


COMMODORE MAKES SOFTWARE FOR 
EVERY MEMBER OF THE FAMILY. 

Commodore makes software 
for uncles. cousins, aunts who 
teach. nieces. nephews. brothers, 
sisters preparing for exams. fathers, 
mothers and brothers -in-law in 
roofing and tiling . 

You see. Commodo re makes 
software for fun. profit. homework . 
housework and office work . 

Our Easy-Cale (upper left) is 
an electro nic spreadsheet that's 63 
columns x 254 rows with graphics 

and bar charting . And even w ith 
co lor options. 

Fish Metic"' (upper right) is an 
educational math program in a game 
forma t. With our Manager program 
(lower left), you get a sophisticated 



database system with four bu ilt-in 
filing applications . Or you can design 
your own. 

Why. in the lower right hand 
corner, there's even a . .. oh. we don't 
make that one yet. 

ALMOST. 

But we're working on it. 
Incidentally. we also make the 

perfect place to use all these soft­
ware programs ( except the last one): 
the all purpose Commodore 64 :"' the 
world's best selling computer. 

COMMODORE 64 
IT'S NOT HOW LITILE IT COSTS, 

IT'S HOW MUCH YOU GET. 



Imagine you rself in a pruf l!s~iunill rl!cording 
stud io, 111.inipulnting richly music,11 sound s 
from .111y or sL, tecn di fferen t instrume nt~. 
Imagine .:renting yt>11r m1 · 11 m11!,ic,1I compn · 
~itiPns, ju!>t like ,1 n:c:nrdi ng supcr st.tr. lmag ­
irw still'ting ,I S ,, novi ce .111d beco ming ii 

musical llli1Stcr. Now tlw futur e of music,,! 
entertainment is ,IS close ,is your ho me com­
put er . . . Int rodu cing MEI.OlJIA N'• 
TH E COMMODOR E-64'" COM PATIBLE 
MELOD I AN KEYBOARD plugs right into 

• 
your hnnll' compu ter ... ilnd tlwn the fun be­
gin, . The menu driwn di<,pli!y i.crre n lets 
you l'\pcrime nt with infinite , ·,mctic \ of in· 
~1runwnt,1tion ,1nd orc hes tr,ttion .,Ii with 
nnlv iour ~implc comm,111d kl'\ '!,. And the 
wli'1rful uscr-fric11dly grilphics 1n\'ite you to 
lc•.irn the ba,i c, or mu ~ic .,t your t1wn p,1ec. 
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The new, 

TII E M ELOD IAN CON CE RTMA ST ER · 
Stlft wan .' p,1ck.igc ,1ll11ws you to record ,111d 
mi" w11/li-lmt k mush: just like ., profc<;sit1n,1I 
recording engineer . Put down tlw b.i~, tr.icl,. 
and get it just right. Then add guit,1r, br.1,,; 
or woodw i nds . E:<pcrim(·n t " ' ith 
,\IELOD IAN'S u niqu e ADSR sy nthe~i.-:er 
window to custom design your own new 
instrum ent so und s ... ,ind beforl' vou knm, 
it, yvu h<1ve a comp letely nC\\ 1n11s1c.il .11'• 

rang ement. Or you c;in ,t ud r thl' intri r.1cic, 
of prerccor ded mu, ical piece~. note f,,r note 
... ,,m l then rc.1rrangc them to your he.u t\ 
content. ....... ... . .... ...... ... ....... ....... . .. . ...... . ...... ... ....... ....... ... . ...... ....... . .. ... . .. . .. ... ... ... ... . .. . .. ····~·· ... ... . .. ... ... ... ... . .. ....... . .. ... . .. ... ... . .. . .. . .. ....... ••• . .. ... ... ... ... ....... ... ... . .. ... ... . .. . .. ....... ....... . .... . ...... ....... ... ....... ....... ..... . ...... ....... ... ... . .. ....... • •• !f • . .... ...... ... ... . .. 

