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A WORD FROM THE PUBLISHER Well, here is issue number two of this Uolume
very late. I shan’t bore you with the reasons for the delay. Suffice it to
say that I have edited this issue, and request that all submis=zions for future
issues be sent to me.

NEW CARTRIDGES ARE HERE!'!! When the Astrocade balloon collapsed, there were g
number of programs in various stages of development. Some of these have been
completed and one of our subscribers has obtained the software so that
cartridges can be created. These listed are now available, with their prices:

SOCCER 29.95
BOWLING 28.85
CHECKERS 15.85
CONAN 28.895
MUSIC MAKER 44,95

There is a review of SOCCER on page 25. The MUSIC MAKER cartridge
includes the extra hardware and circuitry to provide a cassette jack
interface, just like the BASIC has. This way you can save your musical
salections and compositions on tape for further work or enjoyment.

In addition to the above, here are some more programs on cartridge that
are now available:

MAZEMAN 29.95
SONGS (by Moses )18.895
UVIDEDO STORY BOOK 29.895
MISSILE ATTACK 29.95
LIFE 189.85
PACMAN ~ MUNCHER 28.95

All of the above can be obtained from the following dealers:
ABC HOBBYCRAFT 2155 E. Morgan St.,Evansville, IN, 47711
RGB ELECTRONICS 4886 Willshire Ave., Baltimore, MO, 212086
MIKE WHITE SOFTWARE 4585 County Line Rd., R.D. #1, Box 373, Waekeman, OH,
44883
Piease add %1.58 for the first cortridge and .58 for each additional
cne, for postage, and allow two weeks for delivery.

ASTROCABE MOTHER BOARRDS are available from ABC HOBBYCRAFT and alsc from Fair
Radio Sales, P.0O. Box 1185, Lima, OH, 45882. The photo in the Fair sales sheet
seems to show empty slots where the custom chips go, but all the other parts
seem to be there. They also say ‘new . Their part number is MI-S8SB781-B628.
Price is $6.95 plus shipping for 2#%.

TU MODULATORS We have a couple of these here at g sale price of $12 ppd.

ARTILLERY DUEL was one of the most popular games for those who were fortunate
enough to0o have purchased one before the stocks ran out. Well, we found a box
of them, and they are being offerred to ARCADIAN subscribers first, at the old
close-out price of %27 ppd. They are available from this address only.
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LOWERCASE WORDS ARE 1-BYTE KEYPAD WORDS. UNDERSCORES ARE SPACES.
[eI=52]

TREASURE —HUMNT
EY TIM WHITE el MIKE KINKEAD

4 L=8:0=1:M=]
3 UR=3:1UBR=15:TB=50: U=@: k=0

16 L=L+1:K=-&0:clear PA==F0 (B=30 14 (P =240

11 FC=96:BC=98:&(B)=224:&(1)=224:&(2)=418;&(3)=218;box 8.0,166.86,1:box 0.0, 158,
B&.2

26 MO=MQ0+ 10 ;box A.B,18,108,1:box A.B,&,.8,31box A.B,4,4,3:4=A+20
2% if A>78B=R-20 14=-70

38 if B{-3Sgotc 4u

2% goto 28

40 d:for A=1to L

45 box 8.8,2.88,3:72=rnd (?)x18-80;Y=rnd (18)x10-663iF Y{-4aYy=—4g0
44 if PX(Z,Y)goto 45

47 i+ PX(Z-1,Y-1Ygoto 45

48 box Z2,Y,4,4,13box Z.Y,é.1.3;C=?6:D=B:G=—7@:H=B;next A

47 A=0:1for A=1to L

S@ J=rnd (?)»%10:K=rnd C18)x18-68:if K{-40K=-49

1 i PX(J,K)goto S@

32 if PX(J-t.K-Daoto 5@

5SS box J.K,.4,4,1:box J.K.6,1,3:next A

éa NT=—1:&(22)=286:&(19)=2G@:&(18)=L2:&(28)=118:&(16)=175

&7 C=C+JX(2)x1@:D=D+JY(2)x10:G=G+JX(1)x1@:H=H+JY(1)x18

682 if C{taC=1e

89 if D>408D=4p

7?5 if C>70C=70

8@ if D<-48D=-4@

P8 if G(-78G=-70

16@ if G>-108G=-10

11¢ if H{-4@H=-4p

128 if H>4aH=4de@

¢80 box C.D,&.6.%

Pal if PX(C+1.D)=@gotc 2604

783 if PX(C,D-1>=@qoto 3016

P& if FX{C,D)=80=0+1:g0otc S@pa 444/}
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9?18 box C,D,6,6.
228 box G,H.&8.6,
21 if PX(G+1,H)=@goto 20616
222 if PX{G,H-1)=@gota 30086
@23 box G,H,&,46.%

924 if PX(G,H)M=M+1;goto S6G@8
28 goto &6

-
-
Iy

0 W

inext I:d
2081 box C.D,1@,108,1:box C,D,&8,6,31box ¢,0,4,4,2:C=70:0=0:qotc &0

inext 134

2011 box G.H,18,18,1:box G H,6,6.3
3608 &(186)=22:;4(17)=23;NM=0 ;NT=-1}
38081 NT=0;3box G,H.6.,6,2

3085 U=U+1;if U=Lagoto 3925

3004 goto 960

3010 & 16)=22 34 17) =223 1NM=0 ;NT=-1;&(18) =18 & (220 =66

3011 NT=@3box C,D,6,6,2

3612 RP=R+1:if R=Lgoto 4925

3112 goto 706

I925 P=rnd (7)x1@-2808;0=rnd <i0>x1@-&@:if Q<-480=-40

3928 S=P;T=0:;if PX(S5,T)=1lgnto 3925

3927 box 5,T.3.3.13box 5,7,1,3,33box S,7,3,1,31A=5;8=T

4818 NT=8;go0to 40

4925 P=rnd (&) x10+10:Q=rnd (10> x18-88;if GI-48Q=-48@

4928 S=P:T=0Q:1if PX(S§,T)=1aoto 4925

4927 box $,T.2,3,1:box 8,7,.1,3,35box §,7,3,1,31A=S5:B=T

4922 NT=@;i;goto &4

4958 Cy=n

5928 NT=83;M0=28;Va=15;:TA=25:NM=@;UR=13clear ;CY=8;:;print ~_PLAYER__
Y=@0:CX=10:print "PLAYER__2";CX=1iprint 0-1

5861 if L>tdprint " _____ . GAME_OVER" : ligoto T028

Se18 for A=1to S0B;:;rnext Aigoto S

5815 i TR(1>gotoc 4

5828 goto 5615

bex G,H,4,4,2;G=-7@iH=0;g0t0 &8
(

L(18Y=108 1422 =44

NT"s:print ¥(16384) ,1887[REC]

SILLY—FAaCE
BY MIKE WHITE

Rlve >1@ CLEAR jFOR A=27TO 30;CIRCLE 8,12,A,43NEXT AjBOX 8,32,160,40,4;

Raw FOR B=-1ST0O 1SSTEP 30 ;FOR A=7T0O 9;CIRCLE B,20,A,5;NEXT A;BOX B,20,3,3,7;
NEXT B;DATA CX,-33,-32,6,08,L.;PRINT "HAPPINESS 1S

-iSIlfit >2@ FOR A=37T0 40;CIRCLE 8,12,A,5;NEXT A;BOX 8,18,9,9,7;DATA CX,-57,-40,7;

PRINT *A BLUE RAM SYSTEM!!!®,;IF KPRUN

\S

bec,Zo. IQSS'

2808 NT=8;:;for I=ltc 10:box C.D.l.1.3:NU=K:NM=3:UC=K+17X(K}?@);UA=UC;UB=UC:K=K—3@

2018 NT=8:for I=1to 1@:tox C,D,1.1,3:NUSKiNM=3:UC=K:17x(K>7@) :UA=UCUB=UC k=k-38

t"sprint M-1:C

ENTER>print "irun ":iclear ;CX=-24;CY=18:iprint "TREASURE" ;Cx=-12;Cy=-18:print "HU

)

J
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THIE NEW AND CONTIMNOUSLY RUNNING (1 HOPE:» COLUNM IS
LEVELES. BUT AIMED AT NEW POTENTIAL SOFTWARE PRODUCERS.
You "0OLD TIMERS" OUT THERE HAVE A LOT TO GAIN AS WELL &S
BEGINMER.

NOW I-°M NOT OUT TO SPOIL ANYONE S SOFTWARE BUSINESS.

ITEMS: PACK RAT. MONKEY JUMP.AND DUMGEONS OF DRACULA

Gl D Rex (O0F COURSEY [BY MED.

UMPsCH OR REPACK CYCLES CAUSES A PROGRAM CRA&SH. HOW CaN
IF IT STEPS OQUT 7YOU ASK? THE LOOPS MUST RETURN THE UT
MEMORY BEFDRE ASTRO "UNPACKS" ANMOTHER LINE (AT THE EMD

LOOF. OR TAFE FROM -24576TO -22771 AND PREFORM THE FEAT.
@ S.4.5.E. SPEEDS UP REFLYS.

THE ASTRO BASIC HAMDEDOK YOU SaW THIS:

18 FOR &=1T0 12

28 PRINT @&

36 NEXT A

WE ALL KNOW WHAT THIS DOES RIGHT? DID YOU EVER TRY:
FOR &=1TO 12

NEXT &
PRINT &

G P e
Do B o O

RUN IT anNDh SEE! WHY? THAT IS NEXT MONTH S LESSOR.

