRO . COMMODORE 64 - OSBORNE . XEROX . TELEVIDEO . SANYO . ZENITH - NEC - DEC - Ti -EPSON - MORROW
. MSDOS and CP/M computers with 8 disk drives (Computer names are trad and/or trademarks of their res lacturers).




Complledﬁby Louis F. Sander

MAGIC is a monthly column of hints, tricks and
odds and ends from the worlds of software, hardware
and applications.
Every month, MAGIC brings you brief and useful com-
puter tricks from around the world—tricks that others have
found to make computing easier, more enjoyable or more
exciting.
MAGIC features simple hardware ideas, one-line programs,
useful programming techniques, little-known computer facts and
similar items of interest. We look for new or recycled material that is
of current value to Commodore computerists and that can be imple-
mented with a minimum of time, effort, or theoretical knowledge.
Send your own tricks and requests for a Trick writer’s guide to:
MAGIC
c/o Louis F. Sander
P.O. Box 101011
Pittsburgh, PA 15237
US.A.

RUN will pay up to $50 for each original trick we print.

MAGIC's tricks are numbered in hex, the number system of
sorcery and compulters.




From their glade in the forest underworld, Magic’s
woodland sprites keep a weather eye on the happenings
outside. They know that mid-August, when this month’s
RUN is mailed, brings the hottest temperatures of the year
for most of our readers—it’s a time when disk drives fail,
magnetic media melt and everyone wishes for a breath of
cooler air,

Well, fellow sorcerers, this is Magic, and we’re going to
do something about the heat. September’s tricks are a
blend of cool moves and icy logic from the frozen lands of
the North, with a dash of chilling chicanery from places
where summer is winter and autumn is spring.

Our tricks can’t cool your computer room, but they can
sweep you away to worlds where it isn’t so warm. So get out
your sweaters, and get ready to hit the keyboard.

$DO Typing tip—A fast way to Poke a zero in Di-
rect mode is by typing POKExxxx, then rolling your finger
off the comma key onto the period, then pressing the return
key.

The computer interprets the period as a zero, and you’ve
saved a few thousand microseconds of finger fumbling.

Robert A. Adler
Montreal, Quebec
Canada

$D 1 Typing tip from Down Under—Hunt-
and-peck typists like myself have a problem when typing in
programs. With only two eyes, we have to look three places
at once—the printed source, the keyboard and the screen.
I dictate my programs into a tape recorder, then play
them back with the aid of headphones and a stenographer’s
pedal-pause switch, Now I load while only having to look
at two locations. An added advantage is that I can check
for bugs while reading the listing on the screen and listening
to the audio tape. The saving in both time and errors is
amazing.
John Bath
Darlington, Western Australia
Australia

$D2 Screen sorcery—On the C-64 only, a
single screen line can be erased by entering:
POKE781,LN : SYS59903
(where LN is the line number you wish to erase, from
0-24). You can put this code in a subroutine and use a
For. . .Next loop to clear any group of lines you wish.
Miraculously, it’s also easy to copy one line of the screen
into another line. If MF is the number of the screen line
your text is to be moved from, and MT is the number it’s to
be moved to, you can move it with:
POKET81,MT:SYS59888:POKE 172, PEEK (60656 + MF): POKET80,
PEEK(216 + MF):SYS59848
And finally, to scroll the screen up one line, simply use
SYS59626.
Barry G. Adams
Fredericton, New Brunswick
Canada

$Ds Cursor magic—To find where the cursor

lives at any time, use the following subroutine.

20 POKE 783,PEEK(783) OR1:5YS65520:R = PEEK(781):C = PEEK
(782):RETURN

R is the row and C is the column of the cursor’s present lo-

cation, with the first position of each being numbered 0.
You can similarly position the cursor to any row or col-

umn by entering:

30 POKE781,R:POKE782,C:POKE783,PEEK(783)AND254:SYS 65520:
RETURN

Just set R and C, then GOSUB30.
B.G.A.

$D4 VIC tone generator—Here’s a little ma-
chine language program that beeps every time a key is
pressed. It’s written to run in the cassette buffer, so it
shouldn’t interfere with your Basic program at all. Once
the program is Poked into memory, SYS828 will start it,
and pressing the stop and restore keys will disable it.

60000 FOR A =828 TO 861 : READ B : POKE A,B : NEXT
60010 DATA 169, 15, 141, 14, 144, 120, 169, 78, 141, 20
60020 DATA 3, 169, 3, 141, 21, 3, 88, 96, 165, 197
60030 DATA 201, 128, 240, 7, 101, 197, 105, 128, 141, 12
60040 DATA 144, 76, 191, 234
Trevor J. Crawford
Hanover, Ontario
Canada

$D5 Undocumented characters—There are
four graphics characters that slipped through the cracks in
Commodore’s documentation. They aren’t inscribed on
the keyboard, nor are they listed on the CHRS charts in the
manuals, but they do appear on some of the screen Poke
charts.

They can be accessed only when in Upper/Lowercase
mode (which you can get by pressing the Commodore and
shift keys simultaneously). Besides being able to type the
appropriate key, you can Poke their value or print a CHRS
code. Here they are.

Name Keys Poke CHRS Yalue
Checkerboard  Shift Pi 94 126 0r 222
Herringbone | Comd * 95 127 o0r 223
Herringbone 2 Shift Lb. 105 169 or 233
Check mark Shift @ 122 186 or 250

Strictly Commodore
Calgary, Alberta
Canada

$DG Logarithmic operations—Basic’s LOG
and EXP functions work with so-called natural logarithms,
which use the number constant e (2.71828) as a base. But
most of us are more accustomed to common logarithms,
those based on the number 10. You can easily define a
function that will calculate logs to the base 10 with:

DEF FNL(X) = LOG(X)/LOG(10)

To use the function, execute the DEF statement early in
your program. After that, any statement like

variable = FNL(expression)

will set ‘‘variable’ equal to the common logarithm of
whatever number ‘‘expression”” equates to. Calculating

www.Commodore.ca
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FNL(1000) will return a value of 3, which any good math
student knows is the common log of 1000.

EXP, LOG’s sister function, calculates the value of e
raised to the power within the parentheses. To define a
similar function for 10 raised to the given power, use:

DEF FNE(X) = EXP(X*LOG(10))
If you try it, you’ll find that FNE(3)=1000, which of
course is 10 raised to the third power.

Pascha Shum

Saskatoon, Saskatchewan
Canada

$D7 Colored scrolling stars—You can easily
add color to the nice display in Trick $21 (RUN, March
1984) by entering the following line.
I N =(RND(1)*16) + 1:B$ =MID$(** -see text-"",N,1):PRINTSPC(N)BS$

v GOTOL

To get the material inside the BS quotes, hold down the
CTRL key, then press each key from 1-8; release CTRL, press
the Commodore key, then again press each key from 1-8.
VIC owners should change the 16 to an 8, and should type
only the CTRL characters inside the quotes.

Claire Farrell
Dartmouth, Nova Scotia
Canada

$DB Modulo math—If you do mathematical
work, the modulo function may prove useful. It gives the
remainder in a division operation. Using the DEF FN state-
ment will make the modulo function available at any point
in your program.

100 INPUT “ENTER DIVIDEND'";A

110 INPUT “ENTER DIVISOR ;B

120 DEF FNMOD(D) = INT((A/B — INT(A/B))*B + .5)

130 PRINT A* MODULO “B" = "FNMOD(D)

Peter L. Vogel
Port Coquitlam, British Columbia
Canada

$D9 Preserving variables—When using the
Run command in Basic, all variables are set to 0. If you want
to start a program without clearing any variables, you can
use the GOTO command in Immediate mode (e.g., GOTO
100). This trick works on any Commodore computer.

Andrew King
Burmie, Tasmania
Australia

$DA Loading machine language—When
you want to load some machine language while a Basic pro-
gram is in memory, you're faced with a dilemma. Since
loading the ML disrupts some internal pointers, you have
to use the New command, which removes your Basic from
memory, after the program has loaded.

You can avoid the problem by temporarily adding the
following two lines to your Basic program,
0 END
1 LOAD *‘programname”,8,1

Programname, of course, is the name of the ML pro-
gram you want to load. To load it, just enter RUN 1. Since

your program is now being loaded from Program mode,
there’s no need to use the New command. (Program mode
loads don’t disrupt the pointers.) Line 0 will prevent your
Basic program from being executed again after it's loaded.

If you want to load ML from a Basic program and have
the Basic continue after the ML loads, use:

0IF F=0THEN F=1 : LOAD “programname’’,8,1

The first time you run the program, F has the value 0 and
the file will be loaded. Once it’s loaded, the program will
start running all over again, but with the values of all vari-
ables intact. Since F=1 at this point, line 0 will be skipped
and the rest of the program will run as usual.

Barry G. Adams
Fredericton, New Brunswick
Canada

$DB Loading from Program mode—When
one Commodore program loads another, the second
must be shorter than the first, or great confusion ensues.
(The purpose of this restriction is to allow the second pro-
gram to use variables that have been set up by the first one.)

If you’re loading from tape, you can get around the re-
striction by entering:

600 POKE631,131:POKEI198,1:END

This has the same effect as pressing the shifted run/stop key.

Geoff Shukin
Saskatoon, Saskatchewan
Canada

$Dc Tape load timesaver—As many of us
know, programs are recorded twice on each cassette, fol-
lowing a 15-second header. The dual recording scheme is
used for error correction, but if there are no errors, the
whole program is in memory as soon as the first copy of the
program has been read.

You can use this fact to your advantage in shortening the
time it takes to load a program. To cut loading time almost
in half, use the following line before you use any variables
in your program.

10 POKE 45,PEEK(831) : POKE 46,PEEK(832) : CLR

Now when you are loading the program, press the com-
puter’s stop key any time after the header and the first pro-
gram copy have loaded, then run the program normally.
Line 10 will compensate for your failure to load the second
copy. The proper stopping point is just over half way be-
tween the Found and Ready prompts. You can use the tape
counter to find this point once for each program; then write
it on the cassette for future reference.

Derek Richards
Papakura, New Zealand

$DD Cassette error hint—If you experience
numerous errors when saving, verifying or loading with the
Datassette, a possible cause might be conflict with the C-64
DOS wedge program.

If you’re using that program with a disk drive, enter @Q
before using the Datassette. This command turns off the
wedge program and may clear up your errors. To re-ener-

(continued on p. 120)
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Circle 2 on Reader Service card.

ATARISOFT. All the hits your computer is missing.

It's showtime.

Time for ATARISOFT™ to
show you six exciting, brand
new games that are destined
for stardom.

Games that can be played on
your Commodore 64, IBM
PC and Apple II. (Some titles

available on IBM PC jr. and

VIC 20¥)
First, there's Gremlins)
based on the charac-
ters from the original
film presented by
Steven Spielberg.

Then there’s Crystal
Castles™ where
Bentley Bear™ journeys

through all sorts of

& paths and ramps in his
endless quest for gems.

In Donkey Kong Jr." by
Nintendo; Junior tries to
rescue his father
against immense
odds. And speak-
ing of Donkey
Kong, there's also
Mario Brothers® by
Nintendo? This time,
Mario and his brother
Luigi battle creatures on
four levels of floors, en-
countering all sorts of
treacherous enemies.

In Track And Field' you
can compete by yourself or

head-to-head with another
player. But each player must
beat qualifying times, heights
and distances before they can
compete in each of the gruel-
ling six events,

Typo Attack is lhc much-
acclaimed,
fun-filled
program that

allows you to enjoy de-
veloping your typing
skills at any level,

And still play-
ing to the de-
light of audiences everywhere
are Pac-Man; Ms. Pac-Man;{
Jungle Hunt; Battlezone,"
Donkey Kong; by Nintendo?
Centipede™ and Pole
Position®

So, if you've been searching
for ways to entertain your
Commodore, Apple or IBM,
treat it to one of the best
shows in town, one of the hits
from ATARISOFT.

And don't forget the
popcorn.

ATARISOFT products are manufactured
by Atari, Inc. for use with various computers
and video game consoles. ATARISOFT
products are not made, licensed or approved
by the manufacturer(s) of those computers
and video game consoles.

*Titles available on 1BM PC jr. are Ms.
Pac-Man, Centipede, Donkey Kong, Moon
Patrol” and Typo Attack. Available on the
VIC 20 is Typo Attack.

1. © 1984 Warner Brothers, Inc.; 2,
Trademarks and © Nintendo, 1982, 1983; 3.
Trademark of Konami Industry Co., L.,
| © 1983 of Konami; 4, Trademarks ofBaily

Mrg Co. Sublicensed to Atari, Inc. by

ne.; 5. Trademark and ©
0]' Tallu America (.urpurutlun 1982; 6.
glnc{:r‘.d and designed by Namco

Ltd., manufactured under

license by Atari, Inc, Trade-

mark and @ Namco 1982; 7.

Trademark and © Williams

1982, manufactured under

license from Williams

Electronics, Inc. T
ATARISO %

SIX NEW HITS ARE
COMING SOON
TO A COMMODORE 64

SCREEN NEAR YOU.

©1984 Atan Inc Alt rights reserved (D) A Warner Communseations Company
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Software Gallery

Flight
Simulator 11

If You’ve Never Been To
Flight School, Here’s Your
Chance to Get Airborne

A

v \

stood around the store for hours,

waiting for the delivery truck to ar-
rive. On it was a software package that 1
(and thousands of others) had been
waiting months to see. This was the
same program that had astonished every-
one on the IBM PC., I didn’t want to miss
it, even if it turned out to be a dud.

That package was the new release by

ORI S96¢

Moy Nnr Reprint Withoul Permission

SubLogic Corporation, Flight Simulator
II for the Commodore 64. The wait was
well worth it.

The Commodore 64 conversion of
this outstanding program is a great suc-
cess. It is as detailed and colorful as the
original IBM version. But, most impor-
tantly, all the features and controls have
been retained. Nothing important has
been left out. At last, I could take con-
trol of the best flight simulator on the
market.

As an ex-pilot and teacher of Aero-
space Education, I was extremely inter-
ested in the details of the program. I felt
that a good program should give you
the feeling of actual flight, and this
could only be done with good graphics,
coordinated controls and instruments
and a thorough knowledge of the me-
chanics of flight on the part of the pro-
grammer. Flight Simulator II meets all
of these requirements.

cl-'
¢
P
;

il
L
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The Visual Display

On start-up, the three-dimensional
view from your aircraft’s window is the
most impressive first encounter with the
program. The simulation opens with
your plane on the ground at Meigs field,
a small airport fifteen miles southeast of
O’Hare International. The runway,
landmarks and landscape appear as
they actually exist outside Chicago. This
is only one of 80 airports throughout
the U.S.A. from which you can choose.
The graphics perspectives are excellent.
Even the beacon tower on the shoreline
is in the right location. It’s apparent
that this program means to do it right!

The sound of the idling engine lets
you know that everything is ready for
takeoff. Since the manual is almost 100
pages long, I rapidly scanned it until I
found out how to give it throttle, The
nose jerked upward as I started to take
off. I knew that my chances of survival

Report Card

Superb!

An exceptional program that
outshines all others.

Yery Good.

One of the better programs
available in its category. A
worthy addition to your
software library.

Good.

Lives up to its billing. No
hassles, headaches or disap-
pointments here.

Mediocre.

There are some problems
with this program. There are
better on the market.

Poor.

Substandard, with many
problems. Should be deep-
sixed!




GET STARTED ON THE RIGHT FOOT

BASIC, A TUTORIAL

LML AL

B
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BASIC, A TUTORIAL is a
great way to get started on
your Commodore 64. It
helps you to better unders-
tand your Commodore so
that you can use it with
ease and effectiveness.

BASIC, A TUTORIAL is a
MUST for both recent Com-
modore purchasers and
dedicated Commodore
owners. It is a program that
not only teaches you about
the functions of the 64, but
also how to use them to
design your own programs.

Complete with two disks
and a comprehensive lesson-
by-lesson text manual, BASIC,
A TUTORIAL takes you from
turning on the machine,
through lessons on all the
B.A.S.1.C. keywords and
commands, to finally com-
pleting your own
telephone/name and address
database.

re are some of the
topics you will cover
through actual hands-on ex-
erience: the Commodore 64
ceyboard; B.A.S.1.C.
keywords, punctuation, and
program modes; on-screen
editing and printing;
mathematical operations;
subroutines; string handling;
system utilities; disk files;
and using a printer.

Easy to use and fun to
learn, no previous program-
ming experience is required.
BASIC, A TUTORIAL is a

rogram that can be used

y anyone---of any age. Even
experienced programmers
will find it to be a handy
reference guide! It’s the first
step to your Commodore 64.

ASIC, A TUTORIAL is

only one of 56 new educa-
tional programs in the
Challengeware series.

OREANE

PO. Box 948, Waterbury, CT' 06708
1-800-253-2600 . CT:203-621-93061

Circle 26 on Reader Service card
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The stall-warning buzzer sounded almost
immediately. This baby was out of control,

and I couldn’t stop it.

were slim, but I had always wanted to
fly without having to go through
ground school, Believe me, 1 should
have read the manual!

The stall warning buzzer sounded al-
most immediately. The horizon went
out of Kilter as I frantically yanked on
the control stick. This baby was out of
control and I couldn’t stop it. Little did
I know that I had only given it half
throttle. I had a lot to learn, but first, I
had to swim out of Lake Michigan.

The Instrument Panel

Most of the excellent instruction
manual is devoted to explaining the in-
struments and how to use them. Since
there are 27 instruments in five different
clusters, this is a complicated affair. If
you’ve never had ground school, you
are about to start. The control panel is
that of a Piper Cherokee Archer II,
which is a sophisticated single-engine
aircraft,

In addition to the six major control
indicators, such as the artificial hori-
zon, altimeter, rate-of-climb indicator
and airspeed indicator, there is also a
complete radio stack that includes two
navigational radios, two Omni indi-
cators and a communications set. Three
more sets round out the navigation
cluster: the transponder, the Automatic
Direction Finder and the Distance
Measuring set (DME). Each can be sep-
arately tuned to the desired frequencies.
These frequencies are clearly marked on
four navigational charts provided in the
package. When Air Traffic Information
is tuned, the weather, ceiling, runway
headings and other instructions are
printed briefly on the screen. This is done
for the control tower frequencies also.
(They might even request that you turn
on your lights or hit the transponder,)

There are indicators of various types
all over the console. These range all the
way from the flaps-setting indicator to
the throttle-mixture setting needle. Just
learning where all the indicators are lo-
cated consumes a major portion of the
first session.

Okay, now that I knew a little more, I
felt that I could handle it from here on.
I gave it full throttle and a little up ele-
vator—this time I managed to get air-
borne with no trouble. The sound of the
engine told me that the climb was just
about right. The artificial horizon in-
dicator looked great. Now just a little
left stick and we’ll head back to Meigs.
A peek out the back window (using the
number five and B keys) showed Meigs
sliding away in the distance. There are
eight other views including straight
down.

The Radar

The radar system is activated by hit-
ting the number four key. The small
outline of the aircraft is shown flying
over the terrain, The small airports and
roads are shown below. This is similar
to using a map, but it has a nifty Zoom
feature that allows you to view the ter-
rain from either high or low altitude, If
you see a road below, you can change to
a higher altitude perspective, and the
entire region will become visible. This
handy feature allows you to easily lo-
cate your airport. If you are over an air-
port at 10,000 feet, you can zoom in on
the runways and even read the numbers
on the tarmac. If you are on the ground,
you can use it effectively in taxiing
maneuvers around the field.

The Editor

The editor allows you to determine
your own flying situation. A menu of
some twenty items allows you to set the
time of day, the seasons, and even the
cloud configuration. Setting the time to
twenty-three hundred hours gives you
night flight, where all that you can see
are the airport runway lights and lights
of the cities. If you’re flying in daylight,
day will even turn to night as the time
progresses, if you stay at the controls
long enough.

You can also program your geo-
graphic location. Choices include the
Los Angeles area, with the small Cata-
lina field in the distance. You can even

program the wind shear. Best of all, you
can make the aircraft more gentle to
handle by programming an over-con-
trol limit factor. Now that’s what I call
sophisticated!

The main mode is Regular (easy)
flight, but the Realistic mode makes
things truly difficult. In this mode, you
have to do everything yourself, such as
turning on the engine, setting the mix-
ture control, switching gas tanks. . .you
name it! Some functions on the plane
can even fail in this mode.

After finding that I could set the co-
ordinates, I started flying out of Ken-
nedy International. The Big Apple is the
best because of the many familiar land-
marks. The statue of Liberty stands in
the harbor; the twin towers of the
World Trade Center, Central Park and
the Empire State Building are all here,
adding to the realism. (I couldn’t resist
the temptation to zoom in on the Statue
of Liberty. I had to swim out of New
York Harbor, but not before I got a
good close-up look at Miss Liberty.)

Landing

My biggest problem turned out to be
landing the plane. For some reason, I
just couldn’t glide in properly. Most of
my time was spent taking off and flying
around to the other end of the runway
for another try. I discovered that if you
enter the coordinates five miles from the
end of the runway, set your altitude to
3000 feet, head toward the numbers on
the runway and set your throttle at one
half, you can create your own practice
landing mode.

Then I discovered the glide slope indi-
cator on the Omni dial. With this, your
rate of descent can be adjusted to match
that of the individual runway.

World War I Ace

I consider Flight Simulator II to be
the ultimate home computer game. Just
learning to master the controls and in-
struments is challenge enough. How-
ever, if you ever do become an expert,
SubLogic has included an aerial battle
game on the same disk, which will put
your skills to the test.

With World War I Ace, you fly in a
small area separated by a river. Your
bases and fuel tanks are on one side of
the river, and the enemy’s are on the
other. Your airstrip even has a 3-D
hanger into which you can taxi your
plane. You are armed with a machine
gun and bombs. Of course, the object
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The bombs whistle as they drop,
and the explosions are quite realistic.
The targets are not easy to hit.

of the game is to shoot down the enemy
planes and blow up their facilities be-
fore they do the same to you. Even
though it is World War 1, your plane is
equipped with radar. This time, it’s lo-
cated on the instrument panel. It shows
you if there are enemy planes within
your range. You also have the Zoom
feature for better navigation to the
bomb drop areas. You will not do too
well against the enemy fighters unless
you can handle your own airplane well.
You must press the X key to drop
bombs. The bombs whistle as they
drop, and the explosions are quite real-
istic. The targets on the ground are not
easy to hit. Besides trying to keep your
plane under control, you are trying to
avoid the enemy fighters and bomb
their depots at the same time. To add to
the confusion, the area is bordered
closely on two sides by high mountains,
which you must carefully avoid. The in-
experienced pilot doesn’t last long!

Another Challenge

Another test of skill on the Flight
Simulator disk involves flying cross-
country under complete IFR condi-
tions, using only your instruments and
an occasional message from an air traf-
fic controller. This takes every bit of
concentration and confidence you can
muster. You have no landmarks, no
horizon or radar. You must turn your
navigation radios to each of the fre-
quencies on the charts as you fly. To
make matters worse, there is no auto-
pilot. So you must read the charts, set
the equipment and fly the plane at the
same time.

Final Comments

At $49.95, Flight Simulator II is a
real bargain. I have not experienced an-
other flight simulator that takes so
many factors into account so accurate-
ly. The beginner who wants to learn
about flying and the mechanics of flight
should definitely have a copy—the learn-

ing value alone is well worth the pur-
chase. The old pro will find it challeng-
ing, too. Video game fanatics who have
‘““beaten them all’’ should try this one!
(SubLogic Corp., 713 Edgebrook
Drive, Champaign, IL 61820. $49.95.)

Jim Stephens
Nashville, TN

Super-Text

Here’s a Super Word
Processing Package for
The Serious User

To be truly useful, a word processing
package must contain numerous
features that can be easily accessed
through a simple, straightforward com-
mand structure. If properly organized
and implemented, such a command

Supse

il -

routine quickly becomes second nature
to the user, thereby reducing learning
time, frustration and time spent com-
pleting tasks.

Muse’s Super-Text Professional Word
Processor for the Commodore 64 is
such a package. It contains two pro-
gram disks, an excellent wire-bound
manual and a separate quick-reference
foldout.

Users are taken every step of the way
with clear-cut, concise instructions. The
on-screen menus are faithfully repro-
duced in the manual, so there is never a
question as to what a certain screen
looks like if the program isn’t booted.

One of the prime advantages of
Super-Text over most other C-64 word
processors is that it can generate a legi-
ble 80-column screen without additional
hardware. While using this option,
screen layout can be made to appear ex-
actly as it will be printed, eliminating
the need to view output to video before
obtaining your hardcopy. This is an in-
credible time saver!

For those using a low-resolution
monitor or a TV set, there is a normal
40-column display, which is automati-
cally entered upon loading. (By the way,
the Commodore 1702 monitor does a nice
job of displaying the 80 columns.)

The introductory chapter of the man-
ual provides a nice tutorial on how to
load the program, create, save, delete
and load files. It also touches upon the
help screen available in the 80-column
mode and lists a key summary. The next
two chapters complete the information
on file handling by covering previously

o« TH

Professional MHord Processar

Press:

fi for 40-column Super-Text

£3 for 80-column Super-Text

£3 Change Printer Parans

£8 to exit to BASIC
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Create your own

COMMODORE-64" video

game and program
cartridges with

CARTRIDGE-MAKER-64"

Follow the simple and easy screen instructions
to have your CARTRIDGE-MAKER-64:

[J copy your program to cartridge
[J copy from cartridge to cartridge

(] copy your cartridge to cassette
or diskette

[ erase and reuse cartridges

e

Phone Orders Call: ’;T

Toll Free 800-233-3251 Ext. 1020
PA Residents Call 215-363-8840

VISA-MASTERCARD-C.O.D.-CHECK-
MONEY ORDER

Dealer and Distrit Inquiri

CARTRIDGE-MAKER-64 & CARTRIDGE-64
are TM of Custom Programming Group, Inc.

COMMODORE-84 - is a registered TM of
Commodore Business Machines, Inc.

CARTRIDGE-MAKER-64 is not

Intended mﬂ

CARTRIDGE-MAKER-64 $129.00
CARTRIDGE-ERASER  § 59.00
CARTRIDGE-64 (16K) $ 25.00
CARTRIDGE-MAKER Kit $189.00

Includes: CARTRIDGE-MAKER-64
CARTRIDGE-ERASER and 1 Blank
CARTRIDGE-64 (16K each)

Purchase of 5 Blank
CARTRIDGE-64 (16K each) $115.00
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Unlike some other C-64 word processors,
Super-Text quickly accesses the disk.

mentioned items in greater detail. File
merge, use of the on-screen status line
and initializing blank disks are also ex-
plained.

The file-editing commands and
modes are very thoroughly discussed.
Find and replace (word or phrase), cur-
sor control, text scrolling and the Add
and Change writing modes are covered,
Use of block operations for text inser-
tion, deletion or copying are also dis-
cussed. Making use of the split-screen
capabilities are highlighted, as well as
special feature options such as estimat-
ing total number of words, determining
the number of occurrences of a specific
phrase or word and identifying the last
three changes made to the text.

Methods of format control are ex-
plained in two chapters. The first shows
how commands can be sent for each line
of text (showing on-screen, but not on
the printout). The other illustrates how
to change the layout settings, the printer
specifications, color combinations,
background, text and other control
functions by altering the default settings
for each.

This system also works for autolink-
ing separate documents, setting the type
of paper used, entering control key se-
quences and accessing any special
printer capabilities, such as underlining
and boldfacing. Super-Text can handle
whatever the hardware can do—it has
numerous pre-set default options, any
one of which can be altered to custom
fit a printer not normally linked to a
Commodore 64,

The flexibility of this program,
coupled with its breadth of features and
ease of use, make it an outstanding
package. In under 90 minutes, I was
able to put the program through its
paces and then use it with a good deal of
confidence.

Besides the expected features, Super-
Text also lets you effortlessly recover
any lost files due to an accidental reset,
save document blocks as different files
and perform a line ditto with just two
keystrokes.

You can input most of the commands
with just two entries, though a few re-

quire three. The extra stroke, due to the
abundance of features offered, isn’t
really detrimental in controlling the pro-
gram. Almost every command can be
entered in two different ways, because
the function, control and Commodore

keys are utilized solo or in unison with

others. This choice of input allows you
to use whatever format you feel the
most comfortable with.

Unlike some other word processors
for the C-64, Super-Text quickly access-
es the disk. There are no long waiting
periods while the computer hunts down
the desired data. (The most sophis-
ticated program isn’t worth much if its
speed isn’t up to snuff!)

If you are looking for a word pro-
cessor, or are dissatisfied with the one
you already own, then by all means,
look into Super-Text! (Muse Software,
347 N. Charles St., Baltimore, MD
21201, $99.00.)

Ted Salamone
Bridgeport, CT

Pit Stop

Test Your Skill
On the Track
And in the Pits!

B

l I ntil now, all racing games were

basically the same. No matter
how fantastic the graphics, it came
down to a contest of speed and driving
skill. Epyx has brought the realism of
computer racing games one step fur-
ther. Pit Stop is the first driving contest
that requires you to take the roles of
both driver and pit crew,

Here’s how the game works, First,
you can select the number of players (up
to four can compete, though not simul-
taneously), difficulty level and the num-
ber of laps. You can also choose to
compete in a single race, a mini-circuit

of three races or a grand circuit of six
races.

If you choose a single race, you will
be given a choice of six tracks: Monaco,
Le Mans, Albi, St. Jovite, Jarama and
Kyalami. For a mini-circuit, the com-
puter will randomly select three of the
six courses; on the grand circuit, you
will have to conquer all six.

Your joystick-controlled racer ap-
pears on the track near the center of the
screen. A radar map to the left of the
track shows an outline of the entire
course with a blip representing your car.
At the bottom of the screen is an instru-
ment panel, showing which lap you’re
on, the total elapsed time, your speed
and the amount of fuel you have left.

Throughout the race, you’ll have to
keep an eye on your fuel supply and the
condition of your tires. You begin the
race with dark blue tires, but with each
collision, they suffer a little damage.
After becoming light blue and then
green, they will finally turn red. In this
condition, any collisions may put an
abrupt end to your race. To replace
worn tires or just refuel, you'll have to
pull into the pits.

Each time you complete a lap, the
right lane will widen just beyond the
start/finish line. To enter the pits, sim-
ply steer your car into this right lane. Be
quick, though. If you miss it, you'll
have to complete another whole lap be-
fore you get another chance.

In the pit area, you command your
crew of three by moving a blinking cur-
sor onto each member in turn, artl then
moving him around to perform his
function. If you're low on fuel, begin
filling it by moving the man with the
hose to the rear of the car. While the
tank is filling, you can change a tire or
two by controlling the men to the left
and right of the car. Don’t forget about
the refueling, though. If the tank gets
over-filled, it will burst and you’ll have
to start filling it all over again., When all
the necessary repairs have been made
and the crew is standing away from the
car, move the cursor to the flagman at
the bottom of the screen, and press the
fire button to get back onto the track.

One of the best things about this rac-
ing game is that, when the race is over,
the winner not only gets the satisfaction
of winning, he gets a cash purse as well.
For finishing first in every race of a
grand circuit, the skillful driver will earn
$300,000, plus an additional $1000 per
lap. If you do win big, don’t forget to
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take care of your pit crew. After all, you
couldn’t have done it without them!
(Epyx, Inc., 1043 Kiel Court, Sunny-
vale, CA 94089.)

Bob Guerra
Charlestown, MA

Quintic Warrior

Make Your Stand Against
Sinister Crabmen and
Mangled Mutants

s
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uintic Warrior is an arcade-type

offering for the Commodore 64.
“Part man, part Superman, the Quintic
Warrior stands alone against the sinister
Crabmen and Mangled Mutants in a
Dome City of the future.... Are you
warrior enough to stand by his side?”’

So goes the documentation for Quin-
tic Warrior. But just what kind of value
is Quintic Warrior?

