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We have provided some simple programs with the handle to help
show its operations.

Animated Box - This simple short program shows how the
joystick can be used with the Bally Basic graphic commands to
produce effects not achievable with the normal Bally handle.  Move
the joystick around to see a box vary in size on the screen.

Get the Box - This program is to help you to adapt to using
the joystick.  You will be asked for a difficulty level; 1 is the
hardest with larger numbers being easier (use values less than 15).
Use the arcade keypad to enter values.  The object will be to move
the blinking dot (representing where the joystick is) to hit the
solid box.  The faster you can hit the boxes, the lower and better
your score.  You will see your score after you have hit 20 boxes.
To start, press the left button and be ready to move the blinking
box with the joystick.  After you have seen your score, press any
key on the Arcade keypad to start again.

Keypad Game - This is a simple program to show you to use the
port values to access the SPECTRE keypad.  It compares what key is
pressed to what square is selected.  Press the left button to start
and be ready to press the key that corresponds to the square with a
box in it.  The scoring is similar to Get The Box , the lower the
score the better.

These are simple programs to help you understand how to use
the handle for your own programs.
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