"FOR NEXT LOOPS AND DJNZ RELATIONSHIPS®
ANY CLUEES? YES! REREAD LESSON #1 ASTRD BASIC HaAMDEOOK
HINTS? ONE! TRY CHANGING THE STEP aAROUMD!' KEEP BUGGIN

ANATANARARATA

A

VYV VYN
n""'n l'"'c l'l."l |""'| l".'l l'l..'l |""|

FOR ALL
HOMEVER
THE PRAW

IN FACT

IF YOU WaNT & JUMP ON THIS COLUMN I RECOMMEND THESE SOFTWARE

[BY MIKE

FEACE OF WAVEMAKERS]. NAUTILUS [BY BILL LOOSE OF L+M SOFTWARED.
THE GREAT AMERICAM JIGSAW [BY ESOTERICS LTD.] (IF aUVAILABLE: .
OTHERS THaT I WILL MENTIOM LATER <SOME NO LONGER AVAILABLE) . AMD

ALSO  PRIMTED LATELY WAS "REPACK"., THE SECRETS HERE LIE IN
THE FACT THAT ASTRO "UNPACKS" EACH  LINE INTQ THE LINE INPUT
BUFFER BEFORE EXECUTION. LINES #4p, 80, aND ?@8. EXECUTE WHILE
THE UTILITY "STEPS OUT" OF MEMORY ¢SO0 TO SPEAK) . HALTING DURING

IT WORK
ILITY TO
0OF THE

CURREMT LIME) . FOR N=CTO LSTEFP Z:ETC. RETURNS "REPACK" TO MEMORY

CLINE 38 SAVES THE UTILITY TO BEGIN WITH), USING ASTRO'S OWN

BUILT IN  "PACKING AND UNPACKING" ROUTINE WE CAN EITHER USE &
IF  aNY OF MY PROGRAMS FUZZLE YOU. DON'T HESITATE TO WRITE.

NOW ON TO QUR "CLIFF HANGER" FOR THIS MOWTH. IN LESSON #1 OF

WHAT  WILL IT PRINT? A& 127 S0 SOME THINK! NOT 12?7 WHAT THEN?

- 16
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BEFORE RETURNING TO FOR NEXT LOOFS. I WANT TO EXFLAIN THIS
MOMTHS PROGRAM SOMEWH&aT. HERE 15 & REPRINT QF "FILE SEARRCHER EB"

ENTER>DE. :CLEAFK

1 INFUT

18 CLEAR :DaTé BC.7.145.91,6:0aTa MT,08.-25,8,4:1PRINT "ST@P TaFE
2@ MT=3Z:FOR G=08TO S56:MU=RND (2&)+&4:NEXT G:CLEAR :FOR G=1TO
W{278B2) c18-3:PRINT #2.G.:G05UE &€

I8 MNEXT G:CC=S5:PRIMNT "veUR CHAICE?Y

40 F=HP-48:IF (G +0GXKI27868) c108-8)GATO 46

S8 CLESR :DeTa CX.-2Z9.8.6:PRINT “"START TAFPE" :NT=6

&8 :INPUT W:CLEAR :Cy=1Z2:1F Y=G CC=&:1C¥=-17:PRINT "LOADING":
GOEUR 28 :RUN

7A CC=5:Cx=-35:PRINT "SEARCHING FAR":GOSUB 8@:FOR D=lWTOQ XiNEXT D
tFOR D=WTO X iWEXT D:GOTO &0

&8 IF G=1Cx¥=-<(# OF LETTERS+SPACES)b3+1:PRINT "PROG. TITLE

@8 IF G=2 ETLC.

CLAST LIME NCG.» RETURN

EMTER>PRINT " :GOTO 16" ::PRINT X{(Z24&7&) . 1458

THE SET UF IN LINE #1 IS BECAUSE UMLIKE AB. EB EXECUTES
IMNETRUCTIONS WHERE THEY LIE. WE NEED TO SET UP & STARTING POINT
S0 THE COMFUTER DOSEMN‘T GET LOST. USING LIME #1 IN AB WILL WORK.
IN FACT. YOU HAYE THE ADUANTAGE OF SETTING UP THE LINE INFUT
BUFFER OF YOUR "SLAVE" FROGRAMS. TAPE THOSE &B PROGRAMS:

ENTERZPRINT " 1({@)=178:%& 1)=17018(2) =7 1% (30 =7 1L{(P)=20 RUN "3
tPRINT ¥4 14324) 1737

(THIS EXAMPLE TAPES “"GOLF" PG.4é WVOL.3 ARCADIAN) . IN EB YOUR
SLAVE PROGRAMS WILL HAVE TO START WITH:

1

T&FE THEM BY FIRST TIMING @& :PRINT (OF THE ENTIRE DUMF)
NEXT ENTER THIS LINE TEMPORARILY AND FIND VALUES FOR W+X THAT
GIVE & DELAY & LITTLE LONGER THaM YOUR DUMP ROUTINE TOOK,
IREEE FOR Z=WTO X:NEXT Z:FOR Z=WTO X:NEXT Z
THEN TaPE WITH:

ENTERY tPRINT W.2:Da. W, (YOUR #75) 1 :PRINT (YOUR DUMP ROUTIMED

THE PUZZLING PART 0OF THIS PROGRAM IS THE PART DON GLADDEN DID
MOT  PRINT IM THE ARCADIAN, Xi28111>. PUT AB IN THE SLOT aAMD
FESET. EMTER>PRIMT X{Z2Z8111>, NOW ENTER [WORDS] [GO1. WHAT LINE #
ARE vOU AT? EMNTER:

18PRINT "YOUR NAME

R
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MOW >PRINT #{Z8111). WHAT DID YOU GET NOW? RESET aAND
ENTER»¥(2681112=5%%a, NOW ENTER [WORDS] [GOJ. WHAT LINE # ARE YOU
&T NOW?  AaRE  YOU NOW FAMILIAR WITH THE +18 ADUANCE REGISTER? IN
OLD BB IT WAS AT X(20048) ., ©(-232s5688) IN VIPER-S50FT. AND X{Z27zaE:
IN BLUE RAM BASIC, THIS SETS THE LOOPS AUTOMATICALLY IF A CHANGE
IS MADE TO THE MENU, (NEW ADDITION PERHAPS:) . JUST ENTER:

{LAST LINE #) [PAUSE] [(PAUSE]). JUST BEFORE TAPING. DOMT FORGET!
IF ANY OF MY PROGRAMS FUZZLE yYOU. DOM'T HESITATE TO WRITE.

A 2.8.8.E. SPEEDS UP REPLYS. NOW OM TO:

FOR NE>=T LOoarFs alkD DOz

LID YOU FIGURE THaT LOOP QUT FROM LAST MOMTH? ON PAGE 21 OF
THE ASTRO BASIC IWNSTRUCTION MaNUAaL YOU WILL READ:

"THE WORD MEXT IM LINE 38 MEANS ADD 1 TG A& AMD LOOF BaCK TOQ
THE WORD FOR."

MOT "HE WILL GO BACK TO LINE #26. ADD ONE TO ‘&7, &MND REFEAT
THE PROCESS., (LOOFr. UNTIL ‘A7 I5 MORE THAN FIVE.". AS DON
GLADDEN S&ID ON  PG.47 VOL.S ARCADIAN. NOW I.M NOT SAYING THAT
DON-S  TUTORIALS IN VOL.S WERE MISLEADING. IN FACT THIS 1S THE
OMLY TIME THAT A TECHNICAL MISTAKE WAS MaADE! IF YOU HAVEN'T GOT
VOL.S GET _IT! DON-S (AND COTHERS) WRITINGS ARE INVALUBLE! WHY DID
THE LOOP OQUERRUM @& 137 YOU ASK? WHEN BASIC WAS WRITTEN THE
"WIZZARDS" IN THE BUSINESS DECIDED TO GIVE US A LDOP INSTRUCTION
THAT RESEMBLES DJWZ! WHAT S DINZ??? YOU ARE WOMDERING., DJIMNZ IS
THE ASSEMBLY LANGUAGE MNEMONIC FOR A MACHINE CODE INSTRUCTION
USED FOR LOOPS., DJNZ STANDS FOR "DECREMENT AND JUMP IF NOT ZERQY
THE B REGISTER INSIDE THE Z&@ (NOT BASIC VARINEBLE B). IS PRESET.
THEN WHEM THE DJNZ 1S EMCOUNTERED B IS DECREMENTED BY ONE THEM
TESTEDR. IF B=8 THE NEXT IMSTRUCTION IS EXECUTED. IF NOT. THE
OFFSET WalLUE <¢IMMEDIATELY FOLLOWING THE DJNZ) IS wDDED TO THE
PROGRAM COUNTER. CAUSING & JUMP TO OCCUR. + A& LOOF TO BE FORMED.
MOTICE THAT THE "NEXT" IN BaRSIC DOES THE SAME. THE UaRIABLE I%
&DDED TO THE "STEF", THEM IT IS TESTED TO SEE IF IT HAS PAST THE
EMD OF THE LOOF,. IF YOU TRIED CHANGING THE "STEP" AROUND YOU
WOULD  HaVE FOUND THaT THE VARIABLE STOPED ONE "STEP" OVER THE
ERD. NOW., I°LL GIVE vyOU SOMETHING TCO HOLD YQU TILL NEXT MONTH.

ON PG. 1683 VOL.3 ARCADIAN 1 READ (CONCERMNING GOTO aMND GOSUB) .
"THE COMPUTER GUOES BaCkK TO THE BEGINMING AND SEARCHES FOR THE
MEW LIME NUMBER.-SHOULD BE MNEAR THE BEGIMNNING TO SAVE TIME." FOR
NEXT LOOPS HeAWE WO SUCH HaMGUPS AND COMSEQUEMNTLY RUN FASTER. BUT
oA YOU MRITE & FOR NEXT LOOF THAT WOM'T END? IT HAS BEEM DONE.
SEE MOMKEY JUMF OR GU&DRA! AMSWERS NEXT MONMTH,. KEEP BUGGINT!