In case you’re wondering where the
name comes from, the documentation
also informs us that: ‘“The Quintic
Warrior has a fifth sense or attribute
consisting of a combination of instinct,
cunning and supreme fighting ability.
This combination is called the Quintic
FaCtOI'.”

The basic objective of Quintic War-
rior is to blast away at Zoronian mu-
tants as they try to reach the top of the
screen. Just visualize Space Invaders
turned upside down and you'll have a
good idea of the concept behind Quintic
Warrior. As these mutants travel to-
ward the top, three laser snares (guns)
on the right, left and bottom sides of the
screen try to zero in on your ship and
stop you from killing the mutants.

The score, difficulty level, high-score
and number of lives left are shown at
the top of the screen. As the game pro-
ceeds, another hostile gun called a zed
rammer appears and tries to destroy
you. A mutant worm also shows up
once in a while—a difficult thing to
destroy.

The instructions are shown on the
screen at the start of the game. There
are 21 different levels of Quintic Con-
trol (difficulty levels), selected by pull-

Quintic Warrior was once considered a good
game, now, it may be ready for retirement.

ing back on the joystick. All this really
does, though, is add more mutants and
speed up the game pace. You still only
have one type of screen display and no
other special effects.

For me, Quintic Warrior became a
bit dull after the initial learning period.
You can fill the screen with aliens, but
the display and game variations are out-
dated and very limited. The only con-
trol device used in the game is the joy-
stick, which is used to control your ship
and fire your guns.

Quintic Warrior lacks the qualities
that are supposed to be characteristic of
a Quintic Warrior. At $24.95 for tape
and $29.95 for disk, it’s overpriced for
what you get.

A couple of years ago, Quintic War-
rior would have been considered a good
game. But now, it may be ready for re-
tirement. I wouldn’t recommend Quin-
tic Warrior as a good buy unless you're
new to the Commodore 64, have never
played a computer or arcade game and
are looking for a simple action game to
start your software library. However,
the $25 might be better spent on some
other game.

The Quintic Warrior himself is ready
for retirement. He’s already fought off
too many Zoronian mutants. (Quick-
silva, Inc., 426 West Nakoma, San An-
tonio, TX 78216.)

Larry Bihlmeyer
Pontiac, MI

Eliza
This Therapeutic Program

Is Ready to Listen
To Your Troubles

|
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an a computer think? About thirty

ears ago, a British mathemati-

cian named Alan Turing came up with a
test for deciding. Seated at your ter-

minal, you type in questions which are
then sent to a hidden respondent. If you
cannot tell whether the answers are
those of a computer or a person, the
computer has passed Turing’s Test and
can be said to think.

While no computer has ever passed
Turing’s Test, one of the most interest-
ing attempts at artificial intelligence is
now available on disk for the Com-
modore 64—Eliza, from Artificial In-
telligence Research Group.

In the mid-1960s, an engineer named
Joseph Weizenbaum became interested
in question-answering programs. He
developed a simulation of a non-di-
rective psychotherapist. The program
was called Eliza,

To understand the program, you
have to know a bit about theories of
psychotherapy. Non-directive therapy
is based on the theories of Carl Rogers.
He believed a patient could be helped by
reflecting the patient’s own words back
to him. If you say ““I don’t like my
neighbors,” a Rogerian therapist might
reply ‘““Why don’t you like your neigh-
bors?”’ This puts the patient back in the
hot seat and encourages him to keep
talking.

A computer that throws your own
words back at you creates the illusion
that it understands you, even if it
doesn’t. (But that’s also true of human
therapists—they may reflect your words
back at you without understanding any-
thing about you or your problems!) In
fact, all of us do it every day. Someone
will tell us something we don’t under-
stand, but we still say ‘‘yes” and *‘I
see,” even if we don’t.

The power of the original Eliza can
be surmised from incidents that have
become part of the history of artificial
intelligence. Numerous stories have
been circulated about secretaries and
scientists who became seduced by Eliza
to the point of pouring out their
troubles.

Weizenbaum and a psychiatrist with
whom he collaborated, Kenneth Colby,
had a serious difference of opinion
about the uses of Eliza and another sim-
ilar program called Doctor. Colby felt

www.Commodore.ca
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that such programs might ultimately
prove useful in doing psychotherapy.
Weizenbaum argued that Eliza was only
sleight of hand and only human beings
could be ‘‘real” therapists. Whatever
position you take does not affect the
conclusion that Eliza is a powerful crea-
tion. Originally designed to run on
mainframes, it has been adapted by
Steve Grumette of the Artificial Intelli-
gence Research Group to run on the
C-64.

To give you an idea of how the pro-
gram performs, I have reproduced be-
low part of a conversation I had with
Eliza while preparing this review.
Eliza’s comments are in capital letters;
mine are in lowercase.

“HOW DO YOU DO. PLEASE

TELL ME YOUR PROBLEM.”

“I have to review you.”’

“PERHAPS IN YOUR FANTASY

WE HAVE TO REVIEW EACH

OTHER.”

“My editor wants facts, not fan-

tasies.”

“YOUR EDITOR WANTS FACTS

NOT FANTASIES—THAT’S IN-
TERESTING.”

“Does that interest you?"’

“WE WERE DISCUSSING YOU—
NOT ME.”

“What would you like to know
about me?”’

“WHY DO YOU ASK?”

“Do you really understand me?”’
“WHY DO YOU THINK I REAL-
LY UNDERSTAND YOU?”

‘I want to be certain.”

“WHAT WOULD IT MEAN TO
YOU IF YOU GOT TO BE CER-
TAIN?”

““It would reassure me."’

“l AM NOT SURE I UNDER-
STAND YOU FULLY.”

““I like to be reassured.”’

“WHY DO YOU NEED TO TELL

ME YOU LIKE TO BE REAS-

SURED?”

““It keeps us talking.”’

Both sides of a conversation are
stored in a buffer with a capacity of 50
exchanges. If the conversation goes past
that point, earlier exchanges are elimin-

ated to make room for newer ones. The
conversation may be recalled to the
screen in its entirety or sent to your
printer.

Eliza works by focusing on the
keywords of your statement to for-
mulate a response. If you avoid a par-
ticular topic, Eliza will interject random
comments about it. The mechanical
nature of the program becomes evident
if you keep saying ‘‘yes.”’ Eliza has four
replies to your use of the word *‘yes,”’
and she merrily continues to cycle
through them repeatedly. Her replies to
“‘yes’’ are: ‘‘You seem”quite positive,”’
“] see,” ““You are sure?’’ and I
understand.””

Although Eliza can’t pass Turing’s
Test, it is a very entertaining program.
Eliza is available for $25 in a protected
version or $45 for a source version that
can be listed, allowing you to modify
the program. (Artificial Intelligence
Research Group, 921 N. La Jolla Ave.,
Los Angeles, CA 90046.)

Jerome Beck
Glendora, CA

Circle 27 on Reader Service card.

MIEA TO CREATION IN ONE STEP

FOR THE DESIGNER IN ALL OF US . ...

Commodore 64*

*Commodore b4 registered rrademark
of Commodore Dusiness Machines Inc.

2R UDTsep @l bura 983

Moy Not Reprint Withou Permission

Includes THE GAME MAKER to

mode for animared review. Creates as many as 184 sprites in a single file.

SPRYTEBYTER makes sprite design simple and fast! 60 commands
give you foral control ar maximum efficiency. The fantastic rurn

add your sprites o a basic program!

[ SPRYTEBYTER

PN ICROTECHNIC
- = SOLUTIONS 5

P.O. BOX 2940, NEW HAVEN, CONN, 06515

Disk $34.95

Dealer Availability
Call (203) 389-8383



If Your Computer
Can Maer The Guitar...

" 185499

Here's what you receive:

I t's as simple as that. GUITAR MASTER includes 64 detailed e 64 lessons in seven levels of instruction
lesson plans, organized into seven progressive levels so that Eight areas of study including:

TUNING—it's easy by matching programmed tones.

you can learn at your own pace. It helps you to tune your _

. . GUITAR CHORDS —396 of the most useful chord formations.
gpttar with ease and accuracy !’Y mamhing pr.ogrammed 1ons. CHORD ANALYZER—analyze the notes in any chord as they appear on the
Eight areas of study assembled into a systematic and complete Staff;
program contain a wealth of knowledge and hours of instruction. P;ur)dcmsms—perfm chord recall and playing proficiency with 375

i GUITAR MASTER i ive program chord progressions,
All in al.l' AR S comprehensm; P it Of“aﬁ PICK & STRUM—add mastery of 18 picking and strumming pattems to your
instruction for students, amateurs and professional guitarists playing expertise.
alike. TRANSPOSING —change songs from one key to another with speed and

accuracy.
GUITAR MASTER is especially designed to be used with the SCALESd-leam every major scale on every fret for total fingerboard
™ command.

C(.)mquore 64. and is recommended for ages 8 to adult. FRET NOTES—increase skill with instant visualization of every note on the
Disk drive required. fingerboard.

L]

Plus, you receive a manual in a three-ring binder with additional

Fill out the coupon below and we will send you GUITAR music information, complete program instructions and a step-by-

MASTER postage free! step guide for putting the parts of GUITAR MASTER together for
your own personalized course.
Yes @ 1 would like you to send me this invaluable tool for mastering the guitar!
D Please SCﬂd me Guitar Master rm_ $4995 bY ChECk or Circle 143 on Reader Service card.

stributor Inquiri
money order. Disk drive required. For orders outside USA, add 25%. Dealeriand: Distriior:Ingulciss Wclcome

Name
Address
; P.0. Box 1027 - Bend, OR 97709
g WO Commedorerca— State Phone
c May Not Reprint Withoul Permission (503) 388'7654
Mastervin A COMPREHENSIVE SERIES IN MUSICAL INSTRUCTION C ore 64 is a trademark of Commodore Electronics, Ltd.



(=

WA s ee U
A

Video Casino

By David D. Busch

You’re the pilot of a small propeller plane, and if you

don’t let clouds get in your eyes, you’ll learn about
on-screen animation as you maneuver to stay aloft.

Are you interested in learning, on
your C-64 or VIC-20, how professional
game programs produce on-screen ani-
mation? Sky Pilot is a game that makes
interesting use of the built-in Commo-
dore character set to produce images
that resemble a single-engine airplane,
as seen from above. Depending on
which direction the plane is moving, it
will point north, south, east or west.

In Sky Pilot, you use a joystick to
maneuver a propeller airplane around
the screen, avoiding clouds that impede
visibility. If the plane strikes even one
cloud, the game will end. The object is
to fly for as long as possible, to provide
a new high score.

New clouds constantly and randomly
appear on the screen. The longer you
keep the plane aloft, the more difficult
it will be to avoid them, Eventually, the
entire screen will fill with clouds. But,
by that time, you’ll have crashed and
ended the round.

Beyond the Clouds

Your plane can ‘‘wrap around”’ the
screen and continue from one side to the
other. It cannot wrap around at top or

RUN It Right

Unexpanded VIC-20
Commodore 64

Address all author correspondence to
David D. Busch, 5217-C Cline Road,
Kent, OH 44240.
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bottom, however. Reach either of these
limits, and the plane is stymied by an
invisible wall. This feature was added to
make the game interesting, If you'd
like, you can change the program for
total wraparound. (I'll tell you how
later.)

This game speeds up as play contin-
ues. A delay loop initially repeats from
1 to 200 between each move. That is, the
computer will count off from 1 to
DLAY before it will go on with the next
move. However, the variable DLAY is
decreased each time, so eventually the
loop has negligible effect. The com-
puter will be counting from 1 to 1, say,

and that takes next to no time at all.

Flying begins at a random level at the
left side of the screen. This point, F, is
selected in line 320 (line 260 in the VIC
listing). The initial position of the plane,
Bl, is produced by multiplying F x 40
(or 22 in the case of the VIC-20) and
adding CHAR, the beginning of char-
acter memory (different in both 1na-
chines, but correctly defined in each
program). That number, F, is used as
the random row in which the plane will
begin its movement.

The plane begins flying at line 380
(line 320 in the VIC listing). First, a ran-
dom position for a new cloud, I, is se-
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lected, and a white puffy ball is Poked
to the screen. Then the delay loop oper-
ates, and the delay is reduced.

Motion Control

Movement of the plane deserves
some discussion. We have seen how to
move an object on the screen through
programs previously published in Video
Casino, like Draw and Invisible Maze.
To keep the object constantly in mo-
tion, a variable, Delta, is always added
to B1. If no joystick motion is detected,
Delta remains the same, and the motion
continues in the same direction. Only
when the joystick is pressed in some way
does Delta become another value.

In this game, each new value of Delta
also causes the cursor character to
change. When the plane starts, it is
moving from left to right, and the cur-
sor Poked has a value of 107. This char-
acter, T on its side pointing toward the
right, looks like a plane seen from over-
head, flying left to right.

When Delta becomes —40 or —22,
meaning the plane is moving upward,
then Plane equals 113, which looks like
an upside-down T. Downward move-
ment produces a cursor that looks like a
normal T, while flying from right to left
generates a cursor that is the reverse
sideways T.

This is basically how professional
programmers handle movement on the
screen, although there can be separate
characters for movement in more than
just northern, southern, eastern and
western directions. There will likely be
several for each direction, as well, to
produce smooth animation. For this
game, however, four will suffice.

As the plane moves about, the pro-
gram checks, in line 560 (line 500 in the
VIC listing), to see if it has struck a
cloud. If Peeking the plane’s next loca-
tion, B1, produces other than a 32, then

a.solisien s {aken plass. If all is safe,
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*¥{11 SPACEs}*
* SKY PILOT *
*{11 SPACEs}*
5@ REM %k xkokoxrx ko
6¢ FOR N=1 TO 1¢

7¢ READ B

8¢ JV(N)=B

9¢ NEXT N

POKE 53281,1
VOLUME=54296
VCE=54273

PRINT" {SHFT CLR}"

1¢ REM
2¢ REM
3¢ REM
4¢ REM

CTRL 7}{2 CRSR DNs}"

PRINTTAB(9)"ALIVE!"

POKE 53281,15

PRINT" {SHFT CLR}"
PLANE=1§7
CSCREEN=55296

B=CHAR:E=CHAR+999
DF=CSCREEN-CHAR
DELTA=1
F=INT(RND(1)*21)
DLAY=20¢
B1=(CHAR+F*4¢)-1
BEGN=TI

36¢ GOSUB 62§

Listing 1. Sky Pilot program for the C-64.

PRINTTAB(12)"{2 CRSR DNs}{CTRL 9)}{CTRL 3}SKY PILOT{

PRINTTAB(9)"USE JOYSTICKS"
PRINTTAB(9)"TO AVOID HITTING "
PRINTTAB(9)'"CLOUDS.{2 SPACEs}GAIN"
PRINTTAB(9)"POINTS FOR EACH"
PRINTTAB(9)'"SECOND YOU STAY"

PRINTTAB(11)"{2 CRSR DNs}{CTRL 9}HIT ANY KEY"
GET A$:IF A%$=""GOTO 22¢

DATA -4¢,4¢,06,-1,0,9,9,1,9,9

CHAR=1(24 :B=CHAR:E=CHAR+484

(continued on p. 124)

then the plane is Poked, and the former
position, Bl-Delta, is replaced with a
space (32).

A crash produces appropriate sound
and visual effects, and a comparison
between the starting time, BEGN, and
the time of the crash. The difference
between these two variables is measured
in jiffies, or 1/60th second intervals,
and gives you the elapsed time. If the
time is longer than the previous high
score, HS, then HS is reset, a new
record is announced and you’re allowed
to play another round.

Wrapping Around

I promised some hints on changing
the wraparound feature. Both pro-
grams contain program lines that keep
the plane from going beyond the end of

video memory, E, or the beginning, B.
In the Commodore 64 listing, for exam-
ple, you’ll notice that lines 500 and 530
check for this.

To cause a downward traveling plane
to wrap around, you’ll need to change
Bl to Bl —((number of rows used on
screen)*(number of characters in a
row—22 or 40)) whenever B1 is larger
than E. For an upward traveling plane,
you change Bl to BI+((number of
rows used on screen)*(22 or 40)) to
make it appear at the bottom of the
screen whenever Bl is less than B.

You can count for yourself how
many rows are used by this game, and
locate all the places in which the change
has to be made. You have to learn
something on your own.
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When a computer becomes as popular as the Commodore 64, it’s no surprise when
hundreds of software programs for that particular machine appear on the market.

Along with the usual arcade games and business and spreadsheet programs, there is
also an abundance of educational programs that take full advantage of all the sound and
graphics features of the Commodore 64.

In this article, we’ll feature some of these programs in areas such as language arts (in-
cluding spelling and vocabulary improvement), mathematics, preschool enrichment and
more.

Buying Educational Software

Before you shop, you should consider the following questions to help you select
the correct software for your child’s needs. Some of the questions and answers can
also be applied to software in general.

1. Is the program appropriate for the age and ability of my child?

Children of different ages learn in different ways. Very young children (non-read-
ers) may need more concrete instructions than an older child. Also, just because the
program packaging identifies some specific age or grade range, this does not neces-
sarily mean it is right for your child. Read the documentation to get some idea what
the program demands and what it claims to teach. Better yet, ask your child’s teacher
about your child’s ability level.

2. Is this program what my child needs?

There are many programs that are suited for specific skills such as reading, prep-
aration for the SATSs or algebra problem-solving. If you know your child’s needs,
then look for a program that offers instruction and practice in this specific area.




ducational soft-

ware for a wide
range of ages and
subjects is now
available for the
Commodore 64.
This article reviews
over 40 such pro-
grams and presents
their main features
in a convenient
chart. So read and

learn.
By Neil Salkind
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Don’t accept a spelling program if vo-
cabulary-building is what you and your
child are interested in.

You should also be aware that some
programs focus on enrichment while
others focus on remediation. Enrich-
ment programs help children who are al-
ready at or above their expected ability
level. Remedial programs offer repetitive
drills with feedback; they are designed
to help children who are not yet up to
their expected level of performance.

3. Can my child use the program
alone?

Several programs require that a par-
ent or a teacher be there to help get the
program started. If a parent or teacher
is not always present, this may be an in-
convenience. Remember that a child’s
learning can be facilitated by construc-
tive feedback from a parent or teacher,
and that very young children will almost
always need some kind of assistance.

4. Can I find the same, or a similar,
program in one of the popular com-
puter magazines?

Several computer magazines such as
RUN offer listings of educational pro-
grams in their publications. Some also
offer pre-recorded program disks. These
programs are often as good as the ones
that are commercially available, and
they are also much less expensive.,

3. Is the program I want really made
Jor my computer?

It’s surprising how many people
overlook whether the software they are
considering is designed for their per-
sonal computer. As a general rule, if the
advertisement or packaging does not in-
dicate such, you should assume that the
program is not designed for your
system.

Many computer stores tend to focus
on one or a few computer systems, and
it is likely that you can get educational
software for your computer at the same
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store where you purchased your hard-
ware. Be careful, however, since this is
not always the case.

6. What other peripherals do I need
in order to use the software?

As educational software is designed
using more and more of the features of
your personal computer, it seems as
though more peripherals (add-ons) are
necessary.

For example, light pens are becoming
very popular because they increase the
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level of the child’s involvement with the
program. Be sure you ask this question
of the salesperson when you are shop-
ping. Also, be sure that the medium

(disk,
system.
7. How easy is the software to use?

This is a difficult question to answer,
since most good software takes some
amount of time to learn. Thoughtful,
clear documentation can make a big dif-
ference. Some good educational soft-
ware is quite simple to use and also very
effective.

Before you buy, ask to see the docu-
mentation. Is it printed with a 3 x 3
matrix printer, making it nearly impos-
sible to read? Is it written clearly? Is
there a troubleshooting page to help bail
you out if necessary? Also, look for
supplemental material along with the
software, such as a teacher’s or parent’s
guide and workbook.

8. What do the reviewers say?

Right now, there are some 200 com-
puter publications on the market, and
almost every one has a section devoted
to reviewing new educational software
packages.

Try to find a review of the software
that you are considering. If it’s a
popular package, it has probably been
reviewed in several publications.

Also, try to find someone who has
the program and ask for his or her reac-

tape or cartridge) fits your

tion to the product. However, different
people have different software needs, so
don’t jump to the conclusion that if
your friend did or didn’t like it, you will
have the same reaction. Examine it
yourself,

9. How does the software actually ap-
pear on the screen?

If possible, examine the product
‘“‘hands on’’ at the dealer. Here you and
your child have a chance to actually see
how the program works. It’s also a

pmgra;ri }s"'
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great way to judge whether or not it is
appropriate for your child’s ability and
interests. A good dealer will encourage
you to try out the program, hoping
you’ll see the benefits it can give your
child.

10. Is the software guaranteed?

Many companies guarantee that their
software is error free and that they will
replace any damaged disks or tapes with-
in a certain time period. Some compan-
ies allow you to return damaged goods
up to 30, 60 or 90 days after purchase.
Likewise, some dealers will replace
defective materials, while others will not.
If you have a concern, write or call the
company that manufactures the soft-
ware and see if they will guarantee or
warranty their product. Also, be sure to
see if your dealer will stand behind what
he sells.

11. Is this the latest version of the
program?

As you have probably seen, software
authors are always upgrading their pro-
grams. Some dealers want to get rid of
old inventory and get the new versions
on the shelf, so they may cut the price of
the now outdated program, or not even
tell you that a newer version is available,
Be sure you are getting the latest ver-
sion, and call the company if necessary.

12. Will the company guarantee to
upgrade your software when a new ver-
sion is developed?
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When you buy a new piece of educa-
tional software, the company usually
includes a registration card for you to
complete. When upgrades are com-
pleted, many companies will contact
you and offer the opportunity to trade
in your old disk or tape (plus a small fee
to cover handling and postage) for a
new one. Other companies charge a reg-
istration fee.

Now that you have a good idea of
what to look for in a software package,
let’s take a look at some of the educa-
tional programs currently available for
the Commodore 64.

ABC Fun

ABC Fun (Kardinal Software) is in-
tended for preschool and kindergarten
children and stresses recognition and
ordering of the letters in the alphabet.

There are five different levels of play.
The child is shown one to five letters,
and he must indicate what the next letter
in the sequence should be. If the child is
correct, the letter moves toward the
check mark on the screen. If wrong, the
letter moves toward the “x,”” and the
correct letter flashes.

5 Funbunch

Funbunch-Elementary (Unicorn Soft-
ware) has six levels (grades one through
six) and contains two different games.
Word Flash presents the child with a
word for a user-determined amount of
time (from .01 to 999 seconds). After
the word disappears from the screen,
the child tries to retype the word cor-
rectly. Points are awarded for correct
responses, and the session ends after ten
words have been presented. The child
can use either his own list of words or
those provided on the disk. Speed Read
operates in the same way, except that
words and sentences up to 38 characters
long can be entered.

Both games have colorful graphics.
Each player is allowed to reach 100
points regardless of how often he is in-
correct. The games are highly animated,
including interesting sound effects and a
Computer Doodle game (used as a
reward).

Funbunch-Intermediate offers the
same games and design as Funbunch-

Elementary, with the difference that the
www.Commodore.ca
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user is asked to select a group of words
from the computer’s list, rather than a
grade level. All other options and opera-
tions are identical.

A

Py ““Spellbound

V4

# Spellbound (Timeworks, Inc.) is an
arcade-like spelling program that offers
10 levels of difficulty and allows the
child, the parent or the teacher to input
a separate list of words for individual-
ized practice.

The child uses a joystick to move a
bee and *‘sting’’ the correct letters of the
word in the proper order. Depending
upon the level of play, the bee may be
able to cross its own path. The speed of
the bee and the number of letters that
appear on the screen increase with each
difficulty level. Extra points can be ob-
tained by stinging bee hives when they
appear, which can also be used as an es-
cape option if the child gets into trouble.

Individualized lists of words can be
saved for later use. Pausing in the mid-
dle of a game is possible, and the child
gets three tries for each word.

Fay: The Word Hunter

Fay: The Word Hunter (Didatech
Software) is a word-recognition drill
that combines interesting graphics and
sound in an underwater setting. Fay is a
scuba diver trying to locate words in a
grid of letters that corresponds to the
words appearing at the bottom of the
screen. The student uses Fay’s laser to
shoot the words down before time (100
seconds) or laser shots (12) run out,

The program has six different levels
(or lists of words), and the high score is
recorded on the disk under the player’s
name.

Young Folks Series

This series, from Island Software, in-
cludes three separate games that focus
on letter discrimination. The child is re-
quired to identify which of four letters is
different from the other three, or which
letter among a set of five is the same as
the individual letter on the left side of
the screen.

By pressing the S key, a comprehen-
sive summary is produced for the
teacher or parent, revealing which of

THES WORD
2L HUNTER®

a

e Word Search Game. . .
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the 20 letter matchups the child missed,
such as b/d, 1/i, or V/W. One nice fea-
ture of the program is the optional use
of a light pen to indicate choices, which
is especially useful for non-readers.

Hodge Podge

Hodge Podge (Artworx Software,
Inc.) is designed for preschoolers and
focuses on number and letter recogni-
tion. It includes songs, pictures of ani-
mals and note scales.

The program presents the child with a
short, animated vignette corresponding
to the key that is pressed. For example,
when the child presses the letter Q, a
green worm (labeled as “‘quick worm’”)
squiggles across the screen. The N key
produces a number line. Each little vi-
gnette is also accompanied by a song,
with the names of the notes in the song
(such as Do, Re, Mi) appearing in the
lower left-hand corner of the screen.

Word Attack!

This vocabulary builder, from David-
son & Associates, uses a master list of
675 words and four different exercises.

In all four exercises, words are pre-
sented to the child at one of nine levels
in the verb, adjective and noun catego-
ries. The child can choose between Word
Display (where he sees words with their
meanings and how they are used), Mul-
tiple Choice Quiz (the child matches
words with their meanings or the mean-
ings with the words), Sentence Comple-
tion (the child completes a sentence by
providing the missing word), and Word
Attack! (an arcade-style game in which
the child shoots down the correct mean-
ing of a particular word).

The package includes both data and
program disks, and it allows for indi-
vidualized entry of words and review of
incorrect responses. Extensive docu-
mentation is included. Four additional
data disks with 500 words and 20 word
lists each are available,

&
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W M-ss-ng L-nks

M-ss-ng L-nks (Human Engineered
Software) is designed to improve lan-
guage skills, including spelling and
reading, by requiring the child to iden-
tify missing letters and words in pass-

ages from nine different stories, such as
Charlie and the Chocolate Factory and
Little House in the Big Woods.

For each of the nine stories, there are
nine passages available from which to
choose, and there are nine different
levels of clues available. Comprehensive
feedback is given in the form of scores:
the percentage of correct guesses on
first and later tries is given, and correct
answers are provided.

o
gt o™

Word Spinner

Word Spinner (The Learning Com-
pany) requires the child to fill in a wheel
of spaces using clues provided by the
program. The user can set characteris-
tics such as word size (three- or four-
letter words), position of blank spaces
and the letter pattern (e.g., words end-
ing in ““ig”" or ““on’’). After points have
been earned by compleung the wheel,
the child spins for a prize,

The game can be played against a
timeclock, and the program allows the
child to cycle through the alphabet until
he finds the letter combination with
which to work. Another option allows
the printing of the words when the game
is finished.

Learning with Leeper

This program package, from Sierra,
features four games for preschoolers,
concentrating on number concepts and
reading-readiness skills.

The child chooses a game from a
menu by moving the joystick and press-
ing the fire button. In Dog Count, the
child tries to feed the dogs the proper
number of bones. Balloon Pop requires
the child to match the displayed shape
with one of the shapes on the bottom of
the screen. Leap Frog is a simple maze
game where a frog tries to outrun a cat-
erpillar and avoid hitting the wall.
Screen Painting is a draw-and-paint pro-
gram, containing a variety of outlined
pictures for the child to color.

Preschool IQ Builders

This is a set of programs intended for
ages three to six. The programs are de-
signed to teach the concept of same or
different and enhance the recognition
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of shapes, letters and numbers.

Sammy The Sea Serpent and The Ad-
ventures of Oswald are interactive stor-
ies that focus on the development of lis-
tening and motor skills. Teddy's Magic
Balloon is an interactive story with
voice narration that stresses listening,
matching and following directions. Pic-
ture Blocks presents a series of shapes
that can be used to create original pic-
tures or to match patterns generated by
the computer. For each of the four

games, there are several levels of dif-
ficulty. (Program Design, Inc.)

Facemaker

Facemaker (Spinnaker Software) pro-
vides the child with a canvas on which
he can paint and animate a face or play
a memory game where sequences of
face changes presented by the computer
must be matched. The game provides
an understanding of how events occur
in a sequence, and it familiarizes the
child with the idea of programming a
computer to follow a set of instructions.

Building a face includes choosing
from a variety of noses, mouths, eyes,
ears and hairstyles. Once a face is built,
it can be animated with winking, frown-
ing, smiling, crying and ear wiggling. As
the computer animates the face created
by the child, the child must program the
face to match the actions of another
face on the screen.

Early Games for Young Children

This is a set of exercises for ages three
to six. The exercises concentrate on fa-
miliarizing the child with the computer
keyboard and its functions through

g B2RONTHERARa 082
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matching and discrimination exercises.
From the picture menu, the child se-
lects one of nine games. Match Num-
bers presents a single digit from 0 to 9,
and the child must press the corre-
sponding key, Count requires the child
to press the numeral that corresponds to
the number of blocks on the screen.
Add displays two sets of blocks with an
equals sign separating them. The child
presses a key (the total is always less
than nine) to indicate the total. Subtract

has the same format as Add. Match
Letters is identical in format to Match
Numbers, but requires the matching of
letters.

Alphabet helps the child learn the se-
quence of the letters in the alphabet.
After seeing the letter on the screen, the
child must press the key that corre-
sponds to the next letter in correct se-
quence. Names uses parent or teacher
input of the child’s name, and the child
can practice typing his or her name.
Compare Shapes displays four shapes
on the screen and the child determines
which shape is different. Picture Draw
is a drawing program that can save
completed pictures and retrieve previ-
ous ones. (Springboard Software, Inc.)

ﬂ‘*‘!

Kids On Keys

Kids On Keys (Spinnaker Software) is
designed for ages three to nine. It com-
bines letters, numbers and words in
three different exercises.

Letters and numbers float down the
screen in Game 1, and the child must
press the matching key before the letter
or number reaches the bottom of the
screen. Game 2 requires the child to
type in the word that identifies a picture
floating down the screen. In Game 3, a
set of five numbered pictures is dis-

played, and the child must match the
number that corresponds to the word
on the bottom of the screen.

All three games have several levels
and excellent sounds and graphics.
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The Factory (Human Engineered
Software) is a unique exercise for ages

seven through adult. It emphasizes
shape recognition and spatial skills, in-
cluding visualization and manipulation.

As the director of a factory, the play-
er must produce products that have cer-
tain characteristics, such as stripes of
different widths or punched holes of
different shapes. The program can also
present shapes that have to be matched.
Sequencing and patterning are stressed.
This is a challenging program with good
animation.

Moptown Parade

This game of logic provides practice
with sequences and patterns of events
for ages six to ten. These are skills that
children need in their educational devel-
opment, but are often ignored in the
formal classroom settings.

Each of the ““moppets’’ that inhabits
Moptown is one of sixteen characters
organized along the attributes of fat/
thin, tall/short, red/blue and ‘‘bibbits’’
or ‘““frabbits.”

The seven games require the child to
make an exact twin of the moppet on
the screen, choose which moppet in a set
of four is different, find the similarity
among a set of four moppets, create an
opposite moppet to the one on the
screen, figure out which moppet comes
next in a sequence of moppets, decide



Major Bill
has over 3000

allthe challenges of SOLO FLIGHT. But be careful,
because that may take many more flying hours than
hours offlying. e L a Major has!!
He loves the sophistication of the b
SOLO FLIGHT simulation and its real life challenges

of deteriorating weather, failing instruments, and

SOLOFLIGHT is available for Commodore-64, APPLE, IBM,
and ATARI computers. Suggested refail price is only $34.95

Find SOLO FLIGHT at your local retailer, or call or write for
overheating engines!! He knows the reality of flight

— with SOLO FLIGHT he can bring it home!!