TII E MELOD IAN RHYTHMMASTER . 
soft 1,•t1rc p,1ck,1gc st,1rts with your own na t­
ur.11 sc n,c of rhythm ... the building block of 
mu sk ... ,1nd t,11..(•s it to p<'rfec·tion . Meet the 
('h,1lkn111• of Rhy th 111M,1stt•r ,, s vou ler1rn 
the b,1s1c~ nf rhythm ,1nd pitch. frilcl.. )'Our 
progre:,:, until y~,u make it all the way to 
virtuoso . 
AFFORDA BL E BREAKTHROUGH 
TEC HN OLOGY ... ONLY 5199 .90. T he 
MELOD IAN sys tem is the res ult L1{ break­
thro ugh c11111pu tcr d1:~ign innov ,1tions , in­
ven tl'd bv tlw , ,1111l' team who cfevelopl·d 
hi g h-teth mu,ir S)'!>ll'l1lS fur rt•cordin g 
,upl'r ~t.,r, . 1'11,11 ·, why for le" th,1n 5200, 
vou ,,111 ,tr1rt with the i\telud ir1n Kcvbn,,rd 
:md ConccrtMa!,ter ,1nd st.Jrt making music 
right ,1wav. Rhythmi\l,1ster can be added 
fo r o nly 539.95. And ot her e:-ciling pr e­
Tl'Cordt'd prugrnm~ " 'ill be avc1ilable soon . 
M ELOD IAN prnclucts are a1·,1ilable ,11 
ro mput cr M1cf music ~ton:-s. Or you c,111 c,111 
i\lelodi.111 dircctlv at 1-8CXH1ELOD1A and 
ch,,rgl' it un ,11( m,11ur crt•dit c.ird, . All 
/'.k lt>di,111 product,, have ,, 15 d,1y money · 
b,1ci.. 8u.ir.1nh1t• 

TM . .. ... . .. ... CA LL 1-800-M ELODI A ... ... . .. . .. IN NE W YO RK STATE CA LL . .. ... ... ••• CO LL ECT l -212-513-7330 ... ... . .. ... 
fun way to learn, p lay and compo se mu sic. 
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Here's the next 
exciting game book 
for everyone with 
a Commodore 64™1 

It 's a bigger and better 
fun -and-games 
bookforthe 
Commodore 64! 

Now at your 
bookstore . 

group contests, and adap ta­
tions of classic strategy games, 
this is volume 2 by the authors 
of the big bestseller Commodore 
64 'l' M Fun and Games . The book 
gives you 35 new game 
programs especially designed 
for the Commodore 64, games 
that take full advantage 
of your computer 's color, sound, 
sprite, and character graphic 
capabilities. There are fasci ­
nating short games for begin­
ners , as well as longer, more 
complex, a nd more challenging 
games for intermediate and 
advanced players. Soon you'll be 
playing: 
MISER II. The adve nture con­
tinues .... The sequel to the pop­
ular treasure-hunt program 
from volume 1. 
AMBUSH. You're alone in the 
woods with limited resources. 
Can you trap your enemy before 
he traps you? 
SHEEJ! A test of skill with great 
graphics. Real sheep were never 
~ornery! 

MAXIT. An ingenious new 
board game for one or two 
players. Strategy- and logic­
lovers, take note! 
And dozens more original com­
puter games . 
Plus the se great features: 
• A screen shot of each program 
inaction 
• Complete game instructions 
and playing tips 
• Full BABIC program listings 
for each game 
• Easy, step- by-step instruc­
tions for entering programs 
• A "proofreading" program to 
catch u s er typos and eliminate 
bugs as y:ou enter each line 
• Programmer aids and tips, 
plu s a source code for each 
program to let you change the 
rules, make the games more 
challenging, and add new 
playing features of your own 
To order, send check or money order tor Sl4.20 (includes postage 
and handling) to Dept. PAA (38· 183-7) ( c, ). l'larner Books. 666 
fifth Avenue. New Yor1<. NY 10103. Please allow four lo s,x weeks 
lor delivery ci w a,nerOooks 1984 
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Activision's bringing its unique kind of excitement to your 
home computer. We offer you the best entertainment soft­
ware for the Commodore 64, Apple II, IBM PC. IBM PCjr., 
Atari, and Adam home computers. Realistic simulations like 
Space Shuttle: A Journey into Space':"/nteractive f,ction like 
Mindshadow"' and The Tracer Sanction':" Creativity tools 

like The Designer's Pencil':" Adventure classics like Pitfall II: 
Lost Caverns'.'" Action hits l ike H.E.R.O'." Sports challenges like 
The Activision Decathlon. And the strategy and action of 
Ghostbusters':" 

We don't make computers, but we sure make it exciting 
to own one. 
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(.H'*4, A(v,1d o11, lll(.O.ho,u 11o11,uo 1, • tn .f, 11111~ ~ Col1,1f'lbf• ,.e:u,,,, •~11 11,1,, , l11c.,Alt " '"" ,.,.,~.,.. 
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LETTERS 
To the Editor : 

If you use a disk drive, there's an 
easy way to load and run programs . 