FOR MNE>XT LOOF LOoOCHKING:

IS WHAT I CAalLL A METHGOGD OF TIEING UP & VARIABLE SO &S TO
CAUSE A FOR NEXT LOOP TO RUN (POSSIBLYY) FOREVERE. I TOLD YOU LAST
MONTH  WHY  YOU  MaY WaNT TG DD S0, ALSO. I SAID TO LOGK INTO
"MONEEY JUMP", OR "QUSDRA" . TN "MONKEY JUMP" YOU WILL FIND THIS:

11@ FOR F=1TO 4STEF @:1F E=38E=2:G0T0 23@

)

\8
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DID YOU GUESS IT WAS THIS EASY? IN "U.F.0. ATTACK" (PART OF

"QUADRA") . YOU Cat FIND THESE LINES: (BETWEEN OTHERS)

37 FOR R=MTO Q:GOSUR &:IF WIBEBOY Z2.-2%.1.3.1:IF TR(W GOSUBR &:C=7

tW=8:607T0 11}

46 IF L=1IF N{2R=R-1:1v=Y+F:1GOSUE 8:1F U=d¥v=Yy-5

THE LOOF IM LIME 27 DEFAULTS TO STEF 1. THE "R=R-1" IN LIME
48 LOCKS THE LOOP. THIS CAUSES THE FLYING SAUCERS TO STOP WHILE
ONE LITTLE GUY COMES ACCROSS. GUNS BLAZING, LIKE "GalexIaN'.
THE LOOF NORMaLLY MOVES THE U.F.0.°S "SPACE INVADER" STYLE. (ONE
AT & TIMEY . IF  YOU TRY CHANGING THE "TO" OR "STEP" UaLUE AFTER
THE LOOF STARTS. YOU ARE IN FOR A DISAPPOINTMENT. THESE UaLUES
ARE "PUSHED" ONTO  THE "STACKY AND ARE GUITE UMTOUCHSEBLE. TRY':

16 FOR A=8T0Q BSTEP C
28 B=S:l=1

38 PRINT A

48 NEXT &
ENTERCEB=108:C=16:RUN

THE EXPRESSION "ENTER>" MEAMNS ENTER WITHOUT & LINE # AmD
EXECUTE IMMEDIATELY. YOU WILL FIND THAT THE VALUES DON‘T CHANGE
AND RNE #°3 CAlM BE PUT IN DIRECTLY AS MWELL AS USING B OR C IN
THE LOQOF FOR ANYTHING ELSE. SEE LINE 99 OF "CROSSING SIGNAL",

THIS MOMTH S PROGRAM,

‘CROSSING  SIGNAL" 1S A DEMOMSTRATOR OF “SCREEN TAPING" AND
"AUTC  RUN". THE PROGRAM OPERATES ON THE PRINCIPLE THaT %<9 CAN
BE MOVED INSIDE A LOOP. THE TITLE TO "THE SECRET OF PELLUCITAR".
(WHICH HaD RAVE REVIEWS) DID THE SAME TRICK. THE PROGRAM ENDS AT
LINE #1118, AND BEYOND IS A TAFE COPY ROUTINE. MOTICE THE SCREEN
IS ASSEMBLED AND TAFPED GRAFHICS SHOWIMG, ALSO. IT "AUTO RUNS"!!!

THE "SECRET" BEHIND "AUTO RUN", I8 THAT THE MICROPROSSER,
THE 288,THE BRAIN OF THE MACHINE (IF YOU WILL)>, KEEPS TRACK OF
WHERE IT°S AT IN A BASIC PROGRAM WITH ITS OWN DE REGISTER. SO,
DE STORPS a&T THE WORD "INPUT" WHEN WE LOAD & TAPE. TO GENERATE
AUTO RUNM WE MUST FUDGE IN "3;RUN" S0 THAT THE ARCADE "THINKS" IT
SEES ":INPUT :RUN ", USING ":PRINT X{16384) .,1887" TAPES JUST
TG THE WORD "RUNW ". NORMAL :PRINT STOFS SHORT OF THE LINE INPUT
BUFFER, AND» THEREFORE CANMOT BE USED. OMN PAGE 183 ASTRO BARSIC
HANDBOOK IT SAYS THAT THE LINE INPUT BUFFER STARTS AT X{(281354).
LEAMING TWO BYTES FOR THE :INPUT M&KES X(208158). ON PAGE 98 SAME
BOOK, YOU SEE THE CODE FOR "3 IS 5% (TRY TU=3%), AND FOR "RUNY
IT“S 18& (TRY Tu=1@¢&». TO GET THE RIGHT ORDER WE MUST MULTIPLY
THE SECOND ENTRY {(THE "RUN")> BY 2G&. THAT GIVES 188x28&+39=271%3
WHEN THE SCREEM IS IN FPLACE, AS IT IS WHEN WE TAPE THIS MONTH'S

FROGRAM, IT‘5 EASIER TO USE THIS OME POKE. OTHERWISE USE:

ENTER>PRINT "3RUN "3 :PRINT X(1&8384),1887

R
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THIS HAS THE ADDED BENIFIT OF ALLOWING USE OF THE BUFFER
FROM TAPE. SEE WHAT WE DID TO "GOLF" LAST MONTH IN THIS COLUMN.
You MeY  EVEN  START YOUR PROGRAMS OUT IN THE MIDDLE WITH A GOTC
AND THIS AUTO RUN. THE BRE GQUADRA DOES!!

TO ALLOW  SUCH TAPINGS TCO BE FILE SEARCHED YOU MUST USE THE
MODIFIED FILE SEARCHER SUGGESTED LAST MONTH. YOU DON‘T HAVE TCO
PINPUT W3  HOWEVER. THAT WAS SO DIFFEREMWT LENGTH PROGRAMS COULD
BE FILED. "FOR D=8TO 11866;:;NEXT D" DOES IT ALL FOR aB. IF yOU
BAaNT TO  USE  THE LINE  INPUT  BUFFER FROM TAPE IN BRE, &ND NOT
ETART YOUR SLAVE FROGRAMS QUT WITH "1 ..", aDD LINE S:

o .eaBCD
ARD CHAMGE LINES 1,38 ,AND 48, TO:

1 L3t INPUT sRUN

3@ NEXT G:DAaTA A,21,25+1,27942,C1FOR E=ATQO BSTEFR 2:%(D)=X{(E):
D=D+2iNEXT EiCC=5;PRINT "Y8UR CHGICE?

&8 $INPUT WiCLEAR 3CY=12;IF Y=G CC=&;CX=-17;PRINT "LBADING";
GOSUE 86834 (Cr=8224:CALLE

AND TAPE USING:

ENTERZPRINT "iRUN " 3W(>S+10=11537 ¥ (>5+3)=-13%971;
tPRINT 024578) , 1888 [REC] .

WHEN YOU SEE [RECI IN ANY OF MY PROGRAME IT MEANS START TAPE
RECORDING THEN PRESS GO. IF ANY OF MY PROGRAaMS PUZZLE You, DON'T
HESITATE TO WRITE. A S.A.S.E. SPEEDS UP REPLYS.

THESE CHAMNGES WERE ORIGIONALLY WRITTEN TO TAPE BRB 4K SCREENM
AMD TEXT SIMULTANECUSLY. THE ATTEMPT FAILED, BUT LEFT THE "LINE
INPUT BUFFER CaALLBACK ROUTINE" {(AS I CALL IT) IN ITS WAKE!

WHEN THE PROGRaM "AUTO RUNS" IT SEES THE PERIQDS IN LINES
#1+5, IGNORING THOSE LINES. WHEN IT GETS TO ALTERED LINE #38, IT
SETS 3 VARIABLES, THEN MOVES THE CONTENTS OF LINE #1 TO THE LINE
INFUT BUFFER BY PEEK AND POKE, (SAME WAY "REPACK" MOVED THE TEXT
TO PACK AND UNPACK) . WHEN THE CORRECT PROGRAM IS FOUND, ¢(IN LINE
#88) , TWO SPACES ARE POKED INTQ THE FIRST TWO BYTES OF THE LINE
INPUT BUFFER (256x32+32=8224). "TVU=32" GIVES A SPaACE. (SEE PAGE
78 ASTRO BASIC HANDBOOK) . I'M NOT SURE EXACTLY WHY THIS HAS TO
BE "SPACE SPACE SEMICOLON", BUT BELIEVE ME, IT WORKS THIS Wavy.
TO GET THE COMPUTER BaCK INTO THE LINE INPUT BUFFER REQUIRES
MACHINE CODE. YOU CAN‘T DO IT FROM BASIC. EVEN BRE! WHEN WE TAPE
THE PROGRAM, WE POKE A VERY SHORT ROUTINE INTO LINE #5., AND CALL
IT FROM THE END OF LINE é@8. THE MACH CODE PART IS:

LIBCEBR.LD.DE,.27%74% 3FUDGES & NEW DE UaALUE
LRET. tRETURNS TO BASIC INSIDE LINE INPUT BUFFER

20
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REMEMEER THA&T THE DE REGISTER (INSIDE THE Zg8@) IS THE BaEIC
TEXT PROGRAM POINTER. LIBCBR IS A LABEL , MEANING "LINE INPUT

BUFFER CALLBACK ROUTINE". *.LD.DE,2794%" IN ASSEMBLY LANGUAGE
ME&NS  LOAD DE WITH 27949, (ADDRESS OF 2ND BYTE OF LINE BUFFER) .
"LURET." IN ASSEMBLY CODE MEANS RETURN (TO BASIC), AT THE PLACE

THE DE  REGISTER NOW INDICATES'! WELCOME TO THE WONDERFULL NEW
WORLD OF MACHINE LANGUAGE! TO GEMERATE THE TWO POKES I USED "THE
ASSEMBLER" [FROM GENERAL VIDEO]. & MUST PURCHASE! ALL EE USERS! !

BE SURE TO LEAVE S BYTES AHEAD OF THE SEMICOLON ON YOUR
SLAVE PROGRAMS. LIKE THIS:

ENTER>PRINT " sRUM "3t PRINT W,233 :PRINT X(2457&) 1766

2 SPACES ARE ADDED TO THE QUOTE. ALSO "17&4" TAPES THE
ENTIRE LINE INPUT BUFFER. (IN BRED

TO STOF "aUTO RUN" ENTERZCLEAR $PRINT ::INPUT

AMND PLAY THE TAPE. THIS DISPLACES THE DE REGISTER AND ALLOWS
YOU TO LIST THE PROGRAM AND LEARN ITS CONTENTS. DON'T USE THIS
TO PIRATE TAPES'! THOSE COPYRIGHTS THEY PRINT ARE LEGAL IN COURT
EVEN WITHOUT EVER BEING REGISTERED. TO COPY GAURD & TAPE <IN AB

ENTER>PRINT ";RUN ":%{(20120>=19%1:PRINT X{14384) ,1737;
W28 128,=377% [RECI]

MOST PUPCHASED SOFTWARE IS LISTABLE, HOWEVEP. IF WE COULD
ONLY UNDERSTAND THE LISTINGS!! TRY THIS: (IN EB ONLYD

16CLEAR :¥Y=0:FOR A=8T0 186 ;LINE RND (168)-81,RND (88)-45,3;@(FA
=Y HEXT @&31¥Yy=03;FOR A=8T0 108;LINE @(A) ,B.C(@(A), 1> ,3iNEXT A:RUN

caM YOU DO THIS IN AB? SEE NaAUTILUS [BY L+M1, OR CHANGE THE
"EYTE (@(A) JUPPERM" TO "@ra) :25&-(RMH#GI x(@(A) (@) ", OR SEE PG. 3%
UOL. S ARCADIAM., HOM? WITH THAT? NEXT MONTH! KEEFP BUGGIN-!!