MC/VISA, Money Order, or COD orders. Add $2.50 for postage
and handling (Inf’l, add $4.00 USD). MD residents add

Bill Jr. has no real flying hours, but just moments after 5% sales tax,

he plugs in his joystick, he's aitborne, experiencing the fun

and learning of flight. He loves the great 3-D graphics, the th BEsxap::;aer:‘c;arta:gz ;ia:n:.laf:t?; ns
takeoffs, the fouch and go’s, and the NEW "INSTRUCTOR from MicroProse:

PILOT" option which enables the computer fo give him :
flightinstruction just like his fighter pilot Dad would!! o S
Bill Jr. loves the fun of flying — with SOLO FLIGHT
he hasif!!

SOLO FLIGHT is a real flight simulator thatincludes
Y VOR's, ILS, 21 different airports, VFR, and IFR flying.
.

SOLO FLIGHT is easy fo get started with, but you will
w11 TS get hooked on its Fun and Excitement!! Try to master
Commodore 64 Screen Picture

MicroProse Software

10616 Beaver Dam Road,
The Actioni

Cnallenging and Excifing T
Hunt Valley, MD21030  yoder tiscaane Gomepitt
sSimulated — the Excitementis REAL!! (301)667-1151
wwaom@gre.ca
Moy Not Reprigt Witdtrbger

= i e
Excifing 3-Dimensional
Aeriol Com|

Detense of Europe Against

bat Over
Europe in World War i1
Soviel invasion! 11
Circle 68 on Reader Service card,

4ATURTSAPBLE, ond 1BM are registered trademarks of Commadore Business Machines Inc., ATARI Inc., APPLE Computer Inc., and Infernational Business Machines Inc., respectively.



B

SCORE TIME
2 98

HHHH R

g BRONITSEpRAREE 088

Moy Not Reprint Withoul Permission

which moppet comes next in a parade
and figure out the characteristics of
moppets that are allowed into the
clubhouse. Supplementary cards are in-
cluded for practice, and the graphics
(done by an 11-year-old) are outstand-
ing! (The Learning Company.)

Fraction Fever

Fraction Fever (Spinnaker Software)
is a cartridge-based animated exercise
with ten different levels. It requires the
child to search for the fraction picture
that matches the actual fraction. When
the correct fraction is located (before
the time limit expires), the student must
press the space bar or joystick button to
advance up an elevator to the next floor.

On each floor, the student moves
across blocks in search of the correct
fraction. The program stresses recogni-
tion of correct fractions.

Fraction Factory

This is a set of teaching programs
that provides excellent feedback for in-
correct answers. The program attempts
to point out the mistake and correct the
problem-solving process by demon-
strating the correct solution.

Fractions and Sets requires the child
to indicate with a fraction the part of a
whole object that is enclosed in a box.
Equivalent Fractions presents fractions
represented as colored bars divided into
three different colored pieces. The stu-
dent must identify how many bars are
needed to equal the fraction represented
on the left.

In Fractions of a Number, a box filled
with objects is shown with a fraction.
Not all of the objects are visible. The
student must determine the total num-
ber of objects using the fraction given.

Finally, Adding and Subtracting
Fractions provides practice using two
fractions with different denominators.
A number line is used to assist the child.
(Springboard Software, Inc.)

& Multi-Beci
Multi-Beci (Boston Educational Com-
puting, Inc.) is a multiplication drill for
preschool and elementary school chil-
dren. There are a variety of options that
can be selected from the on-screen in-

structions, including timing and the
number of digits (from one to four).

The student is required to complete
each problem by filling in the proper
number where the arrow points, There
is no feedback for correct or incorrect
responses; however, incorrect responses
appear in a different color.

Arcademic Skill Builders in Math

The six programs in this series, from
DLM Teaching Resources, are designed
to teach fundamental math skills using
the action and graphics of arcade
games. The student, parent or teacher
can select game-control options for
speed, content, time and paddle or key-
board control.

Meteor Multiplication is a fast-mov-
ing multiplication drill that is very much
like an arcade-style game., The child
uses the controls to select an answer to
the problem. He then directs and fires a
gun to shatter the invading meteors. An
incorrect answer can lead to the destruc-
tion of the star station.

Demolition Division is a division drill
that is very similar to Meteor Multipli-
cation in the setting of game param-
eters, The goal is to shoot a tank with
your gun by solving the division prob-
lem before the tank’s salvos break down
your wall and destroy your guns. The
program offers excellent and extensive
supplemental materials, such as a teach-
er’s manual and flash cards.

In Minus Mission, the student places
the answer to a subtraction problem in
the robot and fires the laser to shoot
down the correct answer, It is a fast-
moving game that stresses quick re-
sponses to subtraction problems. Also
included with the software are materials
for graphing student progress.

Alien Addition is almost identical to
Minus Mission, except that the focus is
on addition problems. The same options,
as well as supplemental materials, are
available.

Alligator Mix is a fast-paced exercise
that drills the student in both addition
and subtraction. The student controls
an alligator that must eat an apple con-
taining a problem that matches the an-
swer appearing in the alligator’s stom-
ach. The student must also have the
alligator eat mismatches between prob-
lems and answers. As in other DLM
games, speed and difficulty are con-
trolled and a summary of performance
is presented. In addition, supplemental
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materials, such as flash cards and a
teacher’s manual, are included.

Dragon Mix combines multiplication
and division drills using digits 1 through
9. A friendly dragon shoots down
spaceships containing multiplication
and division problems before they can
strike and destroy the city. The drilling
program is accompanied by extensive
supplemental materials.

Success with Math

This is a series of mathematics pro-
grams from CBS Software. The first pro-
gram in the series focuses on addition
and subtraction for grades two through
eight. The second focuses on multiplica-
tion and division for grades seven
through twelve. Each program allows
the student, parent or teacher to deter-
mine the level of difficulty and the num-
ber of problems.

These programs are excellent for drill-
ing in these areas and for helping the
child to understand what the concept of
“carrying’’ means, The programs are
more suitable for practice than for teach-
ing, however. Other programs in the se-
ries deal with fractions, decimals and
linear and quadratic equations.

Comparing Whole Numbers

This package, from Creative Equip-
ment, contains both a cartridge and a
disk. Designed for children in the pri-
mary grades, it teaches the concepts of
greater than, less than and equal to.

The program presents a series of
word problems that ask the student to
decide the relationship between two
quantities. If a response is wrong, the
program presents another problem at a
similar level, using new numbers. If the
student continues to answer incorrectly,
the program reviews the basic concepts.
Worksheets, as well as pretest and post-
test materials, are included, along with
information for teachers.

Numer-Beci

Numer-Beci (Boston Educational
Computing, Inc.) contains five basic
number exercises and is designed for
ages three to six. The exercises are
Count Like Things, Count Unlike

Things, Count Color, Count Shapes
and Count Colors and Shapes.

In each exercise, the left side of the
screen shows the set of objects, and the
right side displays the child’s answer.
Numer-Beci has five levels of play, with
a graphics reward for correct answers to
all ten problems.

o

10 Little Robots

This is a series of five exercises that
stress basic mathematical concepts. Lit-
tle Robot Story teaches the concept
of subtraction through the presentation
of an interactive rhyme. Count the Ro-
bots requires the child to count the ran-
domly-generated number of robots and
press the corresponding key. Robot
Letter Match requires the child to type
the letter that matches the one in the ro-
bot’s box. Robot Addition provides
more addition practice. Robot Drawing
is a joystick drawing program. (Unicorn
Software.)

123 Fun

123 FUN (Kardinal Software) con-
tains two exercises with five levels of
play. The first game displays a number
of objects (up to 20) and asks the child
to press the correct key. The number is
then spelled out. A number line is also
used, giving the child some idea about
the quantitative nature of mathematics.
In the second game, objects (such as
hats or rocket ships) are displayed, and
the child is asked to center the correct
number. At the end of each game, a tally
of correct and incorrect answers is given.

Fay: That Math Woman

This program offers six different ex-
ercises in the basic concepts of addition,
subtraction, multiplication and divi-
sion. It accomplishes this by using a
number line for all operations and by
changing the way in which Fay teaches.
While she goes step by step along the
number line in addition problems, she
hops by even steps in division, showing
how numbers can be grouped. In each
of the six exercises, there are five differ-
ent levels, and Fay travels from one to
the next by the means of an elevator.
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The graphics are uniquely tied to the
learning objectives. When the child is
incorrect, Fay taps her foot in disap-
proval and will eventually show the
child using the number line how the cor-
rect answer can be reached. (Didatech
Software.)

Ships Ahoy

Ships Ahoy (Unicorn Software) con-
sists of four exercises that provide drills
in the areas of addition, subtraction,
multiplication and division. The level of
difficulty and the amount of time al-
lowed for each problem is set by the
user.

Ships Ahoy requires the child to an-
swer basic mathematics problems. When
10 correct answers are reached, a hi-res
graphics display is given as a reward.
Mine Sweeper requires the child to
move his joystick in the direction of the
mine containing the correct answer to
the math problem displayed at the top
of the screen. Sailor Sam checks the an-
swer, and after three incorrect answers,
the program displays the correct one.
Treasure Hunt is a maze game, and Sail-
ing Sketch is a joystick drawing program.

Race Car 'Rithmetic

Race Car ’Rithmetic (Unicorn Soft-
ware) provides drills in the areas of
addition, subtraction, multiplication
and division. There are three difficulty
levels for the drills,

The object of each exercise is to an-
swer the problem at the top of the
screen and move the race car towards
the finish. If the child scores above
90%, a simple Race Car Game is pro-
vided as a reinforcer,

Mathematics

Mathematics (Cymbal Software, Inc.)
is a two-disk package that covers a
broad range of mathematical concepts.
Level 1 of disk 1 contains addition, sub-
traction, multiplication, division, frac-
tions, percentages, decimals, a one-
player game and a two-player game.
Each of these activities contains a vari-
ety of options (including drills), as well
as a final exam where the student is
tested on some of the information that

has been presented in the lesson.

Two unusual features of this compre-
hensive package are the use of a tem-
plate to help the student with the mean-
ings assigned to the function keys, and
an attempt to teach advanced concepts,
such as geometry.

MathWiz

MathWiz: Series 1 (Merritt Software,
Inc.) is a math tutoring program that
emphasizes the basic concepts of addi-
tion, subtraction, multiplication and di-
vision. The student chooses one of six
files, such as mixed number addition or
mixed number subtraction. The avail-
able drills are Howie Adds, Howie Sub-
tracts, Howie Multiplies and Howie
Divides. Howie is a fictitious character
who appears during the various drills
and testing.

The student chooses the number of
problems that he wishes to do, as well as
the percentage of correct answers that
will be acceptable (from 0 to 100%).
The program includes frequent drills
and a well-documented manual for
teachers and parents, .+

Elementary Math Package

This package offers instruction and
drill in place value and numerals. The
student selects an activity and is then
drilled in that specific area. The pro-
gram will not continue in its sequence if
an answer is incorrect. Instead, it waits
for the correct answer before moving
on. (Micro Learningware.)

Challenge Math

Challenge Math (Sunburst Education)
is a set of three programs that are de-
signed to provide practice in basic addi-
tion, subtraction, multiplication and
division.

Alien Intruders requires the student
to find the correct answer to simple
number problems before being eaten by
a dragon. Digitosaurus requires the stu-
dent to judge which of three problems
will give the largest answer; the student
types in the correct answer, and in doing
so the dragon grows older and older.
Math Mansion requires the student to



4

ot

Introducirig TheNew
64-ACCOUNTING SYSTEM.

If you can't put your finger on your total financial
picture, we've got the answer. Software Design, Inc.
has a personal software accounting package
designed for your Commodore 64®.

Even if you're all thumbs, we offer a support line
and an easy-to-follow manual written in plain
English. Created for home and small business
demands, the 64-ACCOUNTING SYSTEM puts
financial management at your fingertips.

FLEXIBILITY

Design your own financial statement with no rigid
account number system, and with flexible subtotal
possibilities. Take the guesswork out of checkbook
balancing. Distribute checks and receipts to 20
separate accounts. Establish monthly, quarterly, or
yearly accounting periods. 64-ACCOUNTING
expands with your financial management needs.

For use with Commodore 64* and disk drive.
Co %ld 1,91.8,.3 — Software Design, Inc.

- weew . Co re.c
e YWY L OL] o, o .
L " Commedore 64 150 n:qw'.r-rva U{J:ﬂfﬂ!ﬁ[k of Commaodore Business Machines, Inc.

I

Software
Beyond Compare

G
NG Wf‘ﬂ~ ACOOUNTING

CONVENIENCE »

Organizing your tax return has never been easier.
64-ACCOUNTING offers up to 10 checking ledgers
for those special home and business accounts.
Teams with your printer to write checks, print
statements, profit and loss and trial balance sheets.
Even offers mini accounts receivable and accounts
payable ledgers.

PRACTICAL BUDGETING

Control your expenses with the 64-ACCOUNTING
SYSTEM'S budgeting ledgers. Monitor your past
expenses against projected costs. It's so versatile you
can select year-to-date totals or any span of months
for comparison budgeting.

Plan your financial future around the 64-
ACCOUNTING SYSTEM. There may never be a
better time than now. $69.95. To order call
1-800-553-0002. In lowa call 1-800-772-5771.

Dealer and distributor inquiries welcome

Circle 48 on Reader Service card.
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work backwards, creating a problem
for a certain answer. Worksheets and a
teacher’s guide provide a complete ed-
ucational package.

Addition Magician

Addition Magician (The Learning
Company) is a unique addition exercise
involving a forgetful, but delightful,
wizard. Using a joystick, the object of
the exercise is to draw a box around a
set of numbers that add up to some
predefined total. The student sets the
amount of the total (up to 20), the num-
ber of turns allowed for finding the cor-
rect answer (up to 20) and the time (fast,
medium or slow). A two-player option
is available, as are several games such as
Tic-Tac-Number and Numbergram.

Add-Sub

Add-Sub (Boston Educational Com-
puting, Inc.) offers extensive on-screen
instructions in an addition and subtrac-
tion drill program targeted at ages five
to nine. The number of digits, the op-
tion to have carrying and borrowing,
the use of decimal points and the length
of time the student has to answer are all
selected by the user.

All numbers are presented in an over-
size format and in color, with an arrow
prompting the student as to where the
answer should be placed.

Survival Math

Survival Math (Sunburst Education)
is a comprehensive and entertaining set
of four programs designed to help teach
math skills. Travel Agent requires the
child to work within a given budget and
plan a trip. Smart Shopper Marathon is
a supermarket shopping trip where stu-
dents are timed as they try to make the
best selections. Hot Dog Stand requires
the planning and record-keeping in-
volved in running a hot dog stand.
Foreman’s Assistant requires the stu-
dent to construct a room by transform-
ing measures in area and perimeter.

The most valuable components of the
program are the extensive supplemen-
tary materials for teachers and parents,
including worksheets and performance
summanes.

Dungeons of the Algebra Dragons

This is an adventure game consisting
of four levels and 20 rooms. The stu-
dent is locked in a dungeon and must
make his way to freedom by searching
through the dungeon for two magic
keys. The student begins with 1000
pieces of gold. When dragons are en-
countered, an algebra problem must be
solved. If the child is correct, then the
pile of gold becomes larger. If the child
is incorrect, the pile of gold gets smaller.
When the gold runs out, the dragon eats
the little on-screen figure!

There are various pitfalls, such as
trap doors, ghosts and spiders. This is
basically a well-designed game that
drills, rather than teaches. (Timeworks,
Inc.)

TEC4

TEC4 (Teaching Technology) pre-
sents addition, subtraction, multiplica-
tion and division problems ranging in
difficulty from the kindergarten level
through grade six. Extensive documen-
tation takes the user through the pro-
gram, giving a detailed explanation_of
each screen. The student, teacher or
parent can choose what set of ‘‘tables”
to work with (twos, threes, etc.) and the
difficulty level. Incorrect responses to
any problem result in direct feedback.

A mouse-like character guides the
student through the various options in
the program. This character appears on
the screen as a teacher, complete with a
pointer and a bugle that sounds when
the student is correct. The Master Menu
offers the chance to review work or
change the options for types of prob-
lems, grade level and so forth. Some
good features of the package are the spi-
ral binding of the documentation (it lies
flat when open!), multiple copies of the
program on the disk, a five-year war-
ranty and the non-violent nature of the
program. [R]

Address all author correspondence to ¥
Neil Salkind, 1235 Tennessee St., Law-
rence, KS 66044.




“*Now Your Commodore 64~
Can Print Like a Pro!”

Gral“‘" Cﬁ

The Revolutionary Printer Interface for the Commodore 64™

A NewErain
Commodore Printing Power.

Grappler CD offers the first complete answer to
your printer interfacing requirements, with many
powerful capabilities unique in the Commodore
marketplace. Complete signal translation allows
many popular name brand printers to operate
perfectly with the Commodore 64, or to imitate
Commodore’s own printer. Even Commodore's
graphic character set can be reproduced on
Epson, Okidata, Star, ProWriter and other popular
printers.

Exclusive Grappler CD features provide a variety
of graphic screen dumps, text screen dumps and
formatting. No other Commodore interface can
offer this.

If you own a Commodore 64...

If you're serious about quality, trouble free
printing... You need the Grappler CD.

Contact your nearest Commodore dealer or call

veww URIRRMISIB {05 @ dealer near you.

Moy Not "Eﬁﬁfﬂf’@: &{'Q‘g‘tg e 1525 are trademarks of Commodore Electronics Limited

lf'r.vl' Epson America, Inc

A Uniquely Intelligent Interface:

¢ Prints Screen Graphics Without Software

¢ Graphics Screen Dump Routines Include
Rotated, Inversed, Enhanced and Double Sized
Graphics.

* Full Code Translation From Commodore’s PET
ASCII to Standard ASCII, the Language of Most
Printers.

¢ Complete Emulation of the Commodore 1525
Printer for printing of Commodore’s Special
Characters.

¢ Dip Switch Printer Selection for Epson, Star,
Okidata, ProWriter and other popular printers.

¢ Conversion Mode for Easy Reading of Special
Commodore Codes.

* Text Screen Dump and Formatting Commands

» 22 Unique Text and Graphics Commands

%
& Orange Micro
H 9 inc.

1400 N. LAKEVIEW AVE., ANAHEIM, CA 92807 U.S.A.
(714) 779-2772 TELEX: 183511CSMA

© Orange Micro, Inc., 1983 Circle 195 on Reader Service card.
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Master
Handicapper™ A
JSerdes éy/ ﬂg/&m‘()f Fores

EVALUATES FROM RACING FORM

Genc

you GRAPHIC REPRESENTAT

PROGRAM
GLD. Thoroughbred *'Gold" Edition™ /

A CFull” featured g analysis designed for the profes-
sonal and senous Novice. $159.95 complete

EGLD. Enhanced “'Gold'' Edition™

“Gold'" Edition with complete Master Bettor TM system integrated
onto the same disk. This powarlul program will transfer all horses
and scores 1o the bet analysis with a “single keystroke."

(Master Bettor TM included) $199.95 complete

GLTD. Limited "Gold"'T™
Enables Professional Handicappers to assign specific values 1o the
racing variables “they' feel are important

PROFESSIONAL HANDICAPPING SYSTEMS

L %

Age 5 Conmstency 15 Speed 10
Class 15 Jockey 15 Workouts 0
Condition 10 Trainer 5 Time of Year 0
Earnings § Post 10 Consistency 5

100% Is Everything OK (Y/N)

Create program weight based on a particular track and fine tune it

for maximum win percantage. This program is designed for “ease

ol use”. The user needs no programming experience.
{containg Integrated BettorTM) $299.95 complate

SPIT
GD. Gold Dog Analysis™

‘Table 1. Descriptions of headings in the accompanying
chart of program features.

Here is a brief description of each of the headings in the ac-
companying chart, explaining how they can help you evaluate
educational software,

1. User Input. Many programs allow you to use your own
word lists or number problems, or set certain parameters
(speed, difficulty, etc.). This helps you to individualize the
software, making it more responsive to your personal needs.

2. Instructions to Parents. 1t is often important for young
children to have some kind of assistance in getting started. In-
structions to parents can help you give your child the guidance
that he needs. It also helps you to become more involved in the
educational process.

3. Documentation. Software documentation is rated 1, 2 or
3, with 3 representing the most extensive and most helpful,
and 1 representing the least helpful.

4. On-Screen Instructions. Some software programs offer
instructions on the screen and do not require the use of a man-
ual. This can be helpful, especially if the program is complex,
with many commands to remember.

5. Non-reader Use. For such basic skills as letter and num-
ber recognition, discrimination and matching, reading is often
not necessary. For the young child, programs that do not re-
quire any reading are much easier to use and can also be more

e gl oo saglitatin b i effective.

el e e 6. Animation. Graphics are used to illustrate the concept
P i ighti : ‘

5 Distance. 10) NEW cass chcator and add to the impact of the overall presentation. Although

M You ¥ neac.8 0reybouad k) e ator not iy Sog B the use of graphics may be entertaining, it does not always

program. $149.95 complete

C= RN SR i

(with integrated Master BattorTM) $199,95

;‘
MHH. Master Harness Handicapper™

Professional software designed to provide a thorough analysis of all
trotter and pacer races in North America and Canada, Features

Class Post Positions Time Finish
Driver Track Conditions Time Last Quarter
Days Since Last Trainer Track Rating
Gender Time Ya Temp Aliowance

$159.95 complete wiintegrated Master BattorTM $199.95

PPX. Professor Jones' Football Predictor, Prof, Pix™
Complete Football Analysis with Dala-Base,

1) Overlays 4) "Over/Under” bels

2) Point Spreads 5) Data Base Stats

3J) "Super Plays'' 6) Hoids 100" teams

Highest percentage of winners 1983 $35.95 complete

$99.95 with Data Base Managemaen!

$$ MB. Master Bettor™

A compliment 1o ALL Master Handicapper programs, includes:

1) Win/Place/Show  4) Trifecta 7) Money Management
2) Quinedla 5) Pik Six 8) Odds Analysis

J) Exacta 6) Daily Double  9) and Much More

A perfect program designed 10 use results from all Master Programs
to generate "best bet” $50.95 complete

BROCHURE AVAILABLE

Siercn? zheck ! rr;me: otroer / VISA / Mastercharge
nclude expiration date) to:
) i "' Prof. Jones

ﬂ 1114 N. 24th St.
Boise, ID 83702

TELEPHONE =5 ]
(208) 342-6939 VISA @
=== :

TERMS: FREE SHIPPING ALL SOFTWARE.
Add §6.00 hardware / C.0.D. Add $6.00 / Add 3
weeks personal checks / Add 4.5% 1D residents /
Add $6.00 outside U.S.A. / Prices subject lo change.

IBM, APPLE, TRS-80,

C-64 AND OTHERS

guarantee that the program is educationally effective.

7. Sound. The use of sound includes everything from open-
ing songs to audio feedback when the user answers correctly or
incorrectly.

8. Feedback. Feedback is an essential part of the learning
process. It can be in audio or video form, and it can be general
or specific. An example of general feedback might be ‘““Good,
Sara. You are right!”’ An example of specific feedback might
be, ‘‘You spelled the word ‘place’ wrong. Please try again.”
The more extensive and direct the feedback, the more effective
the program will be.

9. Summary of Performance, Many programs summarize
the student’s performance. This is especially useful for
teachers since it gives them an idea where the student might be
having difficulty. For example, one program lists all the spell-
ing words in the program and shows the teacher (and the stu-
dent) all the words that were misspelled.

10. Age Levels. This is the approximate range of ages that
the manufacturer recommends as appropriate for the soft-
ware,

11. Supplementary material. Many of the best programs of-
fer other materials to help the parent or teacher use the soft-
ware effectively. For example, supplementary graphics can be
used to chart student progress.

12. Overall Rating. This is a subjective rating from 1 (poor)
to 5 (excellent). One thing that characterizes excellent from
good software is that excellent software feaches a concept or
an idea, while good software provides only drills. Also, ex-
cellent software includes helpful instructions for parents or
teachers, and it also provides helpful materials to assist in the
learning process.




Yendors

Artworx Software, Inc.
150 North Main St.
Fairport, NY 14450

Boston Educational Computing, Inc.
78 Dartmouth St.
Boston, MA 02116

CBS Software
One Fawcett Place
Greenwich, CT 06836

Creative Equipment
6864 W. Hagler St.
Miami, FL 33144

Cymbal Software, Inc.
250 Don Park Road, Unit 17
Markham, Ont., Canada L3R 2V1

Davidson & Associates
6069 Groveoak Place, #12
Rancho Palo Verdes, CA 90274

Didatech Software, Ltd.
549-810 West Broadway
Vancouver, BC, Canada V5Z 4C9

DLM Teaching Resources
One DLM Park
Allen, TX 75002

Human Engineered Software
150 North Hill Drive
Brisbane, CA 94005

Island Software
Box 300
Lake Grove, NY 11755

Kardinal Software

Virginia Microsystems

13646 Jefferson Davis Highway
Woodbridge, VA 22191

The Learning Company
454 Middlefield Road
Menlo Park, CA 94025

Merritt Software
PO Box 1504
Fayetteville, AR 72702

Micro Learningware
Highway 66 South, Box 307
Mankato, MN 56002

Program Design, Inc.
95 East Putnam Ave.
Greenwich, CT 06830

Hodge Podge

Multi-Beci
Numer-Beci
Add-Sub

Success With Math

Comparing Whole Numbers

Mathematics

Race Car 'Rithmetic
Word Attack!

Fay: The Word Hunter
Fay: That Math Woman

Alien Addition; Alligator Mix
Demolition Division; Dragon Mix
Meteor Multiplication;

Minus Mission

M-ss-ng L-nks

The Factory

Young Folks Series

ABC Fun
123 Fun

Addition Magician
Moptown Parade
Word Spinner

MathWiz

Elementary Math Package

Preschool 1Q Builders

Yendors

Sierra

Sierra On-Line Building
Coarsegold, CA 93614

Spinnaker Software Corp.
215 First St.
Cambridge, MA 02142

Springboard Software, Inc.
7807 Creekridge Circle
Minneapolis, MN 55435

Sunburst Education
39 Washington Ave.
Pleasantville, NY 10570

Teaching Technology
3809 Adell Road
Columbus, OH 43228

Timeworks, Inc.
405 Lake Cook Road
Deerfield, IL 60015

Unicorn Software Co.
Liberace Plaza, Suite 8
1775 East Tropicana Ave.
Las Vegas, NV 89109

Table 2. Vendors of the programs reviewed.

Programs
Learning With Leeper

Facemaker
Fraction Fever
Kids on Keys

Early Games for Young Children
Fraction Factory

Challenge Math
Survival Math

TEC4

Dungeons of the
Algebra Dragons
Spellbound

Funbunch-Elementary
Funbunch-Intermediate
10 Little Robots

Ships Ahoy

TwWw.Commodore.ca
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Hodge Podge N N 2 N Y Y Y - - 3-6 N 5 § 21.95

ABC Fun N N 1 N Y Y N Y Y 3-6 N 3 $ 14.95
Spellbound Y N 3 N N N Y Y N 6-10 N 4 $ 2495
Young Folks Series N N 2 Y Y N N Y Y 3-6 N 4 $100.00
Fay: The Word Hunter Y N 2 N N Y Y N N 6-10 N 4 $ 3495
Funbunch-Elementary Y Y 2 X N N Y Y Y, 6-11 N 4 $ 39.95
Funbunch-Intermediate Y Y 2 Y N N Y Y Y 6-10 N 4 $ 39.95
Word Attack! Y Y 3 by N Y Y Y Y 412 N 5 $ 49.95
M-ss-ng L-nks Y Y 3 Y N N Y . Y Y 14-18 N 5 $ 19.95
Word Spinner Y Y 3 Y N Y Y Y Y 6-10 N 5 $ 34.95
Learning With Leeper N Y 3 N Y Y y'¢ Y N 3-6 N B $ 29.95
Preschool 1Q Builders N Y 2 N Y Y Y Y N 3-6 Y 4 $ 26.95
Facemaker Y Y 2 Y Y Y Y X - 3-6 N 5 $ 3495
Early Games for

Young Children N Y 3 Y Y Y Y Y N 3-6 N S $ 3495
Kids on Keys N Y 3 N Y Y Y b 4 N 3-9 N 5 $ 29.95
The Factory Y Y 3 N Y Y Y Y - 7 up N 5 $ 19.95
Moptown Parade Y Y 3 Y N Y Y Y N 6-18 N 5 $ 39.95
Fraction Fever N N 2 N b Y Y N N T up N 4 $ 3495
Fraction Factory N N 3 N Y. Y, Y ¥ Y 7-13 N 5 $ 29.95
Multi-Beci X Y 2 )y ¢ N Y N N N 7-13 N 4 $ 2495
Meteor Multiplication Y Y 3 N N Y Y N N 7-13 Y 5 $ 34.00
Demolition Division Y Y 3 N N Y Y N N 7-13 Y 5 $ 34.00
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Minus Mission Y Ve 3 N N Y Y Y : 6-18 Y 5 $ 34.00
Alien Addition Y Y 3 N N Y Y Y Y 6-18 Y 5 $ 34.00
Alligator Mix Y- Y 3 N Y Y Y Y Y 6-10 Y 5 $ 34.00
Dragon Mix " Y Y 3 N N Y Y N N | 7-13 Y 5 $ 34.00
Success With Math Y N 1 Y N N N Y Y 7-18 N 3 $ 2495
Comparing Whole
Numbers 7-13 4 $ 39.95
Numer-Beci 3-6 4 $ 24.95
10 Little Robots 3-7 3 $ 39.95
123 Fun 3-7 N 3 $ 14.95
Fay: That Math Woman 7-13 N 5 $ 29,95
Ships Ahoy 5-13 N B $ 39.95
Race Car "Rithmetic 5-13 N 3 $ 39.95
Mathematics 7-13 N 5 N/A
MathWiz 7-13 3 $100.00
Elementary Math
Package 7-13 4 $ 50.00
Challenge Math 6-10 5 $ 55.00
Addition Magician 6-10 4 $ 3495
Add-Sub 5-9 4 $ 24.95
Survival Math 6-10 5 $ 55.00
Dungeons of the
Algebra Dragons 14-18 4 $ 24.95
TEC4 6-10 5 $ 39.95

www.Commodore.ca
Moy Not Reprint Withoud Permission
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Sight & Sound Music
Software can do more than
turn your Commodore 64
into a music synthesizer.

Deep within every Commodore 64
lurks the unexpected. A versatile
music synthesizer. A music video
machine. Even a three-track recorder.
All waiting for you to control. All you
need is Sight & Sound Music Software
to make and record sounds that rival
those of a real synthesizer. Including
brass, strings, piano, guitar, electric
bass, drums, funky clav, space wah
and other sounds.

It's so easy that anyone

can create and record music.

If you can press a few computer keys,
you have all the skill it takes to create
and play music. They're that music
friendly. Our easy-to-follow, fully
documented instructions guide you
through every program.

And you can let your imagination
soar. Creating and recording your
own sounds. Your own songs. Your
own music. Using the polyphonic
keyboard. Playing across a full 8-
octave range.

With one-finger, you can control
wave form, vibrato, sweep and other
special effects.

SIGH T

We unleash the music in you.

mark of Commodore

www'Cotm modore:ca
Moy HSF REBHRP NI Wamission
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No one else offers our
exciting animated graphics.
Or the music of the famous

recording artists we offer.

Every Sight & Sound Music Software
program features eye popping graphics
that explode across the screen.