If you use the DOS, type @$ and 
you will get the disk catalog . Now, 
change the color of your cursor, using 
CTRL (on the Commodore 64, CTRL 
and/or C =) followed by a number 
from one to eight . Now cursor up to 
the program you want and type RE­
TURN to run or '/' to load. Any mes ­
sages you now get (LOADING , 
READY, FILE NOT FOUND) will be in 
the new color and will be much easier 
to read. 

If you don't use DOS, then type 
LOAD"$" ,8 and hit RETURN, then 
LIST when you see READY to get the 
dfak cata log. Now change the color of 
the cursor (mentioned above). Cursor 
up to the program you want , type 
LOAD, move the curs or past th e 
quote after the program name , type 8: 
and hit RETURN. Now, messages will 
be easier to read . 
Thomas F. Trocco 
Bronx, New York 

To the Editor : 
Readers of Dean S. Rossa·s article 

"Traffic in the Fast Lanes" (Issue 10, 
page 73) may encounter difficulties if 
they try to save the program after first 
running it . The reason is that , if the 
statement POKE S,32 in line 240 is 
executed before lines 210 or 220 (as is 
quite probable) , the result will b~ to 
POKE 0,32, there by disabling SA VE 
(location O should contain 47). 

This is doub ly unfortunate 
inasmuch as POKE S.32 is not neces­
sary; since S is always in the top row, 
scrolling alone will accomplish the de­
sired effect . 

Quite apart from this minor bug, 

A guiding principle here is never to 
execute the sam·e computation more 
than necessary ; if it can be done in 
the initialization, keep it out of the 
main loop. As a result, execution is 
much faster, possibly too fast for 
some tastes , in which case a delay 
loop may easily be inserted . 

Note the following modifications 
beyond mere simplification : 

1) The introductory text appears 
in the middle of the scr~en . 

2) The movement keys are S for 
go-left and D for go-right ; stu­
dents of Latin will appreciate 
the aptness of this choice. 
(Apropos of movement keys, 
there is something amiss in 
Line 120 of Rossa 's program .) 

3) The track is centered on the 
screen regardless of the width 
chose n. 

4) The characters for the car and 
obstacles are indifferent to 
the state of affairs in memory 
location 53272; besides, the 
arrows as obstac les st reaming 
upward make for a more im­
press ive effect . 

5) In the event of a collision, the 
arrow embeds itse lf in the car. 

John Auer 
Willow Street, Pennsylvania 

To the Editor : 
While using my Commodore Magic 

Desk I program, my joystick broke, 
leaving me tempo rarily at a Joss. I no­
ticed that certain key combinations 
would give me the same results as the 
joystick in port two. I thought your 
readers might be interested in these 
combinations. 

To move the finger : 
Port2 Port 1 

the program as it stands lends itself to Right -Conuoland 0 

SUbStantiaJ Simplification, bUt rather Left - Conuol 011d D Conuol 
than engage in a line by line exegesis, Down -eonuotnnd A 

I call your att enti on instead to the Up -co m,01 nod c111so, ,, 1 

following totally revised version (for Ac:llvate -RUN/STOP and N or Conuo! and J Spaoe Bai 

Commodore 64 only): <same as tue button ! 

10 PRIN'r" ( GT.EAR) (WHITJa.:) " :A • l 024 :B• 54312 : 0 : 160 :H:1 58 :K: RND(- TI) 
: T$:" OOOOOO":POKE 214 ,9:PRI NT 

20 PRTNT "MOVEMf.NT KP.YS: PT O 00 RTOHT":P RTN'r 'rAB( l 5 ) • s TO 00 LEFT" 
30 INPUT " ( DOWNJ'RACK lfIDTH, BETWEF,N 6 & 15 ":W: IF w<5 OR w>16 

THP.N W=l.O 
40 ToI NT ( lO -W/2 ): C•A +T+4 :L •A+T+l : R•A+T+W:U:W- l 
50 Pf!.INT "[ CLF:AH)": POKE 21 41,23: PRI'NT:FOR I :rl 'ro 26 : PRIN T ·rAB(T ) 

"( CNDR M")"SPC(W)" ( CMDR OJ" :NF,XT: TI$ • T8 
60 X• IIIT( RND(l ) *W) : OF.T K$ : IF KJ•"'" O-OT090 
? O IF Ki="s" THli:N C• C-1: IF C<L ·rHEN C=L 
eo IP K$c " D" 'fflF.N C: C+l : IP C>R 'l'HRN C• R 
90 PRINT TAB(T) "[C IIDR M)"SPC(X ) "" "SPC(U - X); : POKF. C+B,l 

100 IF PEF.K( C+40) - 32 THEN PRINT TI$ :P0 KE C, H: POR K• l TO 1000: NEXT 
:TI$: T8: 00TO 60 

110 PRI NT "[ CMDR O]" :P OKE c,o:oo•ro tiO 
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Curtis A. Smith 
Markham, lllinois 
Editor's Note : This will work with 
most programs using a joystick. 