NaUTILUS [L+M SOFTWARE] HAS & VERY INTERESTING TITLE PROGRAM
WHICH SEES & SUBMARINE EXPLODE WITH RANDOM LINES AMND THEN THESE
LINES DISSAPPEAR LEAVING THE SUB WITHOUT A SCRATCH! HERE ARE THE
TWO LINES RESPONSIBLE FOR THIS (THOUGHT TO BE IMPOSSIBLE) FEAT:

é FOR a=1T0 28:;FC=1143;NM=2;NU=255;LINE 24+RND (2xH) =H.-48+H-RND
CHx2) L 4=xY 1 ¥(A)=XY 1FC=73LINE 24,-40,3;iNEXT A

7 FOR A&=1TO Z8:1FC=114;NM=2:1NU=255:XY=%(A) ;LINE 24,-4@,3:FC=73{:
MEXT A;FC=8:BC=238:14{10)=154:8(?)==1;4(15)=0

IGNORING THE COLOR CHANGES, SOUND ENHANCEMENTS, AND THE FORT
COMMANDS (AT THE END) , YOU GET BASICALLY:

1@ FOR A=1T0 28:LINE RND ¢ 15@)-51,35-RND (15@) ,08:XC(A=XYLINE 24
L -48 (ZINEXT AIFOR A=1TO 20 :xXY=¥{A) ;LINE 24,-48,3NEXT A

Z1
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IN THE FIRST LOOPS, H=75. IN THESE L&ST LOOFS YOU CAN SEE
WHAT DOES THE RANDOM LINE ERASE. AN INVISIBLE LIME IS DRAkK TO
A RANDOM LOCATION. THE VARIABLE *Y IS STORED, AND & VISIBLE LIME
IS DRAWN  TO THE SUBMARINE. THE SECOND LOOF MOVES VARIABLE XY TO
THE STRIMGED LOCATION WHERE OUR VISIBLE LINE STARTE, THEN IT
REDRAMS THE LINE TO THE SUB USING XOR ¢REVERSE LINES) . ON PG. 189
ASTRD  BASIC HANDBOOK IT TELLS US "EACH LINE IS DRAWN BEGINMNING
AT THE END POINT OF THE MOST RECENT LIME DReAMN. THE LOCATION OF
THIS END FOINT IS STORED IN THE TWO LETTER VARIABLE XYY", MEAMING
THAT WHEN @& LINE IS DRAWN IT DRAWS FROM THE LOCATION IN XY TO
THE LOCATION SPECIFIED IN THE LINE COMMAND, THEW BaALLY UPDATES
VARIABLE XY, IF WE DRAW AND REDREW THE SAME REVERSE (x0OR)> LINE
WE WIND UF WITH THE ORIGINAL PICTURE REGARDLESS OF WHAT IT May
HAVE BEEN. THE PROBLEM (UP TO NOW) HAS BEEN HOW TO REDRAW & LINE
FROM  THE STRUNG XY. ON PG.118 AE H&NDBOOK IT SaYS "THE Y VALUE
OCCUFIES THE HIGH ORDER BYTE OF THIS WORD, X THE LOWER BYTE" . WE
MUST PERFORM A "BYTE SPLIT" TO FILL & LINE COMMAND WITH THIS NO.
THESE THREE LINES OF PaCK RAT [WAVEMAKERS] SHOW US SOMETHING:

4e3GO0SUBE 4@:8:(17)=129;FOR A=848T0 255STEP -&

4esBOX A, -2,8,8,3:1B0% A+2,-2,8,8,2;B0x A-24,-2,8,6,31BOX A-14,-2
s S E 2021 =81k 220 =4

G18NMEXT Ajk{ 18 =17;G0T0O 15

NOTICE THE "A" UARIAELE IN THE BOXES 1S OVER 255. THIS MEANS
THAT BALLY IGNORES THE HIGH ORDER EYTE BETWEEN COMMAS IN BASIC!!

THE X PART IS DONE FOR US THEN. THE ¥ PART IS DOME OME OF 2

WaYS., USING THE EYTE COMMAND (&S I DID LAST MOMTH) , DIVIDING BY
23¢& (WHICH GETS MESSY), OR USE WOL.S PG.S5% ARCADIAN. HERE ~RE:

FRatkND o LINE ERASE PFROGRSMS aBs

18 CLEAR FOR @=0TO0 16&:LINE RND (1482 -81,RND (BEY-45,2;B(AY=XY
MNEXT #&3XY=8:1F0OR A=08TQ 1086 ;B=@{A) ;LINE B,B:254~(RMH#B) x{B{O) ,3;NEX
T ARUN '

1@ CLEAR :FOR A=@TO 1@8@:LINE RND {1&@)-81,RND (88) -45,3;(AY=XY
MEXT A3xY=08:FOR A=8TO 106;B=E(A> sLINE B,(20005) ,3;NEXT &:RUN

IM  THE FIRST OME I BORROWED ANOTHER WARIABLE SO AS TO CUT 2
BYTES OFF OF THE SUGGESTED "+25&" METHOD I HINTED AT LAST MONTH.

IMPROVEMENTS ARE  THE NaAME OF THE GAME HERE. TRY USING THE
HEYWORD “DEFAULT" IN PLACE OF "XY=8" IN THE EB VERSION FRINTED
LAST MONTH. XY 1S ZERCED ON & DEFAULT COMMAND IN EB, OR ON CLEAR
IN AE.  YOU MaY NOT BE ABLE TO USE THIS IN & FROGRAM THOUGH, FOR
DEVIOUS REASONS, CLEAR SCREEN OR DEFAULT ALL 2 LETTER WARIABLES!

THE 2ND AE LINE ERASE USES VOL.S PG.S9. REMEMBER THAT EACH
“YWARIABLE USES TWO ADDRESSES IN MEMORY. "B" USES ¥(28804) FOR THE
LOW  ORDER BYTE AND (20885 [¥(20084+1)]1 FOR THE HIGH ORDEFR
BYTE. IF WE HaD USED & "Q" INSTEAD OF & "B", THE HIGH QRDER EYTE
FALLS AT X(2083%». IF aNY OF MY PROGRAMS PUZZLE YOU, DON‘T
HESITATE TO WRITE. & S.A.5.E. SPEEDS UP REPLYS.

Y
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OWER THE LAST TWO MONTHS IYVE BEEN TALKING ABOUT DIFFERENT
WaYs TO FILE SEARCH AND &UTO RUN. THE REASON 1S THAT THERE ARE
MANY WAYS OF TAPING PROGRAMS. WHY? LET S S&Y YOU HAVE A PROGRAM
THaT WON‘T FIT IN 1888 BYTES. USE EB? CaN'T SELL IT TO AB USERS.
USE 2 FPROGRAMS? WHY NOT? BECAUSE AE TAPES THE VARIABLES!! IF YOU
WISH TO KEEP THE VARIABLES INTO THE SECOND PROGRAM YOU MUST USE:

CeaRRY OVYER MEMORY

THERE @&RE THREE METHODS OF HOLDING VARIABLES INTO ANOTHER
PROGR&M. THE FIRST IS SEEN IN "HAUNTED HOUSE" [NEW IMMAGE], THE
SECOND IN  QUADR& (ABE + BR 4K WERSIONS) , AND THE ONLY PLACE you
WILL SEE THE THIRD IS IN "SPACE MISSION", THIS MOMTHS PROGRAM.

YOU MUST ENTER THE TEXT EXACTLY AS SHOWN IN THE LISTING OR
P&RT 2 (NEXT MONTHS PROGRAM) WILL BLOW RIGHT OUT!! THE CaRRY
OVER IS IN THE CUSTOM CHIFS. LINES 718 AND 72& DO SOME FPRETTY
FeMCY  STUFF TO LOAD THE INTERCEPT FEEDBA&CK REGISTOR WITH 1 OF 2
FOSSIBILITES FOR WVARIABLE @&. ONLY IF THE TEXT IS IN THE RIGHT
FLACE IS INPUT PORT & (SEE PG.10Z AB HANDBOOK) GOING TO GIVE THE
RIGHT MNUMBERS. THE CUSTOM CHIPS IS ONE PLACE TO HIDE A VARIARBLE
TH&T YOU WISH TO PASS ALONG FROM ONE PROGRAM TO ANOTHER, BUT NOT
& STRING, OR THE WHOLE SCRATCHPAD. HOW CaN WE CHANGE A& PROGRAM
TEXT &ND KEEF THE SAME SCRATCHPAD (SCORES OR STRINGS)? SEE THIG
COLUMN MNEXT MONTH! (OR QUADRA, OR HAUNTED HOUSE) KEEP BUGGIM7!!!

BEFORE KEYING IN THIS MONTHS FROGRAM, TRY THIG:
ENTERZCALLZIY?