And you can generate your own
colorful graphics. Then, synchronize
them to your own music...or to
melodies made famous by Michael
Jackson, Lionel Richie, Billy Joel
and others.

A dozen different ways
to have fun with -
computer music.

Sight & Sound Music
Software offers music
for everyone's musical
interest, Like the
Kawasaki Synthesizer
that instantly puts a
synthesizer's sound
and flexibility at your
fingertips.

Or, the Kawasaki
Rhythm Rocker that
creates space sounds
and graphics to the pre-recorded
rhythms of electronic sound.

Or, even our Music Processor
that allows you to create, edit, record,

play and even compose your own
musical arrangements.

From learning programs to the
songs of your favorite artists...we've
got it all.

A keyboard that makes
easy-to-play even easier.

An easy way to get started making
music is to begin with our Incredible
Musical Keyboard. It fits over your
computer keyboard and allows easy
note-by-note play. Included with this
optional keyboard is an introductory
music software program and two music

books. One for
l the beginner, the
other for the
more advanced
musician,

So, see your local computer soft-
ware dealer for all the exciting Sight &
Sound Music Software. And unleash the
music in you.

SQUMND

Music Software, Inc.
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I began writing the 64 Speller to help my seven-
year-old daughter with her weekly spelling lessons.
I wanted the C-64 to prompt her to spell a word,
then to check to see if she had spelled it correctly.

The major problem was coming up with an in-
teresting and usable prompt, one that wouldn’t
display the word. A speech synthesizer would have
been nice, but I didn’t have one. The solution was
to offer a definition of a word, then let her spell
the word it defined. This approach tumned up a plus,
because the display of the definition increased the
learning.

What’s It All About?

This program not only reinforces spelling, but
also knowledge of word meanings and awareness
of the keyboard. And the 64 Speller is enjoyable.
It’s full of sound—nice sounds when the child’s
spelling is correct, not-so-nice sounds when it’s
wrong.

C 480 08 SRaHE 060
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This program is friendly, too. It first displays all
the words that will be in the program and lets the
child study these for as long as he or she pleases.
Once the child gets into the actual program, it re-
mains friendly with aids.

The word definitions are slowly scrolled across
the screen with attention-keeping clicks, and other
prompts are announced with a tone.

Pressing the F1 key provides the child with
clues. It gives aid one letter at a time, repeating
clues after each spelling try, and also adding letters
after each try, up to and including the total word.

And, of course, there’s a reward for getting the
word right—Casey Jones rolls along ‘‘on the right 2
track’’ in his smoke-puffing and sound-chugging
locomotive. The program reinforces the correct
spelling with a final toot of the train whistle.

This continues until the child correctly spells all
the words in the program’s memory. The program
then says goodbye with a hearty ‘“Well done!”’ fol-



......

By Gary Fields

In this program, your child’s ability to learn
words and their definitions isn’t measured by
points. Noises, clues and a smoke-puffing
sprite train make learning fun.

lowed by a final review of the spelling words.

Providing the Words

The words are placed in the program by a parent
or teacher. The program prompts the correct entry
through a special ‘‘change WORDS/DEFINI-
TIONS F2’’ routine (lines 80 and 155).

Words and definitions should be entered in even
numbers because the data display is read in pairs..
So, if you enter 11 words and definitions, add an-
other to make an even 12. Also, the definitions
should be less than 40 letters in length (try a longer
one and you’'ll see why).

Our practice at home is to duplicate each week’s
spelling-lesson words into separate programs titled
Speller 1, Speller 2 and so on. One disk is re-
served just for spelling words. That way, the child
can go back and try old lessons again. Or, if
you’re like us and have a younger child, the saved
lessons may be for his or her future.

www.Commodore.ca
May Not Reprint Withoul Permission

Descriptions of Lines

Line 15. Sets the screen color and switches to
upper-/lowercase.

Line 20. Sets the basic sound and sprite-
generating variables.

Line 25. Puts the data-reading pointer to the 0
in line 2950.

Lines 50-95. Title page.

Lines 80 and 155. Prompt for the word-replace
routine.

Line 87. Reads and Pokes the train into
memory.

Lines 100-165. Display the words this program
will review.

Line 190. Makes the data pointer look at the
first words.

Line 210. Reads the first word and definition; cc
is the clue-variable counter.

Line 215. Looks to see if all the words have
been used.

Lettering by Erick Ingraham / Alrbrushing by Alden Thrasher
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Listing of the 64 Speller program.

EM *** THE 64 SPELLER ***

POKE53281,1:POKE5328@ ,1:PRINTCHR$(144);CHR$(14) ;CHRS
(147)

CLR

S5=54272:V=53248

RESTORE

REM *** TITLE ***
FORX=1T06 : PRINT :NEXTX
PRINTTAB(13)"{SHFT T}HE 64 {SHFT S}PELLER"
PRINT:PRINTTAB(13)"BY {SHFT G}ARY {SHFT F}IELDS"
PRINT:PRINT:PRINT:PRINT
PRINTCHR$(18)" {3 SPACEs)}{SHFT N} {SHFT O} {SHFT T} {SHF
T E} TO PARENT/TEACHER{15 SPACEs}"
PRINT:PRINTTAB(4)"{SHFT T)}O CHANGE {SHFT W) {SHFT O} {
SHFT R)}{SHFT D} {(SHFT S}/(SHFT D} {SHFT E}{SHFT F}{SHF
T I}{SHFT N}{SHFT I}{SHEFT T}{SHFT I}{SHFT O}{SHFT N}
{SHFT S} - {SHFT F}1"
FORX=1TO4¢ : PRINTCHR$(183) ; :NEXTX:GOSUB2¢@¢@
FOR PR=@TO62:READPQ:POKE832+PR,PQ:NEXTPR
FOR X=1TO1¢d
GETF1$:IFF1$=""THEN9S
IFF1$=CHR$(133)THEN25¢¢
NEXTX
REM *%* DISPLAY WORDS ***
PRINTCHR$(147)
PRINT:PRINTCHR$(18)" {SHFT H}ERE ARE THE WORDS YOU W
ILL BE SPELLING':PRINTCHRS$(146)
READA1$
IFA1$="-1"THEN15¢
READB1%$,A2%,B2%
PRINTA1$:GOSUB2¢¢¢
PRINTCHR$(145); TAB(2¢ )A2%:GOSUB2¢ ¢ ¢
GOTO11¢
PRINT:PRINTCHR$(18)" {SHFT P}{SHFT R}{SHFT E}{2 SHF
T Ss} ANY KEY TO BEGIN{16 SPACEs}"
PRINT:PRINT:PRINTTAB(3)" {SHFT T}O CHANGE {SHFT W} (S
HFT O)}{SHFT R} {SHFT D} {SHFT S}/ {SHFT D}{SHFT E}{SHF
T F}{SHFT I}{SHFT N} {SHFT I}{SHFT T} {SHFT I}{SHFT O
} {SHFT N} {SHFT S} - (SHFT F}1"
FORX=1TO4@ : PRINTCHR$(183); :NEXTX : GOSUB2@¢¢
GETF1$:IFF1$=""THEN16§
IFF1$=CHR$(133)THEN25¢¢
RESTORE : FORPR=@TO62 : READPQ:NEXTPR
PRINTCHR$(147)
READ A$,B$:CC=¢
IF A$="-1"GOTO 15¢¢
REM *** DISPLAY OF B$ 220-245
FORX=1TO06 : PRINT :NEXTX
PRINT :PRINT
PRINT" {SHFT T}HIS DEFINES A WORD YOU KNOW."
FORX=1T04¢ : PRINTCHR$(183) ; :NEXTX:PRINT:PRINT
FORI=@TOLEN(B$)
POKES+24,6:POKES+1,126 : POKES ,6:POKES+5,12¢ : POKES+6 ,
3¢ : POKES+4,33
PRINTLEFTS$ (B$,I+1):POKES+24,¢
PRINTCHR$(145);CHR$(145) : FORX=1T04¢ : NEXTX
POKES+1,@:POKES ,  : POKES+5,§ : POKES+6, ) : POKES+4 , § : NEX
TI
PRINT:PRINT:FORX=1TO1¢@ :NEXTX
INPUT" {SHFT C}AN YOU SPELL THE WORD";C$
FORX=1T0O5@ :NEXTX
IFC$=A$GOTO6@¢
IFC$<>A$GOTO8¢ ¢
REM *** WINNING ROUTINE ***
PRINTCHR$(147) : FORX=1T09 : PRINT :NEXTX
SM=24:REM *** START SMOKE LOCATION *%*
POKEV+4, 20 :POKEV+21,4:POKE2¢42,13:POKEV+29,4:REM E
XPAND & POSITION SPRITE
POKEV+41,$:REM MAKES TRAIN (SPRITE 2)BLACK

Lines 225-270. Slowly scroll the
definition (b$) with clicks.

Line 280. Asks for the word defined.

Lines 300-310. Check the spelling
and go to the correct or incorrect
routine.

Lines 600-790. The correct spelling
routine.

Line 610. Turns on the sprite and
expands it.

Line 612. Makes sprite black.

Lines 622-624. Draw the tracks.

Line 625. Makes the train move
from right to left.

Line 644. Chugging sound.

Line 645. Places the train in the
correct starting location.

Line 646. The smoke variable is sm.

Line 651. Turns the chugging sound
off.

Lines 657-661. The two train toots.

Line 662. Turns sprite off.

Lines 730-790. Make smoke come
out of train’s stack.

Lines 800-910. Incorrect spelling
and clue routine.

Lines 810-840. Buzzer.

Lines 892-894. Check for clue
request.

Line 895. Prints clue using LEFT$
command.

Line 910. Checks to see if new spell-
ing is correct.

Lines 1500-1820. The win routine
and sound.

Lines 1830-1890. Display the word
list for the last time.

Lines 2000-2030, Beep tone sound.

Lines 2500-2900. Aid routine to
replace data.

Lines 2950-2953. Train sprite data
lines.

Lines 3000-4999. Replaceable data
lines.

Line 5000. End of data line—never
replace this line.

For those of you who don’t want to
type in this program, send me a cas-
sette or formatted disk, along with a
self-addressed, stamped mailer and $3
to cover copying, and I’ll be glad to
provide you with a copy. Bl

RUN It Right
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Address all author correspondence to
Gary V. Fields, 86 Lanvale Ave,,
Asheville, NC 28506.




DISKOVERY

DISKOVERY software is

% developed by
\ experienced educators

‘\ and is soundly based
8 on school core
\ curriculum. Every

. DISKOVERY lesson
is child tested!

DISKOVERY IS REAL
EDUCATIONAL VALUE

DISKOVERY takes
children's skill
development seriously
then injects the fun to

Helping children learn is
what DISKOVERY
software is all about.
DISKOVERY learning is
challenging and every
DISKOVERY lesson
helps children gain new
insights, see new
relationships and learn
the important skills.
Success in learning means
success at school.

\ S SR make k:llacquismon long lasting.
DISKOVERY LEARNING IS SERIOUS FUN \ 27 DISKOVERY software takes full advantage of
DISKOVERY activities are exciting, stimulating, in- your computer's color, sound and graphics to make

volving— all the elements that make learning happen. your child's learning fun and successful.

[ DISKOVERY el
WORKS

Actroilies ™At teach math

| b ' Actvifes pat mu- mm

e e

AGES 3to 8 READING SKILLS MATH SKILLS . AGES 6 to 12 HEADING SKILLS

ALPHABET MATCH-UP is 4 ADDING MACHINE TAKE AWAY ZOO THE WORD BIRD TIME ZONE

FACTORY allows arcade style games teaches children lets children learn helps children enhances abilities

children to “‘work” that prepare addition facts how to subtract in understand spatial to see relationships

with Robbie the children for reading  using an interactive a fun, game format. relationships and between objects in

Robot in the and writing. game format, fun * Counting the words that tell ~ space and evenlts

Alphabet Factory * Letter, symbol, graphics and * Set separation about them using in time using

packing and number matching & animated action. * Subtraction facts bright, funny and colorful, humorous

shipping upper and  recognition * Adding facts * Math practice exciting graphics.  settings.

lower case letters.  « pynctuation * Number * Number awareness  * Vocabulary * Vocabulary

* Upper & lower case * Alphabet learning comparisons * ELECTRIC REPORT development development
alphabet learning  * Eye-hand * Set combinations CARD * Word order * Word order

* Letter matching coordination * ELECTRIC REPORT  (Print-out option) * Sentence meaning * Time words

* Symbol recognition * Beginning reading CARD (Disk & cassette for * Spatial words * Sentencelmeaning

* Early reading {Disks for Commodore 64 (Print-out option) gg;’;:;‘“‘"“’ 64. Disk:for * Reading * Reading

(Disks for Commodore 64 and Atarl) E:I:Jiak & cassettatlror ) (Disks tor Commodore 84)  (Digk for Commodore 64)

and Atari) A:;‘;:;odcre 64, Disk tor

DISKOVERY disks cost $29.95, cassettes $27.95. Circle 121 on Reader Service card.
To order CALL (716) 874-5510 use VISA or Mastercard.
Mail orders add $1.50 shipping. NY residents add sales tax.

GLADSTONE ELECTRONICS, 1585 Kenmore Ave., Buffalo NY 14217

C“? ﬁ@'mm@SOFTWARE Also available at fine software retailers.
May wpi*.auw- fem) | * on any DISKOVERY program purchased before October 31, 1984, Mail cash recelpt along with this ad.
E Allow 30 days for processing,



Circle 175 on Reader Service card.

Super
Software
Specials!

For Commodore 64

$1.00 credit for phone orders over $100

LIST SPECIAL
GAMES
Aerobics. .. .o.ieniiinnn D 44,95 32.26
BeachHead ............ D 34.95- 24.86
Beyond Castle Wolfenstein . D 29.95. 21.66
Chess (Odesta) .......... D 69.95- 50.76
Dallas Quest ............ D 34.95- 24.86
International Soccer ... ... 1] 24.95- 17.96
Knights of the Dessert. .. .. DC 39.95- 28.56
JOUSE S, L coll  MATINERICAE X 44.95- 3719
Lode Runner............ D 34.95- 24.86
Minnesota Fats Pool . ... .. X 29.95- 21.66
Operation Whirlwind . . .. .. D 39.95- 28.56
Pole Position. ........... X 44.95- 37.19
0 e A R X 49.95- 3596
Ringside Seat ........... D 39.95- 28.56
Sargon sy o DC 34.95- 24.86
Star League Baseball .. ... ] 31.95- 22.64
Summer Games ......... D 39,95 - 28.56
TIAINS | e oo s s s i D 39.95- 28.56
Ultima:d st s D 54.95- 39.66
Ulysses + Golden Fleece . . D 32.95- 23.88
EDUCATIONAL
Addition Magician........ D 34.95- 24.86
Algebra Arcade. . ........ D 49,95 - 35.96
Alligator Mix............ D 34.00- 24.16
Cell Defense . ........... D 34.95- 24.86
Delta Drawing. .......... X 39.95 . 28.56
Ernie’s Magic Shapes ... .. D 32,95 23.38
Goren: Learning Bridge ....D 79.95- 5B8.16
KIOWETRr e e benra e D 34.95- 24.86
Math Blaster! ........... D 49.95 - 35.96
Musicalc Pro. ........... D 149.95-108.96
SAT (Barrons). .......... D 89.95 - 65.56
SATIUBS) B s D 150.00-108.96
SAT: (Keell)os szl D 299,95 - 249,96
S ] L e 1] 49.95- 35.96
WIZIYDB vzt ] 34.95- 24.86
Word Spinner . .......... D 34.95- 24.86
Ask for FREE price list
Educators: ask for special educational catalog
OTHER
Data Manager 2 ......... D 49.95 - 35,96
80 Column Card
(Batteries Inc.). ... ... 199.95 - 145.96
Homeword ............. D 69.95- 50.76
Home Accountant, . ...... D 74,95 - 54.46
Koala Pad,....cooeivins 99.95- 71.96
Micro Cookbook ......... D 34.95- 24.86
Multiplan. . ............. D 99.95- 71.96
Paper Clip w/Spell Pack....0  119.95- 86.76
PhiBetaFiler ........... D 49.95- 35.96
S AN o vinah D 59.95 . 42.36
Super Clone Machine, ... .. D 4995 35.96
SuperText.....coveniin D 99.00 - 71.96
Superbase 64........... D 99.95. 71.96
The Consultant .. ........ D 99.95- 71.96
Word Writer ............ D 49.95- 35.96
Word Pro 3 +/and spellright D 99.95- 71.96
Please specify format
c=cassette d=disk x=cartridge
NTE
® 05 004 M0, o Cart Checks + Schoat P,
* VISA » MasterCard » Checks Allow 2 Weeks
* N.Y.5. Res. Add Sales Tax = US Orders
US Funds 53,00 & 1 « Fassign, Charges Oy
A’ECEE’ Min. P& H §7.00

Source TCP 637, Compuserve 721351710
Box 525, Dept. 40
East Setauket, N.Y. 11733
(516)751-2535

Listing continued.

62¢ PRINT;A$:FORX=1T02¢@ :NEXTX

622 PRINTCHR$(152);:FORX=1TO7 :PRINTCHR$(178) ; : NEXTX

623 PRINT" {SHFT Y}OU'RE ON THE RIGHT TRACK";:FORX=1TO6:
PRINTCHR$(178) ; :NEXTX

624 PRINTCHR$(144)

625 FORTN=20@TO24STEP-8:REM SPRITE MOVEMENT COUNTER

644 POKES+24,15:POKES+1,145:POKES,f:POKES+5,§:POKES+6,2
4 : POKES+4,129

645 POKEV+4,TN:POKEV+5,12@¢:REM ** SPRITEMOVER X AND Y L
OCATION

646 IFSM<1THENSM=1

647 SM=SM-1:REM *** MOVES SMOKE RIGHT TO LEFT

648 GOSUB75¢

65¢ FORPU=1TO4@ :NEXT PU

651 POKES+24,@:POKES+1,#:POKES,§:POKES+5,0:POKES+6,§:PO
KES+4,# : NEXTTN

653 POKES+24,15:POKES+1,155:POKES,255:POKES+5,#:POKES+6
,240: POKES+4 17 :REM TOOT

655 PRINTCHR$(19] FORX=1TO6 : PRINT :NEXTX: PRINTTAB(14)" (S

657
658

659
660

661
662
663

664
670

675
68¢

709
739
75¢

760

780
79¢
799
8¢¢
8@
Re2

8¢5
814

82¢
825

83¢
84¢

865
87¢
s8¢
899
892

893
894
895

896
898

HFT Y}OU GOT IT!!"

FORX=1TO5@@ : NEXTX

POKES+24 ,: POKES+1,f : POKES , ) : POKES+5 , # : POKES+6 , # : PO
KES+4,0

FORX=1TO3¢@ :NEXTX:REM PAUSE BETWEEN TOOTS
POKES+24,15:POKES+1,155:POKES , 255 : POKES+5, : POKES +6
,24% : POKES+4,17 :REM TOOT

FORX=1TO5@@ : NEXTX

POKEV+21,@:REM *** TURNS SPRITE OFF

POKES+24 ,@:POKES+1, @ :POKES, f: POKES+5, 0 : POKES+6 ,9 : PO
KES+4,§

PRINTCHR$(147) :FORX=1T0O6 : PRINT :NEXTX

PRINTCHR$ (18 )A$;CHR$(146);" IS THE CORRECT SPELLING
L1}

GOSUB2¢¢¢

FORX=1TO1¢@¢@ :NEXTX: PRINTCHR$(147) : FORX=1TO6 : PRINT:N

EXT

GOTO2¢¢

REM **** SMOKE ROUTINE ***

PRINTCHR$(19); :FORX=1T08:PRINT:NEXTX:REM MOVES SMOK
E DOWN 6 LINES

PRINTTAB(SM) ;CHR$(31);CHR$(42);CHR$(32);CHR$(42):RE
M PRINTS SMOKE

PRINTCHR$(144)

RETURN

REM *** INCORRECT ROUTINE ***

PRINTCHR$(147)

FORX=1TO6 :PRINT:NEXTX

PRINT" (SHFT Y)}OUR ANSWER ";CHR$(18);C$;CHR$(146);"
IS INCORRECT."

REM *** BUZZ SOUND ***
POKES+24,15:POKES+1,3:POKES,255:POKES+5,: POKES+6,2
4¢ : POKES+4,33

FORX=1TO6@@ : NEXTX
POKES+24,15:POKES+1,34 : POKES , 75 : POKES+5, 128 : POKES+6
,128:POKES+4,39

FORX=1TO6@@ : NEXTX

POKES+24 ,@:POKES+1,# : POKES , @ : POKES+5, f : POKES+6 ,# : PO
KES+4,#

PRINT:PRINT" {SHFT T}RY AGAIN"

FORX=1TO8@@ : NEXTX

PRINTCHRS$(147) :FORX=1T06 : PRINT :NEXTX

PRINTBS$ : PRINT :FORX=1TO5@@ : NEXTX
PRINTCHR$(18);" {SHFT W}OULD YOU LIKE A CLUE? {SHFT
P}RESS {SHFT F}1 "

GETCL$:IFCL$=""THENB93

IFCL$<>CHR$ (133 )THEN9¢ @
CC=CC+1:PRINT:PRINT:PRINTTAB(15); LEFT$(A$,CC):FORX=
1TO5@@ :NEXTX

PRINTCHR$(147):FORX=1T06 : PRINT : NEXTX
PRINTBS : PRINT : PRINT

Cx 32 N SRR 1661
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Listing continued.

9¢@ INPUT'"{SHFT P}LEASE SPELL THE WORD ";C$
91¢ GOT029¢
1499 REM *** END ROUTINE **%*
15¢¢ FORX=1TOS5@@:NEXT:C=§
151¢ PRINTCHR$(147):FORX=1T06:PRINT:NEXTX
179¢ POKES+24,15:POKES+1,13@:POKES,#:POKES+5,9:POKES+6,
240 : POKES+4,21
1795 PRINT'" {SHFT G} {SHFT R)}{(SHFT E}{SHFT A}{SHFT T} YOU
GOT THEM ALL {SHFT R}{SHFT I}{SHFT G} {SHFT H}{SHF
T T}!!":C=C+1
1797 FORX=1TO6@@ :NEXTX:PRINTCHRS$(147)
180§ POKES+24,0:POKES+1,0:POKES,{:POKES+5,0:POKES+6,f:P
OKES+4,0
181¢ FORX=1TO6:PRINT:NEXTX
182¢ IFC<4GOTO179¢
183¢ PRINTCHRS$(147):RESTORE:FORPR=@TO062:READPQ:NEXTPR
184¢ PRINTCHR$(18)'" {SHFT H}ERE ARE YOUR SPELLING WORDS
AGAIN. "
185¢ READA1S$
1855 IFA1$="-1"THENEND
186¢ READB1$,A2%,B2%
1880 PRINTA1$;:PRINTTAB(2()A2%
189¢ GOTO185¢
1999 REM **** BEEP SOUND ****
2¢9¢ POKES+24,15:POKES+1,45:POKES,{f: POKES+5,9:POKES+6,
:POKES+4,17
2019 FORX=1TO4@@ :NEXTX
2(¢2¢) POKES+24,@:POKES+1,@:POKES,#:POKES+5,:POKES+6,f:P
OKES+4,§
2039 RETURN
2499 REM **** ADD DATA ROUTINE ***
25¢¢ PRINTCHR$(147)
251¢ PRINT:PRINT:PRINT
252¢ PRINT" {SHFT W)}ORDS AND DEFINITIONS ARE STORED IN{5
SPACEs } {SHFT D}ATA LINES"
2525 PRINT" {SHFT T}HESE ARE LINES 2999-4999"
253¢ PRINT:PRINT" {SHFT W}HEN REPLACING, BE SURE TO ENTE
R:"
254¢ PRINT:PRINT" (SHFT D}{SHFT A}{SHFT T}{SHFT A} LINE
FOLLOWED BY 'DATA'"
2545 PRINT" THEN THE {SHFT W}{SHFT O}{SHFT R} {SHFT D} F
OLLOWED BY COMMA"
255¢ PRINT'" THEN THE {SHFT D}{SHFT E)}{SHFT F){SHFT I}{S
HFT N}{SHFT I}{SHFT T)}{SHFT I}{SHFT O} {SHFT N} NO
COMMA"
2555 PRINT:PRINT" {SHFT R}EMEMBER- THE DEFINITON CAN NOT
BE OVER 39 CHARACTERS LONG"
26@¢ PRINT:PRINTCHR$(18)"{SHFT P}RESS {SHFT R}ETURN TO
LIST DATA LINES";:INPUTF2%
29¢¢ LIST2999-4999
295¢ DATA@,%,%,25,191,255,31,191,255,31,156,6,15,12,244
15
2951 DATAA45,244,95,252,18¢4,127,252,116,255,252,52,255,2
55,252,127, 255
2952 DATA254,95,255,255,3,255,255,3,255,255,15,254,8, 31
, 252, 254
2953 DATA63,253,131,12¢,61,57,243,157,57,246,193,131,3,
128,254
2999 REM *** DATA LINES ***
3¢¢¢ DATA "DOG","{SHFT A} FOUR LEGGED PET THAT BARKS"
3¢¢2 DATA "PENCIL","(SHFT Y}OU USE IT TO WRITE AT SCHOO
L"
3¢¢4 DATA "ELEPHANT","{SHFT T}HE BIGGEST ANIMAL ON LAND

3¢@¢6 DATA "ALPHABET"," {SHFT W}HAT ALL THE A,B,C'S ARE C

ALLED"
3¢24 DATA "MORNING","{SHFT T}IME OF DAY WHEN YOU FIRST
WAKE up"

3¢28 DATA "FRIEND",'"{SHFT S}OMEONE YOU LIKE VERY MUCH"
5539 DATA "—‘["’"_1"'"_1"'"_1"

Circle 173 on Reader Service card.

From
The M&M Software Company

TOYBOX is a versatile combina-
tion of easy to use toys and
games for one or two players
specially designed for young
Commodore 64 users. Emphas-
izes cooperative play.

The Drawing Toy
Joystick or trackball draws color
pictures. Fill in, erase, and save too.
Pictures can be printed on Com-
modore 1525 (or compatible)
Graphics Printer.

The Plotting Toy
Shocts straight lines between the
two cursors. Cooperate to create
designs...interchange with The
Drawing Toy.

The Games
Match numbers, letters, and
shapes to beat the clock. Match
words to beat the clock. Two
separate games.

Toybox Tag
Tag with the two cursors —simple,
silly and fun.

includi hippi
$34.95 crc harding.

Toybox with Wico Track Ball $70.95

E.  ATERS S T S EFTR STreiY
Disk Copy Program Available for
Cé4 Single Drive Systems.

Compact machine languuge
program backs up complete disk®,
sector for sector, with only three
disk swaps. Audible signal alerts
operator to switch disks.

* will not handle some copy protecticn schemes.
including shipping
$19.95 o harwing

The M&M
Software Company

PALO ALTO. CALIFORNIA
Phone Orders (MC/VISA)

800-227-2400 Ext. 950
800-772-2666 Ext. 950

(within California)
Crders ond Information write for

3790 El Camino Real, Suite 2003,
\ Palo Alto, CA 94306 J

(=

www.Commodore.ca

Moy Not Reprint Withoul Permission
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SIDESTEP!

By Fran O’Gorman

In Sidestep, you use a joystick (in port 2) to lead
an imaginary man from the upper left corner of the
screen, through a maze, to the lower right corner.
As you do this, the man leaves a trail of footsteps
and produces the sound of footsteps. If you lead
the man into a wall or cause him to retrace his
steps, the game ends, and your score is deter-
mined by how many successful footsteps or me-
ters you made before this.

If you are able to lead your man completely

b Fevrr




through the maze, you receive a much
higher score, which is multiplied by how
many steps you needed to reach that
goal. You're also rewarded for succeed-
ing if the randomly-designed maze was
particularly difficult or if you chose a
more difficult path and still succeeded.
When the game ends, you may begin
again by pushing the joystick button.

More Than a Game

While just about anyone would enjoy
Sidestep, I feel it would be particularly
useful to a young child. It involves a cer-
tain degree of problem solving, in terms
of planning and

spatial awareness, and
an opportunity to apply these skills in a
fun but unhurried manner.

I did not include a time factor, and I
allowed a certain amount of points for
the player who is unable to lead the
man’s footsteps to the goal (which is in-
dicated by a question mark).

Should the mazes prove either too
difficult or too easy, adjust the number
20 in line 11. If, for instance, you in-
creased this number to 30, the game
would be more difficult, while if you de-
creased the number to 10, the game
would be easier.

Visual left-to-right tracking and an
ability to visually ‘‘take in’’ a total
screen, or page, are skills sought on the
pre-reading level, so this game may
have some educational value. Other-
wise, you can view it as an undemand-
ing exercise of eye-hand coordination,
which can be of value at any age.

RUN It Right

Commodore 64
Joystick

www.Commodore.ca
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Listing of the Sidestep program for the C-64.

EM SIDE STEP
P=11@¢4:G=54272:FORI=@TO1@d :READA (I) :NEXT:PRINT" { SHFT
CLR}":POKE5328@,9:POKE53281,7
DEFFNA(X)=INT(11¢8+(1922-11¢8+1)*RND( 1)) :FORT=1T02¢
FORL=FNA(X)TOL+1@@STEP4¢ : POKEL , 160 : POKEL+G, 2 :NEXTL
FORM=FNA(X) TOM+5:POKEM, 160 : POKEM+G, 2 :NEXTM: NEXTT
POKE2@23,191:POKEG+2¢23,#:PRINT" {HOME} {CTRL 1}START"
DATA93‘45;4¢!1‘1 r"'“ 139r:1 r'39:41

FORI=¢TO1@ :READB(I) :NEXT
DATA32,117,118,,121,124,126,,121,123,126

FORI=@TO1@ :READC(I) :NEXT
DATA32,118,117,,1206,126,123,,12¢,126,123
GOSUB1¢¢
S=B(V) :POKEP, S : POKEP+G,# : GOSUB9@@ : GOSUB1¢¢
S=C(V) :POKEP,S:POKEP+G,#:GOSUB9¢(
GOTO4¢

V=15-(PEEK(5632@ )AND15) : IFV=0THEN1¢@¢
P=P+A(V):GOSUB8¢{

IFP<1#64THENP=P-A (V) :WAITP,B(V)
IFP>2@23THENP=P-A (V) :WAITP,B(V)

RETURN

C=C+1:PRINT" {HOME} {CTRL 1}SCORE="C" METERS"
IFPEEK(P)=16@ORPEEK(P)=1170RPEEK(P)=1180RPEEK(P)=12
YORPEEK(P)=123THENB15

IFPEEK(P)=126THENGOTO815

IFP=2@23THENGOTO94@

RETURN

PRINT" {SHFT CLR}"TAB(92)"YOUR TOTAL='"CTARB(92)'"PUSH
JOY BUTTON FOR MORE'

IF (PEEK(5632¢ )AND16) <> @THEN818

CLR:GOTO1¢

POKE54296,15:POKE54277 ,33:POKE54278,17
POKE54276,129:POKE54273,28:POKE54272,49

POKE54276 ,@:POKE54273,0 : POKE54272,0

RETURN

C:C*‘lﬂﬂ

PRINT" {SHFT CLR}"TAB(87)"YOU MADE IT! YOUR TOTAL="C
TAB(87)"PUSH JOY BUTTON FOR MORE"

GOTO818

I came up with the idea for this pro-
gram partly from working with first
graders, with the Logo screen turtle,
and partly from my seven-year-old
neighbor who used to joke about this
““little man’’ in the computer.

The computer, as a means of percep-
tion, along with a model, whether it be a
turtle or a little man with which the child
can identify, can provide a useful learn-
ing environment and a lot of fun. R]

Address all author correspondence to
Fran O’Gorman, 3 Laroc Road,
Chester, NY 10918.