To the Editor : 
I have discovered a glitch in Reston 

Software's version of Miner 2049'er 
for the 64. If you hold down your fire 
button for a total of five seconds , you 
will advance to the next level without 
losing any me n . I read in the 
Augu st/ Septe mb er 1984 iss ue of 
Power/Play in an article by Neil Harris 
that since the game wasn't program­
med to allow him to skip a level, he 
wouldn't be able to see all ten levels . 
Tanya Moh/in 
Tempe, Arizona 

To the Editor: 
A number of us neophyte computer 

users would appreciate it if one of 
your magazines would address the 
subject of the proper sequence for 
turning on and off the computer and 
various peripherals such as the 1641 
disk drive, the 1701 monitor and a 
printer, such as an Epson or Gemini 
connected to the Commodore 64 via a 
Centronics parallel interface . 

The 1541 manual says to turn on 
per iphera ls first and the computer 
last . I believe that the monitor manual 
says the sa me thing . The manual 
with the Cardco/? + G interface says 
to turn on the printer, the computer 
and other peripherals in that order. 
Compute's Gazette indicated that the 
computer should be turned on before 
the disk drive. In light of all of this 
conflicting information . it would be 
nice to have an expert address the 
subject in such a manner to eliminate 
the confusion . I'm not so much con ­
cerned about what orde r I do things, 
but I am worried about the damage 
that I might cause by doing some ­
thing wrong . 
Albert W. Leary 
Greve Coeur. Missouri 

Our resident expert says the disk 
drive and printer should be turned on 
before you turn on the computer. You 
can turn the monitor on at any time . 
However , be assured that if you do 
turn things on in the wrong order, you 
don't risk damaging your equipment . 
The worst that can happen is that the 
computer may not recogniz e that the 
peripheral is there. In which case you 
simply have to turn off the computer 
and turn it back on again . C 
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BUTTERFIElD 

Notes Toward 
Creating Better 
Programs 
Part 1 
Think Before You 
Program 

Pian your programs before you sit 
down at the computer . Think in ad­
vance about: 

The SECTIONS of the program: 
initializauon. input , processing, out­
put , etc. You might like to " sketch 
out " the Oow of the program. Don't 
both er with flowcharts except to work 
out local detail . 

The VALVES the program will han­
dle: Where will you keep these val­
ues? In vari ables? In arrays? In 
strings? Which values are one-of-a­
kind? Which change as the program 
runs? Which variables can you group 
together? 

The INPUT to the program: Where 
does the data come from? From data 
statements, whi ch gi ve semi-perma­
nent values? From INPUT commands, 
asking the user to supply the 
variables at run time? From files, han­
dling data generated during previous 
computer runs? How wi11 you deal 
with possible input errors? 

The OUTPUT: Will it appear on a 
screen or printer, or will it go to a file? 
How should it appear? Will it need 
titling, page numb ers? Will numbers 
or data need to appear in columns? 
How can you present information 
most usefully to the user? 

The USER of the program: exper­
ienced or naive? How can you be 
helpful to the user? 

The FUTURE of the program: Will it 
be a one-shot program? Run occa­
sionally? Regularly? Will it need to run 
on different models of machine? wm 
it need to be kept up to date? 

The ACCURACY of the program : 
Do you have a test plan to make sure 
that the program really does what you 
hope it will do? 

Give some thought to the above. 
Make a plan . Sketch out a little code. 

8 DECEMUER/ JANUAHY 

One of the world's 
leading experts in 
Commodore 
computing offers a few 
simple programming 
suggestions. Use them 
to create better, more 
flexible programs that 
do exactly what you 
want them to-or 
close to it. 

Then go to the computer. 
If things don 't go as hoped, don't 

be afraid to start over. The planning 
will go better on the second iteration . 
Do not try to patch up a bad plan. 

You may use a variabl e-or even an 
expression -i n most places that you 
can use a numeric value . Major ex­
ception : a line numb er (as in GOSUB 
or GOTO) must be num eric . 

Instead of FOR J = 1 TO 15, you 
may also code FOR J = X TO Y. Using 
variables , your loop can have its size 
set by the program instead of being 
fixed in advance. 

PRINT#2 can become PRINT#D so 
you can set the output device for this 
piece of data just by setting the value 
of variabl e D. 