THE @&RCADE  STILL FUNCTIOMS, BUT YOUR BASIC FROGRAM I8 GONE
FOREVER, (SEE aRCADIAN UOL.1 PG.31 AND 372 . ALSO, RELOAD "SPALCE
MISSION [PART 11", [HALT1, AND RUN THIS LITTLE TEST:

EMTER>CLEAR 1CY=14:3TU=1080 :14=4(8) ;CLEAR 1CY=1&46:TU=102:B=& (&) :
CLEAR :PRINT a&,B

THIS CHECKS THE INTERCEPT FEEDB&CK NUMBER RETURNS.
IT SHOULD PRINT: 143 159

IF IT DOESM'T, YOU‘UE GOT A MISTAKE IN KEYING IN THE FIRST
HSLE OF PART 1 TEXT, AND PART 2 WILL "CALL3177", (SEE LINE 18 OF
THIS MOMTHS PROGRaM» . IF YOU CAN'T  FIMD THE BUG, WE CAN CHANGE
"CARRY OVER" METHODS. CHaNGE LINE 728 OF PART 1 TO READ:
720 M(20268)=AFC=7

aND CHANGE LINE 1@ OF PART 2 TO RERD:

18 A=Xi26240) 11IF ABS(A RICALL3L1T?

\— _J
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NOW LET"S SEE WHAT WE‘VE DONE. %(282&48) IS 2 BYTES INTO THE
"STACK AREA"., (PG. 183 AE HANDBOOK) . IF WE USE ":PRINT " WE DOM‘T
TAPE THAT ADDRESE, SO OUR DATA HAS "CARRIED OVER". IN "QUADRA" 1
CARFRIED & STRING IN "THE STACK" WITH THIS LOOF:

448F0R Q=8TO 12:%(Z+0x2)=E{0) sNEXT Q;CLEAR ;CX=—-30:CY=f;
PRINT "START TaPE ‘ ' '

£=2@264 IN THIS LOOP. THE SCORES ETC. &RE MOVED OUT INTO THE
@X) STRIMNG FOR EACH FROGRAM, NOW YOU MaY S&Y "WHY DO TH&T WHEM
YOU CAN USE THE "STOP SHORT® METHOD TH&T H&UNTED HOUSE FROM [MNEW
IMMAGE] USES?"  THaAT METHOD WaS BETTER! SIMPLY TAFE THE FIRST
PROGRAM NORMALLY, THEM TAFE THE QTHERS THAT FOLLOW & SPECIAL Weay

S0 AE NOT TO TAFPE OVER THE UARIABLES! HAUNTED HOUSE WaS TAFED:

ENTERZ 1 PRINT X(-2457¢&) , 9841 1 PRINT wnizZeeear , 1

AS YOU PROBAELY GUESSED. THE TEXT aAND "TXTUNF" (PG.183 AE
HAMNDECOOKY  WAE ALL THAT WAS TAPED. TO SAVE THE SCREEMN ALSO, USE:

EMTERZ ¢t PRIMT X< 14384: , 1269

THIS LEAVES THINGS WHERE THEY LIE, MEANING THAT NO LOOPS ARE
REQUIRED HERE. BUT. IN QUADRA I WISHED TO END EACH PLAY SEGMENT
EY PRINTING "REWIND TAPE AND PLAY BUT DON‘T [RESETI®. NOW IN THE
FIRST FPROGRAM. I WANTED TO USE "aUTO RUN". ALSO, ONE OF THE FLay
SEGMEMTS USES THE LINE INPUT BUFFER TO SET &<(®. I HAD TO TAFE
OVER THE WARIABLES TO GET TO THE LINE INFUT BUFFER, <SEE FG.1@3
AR HANDBOOKD . SO "TAPE SHORT" WAS OUT., AND I USED THE "MQUE IT
QUT OF THE WAY" METHODR. BUT. WHY NOT USE "TAPE SHORT" IN "SPACE
MISSION"? BECAUSE, @& CHECK SUM BYTE GOES TO TAPE AND INPUTS AT
THE END OF EVERY TAFE LOAD, (FOR THE :LIST FUNCTION) . IT APPEARS
AS GRRBAGE  IN THE ADDRESS  FOLLOWING AN INPUT. ALSO, THE TXTUNF
MUST BE TAPED OR STRANGE THINGS OQCCUR., (MORE ON THAT NEXT YEAR:),
S0 THE WVaRIABLE "A&" MUST BE MOVED TC BE KEPT. ALSO, THIS IS WHY
WE USE WUaARIAELE "Y" TO "FILE SEARCH" WITH, INSTEAD OF "2". "BC"
FOLLOWS, wND WE WOULD LOSE DUR COLOR WITH EVERY TEST PASS. (SEE
VOL.S PG.S® aRCADIANY (REMEMBER THAT X (28888)=TXTUNF).

MOW, YoU MayY BE WONDERING WHERE I PUT MY "CHRDIS" ROUTINE
(WOL.S PG.14,15,237.8N0 72 ARCADIAN) FOR MY CHARACTERS, IF I USED
THE STaCK TO CaRRY OVER MEMORY. WELL. NEXT YEAR I7LL TalLK ABOUT
THAT WHEW I DISCUSS "TIME SHARIMG, THE USE OF USED MEMORY". ALSO
WE“LL GET INTQO "THINGS CALLED STRINGS" aAND LOOK AT aLL FIVE WaYS
TO RUN MULTIPLE ARRAYS!! (THEY CaMN ALL BE DOMNE IN AB» . ILL TELL
YOU WHAT T FOUND  IMSIDE "THE GREAT AMERICAN JIGSAW" [ESUTERICA
LTD.I. BUT FIRST, I WANT TO TALK ON SOUND. THERE ARE TWO WAYS TO
~CCESS  THE SOUND  IM THE Bally, DIRECT AND INDIRECT. THESE ARE

R
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ALL WREITTEN UP IN THE &RCADIAN WOL,. 1 FPE.62-86 FOR DIRECT., AND
FG.71-72 FOR INDIRECT. NOW, I“M NOT GOING BaCK QUER ALL THeT. 1
AM GOING TO SHOW THE DIFFEREMCES FROM VOL. 1 (OLD BBY AND AE. IF
HOMWEWER, YOU HAVE EE, THE TUTORIAL &PPLIES TO YOU 1@@%!' YOU May
COMSIDER PURCHASING "THE FORT TO UaRIABLE TRANSLATOR" BY [GEORGE
MOSESI. IT CONVERTS AE TO BE, OR EE'! FINALLY, YOU MAY WISH TO
FEMOLE  THE "&(16>=71" FROM LINE 2@ OF SPACE MISSION PaRT 2 &Mk
HESF WHAT HePPENS! NEXT YE&R I°LL ExXPLAIN "MO SHIFT, & KILLER"!!

FOR RIGHT NOW. HOWEVER, LET'S LOOK AT THESE LOOPS: .

Dec 20, 4ES \

LOOP 1 LOOF 2
1B NEXT A 18 FOR A = 1 TO 188 STEP RND (18)
20 PRINT "IT WORKS®11 28 PRINT A
38 FOR A = | TO 168 38 IF TR(1) RUN
48 RUN 48 NEXT A

ENTER *GOTO 38" TO START LOOP 1. “"RUN" STARTS LOOP 2. TRIGGER (1)
CHANGES THE ' STEP® VALUE IN LOOP 2. HOW? SEE PAST (OR FUTURE! EPISODES OF THIS
COLUMN.

SOCCER Overview by Herb Matthews. Yeah! for Soccer!! Faor me, this
cartridge for the Astrocade is one of the most refined games available for our
systems. I was able to secure o copy through ABC Hobbycrcft, and boy am 1
glad!

Check this partial list of options that are available: PLAYERS(1-4) with
1 or 2 players teaming against the computer or an equal number of human
players; play boundaries; difficulty level (when wvs. the computer); ball
direction C(in 45 steps over o range of 8 , 98 , 188 , or 360 J; and more.
These options can have a significant effect on the style and intensity of

play. Soccer offers a lot more control than ' foosball’. Within zones, the
plauers can ’‘dribble’ the ball, ond pass at angles, even while evading cther
players. An on-screen time display lets you know the playing time available.

Sound effect include a satisfying ‘kick’ sound, and a brief crowd cheer at
each scoring.

N\ )5 y
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1 .
2 . EX.BASIC ONLY
3.
4 .SNAP & SHOW DESIGN GENERATOR
5 . BY
% . DIETER HEINERMANN
8 .
? .SE7T 1 LETTER VARIABLES TO @
18 ZEROQ
15 .COLD START GOTO CHECK SCREEN

20 GOTO 160

25 .WARM START

30 CLEAR

35 .PICK RND STARTING LOCATION

400 X=RND (140)-71

58 Y=RND (B@)-43

55 .A & B =INITIAL SPEED

60 A=1s3b=1

65 . T=TIMER

78 FOR T=@7T0 555

75 .MAIN LOGIC & BOUNDRY CHECK

80 C=X+(ALE)SIF (C{-74)+(C:74)A=-A

9B D=Y+{(BkF)31IF (D<-41)+{(D-41)EB=-E

102 X=Cs5Y=D

105 .DISPLAY WHAT WE HAVE IN 4 SECTIONS OF SCREEN
110 SHOW XsY:sZea(l)

128 SHOW —-Xs—~YsZsa(l)

130 SHOW Xs=-YsZsa(l)

140 SHOW -XsY¥:sZsa(l)

150 NEXT T

155 ,.START SET NEW RND SPEED FOR X & Y

160 E=RND (4)3F=RND (3)

165 .CHECK SCREEN IF PIXEL BsD 3+3 656 =0 GOSUP NEW BOX
170 IF (PX(@sD))+(PX{(3+3))+(PX(6+6))=BGO5UE 200
175 .IF PIXEL @s® OR 3s3 OR 6:16 >0 SNAP 1212 PIXELS FROM CENTER OF GSCREEN
180 SNAFP B:0s1Z2y129a(1)

185 .GOTO WARM START

190 GOTO 32

195 JNEW BROX

Z00 CLEA&AR

210 BOX @+@:12+912:73B0% B8+ 185 10:63B0X 0+8:648+5
220 BOX BsBs6:s6133B0X DB as4:25B0X B:08s24251

232 RETURN

- 26
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20

30

40

S50

&0

70

80

90
100
110
120
130
140
150
1560
170
is80
190
200
210
220
230
240
250
260
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280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
920
930

\_

$ GOTO S80 4—//

————<ARCADIAN]
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CLEAR 3Z=103K=203jFC=252;BC=119§&(9)=255;CX=-30;CY=K;PRINT "CLAIM JUMPING
CX=-45;CY=-Z; INPUT "NUMBER OF PLAYERS "C;IF (C>4)+{C<2)G0TC K