The Fast BASIC Compiler

A stunning show delighted the
crowd at the Whisman Theater in
Mountain View last night. Called
BLITZ!, loaded and performed by
Robert Skyles in a one-man virtuoso
programming display, the show fea-
tures the spectacular compiler for

“...BASIC pro-

The BLITZ! com-
pileris faster than

grams running Ppet sPEED, and
H faster than any
llp to 20 tl mes other Commodore
2 compiler that has
faSter, appeared to date.

Mo TASLAIUY

W R R ER NS |
" Moy Nob Reprind Wlinou] Gear o

Shortly after Skyles took his seat
and inserted BLITZ!, he had normal
BASIC programs running up to 20
times faster after he BLITZed them.
The performer explained that
BLITZ! translates the slow BASIC

the COMMODORE 64.

language into a much faster code,
thus improving the performance of
the BASIC routines. BLITZ! reads
the entire BASIC program, decides
which operations only have to run
once, and compiles the operations.
It then re-writes the program into

its special P-code.

Skyles also showed how BLITZ!
adds security to your programs,
because once a program has been
compiled, it is not readable. That
means protection is an automatic
part of the re-writing.

The highlight of the show was, for
this reviewer, when BLITZ! compiled
astring of BASIC programs such
that one loaded the next. An im-
pressed audience looked on as
Skyles effortlessly passed informa-
tion from one program to another.

BLITZ! on disk for the Commodore 64 costs only $99.00.
(You can also get one for the older PET CBMs on a special-order basis.

It puts on quite a show!)

Skyles Electric Works

231E South Whisman Road
Mountain View, CA 94041
(415) 965-1735

Circle 90 on Reader Service card.

Available from your local
Commodore 64 dealer or
call 1-800-227-9998.

BLITZ!is a trademark of Skyles Electric Works.
Commodore is a trademark of Commodore.
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me VWEDCE
REVEALED

The wedge need no longer be an enig-
ma. This article provides a complete,
accurate description of the wedge and
all its functions, and includes a simple
method for copying the wedge to
other disks.  BY LOUIS F. SANDER



The DOS support program, also
called the wedge, is one of the Commo-
dore 64’s most useful programs. Unfor-
tunately, it has no official documenta-
tion, and the unofficial documentation
is often incomplete or inaccurate. This
article attempts to provide a complete,
accurate description of the wedge and
all its functions, and includes a simple
method for copying the wedge to other
disks.

The VIC-20 has a similar but less
powerful wedge, whose functions are
not covered here. VIC users might try
some of our simpler ideas, just to see if
they work on their own machines.

To understand the wedge, you must
first be familiar with the elementary op-
erations of the 1541 disk drive, and our
explanations will assume you have that
familiarity. We'll assume that you can
load and save Basic programs using the
disk drive, and that you can load and
read a disk directory. If you can’t do
those simple things, you’ll have to study
your manual, or better yet, read ‘‘Mys-
tery of the Black Box Revealed’’ (RUN,
February 1984),

Understanding the Programs

The wedge is really two programs—a
machine language program that “‘does
the work,”” and a Basic program that
loads and executes the machine lan-
guage. To look at the two programs, get
out the Test/Demo disk that came with
your 1541 disk drive, then load and list
its directory. You’ll see a program
named DOS 5.1, the wedge’s all-impor-
tant machine language program.

You'll also see a program named
C-64 Wedge, which is the so-called Ba-
sic loader. Right now, load C-64 Wedge
so you can look at it. The easiest way of
loading this (or any program) is by typ-
ing LOAD over the number that ap-
pears before the program name on the
directory listing. Then put your cursor
somewhere between the program name
and the word PRG, and type a comma,
an 8 and a colon. Press the return key
and C-64 Wedge will load. When you
see the Ready prompt, clear your screen
and list the program. Not much to it, is
there? Let’s take a look at how it works.

The first line sets A=1 and loads
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The VIC-20 has a similar
but less powerful wedge,
whose functions are not
covered here. VIC-20
users might try some of
our simpler ideas, just to
see if they work.

DOS 5.1. Notice that the Load com-
mand is of the ,8,1 form, which is al-
ways used to load machine language
programs from disk. When a Load pro-
cedure is performed from within a pro-
gram, as in this case, the new program is
loaded, then the Basic program in mem-
ory automatically begins execution. In-
terestingly, the variables from the old
Basic program are nof reset to 0 by this
operation.

Since you are dealing with machine
language here, the Basic program that
will be run after you’ve loaded the pro-
gram is the only one in memory—your
old friend C-64 Wedge! This time
through, A=1, because it was set to
that value the first time through. Since
A =1, line 10 will be bypassed in favor
of line 20,

The SYS command in line 20 will
cause DOS 5.1 to be executed, and the
New command in line 30 will cause C-64
Wedge to be erased.

Now that you’ve examined C-64
Wedge, it’s time to run it and let it do its
work. Run it now, and keep your eyes
on the screen. When DOS 5.1 is exe-
cuted, you’ll see its self-descriptive wel-
come message. The DOS version used
in writing this article identifies itself as

RUN It Right

Commodore 64
1541 disk drive

V5.1/071382. If you have another ver-
sion, I can’t guarantee that it will work
the same as this one, but it will probably
be close.

DOS 5.1 loads into an area of memo-
ry that is never used by Basic, but which
is often used by other machine language
programs. Also, the wedge’s way of de-
tecting its own special keystrokes is of-
ten used by other machine language
programs, and that’s a completely in-
dependent source of conflict.

There’s a good chance, then, that
your other ML programs will interfere
with the wedge when they are loaded or
executed. ML experts know all about
this phenomenon, but others can be
mystified when the wedge commands in-
explicably cease to function. Interference
with other ML programs is usually the
reason. But right now, there is no other
machine language in memory, so DOS
5.1, the wedge, is ready to do its job.

Using the Wedge Commands

The wedge’s main function is to re-
duce the number of keystrokes required
for routine disk operations, but it has
some other nice features as well. Once it
is in memory, you use most of its fea-
tures by typing > or @, then perhaps a
few more characters, then hitting the re-
turn key. Since the @ doesn’t require
shifting, that’s the character we’ll use in
our further descriptions.

The simplest wedge command is the
@ key, followed by a return. This reads
the disk error channel and displays the
results on the screen. Try it right
now—you should get the following
four-part message.

00, OK,00,00

The first part, 00 in this case, is the
disk error code. If there’s no error, the
code of course is zero. The second part,
OK, is the verbal description associated
with whatever error code exists. The
third and fourth parts are the track and
sector on which the error, if any, was
found.

You will want to read the error chan-
nel whenever your drive’s red light is
blinking—typing @ and hitting the re-
turn key will show you exactly what is
wrong. It will also put out the light. Try
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loading a nonexistent program, and
you’ll see what we mean.

Another simple wedge command is
@?% along with the return key; this lists
the disk directory to the screen, without
overwriting any Basic program in mem-
ory. You can test the functioning of this
feature by entering a simple Basic pro-
gram and then using @$ to view the
directory.

The @$ command has even more to
recommend it—you can freeze the
directory listing at any time by hitting
the space bar and resume by hitting the
space bar again. Nice, eh? Be careful
not to press the space bar for more than
an instant, since its repeating action will
keep defeating the freeze.

You can selectively search the direc-
tory by adding a colon and a program
name after the dollar sign. To see if

There’s room for artistry
in the use of any tool;
the wedge is no exception.

SRR

your disk holds a program named Bill,
enter @$:BILL. To see all the programs
beginning with B, enter @$:B*. To see
all the programs whose first and fourth
letters are B and L, enter @$:B??L*.
You can selectively search for files of
a certain type by appending =x to your
search specifications, where x is the first
letter of the file type. For example,
@$=P will display all the program
files; @$:KATHY*=S will display all
the sequential files whose names start

12 REM
14 REM THIS PROGRAM,
16 REM

2¢ REM

.1",8,1:5Y564738

19 REM{5 SPACES}LOUIS F. SANDER §4/¢9/84
WHOSE NAME IS
18 REM{8 SPACEs}"C-64 WEDGE",

22 REM IS A BASIC LOADER FOR A ML
24 REM 'WEDGE' PROGRAM WHOSE NAME IS

26 REM

28 REM{9 SPACEs}"DOS 5.1".

3¢ REM

32 REM TO COPY THIS PROGRAM AND THE

34 REM WEDGE TO ANOTHER DISK, JUST RUN

36 REM THIS ONE AND IMMEDIATELY DEPRESS

38 REM THE 'S' KEY. ('S' IS FOR 'SAVE')

4¢ REM KEEP IT DEPRESSED UNTIL FURTHER

42 REM DIRECTIONS APPEAR ON THE SCREEN.

44 REM

46 REM IF YOU RENAME THIS PROGRAM OR

48 REM THE WEDGE PROGRAM ITSELF, BE

5¢ REM SURE TO PUT THE NEW NAMES INTO

52 REM LINES 18, 28, 1¢¢, 17¢ AND 18¢.

54 REM

1¢¢ IFA=@THENA=1:LOAD"DOS 5.1",8,1

11¢ IFPEEK(197)=13THEN14¢

12¢ IFA=1THENSYS52224

13@ NEW

14¢ PRENT"{CRSR DN}TO PUT THE WEDGE PROGRAMS ONTO A DIS
K,

15¢ PRINT" (CRSR DN}INSERT THE DISK, THEN PRESS 'D'..."

169 GETA$:IFA$<>"D"THEN16¢

17¢ SAVE"C-64 WEDCE",8

18§ POKE43,0:POKE44,20¢4:POKE45,9¢ : POKE46 ,2¢7 : SAVE'"DOS 5

Listing of the C-64 Wedge program.
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with Kathy; and @$BILL* =R will dis-
play the relative files whose names start
with Bill. All the selective search meth-
ods mentioned here are functions of the
1541 rather than the wedge—you can
use them with LOAD‘$” just as easily
as with @$.

Some important wedge commands
make it easy to save, load and run pro-
grams on the disk. The slash key (/),
followed by a program name, will load
a Basic program. It doesn’t matter
whether the program name is enclosed
in quotes, and this command also hon-
ors the wild card and pattern-matching
characters. Quotes can be used in
handling program names that have lead-
ing spaces or other unusual characters.

In identical fashion, the up arrow key
will load and run a Basic program, and
the percent key will load a machine lan-
guage program into its proper place.
After using the percent key, there is no
need to use the New command as with
other ML loading methods.

The left arrow key will save a Basic
program, but the * and ? characters are,
of course, illegal in program names.

Other wedge commands can be used
to scratch, rename, Or cOpy program or
data files, and to format new disks or to
erase old ones. These commands, and
other less useful ones, are listed in Table
1. If you are familiar with the wedge,
you’ll see that these commands lack the
0s usually found in similar tables. The
explanation appears in note 5 to Table 1.

If you don’t understand some com-
mands in Table 1, consult your disk
drive manual, or speak with a friend
who’s expert in disk drive matters. Ev-
ery command has a useful purpose,
though sometimes it’s rather obscure.

The Copy command is one of these,
and demonstrating one of its more in-
teresting uses will also give you some
practice in using the wedge. Sometimes
you'’d like to have a certain program ap-
pear as the first one in the directory,
perhaps to make it easy to find, You can
use the wedge and the Copy command
to move any program to the first direc-
tory position. Here’s how to do it:

1. Find a disk containing a program
you want to move to the first directory
position.
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2. Using the wedge, rename the pro-
gram that is now in the first position.
Make the new name something memo-
rable, like OLDFIRST, and remember
its former name. Use this:
@R:OLDFIRST = formername

3. Copy OLDFIRST, giving it back
its former name, like this:

@C:formemame = OLDFIRST

There are now two copies of that pro-
gram on the disk, named formername
and OLDFIRST. OLDFIRST is in the
first directory position.

4. Scratch OLDFIRST, using
@S:OLDFIRST

5. Similarly rename the program you

&

want in first position, calling it NEW-
FIRST, while remembering its previous
name.

@R:NEWFIRST = previousname
L 6. Copy NEWFIRST, giving it back
its previous name, by entering:
@C:previousname = NEWFIRST

7. Check the directory and confirm
that previousname now occupies the
first position.

8. Scratch NEWFIRST by entering:
@S:NEWFIRST

You've now accomplished a previ-
ously impossible task, and you’re start-
ing to learn to use the wedge. By now,
you should also be feeling a sense of ac-
complishment—enjoy it!

COPY A FILE
DIRECTORY
SELECTIVE DIRECTORY

FORMAT A DISK
INITIALIZE DISK DRIVE
LOAD A BASIC PROGRAM

QUIT THE WEDGE PROGRAM
RENAME A FILE

SCRATCH A FILE
SET ACTIVE DEVICE NUMBER
SPEED CHANGE—C-64 SPEED

VALIDATE DISK

Notes to Table 1.

filenames, but not in writing them.

symbol.

a disk.

ERASE DIRECTORY FROM DISK

LOAD & RUN A BASIC PROGRAM
LOAD MACHINE LANGUAGE PROGRAM

SAVE A BASIC PROGRAM TO DISK
SAVE WITH REPLACE (Dangerous!)

SPEED CHANGE—VIC-20 SPEED

Table 1. DOS 5.1 wedge commands.

1. In using the wedge, the > symbol may always be substituted for the @ symbol.

2. This table uses FILE to refer to anything recorded on disk, whether it is a program or any
type of data file. Similarly, filename indicates the name of a program or data file.

3. In general, the pattern-matching (*) and wild-card (?) characters can be used in reading

4. Generally, the material following the @ or other special symbol may be enclosed within
quotes if desired. The quotes can be helpful when filenames include leading spaces or other
unusual characters. The opening quote must be the first non-space character after the special

5. If you desire, 0 or | can be inserted just before any colon, to indicate the drive number in a
multi-drive disk unit. Drive numbers are never necessary with the 1541 disk unit.
6. Use of the Save With Replace function is not recommended, since it occasionally corrupts

@C:newname = oldname
@$

@$3:filename
@N:diskname
@N:diskname,ID

@l

/filename

tfilename

% filename

@Q

@R:newname = oldname
+filename

+~@:filename
@$S:filename

@#n

@Ul +

@Ul -

@V

C R RS0

On Becoming a True Wedge Master

There’s room for artistry in the use of
any tool, and the wedge is no exception,
Once you know the basics of wedge-
work, the material in this section will
!lelp you in your journey towards art-
1stry.

You can load or load and run pro-
grams by using one of the @$ forms to
list the disk directory, moving the cursor
up to the desired program’s name and re-
placing the number-of-blocks digit(s)
with a single slash, up arrow or percent
sign. As long as there’s nothing else be-
tween that symbol and the first set of
quotes on the program name, you don’t
have to worry about extra spaces or the
PRG—the wedge will ignore them.

You can scratch programs in a simi-
lar way, but you must put the @ outside
the first quotation mark in the directory
entry, and the S: inside it. The insert key
makes this easy to do.

Using the above format, but substi-
tuting the appropriate letter for the S,
you can rename Or COpy programs Or
data files.

You can often use your computer
while the disk is executing a lengthy
command. If the cursor is blinking,
your keyboard is active, and you can
use the computer at will. You can even
type in another disk command, which
the 1541 will execute as soon as it is free.
If you do this, your keyboard will be in-
active until the execution of the second
command has begun.

If you have a reset button on your
computer, using it disables your wedge,
even though DOS 5.1 is still in memory.
You can resurrect the wedge by en-
tering:

SYS 52224

@#8

The second line sets the active device
number to 8 (or 9, if you call for it).

You need not use the Basic loader
program at all. The same thing can be
accomplished by executing the follow-
ing three lines in Direct mode.
LOAD"DOS 5.1"",8,1
NEW
SYS 52224

This takes more keystrokes than us-
ing the Basic loader, but it is faster and
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avoids overwriting whatever Basic pro-
gram is already in memory. You can use
an UNNEW program to resurrect that
program after the New command. It’s
very useful, when you need it.

You can easily change C-64 Wedge to
make it simpler to use or understand.
One is to substitute the number 52224
for the long expression in the second
line. Another is to give it a name that
makes it easy to load. I'm partial to the
name ‘‘!”’ since it requires a minimum
of fingerwork when loading the Basic
loader.

The wedge’s welcome message is easy
to change, just by Poking a new mes-
sage in its place. The message is stored
from $CC7TB-$CCDC (52347-52444 dec-
imal), and if you replace it, Poke a 0
after the last character you want to
print. Preexisting characters after your
0 will be ignored when the message is
printed.

The Quit Wedge command is useful
when special characters used with other
programs interfere with the special con-
trol characters of the wedge. When you
use it, the wedge stays in memory, but
its commands no longer function. You
can reenable the wedge as previously
described.

You set the active device number
when you have two 1541s, or when your
drive is device 9 rather than device 8. Set
the active device to 9, and the wedge will
be in control of that device, rather than
the default device 8. If you set the device
to 1, you can use the wedge to load and
save programs with your Datassette.

Saving the Wedge to Other Disks

I’ve saved the best until last. Now
that you’re a wedge master, you'’ll want
to have copies of both programs on
every disk you own. If you replace C-64

Wedge with the program in the accom-
panying listing, you can do it at the
touch of a button. Since the program
necessarily erases itself when run, be
sure to save it before you test it. Line
180 is the important line, and must be
entered without errors, or the program
will not work properly.

The REM statements in lines 10-54
explain the program in some detail. You
can leave them out if you’d like, at the
risk of forgetting what to do with the
program. (You could convert them to
Print statements!) Whether you keep
the REM statements or not, the meat of
the program is in the nine lines from 100
upward. They work so well, they’re
almost like magic. ®

Address all author correspondence to
Louis F. Sander, 153 Mayer Drive,
Pittsburgh, PA 15237.
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Seven of the Best Ones Reviewed
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llustration by Phillp Geracl

/ \ communications, or ter-

minal, program allows your home computer to pass messages
back and forth to another computer. It works like a telephone
switchboard, connecting two distant pieces of equipment. Once
connected to another computer, either directly through a cable
or through a telephone interface called a modem (for modulator-
demodulator), your computer can do many of the same things
with the remote computer that you could do if you were sitting in
front of it.

Your VIC or 64 can talk to mainframe computers anywhere in
the world and run programs too large to fit in a microcomputer.
Commodore’s 1650 and 1600 modems plug into the user port on
the left rear of the VIC or 64. Other modems use Com-
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modore’s 1011-A RS-232 interface to connect to the same port.
A terminal program then picks up the information from the
port and translates it into a form the VIC or 64 can understand.

With a suitable program, the VIC or 64 can also save a copy
of what you receive, and turn it into a form you can use after
you halt the terminal program. This saves you from taking
notes while connected, or while you’re on-line.

You can also use the computer’s intelligence to send to the
remote system things that were prepared in advance (while you
were off-line). This cuts telephone charges by reducing the
time the remote system spends waiting for you to do something.

What kind of information is available through a communi-
cations program? You can dial the latest stock reports, fast-
breaking news, movie reviews, farm market reports or
weather reports. You can even get airline schedules and shop
by catalog. Commercial services provide articles from the
World Book Encyclopedia, the New
York Times, medical and scientific
journals, the Bible, the New York Pub- | SSSSaue it
lic Library’s card catalog and congres-
sional legislation.

Most of these “‘information utilities”’
charge a membership fee, plus an hour-
ly fee for use and sometimes a monthly
minimum fee (in addition to your tele-
phone bill). The two most popular ones
are CompuServe and The Source. They,
in turn, often use a telephone network
supplied by Tymnet, Telenet or Uninet
to make your connection a local call in
many large cities.

Some people just want to talk to
other computer users, and transfer in-
formation between brands of comput-
ers. One way to do this is with electronic
mail, which sends a computer message
to someone in the same computer sys-
tem or via Western Union’s Mailgram
service.

Many computer user’s groups have
set up free electronic bulletin board sys-
tems (BBSs) across the country. With a
simple terminal program and your
modem, you can send messages from
your computer to the ‘‘host’’ computer
that serves as the bulletin board. You can chat with the
system’s operator (known as the SYSOP) or leave a message
or question for others to read. When you check back, you
might find a reply.

Some bulletin board systems, when paired with a compati-
ble terminal program, can even transfer computer programs be-
tween computers (this is known as uploading and downloading).

What to Look For

Although there is a well-established electronic standard guid-
ing the way terminals communicate, many variables within it
can cause problems. These include: word length, parity, stop
bits, duplex, character sets and control characters. These must
be set by a terminal program. Within limits, the settings don’t
matter, as long as both ends of the wire use the same ones.

When transmitting messages over a modem, an alphabetic
character set known as ASCII (American Standard Code for
Information Interchange) is commonly used. The VIC and 64
use a variation of ASCII, often called PETSCII. Terminal
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programs convert this into true ASCII when talking to non-
Commodore equipment.

Since phone systems are not completely reliable, you will
occasionally receive a faulty character. To avoid problems re-
sulting from this, various protocols, or sets of rules, have been
developed. At the moment, there are two very popular proto-
cols for the VIC and 64.

One was designed by Steve Punter, and is used by the many
PET BBSs. The other, designed by CompuServe, is used in its
‘““image’’ (abbreviated .img) files.

Z

Since CompuServe features Commodore’s [nformalio%
Network, a project of Commodore U.S., to help o 0 //%

Commodore-brand computers, those of you who u /
dem regularly may want to join CompuServe /
74

in the network. Membership is free with purc
modore modem, and there is no minim t

Co!
7

mputers
riguing aspects of

7
th
W h can be made to
u ith each other directly,
th brand. Once accom-

i whole new world of informa-
- /ﬁn is opened up to you.

¥ /Modems can use either of two carrier
tones—one high and one low—in estab-
lishing a communication link. Having
two tones allows computers at both
ends to send data at once, just as both
people in a phone conversation can talk
at once.

Switches labeled ‘‘originate’’ and
“answer’’ select which tone to use. Ac-
cording to the standard that Commo-
dore modems follow, the computer
making the phone call is set to ‘‘origin-
ate,”” and the computer answering the
phone is set to ‘‘answer.”’

In practice, this means most calls will
probably be in Originate mode, since
you are generally calling other comput-
ers. Whichever modem is set to answer
will emit a continuous tone audible over
any phone connected to the line. The
originate modem will remain quiet until
it detects this tone, then respond with its own tone.

At this point, communication is established, and suitable
programs can begin to transfer information between the com-
puters. The computers involved may be as different as day and
night, as long as they follow the nearly-universal standard,
known as Bell 103.

Another switch found on most modems is for what is known
as duplex, usually labeled “‘half”’ and ‘‘full.”” When calling
bulletin boards and large computers such as CompuServe,
you’ll usually use full duplex. This means that information
you send to the other computer is inmediately copied and sent
back (echoed) to you. This enables you to know whether or
not the other computer received your intended information.

However, most small computers don’t provide echo back.
In these cases, your modem can do so itself. This doesn’t test
the reliability of your transmission, but it at least allows you to
see what you type. A typical instance when half duplex is need-
ed is when you are communicating directly with a friend’s
home computer.

Communi
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In practice, begin each conversation with a new computer in
full duplex. Then, if the program you are using doesn’t display
anything as you type, switch to half duplex. On the other
hand, if you start out in half duplex, and each character is
repeated twice (i.e., hheelllloo), then switch to full duplex.

Levels of Terminal Programs

Terminal programs are based on actual machines, also
known as terminals because they operate as terminal (end)
points in a communications network.

At its simplest, a traditional terminal simply receives infor-
mation from a remote source and copies it onto a display
screen or paper, scrolling it up from one end of the screen or
paper to the other and off, just as printouts roll up and out of
a Teletype machine. Newer terminals have cursor controls
similar to those of the 64, to allow received information to ap-
pear at a specific place on the display.

However, most terminals are not actually computers and
cannot save the information they receive, in which case they
are known as ‘‘dumb terminals.”’

The best new terminals are actually microcomputers in their
own right, including a disk drive and printer to save and print re-
ceived information and to prepare information to be sent be-
fore communication is actually established with the main com-
puter. Nearly all the terminal programs sold commercially for
the VIC and 64 are of this last variety—intelligent terminals
that take advantage of the disk and printer.

Some go even further, emulating specific popular terminals
such as Digital Equipment’s VT-52. This allows a student, for
example, to use a 64 on a campus computer system that ex-
pects all its terminals to be VT-52s.

One problem with terminal programs on the VIC and 64 is
that the printer, disk and modem all need the same 1/0 chip,
and can’t all have it at once. Since there is no way to be sure
when new information will be coming in over the modem,
most terminal programs on the 64 give it priority.

Information coming in over the modem is then copied into
the 64’s large memory, rather than immediately to disk or
printer. Then, when you decide it won’t interfere with incom-
ing information, the entire memory buffer is emptied, to the
disk, the printer or both, and the cycle begins again.

Programs are a special case. Many terminal programs can-
not properly send or receive Basic programs. To do this re-
quires extra programming, because they are normally kept in a
very compact (tokenized) form. They need to be sent between
modems in that same form, or else converted from it for trans-
mission, and back to it at the other end. Both options are diffi-
cult enough that many programs don’t allow for it, and others
can only handle it through a slow two-or-more-step conversion
process.

On to the Reviews

In the rest of this article, I’ll review several of the best pro-
grams currently available, rating them for both features and
ease of use. To determine which is best for your needs, pay
special attention to the accompanying chart. It details the abil-
ities and requirements of the five best terminal programs cur-
rently available for the 64. (VIC owners should pay special at-
tention to the review of Terminal 40.)

Each of these programs has been independently reviewed by
the Midnite Software Gazette, and I have attempted to include
insights from those reviews in my comments here. Since new
programs appear almost daily, I urge you to watch for reviews
of other terminal programs as they appear, and also to seek
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Circle 18 on Reader Service card.

We've Got

Pesple Talki

REVIEWERS SAY:
"This is the best typing tutor
we have seen yet; & * x x +"

COMMODORE B4~

INFO-64 TYPING TUTOR
“Computer aided instruction at
its best.” Commander

“This is an excellent program
that makes typing practice an
enjoyable pastime instead of
boring drudgery."”
DILITHIUM PRESS

Rated the BEST educational
program for the VIC 20

Creative Computing

CUSTOMERS SAY:

. delighted with my son's
progress . . . he is the only one in his second grade class
who touch types at the computer.”

“Your Typing Tutor is an excellent program . . .
children literally wait in line to use it.”

“Thoroughly satisfied, can't believe how fast I've learned to
type. I've never typed before.”

In daily use by schools across the USA.

TYPING TUTOR + WORD INVADERS

ACADERY
SOFTWARE

our 4

Commodore 64" ......... Tape $21.95
Commodore 64™ .. ....... Disk $24.95
VIC 20™ (unexpanded). . . .. Tape $21.95

REALISTIC AIRCRAFT RESPONSE

“Has a quality of realism which ﬁ
—AFaR -

sets it apart from others, even
. (FUIGHT SIMULATORN;
-
=

those I've tested in flight school.”
Compute’s Gazette

“Great program!”  INFO-64

“It is tremendous fun.”

Compute’s Gazette
“Flight tested by an air traffic
controller, two skilled pilots and
an elementary school class.
Highly recommended by all.”

Midnite Gazette

“This is an unbelievably realistic
simulation of the difficulties
facing a pilot in instrument fly-
ing. I'm a 747 pilot and | think that this simulation could do
a lot to improve the reactions and instrument scan habits
of even very experienced pilots.” 747 pilot

IFR (FLIGHT SIMULATOR)

Commodore 64" . ... .. .. Tape or Disk $29.95
VIC 20™ (unexpanded). . . .. .. Cartridge $39.95

JOYSTICK RECGUIRED

w Shipping and handling $1.00 per
mmmmm order. CA residents add 6% tax.

P.O. Box 6277 San Rafael, CA 94903 (415) 499-0850

Programmers: Write to our New Program Manager concerning
any exceptional Commodore 64 program you have developed.

ACADERY
SOFTWARE
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Chart Showing Features of Five Terminal Programs.

BASIC OPERATIONS:

Control via:

Help screens?
Status line?

Manual easily usable as:

Preliminary?
SETTINGS:
Full range of settings?
Storable setups?

Reliable at:
300 baud?

1200 baud (half duplex)?

Keys:
Break?
Escape?
Function keys:
Definable characters?

Screen Size:
40 columns?
80 columns via:
if more, maximum is
Timers:
Alarm?
Clock?
Word wrap?
Selectable line-feeds:
Screen?
Printer?
Selectable colors?

Alpha lock?

EQUIPMENT:

Sold on:

Documented Modem hookups:

1650?
1600?
1011-A interface?

Smart 64
Terminal

menu/command

no

no

tutor

yes

yes

yes
no

yes

no

yes

yes

hardware

yes
yes

yes

yes

yes

yes

no

disk

yes
no

SuperTerm

menu

no
yes

tutor

yes

yes

yes

yes
yes

no
yes
52
yes

yes
scrolling
132

no
yes
no
yes
yes
yes

yes

disk/tape

no
1no
no

Telstar

menu

no

yes

reference

no

yes

yes

yes

yes

yes
yes

no
no
yes

yes

cartridge

yes
yes
no

Vidtex VIP Terminal

command menu/
icon/command
yes yes
no no
tutor/ tutor
reference

no no
no yes
yes yes
yes yes
yes yes
yes yes
yes yes

10 20
no yes
yes yes

- software

- 106
no yes
no yes
yes yes
no yes
yes yes
yes yes
no yes
disk disk/tape
yes yes
yes yes
yes yes
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Smart 64 SuperTerm Telstar Vidtex VIP Terminal
Terminal
Compatible Disks:
15417 yes yes yes yes yes
MSD? yes yes yes yes yes
4040 via bus card? yes no no ves yes
8050 via bus card? no no no yes no
Disk device # selectable? yes no yes yes yes
Disk commands? yes yes yes yes (some) yes
Compatible printers:
Serial bus CBM? yes yes yes yes yes
Serial bus ASCII? no yes yes no yes
Others listed? yes (IEEE-488)  yes (smart a) no no no
Printer settings:
Device #? yes no yes yes yes
Secondary address? yes yes yes yes yes
BUYING CONSIDERATIONS:
Retail cost: $40 $150 $50 $40 $50
Warranty: 30-day 90-day 60-day none 1-year
Copy protection used: DOS cartridge cartridge none DOS
If DOS, price of spare: $10 $10
MAKING CONNECTIONS:
1650 on/off hook control? no no yes no yes
Auto answer? yes no yes no yes
Autodial:
16507 yes no yes yes yes
Smartmodem? no no yes no yes
Re-try? yes no no no yes
Autolog:
Size of *‘directory”’: 9 d. files 8 d. files 16
Depth of *‘dialog’’: 0 1 1 no limit 2
FILE TRANSFERS:
Download from:
Text files? yes yes yes yes yes
Basic program files? yes (2 step) yes (2 step) yes no yes
Binary files? no no yes yes yes
Punter BBS? no yes no no yes
CompuServe ““.img’’? ves (2 step) yes no yes no
CompuServe graphics? no no no yes yes
Upload programs as:
Text? yes (2 step) yes (2 step) yes no yes
CompuServe ‘‘.img’’? yes (2 step) yes (2 step) no yes no
Punter BBS format? no yes no no yes
Capture info to: : disk/printer disk/tape disk/tape  disk/tape disk/tape
printer printer printer printer
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Smart 64
Terminal
Screen dump to printer? yes
Buffer size: 28K
Obeys XON/XOFF? yes
Line-end delay on upload?
Delay with: nulls
Wait for prompt? no
EDITING:
Of buffer? yes
Off-line message preparation? yes
TERMINAL EMULATION:
DEC VT-52? no
DEC VT-100? no
CUSTOM CHANGES:
User changeable? no
Links to programs? no

SuperTerm  Telstar Vidtex  VIP Terminal
yes no yes no
18K 2 of 8K 32K 7K
yes yes yes yes

timer none none timer
yes . no yes yes
yes yes yes yes
yes yes yes yes
yes no no yes
yes no no no
yes no yes CSERA0
no yes yes planned

the advice of your local dealer and user’s group.
I will now discuss the various sections of the chart.