Flexibility comes from intr oducing 
variables . Suppose we have a table of 
ten cities and wish to print a table of 
distances . We could code: FOR J = 1 
TO 10, FOR K = 1 TO J . This uses 
variabl es more creati vely. 

BY JIM BllrrERFIELO 

Every time you wri te a number. 
think, ''Would a variable make my 
program more general?' · Every year 
has 12 months (fixed value OK); not 
every class has 30 students (variab le 
recommended). 

Boolean Values 
You're allowed to say things like 

A= (X = Y). Variab le A will take on a 
value of true ( - 1) or false (0) depend ­
ing on whether X = Y or not . Later in 
this program, you mi ght code : IF A 
GOTO . . . and the program will act 
based on the previously set true/fa lse 
condition. 

This is useful with complex tests, 
such as this excerpt from a program 
which tests for leap year: 

300 L=(M = 2) AND (D=29) 
[Feb 29?1 

310 Ll = (Y/4 = INT(Y/4)) AND 
(Y /100< > INT(Y /100)) 

[Year divisible by 471 
320 IF L AND NOT(L 1) THEN 

PRINT " ILLEGAL!" 
330 IF LAND Ll THEN PRINT 

"LEAP DAY! " 
The program will print ILLEGAL! if 
the date is February 29 and the year is 
not a leap year; it will print LEAP 
DAY ! for the same date in a leap year. 
Try the same thing without booleans; 
the code is more complex . 

Effective Input 
INPUT Oashes the cursor: 

waits for a whol e lin e: 
echos co the screen; 
hates commas and colons ; 
allows users to correct as 

they type ; 
can misbehave if no data is 

typed. 
GET has no cursor ; 

works immediately, wi th no 
wait; 

doesn 't show on the screen; 
takes any and all keys except 

RUN/STOP; 
is relative ly stop-proof. 

INPUT does more. but is more vul ­
nerable. GET is more powerful and 
gives you more control. but calls for 
you to do more coding . 

INPUT may use prompt characters 
to help the user and protect against 
null input. The user might not know 
the proper way to answer a question 

Co11/i11ued 011 pg. 12 



YOUCANDRAW 
ANYTHING ON YOUR 
COMMODORE 64Ml 

Put The Designer's Pencil 
in your hands. And suddenly, 
using only a joystick, you 
can command all of your 

ii -~ .. 

computer's graphic 
abilities. You don't even 
have to be able to 
draw, because the 
computer does 

it for you. And The 
Designer's Pencil doesn't 
just doodle around. It 
uses a revolut ionary, simple program­
ming technique called Prog"'to create 
actual computerized graphics . .. an infinite -~~~---··111;;" number of spectacular designs. /m You'll be able to feel the same chal-

: J ,~ lenge and satisfaction experienced 
· lff . ~~ by Activis ion designers when they 

,. ,,. .. ,;"' """""' create new software for your 
Commodore 64. Every command appears 
right on the screen as shown here. 
Just choose what you want to do. then 
watch as the computer carr ies out your 
every wish. 

Circle Reader Service No. 6 

Designed by Garry Kitchen. 

Commodore 64," II• tr>dtmu ~ of Commodore Eltc1ron1<s. l td. C) I~. Act1Y11lon, In<. 

ANDIFTHAT 
ISNT MUSICTO 
YOUREARS, 
WRITE A TUNE. 

The Designer's Pencil 
also lets you program 
musical compositions to 
accompany your visual 
masterpieces. . .. 

Again, everything you need appears 
right on the screen-ju st choose your 
notes, then sit back and let your 
computer serenade you. It's a delight 

. . / .. 
.. "" , . -

for your ears as well as your eyes. The 
Designer's Pencil will amaze you with its 
powers-a nd yours. 

NOW PICTURE YOURSELF A WINNER. 

W •• •u' • I .. . . .... 

How creative can you be? We can't wait to 
see. Use The Designer's Pencil to create 
your wildest fantasies. then enter the results 
in The Designer's Pencil $10,000 Contest. 
Details in every specially-marked package. 





The INCREDIBLE MUSICRL HEYBORRD TM 

transforms your computer into an 
exciting musical instrument. 

The Incredible Musical Keyboard 
can do more than turn your 
Commodore into a music 
synthesizer. 

Deep within every Commodore 64 lurks the 
unexpected. A versatile music synthesizer. A 
music video machine. A three track recorder. 
And a way to create music that's so easy 
you'll be playing songs within minutes. 

Just place the Incredible Musical Keyboard 
over the computer keyboard. load the 
included music software diskette. and you 
have all you need to make piano. guitar. 
synthesizer and electronic sounds. 

Everything you need to create 
music is included ... whethe r 
you're a beginner or an 
accomplished musician. 