CLEAR ;D=03;E=03F=03G=0;@=0;P=1;N=%0;5=370;R=420;T=470;U=480

FOR A=-69T0 Z71STEP K

FOR B=-39T0 41STEP K 540 PRINT "#1 SCORED",#3,D," ";RETURN
BOX A,B,2,2,1;;MU=90 S50 PRINT "#2 SCORED",#3,E," “;RETURN
NEXT Bj;NEXT A 560 PRINT “#3 SCORED",#3,F," *j;RETURN
X=13Y=1§G0OTO 360 570 PRINT "#4 SCORED",#3,G," "3;RETURN
V=X;W=Y3H=03J=15+P 580 FOR A=1TO C;IF TR(A)GOTOD Z

IF &(J)=1Y=Y+K 590 NEXT A;GOTO 580

IF &(J)=2Y=Y-K 600 PRINT " 1ST - ",5RETURN

IF &(J)=4X=X-K 610 PRINT ®* 2ND - ",3RETURN

IF R(J)=SY=Y+Z;X=X-2Z 620 PRINT " 3RD - *,3;RETURN

IF &(J)=6Y=Y=-Z;X=X-2Z 630 PRINT " 4TH -~ ", ;RETURN

IF &(J)=8X=X+K

IF B (J)=9Y=Y+Z5X=X+2Z

IF &(J)=10Y=Y-2Z;X=X+Z

BOX V,W,2,2,23IF (VH#X)+(WHY)MU=83

IF (X<~69)+(X>71)+(Y<{~39)+(Y>41)G0TO 80

BOX X,Y,2,2,13FOR A=1TO 30

IF TR(P)L=XjM=Y;GOTO 230

NEXT A3;GOTO N

A=(Y+39)c20; IF RM GOTO 260

IF PX(X+2,Y)=0BOX X,Y,K,2,1jMU=84;G0TO 280

GOTO N

IF PX(X,Y+2)=0BOX X,Y,2,K,13MU=68;GOTO 310

GOTO N

IF PX(X+Z,Y+2)IF PX(X-Z,Y+2)IF PX(X+2,Y+K)M=Y+Z;GOSUE R
IF PX(X+Z,Y-2)IF PX{(X-Z,Y-2)IF PX(X+2,Y-K)M=Y-Z;GOSUB R
GOTO 330

IF PX(X-K,Y+2) IF PX({X-2,Y+Z)IF PX(X-2,Y-Z)L=X-Z;GOSUB R
IF PX(X+K,Y+2)IF PX(X+2,Y+Z)IF PX(X+2,Y-Z)L=X+Z;GOSUB R
IF 8=28G0T0 S00

IF H=1GOTO N

P=P+1;IF P>C P=1

CX=-743CY=13;TV=P+48;GOTO N

MU=773MU=783; GOSUB PbZ+3703H=1;8=@+1};RETURN
D=D+13;@(1)=D}RETURN

E=E+1j@(2)=E; RETURN

F=F+1;@(3)=F;RETURN

G=G+1;@(4) =63 RETURN

BOX L,M,14,14,1;GOSUB PbZ+420;GOSUB S;RETURN

GOSUB T3RETURN

GOSUB U3 RETURN

GOSUB T;GOSUB UjRETURN

GOSUB U; GOSUB 490;RETURN

BOX L,M,2,2,2;RETURN

BOX L-4,M+4,2,2,2;B0OX L+4,M-4,2,2,2;RETURN

BOX L-4,M-4,2,2,2;BOX L+4,M+4,2,2,2;RETURN

1=Z;FOR A=KTO ISTEP -1

FOR B=1TO C;IF @(B)=AB(I)=Bj;I=I+Z

NEXT B3NEXT A

CY=25;FOR A=ZTO CbZ STEP Z}CX=-55;GOSUB A+5%0;GOSUB @(A)bZ+530;CY=CY-6&jNEXT

@ RBS R.Fagrus
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BY PENMAN AND BALLY

SPACE SHUTTLE

BY PENMAN
AND BALLY

The "PLOTTER DRIVE PROGRAM™
is a listing thot will draw DATA to
the TV screen or to a PENMAN three
color pen plotter. These reduced
pictures are the results of the two
sets of data that haove been put

into memory so far. The original

picture plots are Ffull size on a I will at a later date keep

sheet of paper with the captions in all interested ARCADIAN readers

two or three different colors. updated as +o how to input DATA
As my program states in line using the PENMAN as a "mouse®. The

#18, the program at present takes plotting time required by the
1718 bytes of the BLUE RAM |ower PENMAN is 18 to 12 minutes for each

program area and the 4488 bytes of picture. The plotting time to the
DATAR is stored in the upper section TY is only a minute or so.
beginning at !8881. v Ainy interested @&rcadions

The PENMAMN is RS232C serial reader can send me a tape with a
input and operates nicely through sei: -addressed, stamped return
the old Bally tape interface with envelope, and I will put the
printer jack addition. pregram and data on it.

Input of DATA reguires knowing

the X, Y plot points and using LeRoy G. Flamm
"GRAFHICS PLOT MENU #1. INPUT NEW 386 Sycomore Rd.
DATA." to put them into memory Mohnton, PA, 1954B

locations.
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PLOTTER DRIVE PROGRAM

0081 CC=6; CX=-80;CY=10;CF=sl. ;Print *INPUTTING.DATA®; : input %('gesl)

20082 clear ;CC=4:CF=L,;CY=37;print t __GRAPHICS_PLOT_MENU®;CF=SM.;CY=19;:CC=7;C

1 =-58; Print *1,_input NEW_DATA';print "2, RECORD.PROGRAM.&_DATA.tO TAPE";print *

3. .PLOT_DATA

GBRE3 Print ;0C=5;input *SELECT'A;CL=-79:CC=7;if (A=1)+(A=2)QOt0 Ax166

500G4 clear ;CC=4;CF=L.;CY=37;pTint ' __PLOT_PROGRAMS_MENU®; CC=7; CF=GM. ; CY=19;C

L=-5%8;Print *1._SPACE_SHUTTLE®:;PFrint "2._ROBOT .

39086 Print ;CC=%;input *SELECT'X;Print ;CC=7;Print "PLOT_to TV(1),SERIAL_PLOTTE

R(2)*;print ;CC=5;input *SELECT'Y;CC=7;CL=-79;90%t0 18xY+X

23087 :return ;print *PUT_IN_COLOR.PENS__1-G_2-B.3-R..HIT_GO.":if KPxprint ;retu
rn

@0088 C0=5;print *BY_PENMAN®;:CC=7;:Print "AND_BALLY";CL=-79;Print ; CF=SM., s CY=49; N
=i;Print "KP=MENU";if KPgoto 2

BBBET Print *U_A_M_2508.1838,"; :Teturn ;NT=1:g0t0 2

B001@ .JUNE,1585__LEROY_G._FLAMM__5Z=1381__DATA_LENGTH=4488_BYTES

@BB11 5=-32747;E=-38351;gosub 380;00=4; CF=L.; CL=-65;Print ;Cy=33;print *SPACE.-SH
U4TTLE";g0tc B

36012 S=-30345;E=-28349;90sub 380; CC=4; CF=L.;CL=27;Print ;CY¥=48;Print "ROBOT":; 90
to €

gegz1 5=-32767:;E=-36351;gosub 4B0;g0sub 7:goto 3!

28822 ©=-38345;E=-28347;505ub 408;3gosub 7;30t0 35

BOE31 erint "U_A_M_106.1480,P1,W0,512, LSPACE_SHUTTLE..",: TV=18

88832 TV=id:erint "P3I,LBY_PENMAN__",;TV=18

@EE3I3 TV=13;print "P2,LAND_BALLY__"

BBe34 goto 9

@@BE35S Print *U_A_M_2500,135@,P1:Q83,512,LR-0B.O.T___"*

20836 Print "U_A_M_2375,14806,P3,56,LBY_PENMAN_AND_BALLY"

oeB37 goto ¢

90168 if F=9%=/8961;g90t0c 110

8185 S=F+Z

80118 A=S;Print *input 9999_to TERMINATE_DATA.input

392128 pPrint #i.R/,"=s",;input B;if B=7999E=A; % (R)=B;F=R; K= (F+327&7) /2+1:90t0 148
IB13@ ¥ RI=B;R=R+Z;90t0 126

88148 Print #i, "ADD_NEW_PROGRAM_NAME.tOC LINE_NO. _4__AND_ADD_NEW_LINES._17_AND.27
_WITH_FCLLOWING_5=",5,"__E=*,E;Print "USE__gotc 2__tc RECCRO.to TAPE. *;prant ;1i
st 4,1;:5TOP

38288 C0=5;print *START_TAPE._HIT.GC.";if KPCC=é;print ‘RECORDING

2021@ :print ;For Q=ito 500@;next R;:print %('8801),K;30t0 I

GO368 clecr ;;NT=0;for I=5t0 EStep &4;if X {I)=9P79return

98318 if %(I)>30001ine (¥X(I)-300Q@)/16-78,%(I+2)/16-58,8;next [

38320 line %{(I)/16-78,%(1+2)/16-58,7;next |

30488 clear ;NT=@;xprint

06410 prine "1 _0¢11,.$18"

B9+29 Pprint “B_WL,P2,"

884368 for I=Stc Estep 4;if X{I)=9999return

89440 if X(I))3800Print #1,"U_A_M.*,%(I1)-3008,", ", X(I+2),"*,";next I

DO658 Print #1,°D_AM_".X(D1), ", ", Z(I+2) . ", "snaxt ]

® \48s, R.FABRLS 2‘7
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LOWERCASE = 1-BYTE KEYPAD WORDS. UNDERSCORES
= SPACES. 1313 CHARACTERS