Basic Operations

The easiest programs for newcomers to use are controlled
by icons (pictures) that you move via a joystick. Almost as
easy to use are menus, which have you make a selection from a
few choices. Neither of these is as pow-
erful or fast as control via commands,
but only skilled regular users will re-
member the commands of a compli-
cated program.

Best are programs that can be con-
trolled in more than one way. Help
screens serve as reminders of how to use
the program, giving instructions when
and where needed. They’re good to have.

A status line is like the instrument
panel in a car, keeping you advised of
important information at a fixed spot
on the screen. However, they do elimi-

able to talk with all other modems, your terminal program will
need to provide both full and half duplex, 300 and 1200 baud,
even, odd, mark, space and no parity. It will also need a choice
of 1 or 2 stop bits, and 7 or 8 bits per character. Nearly all pro-
grams provide all of these.

After you've spent a while setting up your terminal program
to work just the way you want, you’ll be able to store all your
setup commands, so you won’t have to
repeat them the next day.

Most terminal programs work well at
300 baud. But 1200-baud modems are
becoming more common, and only the
best programs can keep up with them
properly.

To work well with some remote sys-
tems, your terminal program must pro-
vide a way to make a special break signal
not offered on the VIC or 64 keyboard,
as well as assign what is known as an
escape key to be CHRS$(27).

The better programs carry this fur-

nate at least one line of text. Seek one
anyway.

When computer manuals are readable
at all, they tend to fall into one of two
classes—a tutorial guide to help you get started using the pro-
gram, or reference manuals that you can use to quickly brush
up on the rules of a forgotten feature of a program. Both are
necessary.

Preliminary manuals are temporary stop gaps in the event a
program is sold before it is really finished. They are rarely
worthy of praise.

Settings
Although a few settings will be enough, in most cases, to be
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ther and allow you to completely define
what character is sent for every key on
the keyboard. Some also send a whole
string of characters when special func-
tion keys are pressed.

Since most of the computers you can reach by phone ar-
range their information to fit 80-column screens, it is quite
useful to be able to show 80 columns, You can best accomplish
this with an added hardware cartridge, but it’s expensive.

Next best, if you have a good display monitor, is software
that imitates 80 columns. Horizontal scrolling also works,
though you may become seasick after watching it for a while.

Having a clock and alarm in the program may help keep
you from running up a higher bill than you planned.




ONLY NRI GIVES YOU TOTAL
COMPUTER SYSTEM TRAINING

More practical experience as you

Your hands-on training Built-in monitor 'f%, insiall double-density floppy
1akes you inside your displays up to 80 “ttrgy, disk drive. Software includes
TRS-80 Model 4 characters for easy Mgy, TRSDOS®, DOSPLUS® machine

computer to install
integrated circuits and
enlarge memory 1o 64K.

“tty language monitor, and two game

word processing Wi -
i, rograms.

and spread sheet
programs.

Electronics comes to
life on your NRI

: 9 dot matr
Discovery Lab ™. 3% v

printer completes
your computer

Professional 3% digit sysiem

multimeter with Action
Audio Cassette to talk you
through operation and use,

Model 4 Technical
Reference Manual
enriches your training.

Bite-size lessons
build knowledge
and understanding
step by step.

Do It at Home in Your
Spare Time

NRI trains you in your own
home at your convenience. You
learn at your own pace, backed at all
times by your own NRI instructor and
the entire NRI staff of educators and
engineers, They're always ready to answer
questions and help you over the rough spots
to keep you moving toward your goal.

COMPUTER « MONITOR « DISC DRIVE on the
* PRINTER » AND SOFTWAR fundamentals

f electronics
It's all included with NRI at-hame Ot elaciron
training in Microcomputers and with bite-size

i i lessons to master Free Catalog Tells Much More. . .
mﬁr?&z?:gssors. And only with advanced concepts I(ijke digitatl logic, Send Todayg
: microprocessors, and computer ; ; - 7
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mg:uggscaog%) ?(;‘sey: i?;f,;, thg our Lab® to see what makes transistors tick, outlines and descriptions of the exciting
s tmal?raininy ol giuesy b build and test working electronic circuits experiments you'll perform. And look at
hands-%ﬁ éx SHanEE u\%th s utgrs that duplicate key computer circuitry, con- other high-tech career fields like Robotics,
omon pnd proidail P ' struct digital logic circuits that demon- TV/Video! Audio Servicing and Data
Reripherais; and;sorivars. strate computer performance. And, you'll Communications.
Get Inside the Famous TRS-80 probe into the very heart of your computer Mail the coupon today to see how NRI
Model 4 Computer using the Discovery Lab and professional can give you the skills and confidence you
You'll work with one of the most digital multimeter included in your train- need to start a good-paying career as a
poputar computers ever designed. Learn Ing program. microcomputer technician.
programming techniques for trouble-
shooting . ..goinside to expand its RAM e s el e S | e { St et ol e et S e S e S —
from 16K to a powerful 64K. . . even install I_”a
adouble density floppy disc drive. I SCHOOLS g‘"' All Career courses. I
You'll become familiar with computer McGraw:-Hill Continuing Education Center ' Al approved under Gl blul.
languages...run software that demon- | 3939 Wisconsin Avenue, N.W., Washington, DC 20016 " ] Check for detalls |
strates computer operation. . .even become We'll give you tomorrow.
proficient at modifying programs to fit your I
business or family computing needs. | CHECK ONE FREE CATALOG ONLY &
i 3 Computer Electronics with Microcomputers [ Communications Electronics | Appliance Servicing
éﬁgt:!gh reromancs Eoriphocal | [J Data Communications » Mobile » Aircraft » Marine [ Automotive Servicing l
; [ Robotics & Industrial Controls (] CB & Cellular Radio [ Air Conditioning, Heating,
__Only NRI gives you total system | [ Color TV, Audio, and Video System Servicing [ Industrial Electronics Refrigeration, & Solar Technology |
training with the flexible Gemini 10X printer ] Electronics Design Technology (] Basic Electronics [ Building Construction
as part of your hands-on learning. Working | O Digital Electronics () Small Engine Servicing |
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Word wrap is especially important in programs that lack
80-column displays; it keeps words from being broken off and
split at the end of a line. Instead, they are moved to the begin-
ning of the next line.

Having selectable line feeds protects against having either
double- or un-spaced text on your screen or printer. If you
need this, you'll need it badly.

Allowing a choice of colors may ease your eyes in working
with a particular TV or monitor,

Alpha lock is like a shift lock, except that it only works on
the letters A-Z. You might need it when calling a system that
can’t handle lowercase letters.

Equipment

Cartridges are very convenient, fast and durable, but
limited in capacity. Disks are spacious and fairly fast, but fra-
gile. Tapes are very slow, but cheap. Take your choice.

Commodore sells the 1650 automodem, the 1600 VIC-
modem, and the 1011-A RS-232 interface to other modems.
Be sure your program works with what you have.

Similarly, all tested programs work with the 1541 disk, but
many VIC and 64 owners use other disks and interfaces. Be
sure your gear is covered. (Programs that fail with the
BusCard may also fail with other IEEE-488 interfaces.)

If you have two disk drives, you'll need a way to select
which device to use.

It’s very handy to be able to read a directory or give other
disk commands from within a terminal program.

All tested programs work with Commodore’s 1525 serial
bus printer. Some will also work with non-Commodore

ASCII printers connected to the same port, even without code
correction, and a few work with other connections.

To use some printers, yowll need a choice of device
numbers and secondary addresses.

Buying Considerations

Prices vary. ..

How long will the company replace their product without
charge if it fails?

Various tricks keep you from giving copies of a program to
all your friends. Disk (DOS) protection is cheapest, but most
fragile. Know how to get a spare copy, and for how much.
Cartridges and dongles cost more, but last longer. No protec-
tion at all is best by far.

Making Connections

The ability to hang up or lift the hook on the 1650 modem
from the program is a minor convenience, as is being able to
set the computer to pick up the phone for you when it rings.

Much more useful is being able to dial your calls within the
program, especially if the program will also keep dialing until
it gets an answer. (Some modem lines are very busy.)

It’s also extremely helpful to have the program remember
the numbers you'll be calling, along with the dialogue neces-
sary to sign on to various systems.

File Transfers

Downloading lets you capture copies of information com-
ing from other computers for later use. Simplest is a text file of
what you read, followed by Basic and machine language

Circle 187 on Reader Service card.

Circle 244 on Reader Service card.

SAVE TIME AND MONEY!!
CALL 1-800-441-9782 NOW!!

DOOR TO DOOR SOFTWARE

WE HAVE THE SOFTWARE
YOU'VE BEEN LOOKING FOR!!

OVER 300 DIFFERENT PROGRAMS
IN STOCK READY TO SHIP!!
BUSINESS : GAMES : EDUCATIONAL
COMMUNICATIONS AND MUCH MUCH MORE!!

THIS MONTHS SOFTWARE SPECIALS!!

HOMEWORD $47.00 WORDPRO 3 W/SPELL $68.00
CUT & PASTE $36.00 PRE-SCHOOLER $33.00
SUPER COPY 64 $28.00 HISTORY/GEOGRAPHY $33.00
LODERUNNER $25.00 ENGLISH/SPANISH $33.00
DALLAS QUEST $23.00 DRAGONMIXMULTIDIV ~ $23.00
THE HEIST $26.00 DUNGEON OF ALGEBRA

COMPUTER SAT $56.00 DRAGONS $17.00

THIS MONTHS HARDWARE SPECIALS!!
CARDCO PRINT + G $70.00
BMC BX-80 DOT MATRIX PRINTER $299.00

PLEASE ADD $2.00 TO ALL SOFTWARE ORDERS, C.0.D. ORDERS ADD

$3.00. ALL HARDWARE ORDERS ADD 3% FOR SHIPPING AND HAN-
DLING. PERSONAL CHECKS REQUIRE THREE WEEKS TO CLEAR.

WE HONOR VISA AND MASTERCARD
TO PLACE AN ORDER JUST CALL OR WRITE US AT:
DOOR TO DOOR SOFTWARE
P.0. BOX 1496 DOVER, DE 19903
1-800-441-9782
DELAWARE RESIDENTS MUST MAIL ALL ORDERS.
FREE CATALOG WITH EACH ORDER

CATALOG REQUEST UNACCOMPANIED BY ORDER—SEND $1.00
WE SHIP SO FAST YOUR ORDER MAY ALREADY BE ON ITS WAY!!

Home Application Program that can actually Pay
for itself, over and over again...

SHOPPING MANAGER
A Grocery Shopping System

SHOPPING MANAGER: Displays all the items in your supermar-
ket to you, an aisle at a time, starting at the store entrance and
finishing at the checkout line. Function keys allow you to note
coupon or sale items or add personal comments to any item. the
printed shopping list is arranged in the same order that you will
be walking through the store. No more forgotten items or
backtracking,

MARKET MAPPER: Painlessly converts the SAMPLE datafile into
an accurate map of YOUR supermarket. Nine datafile editing
options include: printer dump: make a new file; edit existing:
rearrange and merge aisles of an old file to create a new file:
transfer and copy datafiles with disk or tape or both. Function
keys make editing easy.

SAMPLE: a complete 1300 item supermarket datafile, which can
be used “as is” or easily converted into an accurate map of your
own store,

The system pays for itself through savings in time, money and
gasoline wasled on “extra” trips to the store. You will shop less
often and in less time. The system is very User Friendly with
prompts and menus throughout.

For the C-64 or VIC-20 (w/ 16K expn) with Disk or Tape and Printer.
The complete System for $31.45

ALSO AVAILABLE: COLOR DEVICE—Flugs into the 5 pin video
port on the C-64 and enhances the sharpness of your color TV,
$8,95 (Make sure your C-64 has a 5 pin port and not 8 pin).
Specify C-64 or VIC-20, Tape or Disk and send check or money
order to:

SERENDIPTY SOFTWARE
8438 Lynda Sue Lane W.
Jacksonville, Fla. 32217

FLA. residents add 5% lax
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(binary) programs. More complicated are the Punter BBS and
CompuServe files, which require special programming. Very
important.

Uploading is the reverse, sending things back to the remote
computer. It might be important.

Capturing information is a variation of downloading. Ma-
terial received is often held in a memory buffer for later dump-
ing to disk, tape or printer. Very important. It’s also handy to
be able to dump a copy of whatever’s on the screen at the mo-
ment to a printer.

The bigger the capture buffer, the better, because when it
fills, the other computer has to wait until you do something
with it.

XON and XOFF are special characters that tell the other
computer to wait while you do something with your full buff-
er. Similarly, an overloaded remote computer may ask your
computer to pause a moment while it catches up. In either
case, a failure to comply means lost data. Very important.

Since many remote systems can only handle information a
line at a time, and sometimes only at typing speed, it’s good to
have ways of slowing down an upload to speeds they can han-
dle. A delay often works, although being able to watch for a
special ‘‘ready’’ character is more flexible. Having a choice be-
tween both approaches is best of all.

Editing
Since much of what you'll read isn’t worth saving, it’s nice

to be able to edit it before sending it to a disk or printer. The
same may be true of what you write.

Terminal Emulation

If you must talk to a computer that only talks properly to a
certain brand of terminal, it’s handy to be able to copy the way
that terminal works.

Custom Changes

If you write programs, you'll appreciate being able to cus-
tomize those you buy. Even if you only run programs, it’s
good to have them able to work peacefully together.

‘64 Terminal and Terminal 40

64 Terminal and Terminal 40 are Midwest Micro Asso-
ciate’s (PO Box 6148, Kansas City, MO 64110) simplest ter-
minal programs for the 64 and VIC, respectively. These pro-
grams allow you to set all the usual modem parameters. You
can also set line feeds and colors. All ASCII and Commodore
characters may be sent, except for the lowercase alphabet on
the VIC.

The 64 version has a far larger workspace (buffer) for copy-
ing incoming information than the VIC version, and displays
both upper- and lowercase letters.

The best-known feature of Terminal 40 is its ability to dis-
play 40 columns on a VIC. Scrolling in the VIC version is also
incredibly smooth—one dot at a time, making for very easy
reading.

The receive buffer can be switched on and off, and reviewed
at any time. However, once a paper copy is begun, the buffer

Circle 109 on Reader Service card

Unlock your creativity with

the most powerful, versatile graphics program
ever created for a popular computer.

COMMODORE 64
COLOR SKETCH PAD

DOODLE is an exciting graphic program acclaimed by thousands of
Commodore 64 users!

Regardless of your age or artistic skill, DOODLE turns your computer
into a tool for unlimited design and artistic creativity! Create anything you
can imagine. . .from sketches to houseplans, to fine art, to business forms or
letterheads that you can run off on your printer! Precise trackball or joystick
operation, high-resolution graphics, program flexibility, and super ease of
use add up to the friendliest, most versatile graphics program ever created
for the Commodore 64,

By Mark
R. Rubin

DOODLE will sketch, color, fill, zoom, line, box, circle, and more. Plus things no other software will do.

DOODLE makes printer coples at
the touch of a key! Print designs,
charts, forms, text, anything! Works
with most popular printers.

Create up to 9 of your own repeatable  DOODLE lets you ut'rc in keyboard

graphics at one time —great for plan

drawing or graphic design!

DOODLE! works great
with Okidata's new
Okimate 10™ color
printer.

For information, or the name of your nearest dealer, call 1-800-558-1008
In Wisconsin, call collect 414.291.5125, Dealer and Distributor inquiries invited,

11984 City Soltware  Software &

www.Commodore.ca
Moy Not Reprint Withoul Permission

1984 Mark R. Rubin & OMNI Unlimited

SAVE.

City Sojtware

735 W. Wisconsin Ave., Milwaukee, W1 53233

Commodore 64 is a registered trademark of Commedore Electronics, Ltd. o

Duplicate, squeeze, reduce, enlarge,
stretch, rotate, or reposition your
DOODLE (or any part of it) onscreen.

graphics, letters, and numbers in
any size and any direction!

Store your DOODLE on disk for
later recall or revisions!
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will be erased even if something goes wrong with the paper
copy. One other unusual option strips extra tabs and spaces
from received information to save space in the buffer and im-
prove readability on narrow screens.

Graph-Term 64

Using the high-resolution drawing capability of the 64, and
the even higher resolution plotting capability of the 1520
printer/plotter, Graph-Term 64 (Bennett Software, 3465 Yel-
lowstone, Ann Arbor, MI 48105) accepts data from main-
frame computers as though it were a Tektronix 4010 graphics
terminal. (It even compensates for the 64’s screen not being
square.)

Though the 200 x 320 resolution of the screen and the 480
X 630 resolution of the plotter don’t match the 780 x 1024
resolution of the Tektronix, the price of a 64, disk and plotter
also doesn’t compare with the price of a Tektronix. This
makes the 64 attractive to engineers and scientists who need to
use Tektronix graphics, but have limited budgets.

Besides displaying and printing graphics plots, Graph-Term
64 also allows you to create new plots and upload them to
other computers, again as though it were a Tektronix 4010,
Like other intelligent terminals, it can also capture the data it
displays, and save it to disk or tape for reloading another time.
And, like most any terminal, Graph-Term 64 also handles or-
dinary text.

On the other hand, the engineering background of the pro-
gram is apparent in its lack of bells and whistles to ease its use.
You should be familiar with Basic, and able to alter simple
programs in order to take advantage of Graph-Term 64.
Otherwise, you’ll be limited to its standard 300-baud, 8-bit,
no-parity, 1-stop bit, full-duplex setup.

If you need this program at all, you need it rather badly,
and it will seem quite a bargain to you.

The Smart 64 Terminal

Like most of the other fine programs in this group, the third
release of the Smart 64 Terminal (Microtechnic Solutions, PO
Box 2940, New Haven, CT 06515) can transmit or receive pro-
grams and, with some extra steps, convert the transmitted
characters into a form that your 64 or VIC can run,

Some remote systems need extra helps; this program can set
the maximum number of characters to send before adding a
carriage-return character code. It is also the only tested pro-
gram for the 64 that is compatible with the former 1515 printer
and explicitly supports the new 1526 printer, too.

If you have a choice of numbers to call to reach a desired
system, Smart 64 Terminal will call each of them in turn until
one answers. Other special needs it supports include a prepro-
grammed response to a Control-E inquiry by a host system,
and the hardware X-Line handshake used by some directly-
wired computer systems.

Although the program can’t be copied, you can make mul-
tiple data disks. As temporary storage space in the computer is
filled with incoming data, a gauge at the right side of the
screen will slowly descend to show how much room is left; it
should hold over 16 minutes of data before being automati-
cally transferred to the disk drive.

Smart 64 Terminal has many desirable features, at a reason-
able price, but is a bit inconvenient to use with special proto-
cols, such as CompuServe's. Also, its preliminary manual
leaves a lot to be desired.
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SuperTerm

Midwest Micro’s SuperTerm (PO Box 6148, Kansas City,
MO 64110) includes most features offered by other terminals,
and a few of its own. The manufacturer prefers to call it a ter-
minal emulator, and with good reason—it is able to mimic
even DEC’s elaborate VT-52 and VT-100 mini-computer ter-
minals, and the company plans to add dozens of other ter-
minal emulations to the program.

These emulations allow SuperTerm to be used with a very
large computer and to behave like that computer’s own ter-
minals. Some of these have up to 132-column screens, which
SuperTerm mimics by scrolling sideways. This can be confus-
ing, but a Freeze mode partially eases the pain.

It’s too bad SuperTerm doesn’t use the software 80-column
and smooth-scrolling techniques Midwest Micro pioneered in
Terminal 40 (see separate review).

My favorite feature in SuperTerm is its support of file up-
and downloading, via the PET bulletin board and Compu-
Serve methods. It is also able to receive programs from non-
standard systems and convert them into Commodore pro-
grams, though some changes may still have to be made by hand.

Captured information can be edited with most of the com-
mands of a word processor. If you have the company’s special
Smart ASCII printer interface, you may even print received in-
formation at full speed as you receive it, something no other
tested program can do. To further ease the chore of chatting
with other systems, troublesome characters can be filtered out
when received, either full time or only when they follow a car-
riage return (some of the worst do).

SuperTerm’s only really negative feature is its instruction
manual, which is still preliminary after nine months, and
doesn’t even mention some of SuperTerm’s abilities.

Telstar 64

Telstar 64, from Eastern House Software (3239 Linda
Drive, Winston-Salem, NC 27106), is the 64 version of Carl
Moser’s excellent STCP for CBM and PET computers, a
product I’ve been using regularly for over a year. Like STCP,
Telstar 64 is among the most powerful terminal programs
available, with the expected options, but easier to learn and
use than most,

It is in cartridge form, which makes it especially convenient.
It is able to automatically tokenize a Basic program as it is re-
ceived and stored to disk without the extra translation steps
most other terminal programs need. This allows easy sharing of
standard programs with owners of other brands of computers.

Other notable features include full-cursor editing (in Line
mode) and filtering of troublesome characters. Telstar 64 is
also the only product in this group to offer an Echo mode; this
lets its users stay in full duplex when talking to each other,
with added assurance of reliable communications.

Unfortunately, Telstar 64 is unable to reliably receive files
from my Tandy 100 at 1200 baud, but this won’t bother those
who use Commodore’s 1600 and 1650 modems.

Another complaint is that the CTRL key isn’t used as it-
self—Telstar substitutes the left-arrow key. It also lacks both
the Punter and CompuServe protocols for uploading and
downloading files.

Even so, because it is the only completely cartridge-based
terminal I’ve tested, and is both capable and comfortable to
use, I use it daily with my portable computer. It is also a real
bargain. I recommend it.
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Info Designs is the leading producer of
accounting software for the Commodore 64...
home town businesses made us Number 1.
We specialize in Accounting Software and
market only the highest quality business
systems. Our integrated systems have helped
businesses become more prosperous through
better management of their money and re-
sources. Info Designs five accounting pack-
ages make it possible for you to computerize
your business cost effectively. Our proven bus-
iness software packages have been purchased
for $595 each. With 100,000 programs sold,
you can be assured of a proven value at $79.95
per Commodore-64 program.

—=Home Town Business Grow

Select the disk programs you need—
e Accounts Receivable/Billing

e Account Payable/Checkwriting

e General Ledger

® [nventory Management

e Payroll

Customer Support Plan

An optional telephone consulting service is
available to support installation and ongoing
operations.

To Purchase
See your local Commodore-64 Dealer or call
us directly at (313) 540-7772.

Circle 102 on Reader Service card.

Info Designs Inc.
/905 Telegraph Road

Birmingham, MI 48010
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Vidtex

Vidtex, from CompuServe Information Service (5000 Ar-
lington Centre Blvd., Columbus, OH 43220), is for serious
users of the CompuServe system. This intelligent terminal
package takes full advantage of every option offered by Com-
puServe, and is completely compatible with Commodore’s
chosen information utility. (Unfortunately, it is not compati-
ble with PET BB systems.)

That you don’t need the program disk in the drive after start-
up saves loading time and disk swaps.

Vidtex’s main feature is error-free uploading and download-
ing, using CompuServe’s image files. You can also send ahead
pages for storing different screens in memory, a big time saver
when you're playing its games. It has excellent screen handling,
with automatic cursor positioning by the host system. With
Vidtex, CompuServe knows all the commands to clear your
screen, control colors, format your screen and so on.

Vidtex is the only tested program that can automatically
dial and automatically log onto real systems without your hav-
ing to press any key beyond running the program. This is very
helpful, and an amazing oversight in its competitors.

I would have liked to load the program from disk and im-
mediately see a menu of options, as when you sign on to Com-
puServe itself. New users may become frustrated long before
finding out how to display its two help screens.

You’ll really notice the lack of an 80-column option, but
work-wrap keeps things fairly readable, and being able to dis-
play downloaded color graphics partly makes up for it. The
manual is brief, but mostly usable.

If you spend any time on CompuServe, this is the terminal
program for you. Highly recommended.

VIP Terminal

Imagine Commodore’s Magic Desk program on-line. Soft-
law has made a valiant attempt to ease the hassles of using a
full-featured terminal program.

C= HOBERTARRIREIAS

In addition to a high-resolution desk image at the start of
the program, VIP Terminal from Softlaw (9072 Lyndale Ave.
S., Minneapolis, MN 55420), makes full use of icons and joy-
stick selection of options—next best thing to a game. Then,
when you're done playing and want to use the program, it has
several dozen help screens that explain almost everything.
You've got to see it to believe it.

However, unlike Magic Desk, VIP Terminal has almost no
limits to its power. It is the only program reviewed here that
can serve as a host computer itself, answering the phone even
when you're not around, taking and giving messages and even
sending and receiving programs.

It also stores all the usual modem parameters separately for
each of the 16 numbers in its phone directory. This means that
if CompuServe wants 8 bits and no parity, but the mainframe
at the office wants 7 bits and even parity, VIP Terminal will set
up for both automatically.

Unfortunately, this great idea slips badly at one point; its
sign-on routine only stores one prompt and one response—not
enough to sign on to any network I’ve ever used. I couldn’t
figure out any way to set modem parameters except through
directory entries.

Another aspect that could be improved is off-line message
preparation, currently limited to the 127 characters that can be
held in each of the 20 function keys. A few of you may be in-
terested in a gimmick that claims to tone-dial for you through
the TV speaker and your phone handset, but VIP Terminal’s
chime on the quarter hour and beep at the right margin are
more useful.

If you're looking for a very powerful terminal program
that’s easy to use, VIP Terminal should be at the top of your
shopping list. [R]

Address all author correspondence to Jim Strasma, 1238
Richiand Ave., Lincoln, IL 62656.



A Printer For All Reasons!

The GP-550-CD is an extra high quality
graphic printer that offers both standard
dot matrix printing and near letter quality
printing all in a single unit.

Dimensions
Printing Method
Printing Format
Character Kinds
Graphics
Multiple Copies

DIRECT PLUG-IN AND PRINT ON YOUR
ViC-20 COMMODORE-64

Two-hammer
9x8(DP); 9x 16 (NLQ)

3 including original

APROSOFT™ SOFTWARE
TYPE FOR YOUR LIFE ™

With more challenge than an arcade game, learn
to type 75 or more words per minute. Speed is
User Selectable, but NO FOOLING AROUND
allowed! Text is WIDELY VARIED since it comes
from the program tape. Action color graphics with
sound fix your eyes on the screen and away from
your fingers. Your man rows his boal across the
screen as fast as you can type. Maintain speed
and he can destroy the sea monster, but if you
:él'Ow down, ZAP' Runs on unexpanded VIC or
-64

WORDPLAY ™

WORDPLAY is a collection of programs which
allows the user to make oniginal stories, wnte a
form ol Japanese poetry, play the fun game ol
“Animal” (which children love!) and create jargon
A bonus secrel message (cypher) program is also
included. In a word, WORDPLAY is a "BARGAIN"!
Requires 16k RAM or more. (VIC-20 or C-64)

DR. FLOYD™

Psychoanalysis by computer? Well, not quile, but
Dr. Floyd will carry on a conversation with you
using psychoanalytical techniques that give the
appearance of artificial intelligence. The next time
someone asks you "Show me what this computer
ouours can do,"” you can really amaze them with

FLOYD. Great for parties - even nice for just
having someone to'talk'to. Requires 16k RAM or
more. (VIC-20 or C-64).

Cassette $14.95 Disc $19.95

Note: VIC-20 versions on Cassette ONLY
C-64 versions on Cassette OR Disc

Apropos Technology 15 proud 1o offer these fine educatonal
and entertaining programs for your computer Each program
comes fully tested Heplacement, if necessary, 15 guaranteed
10 onginal purchaser Prices shown include shipping charges

12" (D) x 16.5" (W) x 4.5" (H} {including paper separator)

96 ASCII + 44 characters and symbols
Arbitrary combination of 8 dots or 16 dots.

__APROPOS TECHNOLOGY 1071-A Avenida Acaso

DOT MATRIX NUMBER PRINT CHARACTER
PRINTING (HxV) OF SPEED SPACING PASS FEATURES:
Pi . :
MODE & SPACES COLUMNS (CPS) (CPD e Two print modes: Data Processing (DP) mode,
DP Mode: Near Letter Quality (NLQ) mode.
Pica 9x8+3 80 50 19 : ® Lower noise level
Elite 9xB+1 96 60 12 1 By b
il et Bxada 136 86 17 1 High cos{-peﬁormange_
o e Two matrix configurations: 9 (H) x 8 (V) dots in
NLQ Mode: NOTE: There is expanded (doubla-width) printing function in every character mode. DP mode; 9 (H) x 16 (V) dots in NLQ mode.
Pica 9x16+3 80 25 10 2 e Capable of printing 140 different characters:
Elite 9x16+1 96 30 12 2 96 ASCII characters plus 44 European
Proportional Nx16 - — = 2 characters and symbols.
Super/Subscript  5X8 136 43 17 2 ® Various character modes for special effects:
Htalic Cursive 12x186 80 25 10 2 DP mode: Pica, Elite, Condensed
Line Spacing 6, 8, 7%, 12, or N/120 (N = 0-99) lines per inch. 1 year parts & NLQ mode: Pica, Elite, Italic Cursive,
Paper Feed Pin-feed and friction-feed (single sheet) Superscript, Subscript and Proportional.
Paper Width Adjustable from 4.5 to 10 inches (fanfold paper) labor warranty ¢ Graphic printing of vertical 8-dot or 16-dot
Paper Type Fanfold or cutsheet paper graphic data.
Ribbon Single color, special sell-inking cassette

FOR ORDERS, CALL TOLL FREE:

1-800-962-5800 (USA)

$259.95!!

1-800-962-3800 (CA)

CASH PRICES
CHARGE CARDS ADD 3%

Al Proes U S Duosar

ADD: $8.00 Shipping (Cont. U.S.), $35.00 CAN, HI, AK

All hardware has our 10-day money back guarantee

APROSPAND-64

lor C-64

Gives your Commodore-64 full expandability!
Four independently swilchable cartndge slols are
compalible wity ANY Cartnidge lor the 64

ONLY $39.95

PARALLEL PRINTERINTERFACE
for VIC-20 or C-64
So easy to use - simply plug-in and print. Includes all

cables & connectors to a Centronics Type Parallel
Printer. Includes all Commodore Graphics

Cardprint + G $59.95

Cardprint B $39.95
(without Graphics)

PRINTER UTILITY PROGRAM

Allows printing screen dumps and headlines.

CASS. $19.95 DISC $24.95
+ $3 shipping (US), $6 AK, HI, CAN

GORILLA BANANA
or GX-100 Printer .. 314995
ADD: $8 00 shupping (cont USA), 535 00 (Canada. M1 AK)
FOR ORDERS
CALL TOLL FREE:
1-800/962-5800 USA
1-800/962-3800 CALIF. ONLY

Camarillo, CA 93010

805/482-3604

Extongon
COnNecions
aNow other
canndges 1o
bt used!

RAMAX * Features and Specifications:

Adds up to a full 27k bytes of additonal RAM 1o
the standard VIC-20's internal RAM of 5k

Built-in switch allows User selection of any com-
bination of § areas or RAM memory*

BLK1 (Bk: Adr. B192-16383

BLK 2 (Bk: Adr. 16384-24575)

BLK 3 (Bk: Adr. 24576-32767)

BLK 5 (Adr 40960-49151, allows/disallows
B8k ROM games)

RAM (3k: Adr 1024-4095)

RESET (Resets computer without power off/on)

Built-in electrical Fuse to protect equipment

Totally self-contained. No external power supply
needed

Two (2) extension connectors allow ANY addi-
nonal canndges and/or devices designed lor the
VIC expansion port

* Very low power consumption (. 175 amp usual)

High reliabiity gold-plated connectors are de-
signed lor long life

* Complete Operating Manual,

RAMAX $79.95!