If you can press a few keys. you have all the 
skills it takes to create and play music with 
the Incredible Musical Keyboard. 

Just beginning? Attach the included ABC key 
stickers to the keys and match the letter in 
the note with the letter on the key and ... 
PRESTO! ... you're playing music instantly. 
It's easy. It's fun. It unleashes the music in 
you . . . even if you don't read music. 

You already read music? Great' We've 
included a Melody Chord Songbook featuring 
hits from today's top recording artists. Or 
play songs from your own sheet music. 

The Incredible Musical Keyboard 
works with other exciting Sight & 
Sound Music Software programs, 
too! 

Gel the KAWASAK I SYNTHESIZER and 
transform your Commodore 64 into a 
sophisticated music synthesizer and sound 
processor. With one keystroke. you can 
control waveforms, vibrato, sweep and other 
special effects. Let your imagination soar 
with the KAWASAKI RHYTHM ROCKER 
creating and recording your own songs while 
you control eye-popping color graphics that 
explode across the screen. Create your 
own music with the MUSIC 
PROCESSOR , a word processor 
for music. Then record it, edit it 
and play it back. Use the 99 preset 
instrument and special effects 
sounds for endless new creations Or 
travel through a complete tutorial on 
music synthesis with the newest Sighl & 
Sound music program. 3001 SOUND 
ODYSSEY . Aller you've learned the basics of 
music synthesis. you can use the complex 
music synthesizer included in the program to 

compose your own music. create your own 
sound effects or simply experiment wilh the 
hundreds of pre-programmed sounds. 

From the Incred ible Musical 
keyboard to software that plays 
your favorite hits, we've got them 
all. 

Look for the Incredible Musica I Keyboard and 
the complete line of Sight & Sound music 
software at your local computer software 
outlets and music stores. And unleash the 
music in you. 

For more information and a free catalog. 
phone 1-414-784-5850 or write P.O. Box 27. 
New Berlin. WI 53151. 

SIGHTf ~9oV1lR 
HE UNLERSH THE MUSIC IN YOU.'" 
Commo<1oro 64 1s n re91$W O<l trndcmork 01 Commooore Business Mac111ncs. tnc 
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BUTTERFIELD 
Continued from pg. 8 

such as "MONTH? " Should a number 
or a word be supplied? The program 
may help if the inpu t stat ement is 
written as follow s. 

First, the word TNPUT: then quota­
tion marks and the prompt question 
(in this case, MONTH), but do not 
close the quotes yet ; next , two spaces 
followed by a typical response (e.g ., 
space space JAN) ; now , press the 
cursor -left key exactly the same num ­
ber of times as the spaces-plus -re­
sponse characters just typed (in this 
case, five); close the quotes, type a 
semicolon and give the variable name. 

When the program runs, the user 
will see the question and a sample 
response, with the cursor flashing 
over the first character of the re­
sponse (in the examp le. over the letter 
J); if RETURN is pressed. this enters 
JAN. Otherwise the user may type a 
response over the suggested one. 

This kind of prompt is often shown 
as : 200 INPUT " MONTH 
JAN (5LEFT]" ;M$ . . . wh ere [5LEFTJ 
indicates that the cursor -left key 

should be pressed five ti mes. It will 
show on the screen as a series of re­
versed vertical bars. 

Alternatives to Input 
The following methods may be 

used to overcome INPUT's bad be­
havior with commas and colons: 

1. Ask the user to put input in quo­
tation marks . 

2. Use the GET statement . 
The following methods may be 

used to overcome other INPUT prob­
lems , including behavior if the user 
inputs no data: 

1. Use the prompt-cha racter tech­
nique . 

2. Open a file using a device num­
ber of zero (the keyboard) . Now 
use TNPUT# to get your data. 
You'll need to program small 
changes for the format to look 
right . 

3. Use the GET statement . 
The GET statement seems to be a 

solution to all these problems. It has 
tw o major disadva ntages. however. lt 
requ ires extra programming and it 

'----- ------ - ----.. may invoke "garbage collection." 
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Garbage collectio n is an event that 
might cause the computer occasion­
ally to ''freeze'' and appear to be dead 
for periods ranging from a fraction of a 
second to over half an hour. This 
event happens at erratic and rela­
tively unpredictable inte rvals. The 
freeze time is unlikely to be long if 
ther e are no arrays of strings in the 
program . A full discussion of garbage 
coll ection is beyond the scope of 
th ese notes. 

GET normally accepts a single 
character , e.g ., GET X$ ; but you can 
take multicharacters with GET 
X$,Y$,Z$ . GET takes from the key­
board buffer. If no character is wait ­
ing in the buffer , GET returns with a 
null string , i.e., X$ =" " . 