5 T=0;0=4;V=(rnd (2)-1)x6080+128;W=(rnd (2)-1
)x280;goto 200
35 clear ;box 6,0,15@8,80,1;return
S0 VA=15;box Xx+2,Y+2,2,2,31€@(M)=5;5=5+1
51 if VBfor MO=1to Rstep 2jbox X+2,Y+2,M0,MO
,33next MO;S=R
52 for MO=-Rto Ujnext MO;VA=3jreturn
6@ BC=-2;L=0;gosub R;for F=-27to Rstep 1B;fo
r E=-55toc 6@step 3b&
68 L=L+1l;box E,F,R,17,2;1f @(L)=@CY=F;CX=E;p
rint #@,L,
69 next Ejnext F
78 6G=Vr4-185;H=Ws4-34;box G,H,3,3,13box G,H,
1,1,2
75 box Ar4-105,B+4-34,2,2,1
77 +or E=1to 9@@:next Eji1f S<17gosub 100
78 return
108 VB=0; TB=168;M=Dx4+C
105 BC=Mx16~1igosub Rjbox @,0,140,U,2
106 if e(M=Pbox 2,2,2,2,1
120 L=Mxi2-12;for 2I=Lto L+l@step 2
130 G=#(Z)+100; 1=ABS (RM) ;H=%(Z+1)1100;J=ABS(
RM)
142 box G,H,I,J,3jnext Z;L=022+151¢ M=11;CX=
37;CY=30;print #8,0-3,
145 VR=Mx33;if VA=iH=-~1j;1=1j90sub 610
15@ TA=R;box X+2,Y+2,5,5,1;VA=3:return
200 A=490;B=165;M=113gosub 640
205 for I=1to 16;€@(2)=03;next Zj;gosub 100
218 for S=1to léstep B;if TR(1)if N#Mgosub 6
e
216 V=V+(AXV)x0-rnd (L) jW=W+(BoW)x0-rnd (L)
E=V+140; G=RM~U; F=WsU; H=RM~R3N=Fx4+E;if N=Mbox
6,H,7,7,3:VB=9;VAR=9
217 VF=(N#M)+2351f &(16)=0goto 242
225 box X42,Y+42,5,5,3;P=3X(1)x5;0=3Y(1)x551+4
PX (X+F,Y)=0A=A+P;C=A+140; X=RM-U
227 if PX{(X,Y+Q)=0B=B+Q;D=B+7@; Y=RM-K
232 box X42,Y42,5,5,3;if A=#(M+192)if B=*(M+
208)gosub 602
240 if Dx4+Cw#Mgosub 100
242 1§ PX(X+2,Y+2)=Bgosub 5@
258 next S;v
261 gosub 68;5for A=1to 16;T=T+€(A)xAjnext A;
T=T+4
265 bpox -1,0,71,R,2;CY=9;Cx=-28
266 1¥ S=17print “YOU_DID_IT";D0=0+1;goto 268
267 CX=-=193print “THE_END
268 CY=-7;Cx=-28;print “SCORE_",#4,T,;box -1
,0,71,35,3;if S=17gosub 77;goto 200
278 1+¥ TR(1l)run
280 gotoc 27@
600 A=*(M+193) ;B=* (M+209) 3H=1;1=2;VA=13
619 VF=0;for G=0to R;1f B+t RMI2VA=VA-H
620 box X+rnd (4),Y+rnd (4),2,2,1;TA=RM+P3ne
%t G
64@ C=Ar140;X=RM~U;D=BsU; Y=RM-R;return
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HOW TO PLAY OUTPOST 19

You are stranded on an alien outpost
with nobodv to help you. While vou wait ang
oray {for a rescue party the only hope vou
have of surviving 1s to gather the food
parcels that erist in each of thne i& rooms of
the outnost. A pull of the trigger will snow
you & +{ull screen map of the outpost., The
rooms with food parceis stasheos will nave
room numbers. After vou pick uo a room's +oog
parcel that room will appear on the map as a
blank room.

While vou're chasing after the fooa
parcels the alien 1s chasing after vou'!'" Hls
advantage 1s that he can Qo through walls, so
N1s path toward you 15 more of a straight
line, while vour escape must be arouna
obstacles 1in tne rooms and through doorwavs
provided. Eut vyou have a couple of aces 1n
the hole. (1) You have the trigger-pull top-
view map which also shows you which room the
monster i1s in and where vou are. (2) You have
a transporter in each of the odd-numbereg
rooms!!! Tney're usuallvy in the lower bparts
of the room. After you've plaved a few Qames
you'll remember where thev all are.

To become familiar with the workings of
the transporters loor at the room map 1n tr:ie
1ssue. The large numbers are the numbers of
the rooms containing them. The small numcers
are the numpbers of the room vou wWill
transport to. Example: I+ vou are in room 13
and just as the alien monster 1s reagy to
pounce you nonchalantly step 1into tre
transporter. Poof!!' You 1l find yourself in
room 8. That's clear across the outpost anc
you’'ve bought some time to hunt up some more
tood parcels before he can catch up to you'!

HOW TO DIE: There are two wavs you can
get killed. (1) The monster touches vou. (2)
You try to grab a food parcel while the
monster is 1in the same room. (Use vour
trigger map to see 1f he s coming before vou
grab the oparcel). If vyou die., bpull tre
trigger and start a new game.

This is one of the best Astro-Basic
programs [°'ve ever seen' And the only ore
that surpasses this is a Blue Ram Basic
version Mike did. It fills a 16K Elue Ram ango
has fantastic graohics, action ang constant
music. If vou re interested we can print 1t
in a future Arcadian. Unfortunately. Mike
FPeace has packed his Bally Arcade away in a
box somewhere and 15 presently programming on
a {(gasp, choke) Commodore-&4. But, he gave us
permission to orint this program ano sore
other previously unreleased tapes we il prin<
in the future.

George Mosecs

DEC ZO:‘?BS \
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* ()Y ARRAYS
*(@)=720% *(70)=4205
*+(1)=215 #(71)=735
+(2)==-4355 #(72)=-7305
*(32=245 *(73)=225
*(4)=—4845 *(74)=-33580
*(5)=225 #(75)=1205
*(b)=-4815 *(76)=-3385
«(7)=-1305 *(77)=-B05
*{8)=-4815 *(78)=225
*(7)=-1805 *(79)=37@5
+(10)=3765 * (80)=5725
#(11)=-805% *(81)=205
*(12)=-7305 *(B82)=37@5
»(13)=215 *(53)=205

% (14)=225
*115)=37@5
+«(16)=~1815
*«(17)=755
*#(18)=-4815
*(17)=-855
+(20)=4255
+(21)=—855
®(22)=4255
*(231=2715
*(24)=255
*(25)=-85%5
#(26)=235
*(27)=-835
®(28)=7205
*(29)=215
+(30)=-1805
«(31)=-1315
«(32)=-2305
+133)=-815
+(34)=205
*(25)=1285
* (361 =-7205
*(371=213
«{3B)=218
*139)=3705
«(40)=1728
*(41)=-1325
+(42)=1225
+43)=1725
«(44)=-1825
*(85)=1225
*(46)=-1325
*(47)=-1825
%(48)=235
*149)=3705
*(50) =-2835
*(51)=23%
#(52)=3239
*153)=235
#(54)=-1385
*155)==3305
*({56)=205
#{57)=-3305
#156:=170%
*#159;=-3385
+ (68:=225
*(61)=-3805
*(62)=2:5
*163)=370%
+(64)=7205
*(65)=215
+(66)=1705
*(o7)=-B35
*(68)=-130%
*(&69)=-855

*(84)=215
+(85)=37@85
*(86)=213
*(B7)=-3805
*(88) =245
*(B89)=245
+(90)=245
*(91)=205
*(92)=285
*#(93)=245
*(94)=2085
*(95)=205

* (I =225
*197)=3705
*(961=225
»(99)=-3805
#(100)=72@5
*(1@1)=225
*(102)=-4355
*(103)=265

* (104)=-4355
*(10%)=-3385
*11@86)=3235

*(107)=235
+(108)=~7385
*(109)=215

*+(118)=215
#(111)=-3805
+.112)=215
*(113:,=3705
%(114,=275
*(1195)=-345
4(1161=265
*#(117)==335
*1118)=370%
*1119)=-3085
*(120)=-7305
*\121)=2715
*122)=72085
*(123)=-2815
*(124)==6313
*1125)=-2805
*+(126)=0215
*(1271=3705
+128:=3715
*412v)=1730
*(130)=-383%
*#(131)=-18B35
*#(132)=-4355
#(1321=1245
#(134)=4255
#11395)=-1345
#(1361=205
#(137)==-3B@5
*(138)=225
*(139;=3705

+(140)=57
#(141)=22
*(142)=42
*#(143)=21
*(144)=215
*(145)=-380%
+(146)=7285
*#(147)=215
+(148)=-4355
*#(149)=755
#(150)=~4335
*#(151)=735
*(152)=-4305
+(153)=-335
+ (154)=-4325
*(155) =225
*#(156)=-730S
*1157)=215
*(158)=7205
*(139)=215
*+(16@1=215
*#(161)=-3825
*(162)=2715
*#1163)=-1345
% (164)=-281%
*#{165)=1735
*{(166)=-2805
*(1467)=715
*#(168)=225
*#1169)=-38@85
*(1701=-730%
*(1717=215
*(172)=7205
*1173)=215
+(174)=275
*(1731=1245
*¢176) =265
#1177)=1235
+(178)=3785
*1179)=12195
+(180)=-7305
*(181)=215
+(182)=215
#(183)==3805
¥(184)=-2335
*#{185)=235
*(186)=2735
*(187)=235
+(188)=1715
*4{189)=-805
#{190)=-1315
*(191)=-B@%5
*1192)=~73@5
+1193)=140
*.194)=328
*(193)=490
+(196)=320
*197)=215
*(198)=670
*(199;=520

* (208;=140
*(201)=195
*(202) =610
*12@3)=460
+(204)=3760
*(2051=150

* (206) =645
»{207)=460

¥ (Z08) =280

*\ 2091 =25

S
=1
S

2
-
2
"}
1
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%*(218)=18%
*#(211)=45
*(212)=255
*#(2123=78

*(214)=178
*#(215)=105
#(216)=60

*(217)=205
*(218)=235
*(219:=17%
*(220)=0

*#(221)=235
#(222)=105
#(223)=240

*(224)=79
*{225)=0
*(226)=-1
*(2271=-1
WAVEMAKERS
OUTFOST 19
{c) Mike Peace, 1983
1N Astro-Basic
This 1s a previously unreleased Astro-
Basic program from Mike Peace and 1t s
fantastic! This 1s like finding the lost