ADD: $3.00 Shipping (Cont. U.5.), $6.00 CAN, HI, AK.

www.Commodore.ca
Moy Not Reprint Withoul Permission
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Enlightened
Graphics

onvert those curious Com-

modore custom characters
into something we humans can
understand, and you will get
easy-to-read, professional-
looking listings.

By Alejandro A. Kapauan

RUN It Right

VIC-20
Commodore 64

Lister-Filter, a listing-translator pro-
gram, allows you to print easy-to-read
listings similar to the ones in this
publication. It filters out all Commo-
dore graphics characters output to the
screen, printer or RS-232 devices (device
numbers 3, 4 and 2, respectively) and
replaces them with easy-to-read non-
graphic equivalents.

For example, the clear-screen charac-
ter will print as [CLR] instead of as a
reverse-video heart character. A shifted
space will print as [SHFT SPC], while
the character you produce by holding
down the Commodore logo key and
typing A will print as [COMD A]. In
addition to these features, Lister-Filter
also compresses long repeated sequences
of graphics, cursor control or blank
characters into a single string.

A string of 22 cursor-right characters
will print as [22 RIGHT]. A single space
will print as a space, while two or more
spaces in sequence will print as [n SPC],
where n is the number of spaces. The
program is especially useful for making
printed listings if your printer or printer
interface has no graphics capabilities.
Even if you do have a graphics printer,
listings processed by this translator are
more readable than regular graphics
listings.

Lister-Filter was originally written
for the expanded VIC-20, but it will run
without modifications on a Commo-
dore 64. It is written entirely in machine
language and uses 630 bytes of your
RAM. However, you don’t have to

know machine language to use the pro-
gram and you do not even need a ma-
chine language monitor to type it in.
The Basic loader program (see Listing
1) will do the proper loading and reloca-
tion of the Lister-Filter program.

Using the Program

Type in the Basic loader program
carefully. This may be a little difficult
because of the numerous Data state-
ments; however, checks are provided in
the program so that you can easily lo-
cate the errors in the data when you run
it. After typing in the program, make
sure to save it.

When you run the program for the
first time, it may contain some errors. If
there is a Syntax error, examine and
correct the offending line. If you get a
message DATA ERROR NEAR LINE
n, examine line n for errors, or possibly
the line before it. If you get an Out of
Data error, it is likely that you just left
out a Data statement. Make the neces-
sary corrections and save the program
again.

Once the loader program executes to
completion, and the screen displays
FILTER INSTALLED, then all output
directed to the screen, printer or RS-232
device will be translated. You may type
NEW to delete the loader program, but
the Lister-Filter program will still be
there. To make a listing of another pro-
gram, just load it into your computer
and list it in the normal manner. To dis-

Address all author correspondence to
Alejandro A. Kapauan, 141-6 Airport
Road, West Lafayette, IN 47906.

RINT

2:POKEB+2,154:CLR

Listing 1. Lister-Filter program for the C-64 or VIC-20.
1¢ PRINT"{SHFT CLR}LISTER-FILTER":PRINT"LOADING DATA":P

2¢) B=PEEK(55)+256*PEEK(56):IFPEEK(B+2)=154THEN4¢
3¢ B=B-63¢:B2=INT(B/256):B1=B-256%B2:POKE55,B1:POKE56,B

4¢ B=PEEK(55)+256*PEEK(56) :A=B
5¢ FORL=5@@@¢TOS537¢STEP1@:S=@:PRINT" {CRSR UP}LINE"L C_,

More

¥ KGR ARIRE F967
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able the translator when you no longer
need it, you can warm start your com-
puter by holding down the run/stop key
and hitting the restore key. To reinstall
the filter later, just load the loader pro-
gram and run it.

You can modify what the translator
will print for some graphics characters
by changing lines 1000 to 1350 in the
loader program. The variable C is set to
the CHRS code of the character, while
the string C$ is set to the string to be
printed. A GOSUB4000 then installs
the code in the filter’s exception table.

Lines may be added after line 1350
for other characters, like the extra
Commodore 64 color-control charac-
ters, which are unavailable on the VIC-
20. However, the total exception-table
space may not exceed 256 bytes. The
program will tell you if the table strings
are too long. You might have to shorten
some strings to make room for the
others.

How It Works

Lister-Filter is basically a program
that is placed just before the VIC's or
C-64’s normal output routine. This is
done by modifying the output vector at
locations 806 and 807 to point to the
Lister-Filter program. After it does its
translating, the program then passes
control to the normal output program
to print the translated characters.

The translating process is fairly
straightforward. First, the character to
be printed is checked against the previ-
ously received character. If it is the
same, then a count of accumulated
characters is incremented, and the char-
acter is not immediately printed. If it is
not the same, then the character is saved,
and the previously-buffered characters
are printed. That way, repeated charac-
ters can be compressed as a single string.

The character is checked to see if it is
in the exception table. If it is not, it’s
checked to determine if it is a Commo-
dore logo key graphics character. If it's
neither of those, it's checked to see if it’s
a shifted character. The appropriate
string representation of the character is
printed, with any necessary numeric
count. If the character is a normal print-
able one, then it’s printed as is.

If you are knowledgeable in machine
language programming, you might
want to disassemble Lister-Filter to ex-
amine it in detail.

Lister-Filter is a handy program for
making clear, professional listings, and
it helps prevent the eyestrain and head-
aches caused by reading cryptic graph-
ics characters, R]

www.Commodore.ca
Moy Not Reprint Withoul Permission

Listing | continued.

6@ F
7¢ S

8¢ NEXTL:READV:GOTO1¢¢
9¢ PRINT"DATA ERROR'":PRINT"NEAR LINE"L:END

1909
11¢
12¢

13¢

14¢

15¢

160

109¢
191¢
1942¢
193¢
1049
1959
1060
197¢
198¢
169¢
1495
11¢¢
114
112¢
113¢
114¢
115¢
116¢
117¢
118¢
119¢
12¢0¢
121¢
122¢
123¢
124¢
125¢
126¢
127¢
1286
129¢
1295
13¢¢
131¢
132¢
1325
133¢
134¢
1356
1998
1999
4004

4019
5¢g¢
5¢1¢
5¢2¢
5¢3¢
5¢4¢
5¢5¢
5069
5¢7¢
5¢8¢
5¢9¢
51049
511¢
512¢
513¢

ORI=1TO1@:READV:IFV>255THENS{ ;
=S+V+1:POKEA,V:A=A+1:NEXTI:READV:IFV<>STHEN9{

FORL=539@¢T0O564@¢STEP1¢ : PRINT" (CRSR UP}LINE"L
READX :READY : READV: IFV <> X+ YTHEN9¢
X=X+B+1:Y=Y+B:B2=INT(Y/256):B1=Y-256*B2:POKEX,B1:PO
KEX+1,B2:NEXTL
GOSUB1¢@@ : IFPEEK(55) =PEEK( 8¢6 ) ANDPEEK( 56 ) =PEEK( 8@ 7)
THEN16¢

POKEB+324 ,PEEK(8§6): POKEB+325,PEEK(8¢7 ) : POKEB+369,§
POKEB@6 ,PEEK(55) : POKEB@7 ,PEEK(56)
PRINT"FILTER INSTALLED'":END

A=B+373

C=32:C$="SPC" :GOSUB4¢¢#¢
C=5:C$="WHT" : GOSUB4¢¢¢

C=17:C$="DOWN" :GOSUB4¢@@EH

C=18:C$="RVS ON'":GOSUB4¢@#
C=19:C$="HOME" : GOSUB4@ ¢
C=28:C$="RED" : GOSUB4@¢¢
C=29:C$="RIGHT" : GOSUB4¢ ¥
C=3@:C$="GRN" : GOSUB4¢¢d
C=31:C$="BLU" : GOSUB4¢ @&

C=92:C$="LB." :GOSUB4¢¢¢

C=96:C$="SHFT *":GOSUB4¢¢d

C=123:C$="SHFT +":GOSUB4¢¢¢

C=124:C3$="COMD -":GOSUB4¢¢¢

C=125:C$="SHFT -":GOSUB4¢¢¢
C=126:C$="PI":GOSUB4¢@¢

C=127:C$="COMD *":GOSUB4¢@¢
C=133:C%$="F1":GOSUB4¢¢¢
C=134:C$="F3":G0SUB4¢ ¢
C=135:C%$="F5":G0SUB4@@¢
C=136:C3$="F7":608UB4¢¢¢
C=137:C$="F2":G0S8UB4¢@¢

C=138:C%$="F4" :GOSUB4@¢¢
C=139:C3$="F6":GOSUB4¢¥@H

C=14¢:C$="F8" :GOSUB4@EP

C=144:C$="BLK" :GOSUB4¢¢¢

C=145:C$=""UP" :GOSUB4@¢¢

C=146:C$="RVS OFF" :GOSUB4¢@¢¢

C=147:C$="CLR" :GOSUB4@#@

C=148:C$="INST" :GOSUB4@ @
C=156:C%$="PUR" : GOSUB4@¢H
C=157:C$="LEFT" : GOSUB4¢ @@

C=158:C$="YEL" :GOSUB4¢ @@

C=159:C$="CYN" :GOSUB4¢@¢@

C=16@:C$="SHFT SPC":GOSUB4¢@¢

C=168:C$="COMD LB,":GOSUB4¢¢¢

C=169:C$="SHFT LB.":GOSUB4¢¢¢

C=186:C%$="SHFT @":GOSUB4¢@¢
C=2¢:C$="DEL" : GOSUB4¢¢@d
IFA>B+627THENPRINT"STRINGS TOO LONG":END
RETURN
POKEA,C:A=A+1:FORZ=1TOLEN(C$) : POKEA ,ASC(MID$(CS$,Z,
1)) :A=A+1:NEXTZ

POKEA, @ :A=A+1:POKEA, : RETURN
DATA72,165,154,2¢1,2,48,4,2¢1,5,48,91¢
DATA4,1¢4,76,67,125,1¢4,141,12,3,72,718
DATA152,72,138,72,162,3,189,3,$,168,969
DATA189,113,125,157,3,6,152,157,113,125,1144
DATA2¢2,16,239,173,12,3,2¢1,255,2¢8,4,1323
DATA169,126,2¢8,14,2¢1,224,144,4,233,64,1397
DATA2¢8,6,2¢1,192,144,2,233,96,197,5,1294
DATA2$8,17,238,3,6,12¢,248,165,4,24,1¢37
DATA1¢5,1,133,4,216,88,24,144,85,172,982
DATAS,$,133,5,165,3,24%,53,14¢,6,760
DATA#,162,0$,189,117,125,24¢4,94,197,6,114¢
DATA24¢,9,232,189,117,125,208,25¢,232,2¢8,182¢
DATA238,20¢1,32,2¢8,6,165,3,2¢1,2,144,121¢

DATA112,32,28,125,232,189,117,125,24¢,6,1216
RUN September 1984 / 83
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oo INOVICE 1S 2 4 hour word.

Let’s face it. Most of us
weren't born with technical
minds. The thought of
having to learn something
as complicated as a com-
puter seems ominous.

There was a time when
being a novice meant weeks
of reading, calling your
dealer and frustration.
Now, with Northwest
Software’s Training Kit,
novice is just another four
hour word.

The Training Kit is an
entertaining program that
introduces the personal
computer in a simple, step-
by-step way. In the four
hours it will take you

to breeze through the
Training Kit program,
you'll gain a firm under-
standing of how your
computer works and most
importantly, you’'ll learn
how to work your computer.

The Training Kit.
The first and last program
for novices,

About $20F Available at
retailers for Commodore
64 and Apple lle-1lc
computers. Includes work-
book. Call Northwest
Software at 800/521-5321
for the name of the dealer
nearest you. (In California
call 800/255-9039.)

Coming soon in Spanish, French
and German language editions.
*About 330 in Canada. Prices may
vary.

Commodore 64 is a registered
trademark of Commodore
Electronics Ltd. Apple Ife and Tk
are registered trademarks of
Apple Corporation

The Northwest Software Series
Kastel Technology Corporation
San Francisco






Cops,
Robbers

And
Computers

By Christine Adamec

t first the Commodore 64 was just a fascinating toy to Detective

Randy Mooseles, who played numerous games of Jumpman
and Star Battle after bringing it home last year. Then he started
thinking about other possible uses and hit upon a unique
application. . .

Randy Mooseles, age 29, is a powerfully built man with pen-
etrating brown eyes. He is a police detective for the city of
Melbourne, Florida (population 50,000).

I suddenly realized I could bring my Commodore 64 to work and
put together a suspect file,”” said Mooseles, leaning forward in his
chair to explain.

Is this central Florida city a hotbed of crime? No, according to
Mooseles, the crime rate here isn’t much worse than other com-
parable cities nationwide. But, like many other cities throughout the
country, Melbourne residents are suffering an increasing problem
with certain types of felonies. Maybe, reasoned Mooseles, his com-
puter could help him track down some of these evildoers. '

For the Record

But why would he want to create his own criminal database?
Doesn’t the Melbourne Police Department already have computer

.'
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murder is a
very big
thing here; we
know about
them.
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hookups to the state and county, as well
as to the federal offices? ‘‘Yes, we’ve
got terminals,”’ says Mooseles. ‘“We're
constantly using our hookup to the
CJIS (the Criminal Justice Informa-
tion System), a countrywide network.
But you can’t pull out every kind of in-
formation easily; the problem is that the
system is pretty rigid.”

He explains: ““Say I'm looking for a
particular m.o. (modus operandi, or
method the criminal used to commit the
crime), like breaking into a private home
by smashing the glass of a backyard
window. I can’t just input a particular
m.o. into the CJIS computer and get
out a list of suspects, Their system
doesn’t work that way.”’

So Mooseles decided he’d use local
information to develop his own com-
puter system. Using Superbase 64, a
database program manufactured by
Precision Software, Mooseles began de-
signing his criminal database in late
1983. (His hardware peripherals included

a Commodore 1541 disk drive, a Card-
co printer interface and an Epson
printer.)

On what kind of criminals did he de-
cide to input data? Murderers? Rapists?
“Those types of violent crimes don’t
happen here every day,” he says. “A
murder is a very big thing here. We
don’t need to computerize those; we
know about them.’” He adds, ‘““They’re
not usually repeat offenses, so we
wouldn’t have those people in the com-
puter anyway.”’

How about other violent crimes?
Says Mooseles, ‘“‘Quite often, the victim
can identify who raped or assaulted her.
Or someone at the scene saw the assail-
ant and can help us identify him.”’ (In
1983, Melbourne had one murder and
21 rapes.)

Instead, Detective Mooseles decided
to zero in and logically attack a growing
problem in Melbourne: robberies and
burglaries.

What’s the difference between a rob-
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ber and a burglar? According to
Mooseles, an example of a robber is
someone who holds up a store, demand-
ing the clerk hand over cash from the
register. A burglar, however, is some-
one who sneaks into a home and steals
your video recorder and the pearls Aunt
Millie left your wife.

Last year, Melbourne residents were
ripped off in 66 robberies and 940
breaking and entering (burglary) cases.

Play It Again...

The six and a half years Randy
Mooseles has spent with the Melbourne
Police Force (three as a detective) have
convinced him that many criminals are
repeat offenders, usually using the same
m.o. every time they rob or steal.

““‘Most of the people I’ve arrested for
burglary or robbery have done it be-
fore, and often I've been the one who
did the arresting then, too,”” says
Mooseles, ironically. So he knew he had
data suited to computerization, which
www.Commodore.ca

Moy Not Reprint Withoul Permission

Most of the people I've ar-
rested for burglary or

robbery have done it before,
and I've often been the one
who arrested them then.

he could use to look for patterns in nab-
bing the bad guys.

Wait a minute! What about any Lex
Luthors (nemesis of Superman) or
other master criminals, meticulously
careful to employ devious little twists
and plots in the course of their crimes so
they’ll throw off the good guys? ‘‘No,”’
grins Mooseles. ‘‘Most criminals are
pretty dumb.”’

Limiting his system solely to recidi-
vists (repeat offenders) or people he se-
riously suspected, Mooseles began enter-
ing several types of data. Initially input-
ting about 120 names, he included phys-
ical descriptions of each person—
height, weight, hair color, race, sex,
birth date and address. Then he added
information extracted from the police
Narrative Report, on known m.o.s for
each person. He also added the finger-
print data for every person previously
arrested.

How could he type in the whorls and
swirls of fingerprints without an incred-
ibly specialized keyboard or graphics
display? “‘Fingerprints are coded by a
series of numbers or letters, one group
for each finger," he explained.

The following is a sample print, with
two characters or letters for each finger.
aa 11 12 10 03 aa aa 08 16 04

Mooseles explains further, “A lot of
times we can get latent prints from the
scene of the crime. Even if we can find
just one fingerprint, and say we know
it’s the third finger of the guy’s right
hand, then the system will kick out
everyone who matches, and we might
find our man.” (Or woman; they're
equal enough to commit crimes, too!)

Of course, he could easily call up fin-
gerprint information from the big com-
puter systems available through his ter-
minals—but then they wouldn’t have all
his many other variables.

Mooseles also included in his
database the names of the detectives
who last handled cases involving prior
arrests. ‘““We log in all our cases and
then they’re assigned to detectives,”” he
said. ““If someone in my database were
arrested who'd been here before, I'd
know right away who worked on that
case, and I'd go ask that detective for
more information.”’

Why didn’t Detective Mooseles input
drug crimes? After all, addicts should
be very predictable, because of the na-
ture of their physical need. ‘‘Oh, they’re
predictable,”” says Mooseles, ‘‘but it’s
not my field—Narcotics and Vice do
that.”

He added, ‘‘Actually, I do have drug
abusers in my system. Many people
who are heavy drug users don’t legally
make enough money to support their
expensive habit, and they resort to steal-
ing. So I've got them down under the
category of burglary!”’

Of Databases and Disk Drives

Is he happy with Superbase 64, his
software? ‘It cost me 100 bucks,”” he
grimaces. But he is extremely pleased
with the flexibility of the program. “‘It
was sure well worth the price. You can
pull out as much or as little from it as
you need.

““For example, I could say I want all
white males with red hair who are taller
than six feet. Or I could ask for all peo-
ple in area 1 who are over 20 years old.

RUN September 1984 / 89



Or who are 20 years old.” His dot-ma-
trix printer would then produce a neatly
typed alphabetized list of possible sus-
pects. (When he was finished with his
program’s design, it incorporated over
20 variables!)

Any problems? Oh yes! Not from the
chief or his fellow detectives (they were
a little wary at first, then admiring), but
from a very uncooperative disk drive.

““It took me about 20 hours to type
everything in,”” Mooseles frowns, re-
membering. (He did the work over sev-
eral weeks off-duty, because he’s con-
stantly interrupted in the office. While I
was interviewing him, the chief and sev-
eral detectives dropped by with quick
questions, the phone rang several times,
and a thin, terrified-looking old man
showed up to see him.)

“Twenty hours of typing, and I sud-
denly lost all my data!”* he exclaimed in
mock agony. What happened?

“I knew something was wrong be-
cause the light on the disk drive kept go-
ing off and on. But I didn’t do anything
until it was too late and I'd lost every-
thing. Then I took it in to the experts
and they discovered the problem—I
needed my disk drive realigned!”’
(Ouch! That’ll be $60, please.)

Most people would have thrown in
the towel at that point, telling them-
selves it was just not meant to be, but
not Randy Mooseles. He had the drive
fixed, then rolled up his sleeves. ‘I did it
all over again,”” he said.

Has the property crime rate plum-
meted in Melbourne since Detective
Randy Mooseles began computerizing
local crime records?

“Not yet,” he admits. ‘“But we’re
planning to relocate to newer, larger
quarters in a few months, and we'll
probably enlarge the system then."

Once the Melbourne Police Dept. is
housed in the more spacious building,
Mooseles hopes his chief will authorize
him some help to input the more than
1000 names he thinks will make his sys-
tem invaluable to the force. ““‘But it’ll
never be finished,”” he says. “We’ll al-
ways be adding new names to our list.”

Mooseles is positive that police de-
partments throughout the country
could benefit by using micros. ‘“They’re
getting cheaper and cheaper, and
they're not hard to use,’” he says enthu-
siastically. *‘l definitely think police of-
ficers should use micros. They should
have courses to teach them how to use
them.”” (Mooseles, a college graduate in
Criminal Justice, taught himself how to
program in his spare time.)

Mooseles also can see the feasibility
of adding violent crimes such as rape

Cg 4 '“‘i’{ﬁﬁ”lqmn‘ er 95,

and murder to the databases of large cit-
ies, where it’s more likely that repeat of-
fenders of these crimes can be found.
(And he’s convinced that a file on drug
abusers would be valuable, too.)

Any suggestions for interested police
officers? ‘‘Make backup copies of your
data!’’ he says vehemently. ““If I didn’t
back up constantly, another bad disk
drive problem could wipe out my whole
directory!”” (He shudders at that
thought.)

Randy Mooseles doesn’t play Jump-
man anymore. Instead, he’s found a
fascinating and unique way to use a
computer, one which could ultimately
save Melbourne residents thousands,
even millions, of dollars.

What does Mooseles think about all
that? Former TV Police Detective Joe
Friday would be proud of this dedicated
detective’s response. He simply shrugs,
“It’s no big deal. Just trying to make
my job alittle easier.” [R]

Address all author correspondence to
Christine Adamec, 1921 Ohio St., NE
Palm Bay, FL 32907.

ooseles is

positive
that all police
departments
could benefit by
using micro-
computers.
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WITH ABACUS SOFTWARE

CADPAK-64

This advanced design package has outstan-
ding features - two Hires screens; draw
LINEs, RAYs, CIRCLEs, BOXEs; freehand
DRAW; FILL with patterns; COPY areas;
SAVE/RECALL pictures; define and use in-
tricate OBJECTS; insert text on screen;
UNDO last function. Requires high quality
lightpen. We recommend McPen. Includes .
manual with tutorial.

DISK $49.95 McPen lightpen $49.95

VIDEO BASIC-64 DisK $59.95

This superb graphics and sound develop-
ment package lets you write software for
distribution without royalties. Has hires,
multicolor, sprite and turtle graphics; audio
commands for simple or complex music and
sound effects; two sizes of hardcopy to most
dot matrix printers; game features such as
sprite collision detection, lightpen, game
paddle; memory management for multiple
graphics screens, screen copy, etc.

MRSTER

MASTER 64

This professional application development
package adds 100 powerful commands to
BASIC including fast ISAM indexed files;
simplified yet sophisticated screen and
printer management; programmer's aid;
BASIC 4.0 commands; 22-digit arithmetic;
machine language monitor. Runtime
package for royalty-free distribution of your
programs. Includes 150 pp. manual.
DISK $84.95

SYNTHY-64

This is renowned as the finest music syn-
thesizers available at any price. Others may
have a lot of onscreen frills, but SYNTHY-64
makes music better than them all. Nothing
comes close to the performance of this
package. Includes manual with tutorial,
sample music.

DISK $27.95 TAPE $24.95

CHARTPAK-64 Disk $42.95

This finest charting package draws pie, bar
and line charts and graphs from your data
or DIF, Mulitplan and Busicalc files. Charts
are drawn in any of 8 formats. Change for-
mat and build another chart immediately.
Hardcopy to MPS801, Epson, Okidata,
Prowriter. Includes manual and tutorial.

CHARTPLOT-64 DIsK $84.95
Same as CHARTPAK-64 for highest quality

ULTRABASIC-64

This package adds 50 powerful commands
(many found in VIDEO BASIC, above) -
HIRES, MULTI, DOT, DRAW, CIRCLE,
BOX, FILL, JOY, TURTLE, MOVE, TURN,
HARD, SOUND, SPRITE, ROTATE, more.
All commands are easy to use. Includes
manual with two-part tutorial and demo.

DISK $27.95 TAPE $24.95

ouput to most popular pen plotters.

TAS-64

Technical Analysis System
for stock Market Evaluation

o a0 L
e A

TAS-64 FOR SERIOUS
INVESTORS

This sophisticated charting and technical
analysis system is easy to use. Plot more
than 15 technical indicators on a split screen
(price vs. volume); moving averages;
oscillators; trading bands; least squares;
trend lines; superimpose graphs; five
volume indicators; relative strength,
volumes, etc. Includes 100 page manual.

DISK $84.95

XREF-64
BASIC CROSS-REFERENCE

This tool allows you to locate those hard-to-
find variables in your programs. Cross-
references all tokens (keywords), variables
and constants in sorted order. You can even
add your own tokens so that you can cross-
reference tokens from other software such
as ULTRABASIC or VICTREE. Listings to
screen or all ASCII printers. DISK $17.95

>K DEALER INQUIRIES INVITED

FREE CATALOG Ask for a listing of other
Abacus Software for Commodore-64 or Vic-20

DISTRIBUTORS

Great Britain:  Belguim:

ADAMSOFT Inter, Services
18 Norwich Ave. AVGuilaume 30
Rochdale

France: Canada
MICRO APPLICATION KING MICROWARE LTD.
147 Avenue Paul-Doumer 5950 Cote des Neiges

Lancs. Brussel 1160, Belguim Rueill Malmaison, France Montreal, Quebec H35126

706-524304 2-660-1447

West Germany: Sweden:
DATA BECKER  TIAL TRADING
Merowingerstr 30 PO 51

6
Sicods ) CARTRdbre. crSarsne

1732-9254 514/737-9335
Australla: Now Zealand:
CW ELECTRONICS VISCOUNT ELECTRONICS

416 Logan Road 306-308 Church Street

Palmerston North
63-86-696

middos 64 &8y 7 M=6F Commodore Business Machines

AVAILABLE AT COMPUTER STORES, OR WRITE:

Abacus [ Software

P.0. BOX 7211 GRAND RAPIDS, MICH. 49510 E

For postage & handling, add $4.00 (U.S. and Canada), add $6.00
for foreign. Make payment in U.S. dollars by check, money order ..m‘,,c“
or charge card. (Michigan Residents add 4% sales tax)

FOR QUICK SERVICE PHONE 616-241-5510



It Works While You Play

ere’s a program that adds

three commands to Basic,
so you can make music with your
Commodore 64 without dealing
with data details.

By M. J. Clifford

RUN It Right

Commodore 64

Address all author correspondence (o
Marc J. Clifford, 2323 W. Bancroft St.,
Toledo, OH 43607.
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The Commodore 64, with its built-in
sound synthesizer, is capable of gener-
ating great music and sound effects.
However, in Basic, the lack of com-
mands to handle the SID chip makes
sound generation quite a hassle.

There are 25 registers used for sound
in the SID chip, and every note requires
two bytes of frequency data. You must
keep track of all the register addresses
and consult a table for the frequency
data, In order to do all of this properly,
you really need a computer. Hmmm. . ..

Well, in addition to being a sound
synthesizer, the 64 is a computer; so
why not let it take care of all the details
for you?

The accompanying program allows
the 64 to do just that. You need only
one address and the computer does all
the rest. This frees you to concentrate
on the music and makes it much easier
for you to experiment with different
sound envelopes and so on.

Help Is Here

The program adds three commands
to Basic: one to alter the voice’s
envelope, one to play a note for a
specified time and one to turn off the
volume when the sounds are finished.
This is done by means of Basic’s SYS
command.

The SYS command transfers control
to a machine language routine that
reads the required values from the Basic
program. These values are then put into

the proper registers or used to find the
frequency data from a table.

To use this program, you must first
define three variables: QU for Quiet,
AV for Alter Voice and PY for Play a
note. You begin by setting QU equal to
40384, PY equal to QU + 3 and AV
equal to QU + 6. Once thisis done, the
three new commands take the following
form.

SYSAV,v,a,d,s,r,w(,pw)
SYSPY,v,p,t,vl
SYSQU

The values represented by lowercase
letters may be constants, variables or
expressions, and they represent the
following.

v: voice (1-3)

a, d, s, r: attack, decay, sustain and
release (0-15).

w: wave type—I16=triangle; 32=saw-
tooth; 64=pulse; and 128 =noise. 20
may be used for ring modulation and
any of the values can be increased by 2
for synchronization with another voice.

pw: pulse width—used only with wavy
type 64, the pulse wave, and may have
values 0-4095.

p: pitch value—0-86, representing half-
tones from A# in octave 0 to B in octave
7 (see Table). 86 is a rest.,

t: 0-255 (0=256) representing the ap-
proximate number of jiffies (Joth sec-
ond) until the note is stopped.

vi: volume—0-15.
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Twenty high-level, ready-to-run arcade
game programs for the Commodore
build your programming skills as you
speed up the action to more challeng-
ing levels of play. You'll learn BASIC
programming techniques, plus hints
on writing faster moving graphics,
BASIC loaders for machine code rou-
tines, and tips on constructing your
own user characters. $12.95

BASIC

SUBROUTINES FOR
COMMODORE COMPUTERS
Eddie Adamis

Learning to write clear, reliable pro-
grams is easy with this guide to
structured programming. It gives you
access to more than 300 BASIC sub-
routines—powerful building blocks
that you can combine and adapt to
create programs for a wide range of
business, educational, and personal
applications. $12.95
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Let it out with
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64
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¥ DATA FILE £
Terry Barrett and e &
Stepnen Colwill - PROGRAMMING SHRE™.

MASTERING
THE
COMMODORE
64 . ¥ BN
A.J. Jones and G.H. Carpenter

Get the maximum performance from
your Commodore for everything from
games to educational, business, and
home management applications. You'll
learn simple BASIC commands and
programming concepts, then progress
to more advanced topics such as print
formatting, string handling, and simple
data structures. This easy-to-follow
guide also gives shortcuts for writing
faster, more powerful programs and
shows you how to exploit the full
sound, graphics and moving graphics
capabilities of your machine.  $14.95
Book/Disk Set: $39.90

COMPUTER:(O0OIKES

v Computer Books.

b

}\

{

LeRoy Finkel, Jerald R. Brown
and Glenn Fisher

The authors who've taught over
200,000 to master file programming
techiques show you how to take
advantage of your Commodore's ex-
ceptional file capabilities. You'll learn
how to track billings or inventories,
maintain mailing lists...and process
numerical and statistical information
for business, educational, and home-
based applications. $14.95
Book/Disk Set: $39.90

More than three million people have learned
to program, use, and enjoy microcomputers
with Wiley Press microcomputer paperbacks.
Look for them at your local bookshop or
computer store! For more information, write
to Gwenyth Jones, Dept. 5-1213.

WILEY PRESS

a division of John Wiley & Sons, Inc.
605 Third Avenue, New York, NY. 10158
Prices subject to change and higher in Canada.

5-1213
WILEY PRESS

www.Commodore.ca
Moy Not Reprint Withoul Permission
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Octave# Nc*es
Table of pitch values Examples drum, but the 64 sets the waveform to a
over seven octaves. To set up voice 3 as a drum, enter: pulse wave with a DU|SC Wldlh of 255.
O When no sounds are being produced
el and you wish to prevent any humming
This gives voice 3 an attack value of 0 from the speaker, you may shut off the
and a decay value of 9 for a sound that  SID chip completely by entering:
reaches full volume immediately and SYSQU
falls off rather quickly to the sustain
level, which is set to 0. The release is set The examples are given for use in a
to 9 to continue the decay if necessary.  program where QU, AV and PY have
The waveform is set to 128, which is  the correct values. To use the com-
noise. mands in Direct mode, the actual ad-
To produce the sound of fading foot-  dresses should be used. Thus, in Direct
steps using the above voice setting, — mode, SYSQU is SYS40384; SYSAV is
enter: SYS40390, and SYSPY is SYS40387.
FOR X = 15 TO 0 STEP — 1:SYSPY,3,25,30, The program in Listing 1 serves two
X:NEXT X {)urposcs.. It first Pokef] the_tmachm.e-
; g ; s anguage into memory, then it saves it
This plays voice 3 at pitch 25 for 30 jif-  , ick or tape for faster loading in the
fies. Because voice 3 has bepn BIVEN @ fiyryre. Once this program is run, you’ll
sustain level of 0, the sound is the same .4 &t onl :
- y to put a copy of the SID
for almost any time value.lThus, the30  Ap program on another disk or tape.
serves to control the time between To load the SIDAID program for use,
sounds. The loop plays the sound 15 .00
times with the volume decreasing each :
time from the maximum of 15 down to ~ LOAD"SIDCD",8,1 (,1,1 for tape)
0 as determined by the value of X. POKE 52,157:POKE 56,157:NEW
To set up voice 1 as a piano, enter: The Poke commands lower the top of
SYSAV,1,0,9,0,0,64,255 Basic’s available memory by 768 bﬁes
to protect the machine language from
A piano has an envelope similar to a  being overwritten by Basic. Once this is
94 RUN FEoga
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Circle 11 on Reader Service card,

Look at these
Features

® Fully screen-oriented

@ Horizontal and vertical scrolling

® Terminal mode — never seen before on a wordprocessor

® Supports Commodore disk and cassette handling

® I|Imbedded commands

BLIZTEXT

WORDPROCESSOR

FOR THE

COMMODORE 64

BLIZTEXT — SUPER WORDPROCESSOR
for the Commodore-64
— ON SALE NOW! —

® Fully screen-oriented, up/down, left and right
scrolling — Upper and lower case

® More than 70 commands

® Full I/O compatibility with Commodore peripherals
Upper and lower case

® Works with practically every printer on the market,
user definable printer control commands

® |NCLUDE command allows handling large files
on up to 4 diskettes or on cassette.