Court eous programmers echo char­
acters received with GET to the 
screen . Thus, GET X$:PR1NT X$; so 
the user can see the input. In the 
following code, characters are re­
ceiv ed by GET . classified and then 
added ("concatenated") to an input 
strin g 1$ : 
250 !$ = "" 
260 GET X$ 
270 IF X$ = " " 

GOTO 260 
280 IF 

X$ = CHR$(13) 

(answer string) 
(get a char) 

(if noth ing .. .) 

GOTO 400 (if Return ... ) 
290 1$ =I$+ X$ (add to string) 
300 PRINT X$: (echo to screen) 
310 GOTO 260 (back for next) 

There is also a num eric GET 
(GET A). Don't use it , since it can 
potentially cause a program stop . 

Strings 
A string is a collection of characters 

such as " HELLO " or " SORRY , 
WRONG NUMBER. " 

A null string is a string with no 
characters . It's quite important . For 
example. if you GET X$ and no char­
acter is waiting, X$ will be a null 
string. If I$ is your middle initial and 
you have no middle initia l, 1$ will be a 
null string. Null str ings are hard to 
input. You may PR[NT a null string , in 
which case you print nothing . 

You cannot perform any of the fol­
lowing BASIC operations on strings: 
addition, subtraction, multiplication 
or division . But you can perform: 
CONCATENATION (con-C AT ·e n­

ation): sticking two or more strings 
together. Use the plus sign : i f 
X$ = HOT and Y$ = DOG then 
X$ + Y$ is a new string containing 
"HOTDOG". X$ +" "+ Y$ would 
create "HOT DOG." 

LEFT$, RIGHT$, MID$ take part of a 
string . lf 0$ =FORGOTTEN . then 
LEFT$(G,3) is FOR; RIGHT$(G$,2) 
is EN; MID$(G$,4,3) is GOT; and 
MID$(G$,4) is GOTTEN . 

ASC(A$) takes the first character of 
the string and converts it to the 
charact er numb er : ··2" would giv e 
a value of 50, since the charact er 
" 2 " is charact er numb er 50 . 
CHR$( ) is the invers e function . 

V AL(A$) takes the numeric value 
represented within a string . 
VAL( " 2' ') yields a value of two ; 
VAL( " 23") yi elds 23. (Not e that 
ASC would giv e a value of 50 for 
both two and 23). If a number is not 
entirely numeric , e .g . , "23 
SKIDOO" , only the value at the 
beginning is taken . STR$( ) is the 
inverse function. 

LEN(A$) gives the lengt h of string 
A$; this may range from zero (null 
string) to 255. 
Remember that all these functions 

work on expressions as well as simp le 
strings. We can often make good use 
of exp ressions such as PRI NT 
LEFT$(X$+" ... .. ",6) to arrange 
inform atio n neatly in columns . C 



lVLAKE YOUR COlVIlVIODOBE 64 
COlVIE ALIVE! 

with Handy Disks 
30 great programs, a 128-page book, 

and a diskette for only $19.95! 
Handy Disks represent an innovation in publishing. A fully­

illustrated book that teaches programming, describes each pro­
gram, and gives complete program 11stings and documentation. 
A diskette that contains over 30 great programs worth hun-
dreds of dollars . Here 's a sampling from each Handy Disk: 

Beginning BASIC on the 
Commodore 64 

•B udge t• Checkbook (links to Budget) • Event s Calendar • 
Name & Address List • Health & Fitness Tracker • Sports 
Statistics • Word Processor • Vacation Planner • Record 
Keeper• Spelling Bee • Arithmet .ic Drill • and many more 

with Everything You Can Do 
With Your Commodore 64 

Here is a 250-page book with everything you need to know 
to take your Commodor e 64 to the limits of its potential. All 
the software. All the hardware. And everything you need to 
make them work. 

Included are explanations of applications like: Commun­
ications, Education, Electronic Spreadsheets, Finance and 
Accounting, Ga.mes, Graphics, Record Keeping, and Word 
Proce ssing . Complete descriptions and recommenda­
tions on purchasing and using specifi c programs like: 
Do odle, Home Acc ountant, MuslCa.lc, Pr e.ctlCa.lc, 
WordPro, and dozens more. Explanations and recom ­
menda tions on purch asing peripherals like graphics 
tablets, modems, monitor s, printers, storage devices, 
and much, much mor e. 

And over 150 photos and illustrations of the 
actual products show you what, where, and how . 