Honevmooners tapes'! After you iype in  the
text part of the program save 1t on tape
before you start keying the 228 values into
the #() string array. Don’'t reset the comou-
ter! Just use this little routine to help vou

enter the star array. Just enter the follow-
ing without a line number:

CLEAR; FOR A=0 TO 227: PRINT #1, “=(" ,A., "
=" $INPUT " " %(A); NEXT A
As soon

as you press G0, the screen wil:
clear and vou will be prompted for each of
the 228 values. Consult the chart provideo

with this listing and enter the values asked
tor. Be sure to enter any negative numbers
Wwith minus signs! When you've entered tne
last value into location #(227) the opromots
will

stop and you must then save the entire
orogram to tape with the :PRINT command.
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VAN -GAM
£y bOE WEEBER

COWERCASE = 1-BYTE KEYFAD WORDS. UNDERSCORES
= SFPRCES. 15960 CHARALTERS

i 5=@:u=0

<@ ciear :BL=rno (32)xB:FC=El+4

@ for I=0to 49;@(Ix2)=1x262+108:@11x2+1)=2x
ielr1@@:inext Z

42  T=@diinput "PILE_SIZES7?_L"L,R

41 1+ L+R=Qgoto 4@

< praint ®w11,.L,"-LEFT".#4.R,"~RIGHT

=¥ 1+ L+R:Soo0to 80

¢ orint 'vOu RE_A_REAL_SFDRT!

X0 orant "DO_YOU_WANT_TO_GO_FIRST?

Y@ r=kFi1f k=7Bgoto 699

10¢ 1f L=Roosub 1200

112 1+ ABS(L-R)=1lgosub 1200

iL¢ oraint "YOUR_MOVE: ____*,

3R I=kFiTvs13d=KFiTV=ds1 ¢ JuaSk=kP: Ty=K
142 1+ [:4B1f 1<{5Bgoto 170

@ orint :T=T+1:1f T:20rint “ALRIGHT._THAT"
‘tiprint tI_QLIT! Y STOR

orint “IMPROPER_ENTRY'“:goto 120
I=]-4B31f J1651=1Ix1@+(J-48)1J=¢

1+ J=76goto 180

1¥ J=BZgoto 182

14 J=bogoto 1B4

goto 150

11 l-Lgoto 150

L=L-I:o00cto 270

1+ l>Rgoto 150

R=Rr-Iigoto 220

,.
w
3

(=
—

b e e )
N N
e &

M o

]

izeé 1+ l.igoto 199

1z 1+ l:Rogoto 150

162 t=L-li:goto 182

1@ qoto 152

22Q gosub 1150

=32 1+ L+R.Bgoto 6E8

=2¢ orint "vyOU_WIN''":5=5+1;00t0 1160@
8@ orint “Hm..",

oYd I=0:M=0

7288 1f €(I)=_Lgotu 760

712 14 €(l+31)=tLgoto 750

2@ 1§ @(7)=Rgoto E6@D

730 14 @ul+1)=Kgoto B20

740 I=7+Z::f 2x9%orint “1_DON T_KENOW'':igoto
1089

758 coto 708

762 A=2:B=1:11f M=igoto G40
?73 mM=i;goto 720

723 A=Z:B=@:14 M=1lgoto B4D
758 m™M=1l:goto 722

8@@ (=2:D=1;14 M=lgoto 540
518 mM=1l:goto 740

gx@ (=1:D=0:14 M=lgoto B40
838 M™M=1:goto 748

c4@ 1+ LeRkgoto 895
84S 1f C=hgoto 1089
358 :f ArCooto 900
868  F=A+ER

268 1t @(P) *Rgoto 940
BY® M=R-@(P) iR=@(F);E=82;g0t0 1110
892 m=L:L=@:R=B:E=6s6ig0to 111@

1985 R FABR:s
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VAN GAM
BY BOE WEBER
1n Astro-Basic
DIRECTIONS:
Entries are made via the Keypad with
av. The game starts with 2 opiles of

matches, which vou 1nout from the kevoad. Up
to 99 matches 1n each pile. The ODJECT 18 toO

take

the last match. You mav take anv number

of matches from either piie, or the same
number from both,

6R t
BL t
5B ta

for n

200

Gz

530

940

950

40

965

g72

990

1000
1810
1020
1230
1042
1045
1850
1055
1060
1865
1272
1875
1077
1080
1890
1108
1110
1115
1129
1138
115@

Example:

akes 6 matches from the rignt pile.
akes B matches from tne left pile.

kes 3 matches from both pijec.
Answer aguestions with Y +or ves anog N
o for number 1| plaver.

F=C+D
1+ @(F) >Looto 940
M=L-@(FP);L=@(F)1E=76:g0t0 1110
M=B:E=66
F=Ai1+ C<A_P=C
F=F-2:16=0
M=M+1iL=L-1¢R=R~1
tor I=Fto Ostep -Z
1t @(Z)=tLgoto 1948
1+ @(Z+1)=Lgoto 1050
1¥ €@(Il)=Rgoto 1060
1+ @(Z+1)=Rgoto 1970
next Zjgoto 65
1 €@(2+1)=Rgoto 111@
goto 1875
1+ €@(2)=Rgoto 1110
Qoto 1875
1f @(Z+1)=Lgoto 1110@
goto 1875
1+ @(Z)=Lgoto 1110
1+ G=1lgoto 940
G=1:goto 9465
11 L>Rooto 1190
R=R~-1:M=1:E=BZ:goto 1110
L=l.—1iM=1;E=76
orant *_1_TAKE:".#Z.M,:;TV=E
gosup 115@
14 L+R-Ogoto 1:0@
print "I _WIN'!'"iU=u+l;goto 1162
print :print “LEAVING",#4,L."-LEFT",R,"

~RIGHT“sreturn

1160
'S

1170
1162
1170
1202

orint “COMPUTER_=_",#1,0." _HUmMAN_=_*

print “DO_YOU_WANT _TO_PLAY_AGAIN?"
k=kFi14 k=8ygoto 20

=23g0to 150

print “YOU_LIKE_SI1TTING_DUCKS, _ DON'T_

YOU?"sreturn

3Z




-

10

11

12

14

15

16

17
100
101
102
103
104
105
106
107
108
109
110
11
112
260
270
280
290
300
310
320
330
350
360
370
380
390
400
401
402
409
410
420
425
430
440
555
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SEFTEMBERs 1975

1| 2| 2| 4] 5| 6
7| &| 9|10|11|12]13
1415|1617 |18 19 |20
eI

BCw7 ;FC=251;E=1;B=1;NT=0;CLEAR

PRINT
PRINT
PRINT
INPUT
INPUT
INPUT

{PRINT * CALENDAR PROGRAM
;PRINT " ENTER A MONTH, DAY, AND
" FORMAT: (12 3 1945)

" ENTER MONTH #:" .M

" ENTER DAY #:",D

" ENTER YEAR #:",Y;GOTO 270

YEAR, AND I'LL DRAW YOU A CALENDAR!

.THESE TELL THE COMPUTER THE MONTH NAMES AND LENGTH

PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT

*JANUARY, ", ;L=31;RETURN
"FEBRUARY, ", ;L=28+(Y=Yc4bé )-(Y=Yc 100b 100) ;RETURN
*MARCH, ", ;Le31;RETURN
“APRIL, ",;L=30;RETURN
“MAY, ", ;L=31;RETURN
"JUNE, ", ;L=30;RETURN
"JULY, ",;L=31;RETURN
YAUGUST, *,;L=31;RETURN
""SEPTEMBER, ",;L=30;RETURN
“OCTOBER, ",;L«31;RETURN
“NOVEMBER, “,;L=30;RETURN
“DECEMBER, ", ;L=31;RETURN

.THESE LINES COMPUTE WHICH WEEKDAY THE 1ST FALLS ON.
IF (M<1)+(M>12)60TO 15

IF (D<1)+(D>31)+(Y<1801)+(¥>2399)GOTO 15

IF M<3 YeY-1;M=M+12

Fe(Yb5)c4=(¥< 1900)-(¥>2000)b(Y-2000)c 100+((M-2)b259)c 100; . FIRST COMES ON THIS WEEKDAY
WaF+D-(F+D~1)b7;.

FoF-(Fc7)b7+1

IF M> | 2M=M-12;YsY+

CLEAR ;.THESE LINES DRAW THE CALENDAR.

FOR A=-70TO 70STEP 20;BOX A,0,1,78,1;NEXT A

FOR A=-39TO 39STEP 13;BOX 0,A,140,1,1;NEXT A

BOX -20,33,99,12,2

CX=-60;CY=32;GOSUB 100+M;PRINT #0,Y

FOR CY*32T0 -40STEP -13;FOR CX=-~63T0 65STEP 8

IF E=1IF F>5CX=-83+(Fb20)

IF E=IF F<6CY=19;CX>-83+(Fb20)

1F E=D X=CX;Y=CY

IF E<10CX=CX+6

IF E<=LPRINT #0,E,;E=E+1

IF E>L CX=CX+6;TV=32

NEXT CX;NEXT CY

FOR A=ITO 11;BOX X+3,Y+1,19,12,3;FOR D=1TO 400;NEXT D;NEXT A
IF KPRUN

® /985 K.FASRs
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Ad S:
WANTED TO-BUY: Copies of electronic schematics for the Datamax UV-1 computer
or similar system (excluding Datamax UV-1R computer) which utilizes Bally's
3 custom address, data and I1/0 chips. I am attempting to provide myself and
other Bally/Astrocade users the option of writing programs on a Bally high

resolution map (320 x 204 pixels), Contact Mike Matte, 8605 W, Douglas Ave,,

Milwaukee, Wi, 53225, (414) 353-5099,

WANTED TO BUY: used Blue Ram Memory Add-on unit, at reasonable rate, such as
Contact Bruce Brigden, 401 E. Main, Beloit, Kansas 67420 (913)-738-5881

$100.
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