® Build in terminal software for electronic mail and

networking. Telecommunications mode, upload and

download, save on disk or cassette.

Dynamic formatting, Imbedded commands

Single keystroke for disk directory and error channel

Program comes on disk or cassette

Double line spacing, left and right margin justification,

centering, page numbering, and practically everything

one expects from a good wordprocessor.

AVAILABLE NOW!

Order # 4965 £89.00
Manual only (62 pages) 52995
MACROFIRE -

Editor/Assembler for the Commodore-64

ON SALE NOW
AVAILABLE IMMEDIATELY
One outstanding tool, consisting of 3 powerful elements
combined into one efficient program!
1.) Fully screen-oriented Editor (more than 70
commands)
2.} Very fast assembler with macro capability
3.) Machine Language Monitor
Assembly can be started from the editor. Translates in
3 passes. More than 1,000 lables, screen oriented/no line
numbers, scrolling, includes disk files,
Practically everything the serious machine language
programmer needs everyday!
Manual only
Order #4963

519.95
589.00

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

THE GREAT BOOK OF GAMES, VOL.I,

by Franz Ende

46 programs for the Commodore 64

Introduction to graphics and sound. How to program
your own games. Walking pictures, animation, high
resolution graphics, programming tips and tricks, hints
and useful subroutines for the beginner and advanced
programmer. This book is a MUST for every C-64 owner.

Come and get it — It's yours for only 59.95
Order #182 128 pages £9.95
Programs from the book on disk.

Order #4988 £19.95

MORE ON THE SIXTYFOUR, by H.C. Wagner
How to get the most out of your powerful Commodore
64, Very important subroutines, tricks and hints in
machine language for your C-64, How to modify DOS.
How to connect a parallel and serial printer. How to
design your own terminal program for communication
and networking. Dig into 1/0 for cassette and disk.

Order # 183 £9.95
Programs from the book on disk
Order #4989 £19.95

NEW PRODUCTS
Watch out for our new books, software and add-ons to
come soon, ON SALE NOW! -- ORDER TODAY!
How to program in 6502 Machine Language on
your C-64 by S. Roberts {Introduction)
Order-# 184 51295
Commodore-64 Tune-up, Vol. I, by S. Roberts
How to expand and customize your C-64,
Order # 185 £12.95
Small Business Programs for the Commodore-64
by S. Roberts
How to make money using your C-64.Mailing list,
invoice writing, inventory, simple wordprocessing and
much more,
Order # 186 £12.95
Dealer and Distributor inguiries are invited.

55.00 handling for C.0,D,

nia residents add 6.5 % sales tax,

Book No.183 £9.95

PAYMENT: check, money order, VISA, MASTER
CARD, Eurocheck, ACCESS, Interbank
Prepaid orders add 5§3.50 for shipping (USA)

All orders outside USA: add 15 % shipping, Califor-

BLIZTEXT isa
trademark of ELCOMP
PUBLISHING, INC.

NEW
NEW
NEW
NEW
NEW
NEW
NEW
NEW
NEW
NEW

Hardware Add-Ons:

Parallel printer interface KIT  Order #4990 § 19.95
Universal Experimenter Board Order #4970 § 9.95
Expansion Board, space for four ex-

perimenter boards(board only) Order #4992 § 20,95
Tricks for VICs, No., 176 89.95
Universal Experimenter board for VIC £9.95

1] ips

NEW Products for the
Cc-64

g{lureton the SUPERMAILING (D)
ixtytour Order No. 4962 549,
hith Superinventory (D)

Order-No. 4961 S 49,-
BUSIPACK 1 (D)
Order-No, 4963 599,
SixtyFORTH (D)
FigFORTH for C64
Order-No. 4960 539,—

For your VIC-20
Tricks for VICs
Order-No. 176 £9.95
Universal Experimen-
ter board

Order-No. 48445995

ELCOMP PUBLISHING, INC.
2174 W. Foothill Bivd., Unit #E
Upland, CA 91786
Phone: (714) 623-8314
Telex: 29 81 91
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1909
1981

1992
1993
1994
1405
1466
1687

1968
1969

1919
1611
1912
1913
1914
1415
1416
1417
1418

1619

Listing 1. SIDAID loader program.

5 REM SIDAID.LOADER M J CLIFFORD

1¢ POKES52,157:POKES6,157 :POKES1,192:POKES5,192:CLR

2¢ AD=4¢384

3¢ FORL=1T037:IFL=26THENL=27

4 FORX=@TO15:READB:C=C+B:POKEAD+X,B:NEXT

5¢ READK:IFC<>KTHENPRINT"ERROR IN DATA IN LINE"; 14¢@+L:
END

6¢f T=T+C:C=@:AD=AD+16 :NEXTL

7¢ READK:IFT<¢>KTHENPRINT"ERROR IN DATA'":END

8¢ QU=4¢384:PY=QU+3:AV=0QU+6

YSPY,2,3¢,3¢,15:5YSQU
PRINT"SID AID PACKAGE IS LOADED"
PRINT"SAVING M.L. PROGRAM{CRSR DN}"
F$="s1IDCD"
POKE187,PEEK(71) : POKE188 ,PEEK(72)
FA=PEEK(187)+256*PEEK(188)
POKE183,PEEK(TFA)
POKE187 ,PEEK(FA+1) : POKE188 ,PEEK(FA+2)
POKE251,192:POKE252,157
POKE186,8:POKE185,1
POKE78%,251:POKE781,0:POKE782,160
SYS65496
SYSPY,2,5¢,3¢,15:SYSQU
PRINT"SID AID PACKAGE IS SAVED AS "F$
PRINT" {CRSR DN}NEXT TIME JUST ENTER:"
PRINT"LOAD'"CHR$(34)F$CHR$(34)",8,1{2 CRSR DNs}"
REM *** STDCD{2 SPACEs}DATA ***
DATA 76 ,45,159,76,78,158,32,69,158,152,41
, 141,54, 15?5
DATA 158 2¢6,5¢,158,32,69,158,152,19,1¢,1¢,1¢,133,
251325 69 15@8
DATA 158,152,41
$,1¢,133,1438
DATA 253,32,69,158,152
58,152,41,1816
DATA 246,172,5¢,158,153,57,158,9,1,153,66,158,165,
253,153, 54 2@@6
DATA 158 165 251,153,51,158,185,57,158,41,64,24¢ 1
7,32,69, 158 195?
DATA ?2,1?3,59,158,1@,17@,194,157,61,158,152,15?,6
$,158,96,1¢8,1844

DATA ¢,3,%$,9,14,9,3,3,9,64,64,128,8,4,90,4
DATA ¢,0,65, 65 129 32 253 174 ,32,158,173
?,32,69,16¢5
DATA 158,152,41
69,158, 132 1781
DATA 251,32 69,158,132,253,32,69,158,149,24,212,17
3,5@¢,158, 249 2151

DATA 11,?4,1?6,62,?6,232,
,158,141,1599

DATA 5,212,173,54,158,141
12,173,61,1941

DATA 158,141,3,212,166,251
141,8,212,14¢,2366

DATA 1,212,173,66,158,141
58,141,4, 1721

DATA 212 96,173,52,158,172,55,158,141,12,212,149,1
R ar 173 52 2@41

DATA 158,141,9,212,173,63,158,141
89,167,159,188,2397

DATA 8§¢,159,141,7,212,14¢,8,212,173,67,158,141,11,
212,32,3¢,1783

DATA 159,173,58,158,141
6,158,141,19,1938

;3,24¢,97

,15,5,251,133,251,32,69,158,18,16¢,1

+41,15,5,253,133,253,32,69,1

79 17
,3,24¢,33,141,5¢,158,2¢6,50,158,32,
158,162,14,1¢8,6,3,173,51
,6,212,173,60,158,141,2,2
,189,167,159,188,8¢,159,
,4,212,32,39,159,173,57,1
,19,212,166,251,1

,11,212,96,173,53,158,172,5

= R

ff

done, the commands are available in

Direct mode or a program using them

may be entered or loaded and run. This

operation can also be handled by a pro-

gram using SIDAID if it begins with the

following lines.

10 POKE 52,157:POKE 56,157:CLR

20 IF PEEK(40384) <> 76 THEN
LOAD*SIDCD",8,1

30 QU =40384:PY=QU +3:AV=QU +6

The test in line 20 is necessary, since a
Load command issued by a Basic pro-
gram causes the program to start over
from the beginning once the program
has been loaded. The test prevents the
loading process from being executed
over and over again and allows the pro-
gram to continue once SIDCD is ready.

Listing 2 contains a short demonstra-
tion program that illustrates some of the
things you can do with the pack-
age. Many more features are possible,
and this package makes it a lot easier to
experiment. Two of the features dem-
onstrated in this program, synchroniza-
tion and ring modulation, may require
further explanation.

Synchronization is the use of the And
command to merge two waveforms,
causing the volume to fluctuate as the
two waves reinforce or interfere with
each other. This feature is activated by
adding 2 to the waveform value used in
the SYSAV command.

If synchronization is used for voice 1,
voice 3 must be set to some frequency
other than 0 but preferably lower than
that of voice 1. No other parameter of
voice 3 has any effect. When synchroni-
zation is activated for voice 2, this voice
is synchronized with the pitch of voice
1. Voice 3 is synchronized with voice 2.

Ring modulation is activated by using
a waveform value of 20 in the SYSAV
command. This produces bell- or gong-
like sounds. As with synchronization,
ring modulation of voice 1 requires that
voice 3 be set to some lower pitch value.
Voice 2 is modulated by voice 1 and
voice 3 is modulated by the pitch value
in voice 2. The quality of the sound de-
pends in part on the difference in pitch
between the sounding voice and the
modulating voice.

Description of Loader

Lines 10-20: Protect the machine lan-
guage from Basic and set the beginning
address.

Lines 30-70: Read the data from lines
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COMPUTING

The NEW standard
for advanced computing

Microcomputing is the practical journal of advanced computing. It takes
you beyond theory to hands-on projects and technical information that
you can use every day.

You'll enjoy monthly articles and features like:

* A major system review. Learn what the system is like and what its
strengths and weaknesses are. Use our benchmark rating system to see
how it compares with other microcomputers.

® Unix. Our monthly column will keep you updated on this multi-user
system which may become an industry standard.

* Languages. Stay informed of changes and new applications of
sophisticated languages like Assembler, Pascal and Advanced Basic.

* Telecommunications. Fast becoming of major importance to the
microcomputer industry. Learn how to use commercial and
specialized information services. [
* Laptops. Learn about the systems as they're developed
and improved. Stay update on Radio Shack Model 100,
The Grid, Xerox 1810, Epson HX-20, NEC 8201 and
others.

YES...

I'd like to receive the
new standard for advanced computing.
AND MORE. .. Send me a one year subscriplion! ttjnllcisécrocomputing.

No matter what system you’re using, Microcomputing
will give you the complete, technical microcomputing
picture.

And you'll want to keep every issue of Microcomputing
as an objective reference source to help you make inform-

|
|
|
|
|
|
I I understand that with payment enclosed or credit card
|
|
|

ed microcomputing decisions. I
|
|
|
|
|
|
|
|
|

order, I will receive a FREE issue making a total of 13
issues for $24.97.

[J Check Enclosed [ VISA [IMC [JAE

[ Bill Me $24.97 for 12 issues

Order your subscription to Microcomputing today. It’s Eiasiie
only $24.97. Include payment with your order or charge Card # Exp. Date
it to your Visa, Mastercard or American Express and get Name
a 13th issue free. i
For faster ordering call 1-800-258-5473. In New Hamp- Addresa
shire call 1-924-9471. City State Zip
Canada & Mexico $27.97, 1 year only, US funds drawn on US bank.
Foreign Surface $44.97, 1 year only, US funds drawn on US bank.

Foreign airmail please inquire. Please allow 6-8 weeks for delivery.

MmiCcro

COMPUTING Box 997  Farmingdale, NY 11737
L e e e e A S S SRR S 1 = 1 |

WWV\LCOITI modore.ca
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Circle 60 on Reader Service card.

FANTASTIG!

VIC-20 & C64 PRODUCTS

EQEEFTTE INTERFACE
ICATOR 33495

VIC-20. & #10-10
Clﬁﬂll"l’l R
o 1 e -. Use any portable casselle
[ recorder 10 load and save pro-
grams. Conirols casselte molor
to start and stop the tape
L Allows you lo connect two cas-
e recorders together to make
backup copies.

PARALLEL PRINTER
INTERFACE

10108

Connects to the User
port. Allows you o

use any Cenlronics _SSiim
slandard parallel
printer with a C64
or VIC-20 Trans-

oo

lates PET to stan-
dard ASCIl. Several printing modes allow you complete
control over printer. Print PET graphics/control characlers

as mnemonics and CHRS codes e [CLR]or [174] Virtual-
Iy any printer with bitmap graphic ability can print actual
graphics characters. Emulation of most all CEM printer
tunctions. Software adds a PLIST command for BASIC
program hsting. Printer Driver software consumes no nor-
mal user memory space, and 1s compatible with most all
popular soMware. Disk includes software for C64 and VIC-

RS232 INTERFACE

e 33995

Connects o the User port
and provides full RS232
signals for modems and

b, printers. 2 foot cable
3 with male DB25 con-

B nector. Supports full

B complement of R5232

. signals, including Ring

detect, Comes with a type-in BASIC ter-
minal program and printer hook up in-

struclions

COMPLETE SERIAL
PRINTER DRIVER

For use with any serial printer.

Gives you all the features of the s 95
Parallel Printer driver program

described above. Prinls data ad-

dressod 1o bolh device 2 and 4, allowingyou to  g10-109
use programs which don't normally allow you

to use asenal printer. Cc nhiguration program allows youlo
sot up for graphics printing on any serial printer with -
map capability

VOLKSMODEM
INTERFACE CABLE

$295 =

Connects a Volks-

modem 1o a C64 or

VIC-20 Cable housing —

contains miniature clrcultry 1o handle all

signals No other interlace needed Includes

Type-in BASIC terminal program. Volksmodem not
included C64 & VIC-20" Commodore
Volksmodem™ Anchor Autlomation

TO ORDER:; see your local Dealer or call (206) 236-2983
or mail 1o the address below. One year unconditional guar-
antee I not delighted, return o within 30 days for a full
refund (less stupping Phone orders mention this ad and
get $1.00 discount. Add §1 60 each lor shupping 51 65 extra
for CO D VISA & Mastercard welcome,

7 | 1f you like these products, and
@c"’ want to lo see more, mark the

reader's service card or send to
get our FREE CATALOG con-
taining dozens of other exciting
products.

(Omnitronix)

p.0.BOX 43 —MERCER IS.. WA 98040

Q)

7

Listing I continued.
1929
1921

58,141,17,212, 2114

;15,212, 173,68,2334
1622
2,96,169,0,1767

1623
4,96,169,0, 141 2?38
DATA 24,212,141
,24,212,18@1
DATA 141,4,212,141
5,255,255,255,2718

1624
1625
1026
19627
19428
1929
1¢3¢

1¢31

27,286
68,729

‘53" 163 172 1848
1932
,14¢,179,22¢,2465

1¢33
1¢8, 2&6 53 1658

1¢34
#,47,37, 42 1589

1¢35
,2¢¢,52,198, 2@25

1636
¢,254, 194 223 sa 2556

1937
3,0,0,9,1664, 62217

S 4212141 11,212,144

11,212,141

DATA 212,14¢,2¢,212,173,64,158,141,16,212,173,65,1
DATA 166,251,189,167,159,188,80,159,141,14,212,148
DATA 158,141,18,212,32,36,159,173,59,158,141,18,21

DATA 162, 1@ 136,2¢8,253,2042,2¢8,25¢,198,253,2¢8,24

,18,212,96,0,1

,18,212,96,255,255,25

REM ***FREQUENCY DATA HI LO***

DATA G0 222,202 +2: 2420313 3535 3545, 4539
DATA 4,4,5,5,5,6,6,6,7,7,8,8,9,9,18,14,149
DATA 11,12,12,13,14,15,16,17,18,19,2¢,21

92,2495,

DATA 28,3¢,32,34,36,38,4¢,43,45,48,51,54,57,61,64,
DATA 72,76,81,86,91,96,1¢2,1¢8,115,122,129,137,145
DATA 183,193,2¢5,217,23¢,244,0,2¢5,233,6,37,69, 194
DATA 8, 54 193 155,219,12,73,139,2¢8,25,1¢3,185,16,
DATA 163 23 147,21,159,5¢,2¢5,114,32,216,156,1987,7
DATA 63, 1@5 154,227,63,177,56,214,141,94,75,85,126
DATA 127 97,111,172,126,188,149,169,252,161,1¢5,14

DATA 52 129 43 33 247,31,219,25,252,133,189,176,1¢

1001-1037, skipping line 1026, which is
a REM. The last number on each data
line is a checksum. If you make a mis-
take in entering the data, the program
will halt and report the line number of
the data on which the error occurred.

Lines 80-100: Signal the successful
loading of the program.

Lines 200-280: Use the Kernal’s Save
routine to save the machine language in
a program file that can be loaded direct-
ly with LOAD*SIDCD”,8,1 from disk
or LOAD*SIDCD",1,1 from cassette.

Line 200: Sets F$ equal to program
name.

Lines 210-220: Find the location of
F$ in memory.

Lines 230-240: Poke the length and
address of F$ to the place where the
Kernal expects to find them.

Line 250: Pokes the starting address
into available zero-page memory.

Line 260: Pokes device number and
secondary address to Kernal—change
the 8 to a 1 for tape.

Line 270: Pokes the location of start-
ing address and the low and high parts
of the ending address to the Kernal.

Line 280: Calls the Save routine.

Lines 290-320: Signal that the job is
done. For cassette, change the 8 in line
320toal.

Description of the Demo

Lines 10-30: Load and initialize
SIDCD.

Line 50: Sets up voice 1 with attack 0,
decay 0, sustain 15, release 3 and tri-
angle waveform.

Line 60: Plays a run of notes with this
voice using the loop counter as the
pitch.

Line 80: Sets up voice 2 with the same
ADSR envelope as voice 1, but with a
pulse wave having a pulse width of 100.

Line 90: Plays a run of notes with this
voice.

Line 110: Plays a run of notes using
voice 3's default parameters (noise).

Lines 130-160: Play a scale using
voice 1 and then voice 2. The pitch val-
ues are in the array S( ).
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... experience the XETEC family of printer interfaces

Available in three models — the SPI, SPI/B, GPI — These models feature a five year
warranty, complete user’s manual with software examples, command channels, an
internal micro processor for maximum speed and intelligence, and an internal 2K
buffer to allow more computing time (not included in the SPI). These models inter-
face Centronics parallel compatible printers with the VIC 20, C-64 and SX-64 serial

bus.
SPI-SPI/B features: GPI features:

e 2K buffer (SPI/B only) ® Graphic printer interface
e Centronics compatible ¢ Centronics compatible
® 10 printing modes ® Standard 2K buffer
e [0 additional commands ® 7 printing modes
® 4 user-accessable switches ¢ 22 additional commands
o CORRESPONDENCE QUALITY on the Gemini, ® Supports more than 21 printers

Delta, Epson and Panasonic printers ® ( user-accessable switches

® 54 SECOND hi-res screen dump
e [00% COMPATIBLE with software written

SPI-$59.95. . SPI/B - $69.95. . GPI - $89.95 for the VIC 1525 printer

AVAILABLE AT FINER SOFTWARE STORES EVERYWHERE.

VIC 20, C-64 & SX-64 ARE TM OF COMMODORE BUSINESS MACHINES, INC.

=======- XETEC, INC. * 3010 ARNOLD * SALINA, KS. 67401 e (913) 827-0685 I VISA
B RS
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Line 170: Plays voice 3 for one sec-
ond at 0 volume—a timed delay.

Lines 180-270: Play a short tune
stored in the arrays T1( ) and D1( ) on
different instruments.

Lines 300-410: Sound effects.

Line 330: Gunshot or explosion
sound—starts loud and rapidly drops in
volume. Pitch 45 is good for a gun; try
different pitches for different kinds of
explosions.

Lines 340-375: The rising and falling
volumes of a mosquito buzz are caused
by synchronizing voice 1 with voice 3.
The waveform value of 18 is 16 for tri-
angle plus 2 for synchronization. Line
360 enters a pitch value of 48 into voice
3, but at 0 volume, so that no sound is
heard. Line 370 sounds voice 1 with a
pitch of 70. The volume rises and falls
as the frequencies of the two voices al-
ternately reinforce and interfere with
each other. The effect changes if the dif-
ference between the two pitch values is
changed. Synchronization can also be
used with the other waveforms,

Lines 380-410: The bell-like quality is
caused by ring modulation of the tri-
angle waveform using a value of 20,
which is a 16 for triangle plus 4 for ring.
As with sync, a pitch is put in voice 3
and the effect produced depends on the
difference between the pitch values of
the two voices.

Lines 500-540: Subroutine to play a
tune, using the pitch and time values in
the arrays T1() and DI1(). The time
values are multipled by a tempo value, T,
so that the length of the notes can be
changed by simply changing T, as was
done in lines 190 and 220.

Lines 1000-1030: Initialization or set-
ting up of program.

Line 1010: Reads the data from line
1040 into array S( ). The values given
are for a scale in the key of C, beginning
at middle C. The 86 is the value for a
rest.

Line 1020: Reads the pitch and time
values for a short tune into the TI( )

and DI( ) arrays.
Line 1030: Initializes the SID chip by
Poking a Ointo all the registers. R]

00, RN e onRatss

Listing 2. Demonstration of SIDAID program.

5 REM SIDAID DEMONSTRATION

375
384
39¢
395
a¢9
419
499
s@¢
52¢
53¢
544
999
1949
191
192
1943
143
193
194
104
1¢5

145

POKES52,157 : POKES56,157 : CLR

IF PEEK(4¢384) <>76 THEN LOAD"SIDCD",8,1
QU=4¢384:PY=QU+3:AV=0QU+6
GOSUB1@¢@:REM SETTING UP
SYSAV,1,0,18,15,3,16
FORX=9TO79STEP2:SYSPY,1,X,5,15:NEXT
SYSQU
SYSAV,2,9,16,15,3,64,1¢¢
FORX=2¢TO6@ : SYSPY,2,X,5,15:NEXT

SYSQU

FORX=35T05@ : SYSPY,3,X,1¢,15:NEXT

SYSQU

FORV=1T02
FORX=1TO8:SYSPY,V,S(X),25,15:NEXT
FORX=8TO1STEP-1:SYSPY,V,S(X),15,15:NEXT
NEXTV:SYSQU

SYSPY,3,86,60,¢

REM PLAY A TUNE ON DIFFERENT INSTRUMENTS
T=6

SYsav,1,9¢,9,9,0,64,255:REM PIANO
GOSUB5@ @

SYSav,1,4,9,0,8,64,63:REM BANJO
GOSUBS@@ : T=4

SYSAV,1,6,5,2,2,32:REM ACCORDIAN
GOSUBS@¢

SYSAV,1,6,9,1¢,1,32:REM TRUMPET
GOSUBS5@¢

REM SOUND EFFECTS

REM GUNSHOTS

FOR Z=1TO3
FORX=15TO@STEP-1:SYSPY,3,45,1,X:NEXT:NEXT:SYSQU
REM MOSQUITO USING SYNCHONIZATION
SYSAV,1,13,11,¢,6,18
SYSPY,3,48,1¢,f:REM SYNC ONLY
FORX=1T05:SYSPY,1,7¢,2¢@,15:NEXT

SYSQU

REM CHIMES USING RING MODULATION
SYSAV,1,0,9,9,9,2¢

SYSPY,3,5¢,1¢,9
FORX=1T012:SYSPY,1,74,16¢,15:NEXT

SYSQU

END

REM PLAY A TUNE
FORX=1T021:SYSPY,1,T1(X),D1(X)*T,15:NEXT
SYSQuU

RETURN

END
¢ DIM S(8),T1(21),D1(21)

$ FORX=§TOB:READS(X) :NEXTX:REM SCALE
@ FORX=1T021:READT1(X),D1(X) :NEXT

$# FORX=54272T054296 : POKEX, #:NEXT

5 RETURN

9 REM C-SCALE

¢ DATA 86,38,40,42,43,45,47,49,5¢

9 REM TUNE

¢ DATA 45,4,47,4,45,4,45,4,45,2,47,2,49,12,45,4,47,4

:4¢i4r4¢r4r4614:4ﬁr4
5 DATA 42,1,43,1,45,4,43,2,4¢,8,38,12,86,12,5¢,12

=1




Circle 243 on Reader Service card

Circle 128 on Reader Service card,

Circle 291 on Reader Service card.

VIC-20
COMMODORE 64

THE RECIPE BOX

Now you can easily store and recall your favarite
recipes on yout Commodore computer THE RECIPE
BOX s o complele menu-arven disk sysiem thal comes
with these addilional features
SEARCH BY INGREDIENT — Only have a pound of
hamburger n the freezer? Lot THE RECIPE BOX
Show you all the recipes that you have on e that use

hamburger. o any other ing
SEARCH BY CATEGORY — Cux
breanfast lunch. cinner. snacks oic

SEARCH BY CATEGORY INGREDIENT — Any
combination of the above

AUTOMATIC MEASUREMENT THE RECIPE
BOX will automatcally scale up or down the amoun
of ingredents you need according 10 how many

servings you want
SCREEN OR PRINTED OUTPUT

COes 10 Use i the kAChEn of give
THE RECIPE BOX requires one disk drive and
will run on a 5K VIC-20. Commodore 64, Please
specily. Send check or money order for $19.95 10
Aries Marketing Co.
P.O. Box 4196
4200 Shannon Drive
Baltimore, Md. 21205

Have punted

rends

€0  Software Special ;,f;a,#
s,
2 g&‘; \ 80% e%:;‘w;;"f@ ¢
” 0.,
Discount Oy’
Check Boxes That Apply: Reqular  Sale
10 Practical Programming hfice” Prica
Utilities 796 $ 995
110 Good Home
Managemont Programs 2h96. § 9.95
10 Super Game Programs 2906 $ 9.95
Super Special-All BHO6. $19.95

Above
Please specily computer type: C-840) Vic-207
Please indicate tape or disk: Tape] Disk(]
We have 100's of other programs at discount
prices. Send us the type or kind of soltware you
are looking for with a self-addressed stamped
envelope and we will send you a listing of the
programs avallable.

Order from: SATELLITE TECHNOLOGY
4955 Monterey
Arcata, CA 95521

Shipping Charges: Add $1.50 shipping and hand-
ling ($3.50 for C.0.D.). If California resident, add
6% Sales Tax.

NAME
STREET ADDRESS

CITYISTATE

ZIp

Md. residents add 5% sales tax

3%

Circle 181 on Reader Service card.

If C.0.D., Check Here [

Ay 4L

NEW VIO 20 & C 64 [NTERFRACE

o 18 iscleted Inputs

trut Releys

based

+ Hoart
Fepa

COMMODORE 64 OWNERS

WE’LL FIX YOUR FILES WITH e
FANTASTIC FILER" —

VISA

The all purpose Data Base management ===

system that provides:

1.) Menu driven subsections
2.) Logical key functions

3.) Average of 1000 records per disk

4.) Fast record access time

All this for only

$29.%

5.) Search for records by record number or by specific

search criteria

6.) Easy to edit, delete or update records

7.) Interface with FANTISTIC FORMS  to print mail-
ing labels or columnar reports

8.) Complete reference manual

9.) Technical support available to answer questions
10.) Up to 255 characters per record and up to 15 fields

Circle 247 on Reader Service card

VIC-20

QUALITY
EXPANSION
BOARD

ONLY
$31.95

e UP TO 3 GAMES OR UTILITY CARTRIDGES

* 3 LARGE SLIDE SWITCHES. NOT SMALL
DIP SWITCHES

* RESET BUTTON. NO NEED TO TURN
COMPUTER OFF BETWEEN GAMES

e FUSED TO PROTECT VIC

® HIGH QUALITY GOLD PLATED EDGE CON
NECTOR AND NICKEL PLATED BOARD

® SOLID RUBBER FEET SUPPORTS BOARD
WHEN INSERTING CARTRIDGES

¢ INSTRUCTIONS AND HINTS

; MESI
TO ORDER ADD 32 OO
SEND CHECK P.O. BOX POSTAGE a
ALLOW 3 51544 HANDLING
WEEKS NEW OR- LA RESI
OR M::NF ¥ LEANS. LA DENTS ADD
ORDER 70151 3% TAX

VIC 2015 A TRADEMARK OF CBM INC

ITPITPITIN i =3

Circle 235 on Reader Service card

MEMOREX

FLEXIBLE DISCS

WE WILL NOT BE UNDER-
SOLD1! Call Free (800)235-4137
for prices and information. Dealer
inquiries invited and CO.D’'s
accepted

PACIFIC
EXCHANGES

100 Foothill Bivd
San Luis Obispo, CA

93401, In Cal call
(800)592.5935 or
(B05)543-1037

G

aEaEaadaco
TV o roooTeTey

Moy Not Reprint Withoul Permission

HETRIBUTING INC
P.O. Box 113
Butler, N.J. 07405
01) 838.9027

Circle 268 on Reader Service card.

VIC 20/C64

“THE REUNION”®

(Brings the Commodore family together again)
“THE REUNION" simultaneously interfaces your *VIC
20 and *C/84 (including * Datasette, modem, efc) to your
Commodare disk drive and/er printer providing 2 com-
puter systems. Use either instantly

*Simply select “VIC 20" or "'C-64" on ""THE REUN-
ION", and your disk drive and/or printer is instantly con-
nected to the Selected Computer

SAVE and LOAD VIC 20 and C/64 programs on same
disk. Ends switching disks, cables, and wear. Plug-inin-
stallation, 1 year warranty

Send $29.95(U.S. §, Check or M.O. plus $2.00 shipping.
Canadian: $4.00). FL res. add 5% tax 1o;
HyTech
P.O. Box 466
Bay Pines, FL 33504
*Reg. T.M. of Commodore Bus. Mach

HyTech

RUN September 1984 / 101



FLOPPY DISKS SALE *$1.19 ea.
Economy Model or Cadillac Quality
LORANs=% We have the lowest prices! LORAN s

*ECONOMY DISKS
Good quality 5% " single sided single density with hub rings.

Bulk Pac 100 Qty. $1.19 ea. Total Price $119.00
10 Qty. 1.39 ea. Total Price 13.90

CADILLAC QUALITY (double density)

* Each disk certified * Free replacement lifetime warranty * Automatic dust remover

For those who want cadillac quality we have the