Creating Graphics and 
Music on the Commodore 64 
• Bar Graphs • Songwriter • 3-D Tic-Tac-Toe• Songplayer 
• Flag Generator • Dream Machine • 8-Ch anne l Joystick 
• Automatic Bach • Tlnkertoys • Synthesizer Sequencer 
• Sprite Writ er • and many more 

Available at selected Waldenboo ks and B. Dalton Booksellers 
and wh er ever Commodore boo ks and softwar e are sold. 

Or send $21.95 ($ 19.95 + $2 postag e & handling ) for each Han dy Disk 
or $11. 95 ($ 9.95 + $2 postage & ha ndlin g) for Everything ... to: 

ALFRED PUBLISHING CO., INC. 
P.O. Box 5964 
Sherman Oaks, CA 9 1413 Circle Reader Service No. 9 



JOYSTl[H LUDATI[ BY STEVE FINKE!. 

Even Joysticks Get the Blues 

A new joyst ick arriv ed in the world 
in the usual way . This baby joystick 
w as like any other baby Joystick 
growing up m a world of 1oysucks, 
with one minor difference 1t had a 
blue fire button rather than the con­
ventional red . Its parents . feeling 
somewhat ashamed that their litt le 
bund le of joystick had such an obvi ­
ous flaw . tried to rat ionali ze tha t a 
blu e fire button wa s not the end of the 
world . They noted that the juvenile 
control unit had a healthy well-formed 
base, a firm yet supple stem and a 
long. pliant cord. and promised to be 
an excellent game imp lement. Still, 
they knew that the joystick that wore 
a blue denim patch on its genes was 
diff erent and that nothmg they could 
do would ever change that fact . 

All was going swimmingly unlit the 
joyst ick reached that age when peer 
relat ionships become inc reasingl y 
impo rtant. 

" Blue button , blue bu~to nl " 
taunted the neighborhoocl st icklets . 
The blue fire button that had at rirst 
seemed so natur al to the stick was 
now exposed in the stick 's own con­
sciousness as an azure badge, a scar­
let lette r that would nev er be 
mi staken for scar let, lab elling th e 
joysuc k as nonconfo rmist, rebelli ous. 
marching to the beat of i ts ow n per­
cussion sectio n and above all. as alien 
to the red fire-bu tto n culture as a 
square fi re butto n in a round hole. 

But the inevitable growin g pai ns 
thus accented by these uniqu e ci r­
cumstances did not , as its parents 
had feared, cause our protagonist to 
sing the blues . Quite the opposite , m 
fact ... the more the others tned to be­
Utlle its blueness, the more the joy ­
stick came to value that royal hue. 
Shouldering the burden of trauma and 
notoriety under its blue banner, the 
young joystic k grew strong , fast and 
responsi ve. react ing to the slightest 
prod or provocat ion with a qu iet 
g race ancl a sure flow of movement. 

The joysti ck 's accomp lis hm ents 
di d not go unnoticed by any means 
At first, the red buttons had merely 
considered it an oddity , feeling that 
the blue fir e button wa s a freak of 
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nature and an emb arrassment to its 
parents . But the n, they noticed the 
considerable skill s demonstrated by 
this deviant with tho sky-tin ged eye. 

" Why should we allow this flawed 
implement to pollu te our livelihood 
and influence our stic klings with its 
radical color deformity?" they wo n­
dered. their stems shaki ng wildly to 
emphasize the urgency of the ques­
tion The public outcry was heating 
up and the blue-button joystic k was 
due for some deep frying . 

In the Old West, they might have 
just strung up the blue-button st ick 
by its cord, leaving it to dangle from 
the Hanging Tree until the local un ­
dertaker go t arot'rncl to cutti n i t 
down and plant ing it in an unm ar ,eel 
grave. (Jesse Jame stick? ) Am ng 
Amish families , the hapless joys ick 
might have been shunned , ignore by 
every other member of the sect. in­
cluding its own family {It take a 
tough Pennsylvania Dutch sect to 

LESLIE SWAN 
make a tender shoo-fly pie .} 

If th e blue-button joyst ick had been 
implicat ed du rin g the so-called Com­
muni st wi tch hun ts spearheaded by 
Joseph McCarthy in the 50's, it woul d 
have meant participation in a Con­
gressional hearing . Would they have 
conside red the blue button an all-too­
obvious ploy to mask Red sympathy? 
In colonial Salem. during the New En­
gland-s tyle witch hunts, they mi ght 
have submerged the stic k in flame. 
deter mining its guil t based on the 
outcom e of the " tr ial by fire button ." 

Luck ily for the joystick , its own tr ial 
lacked th e dram a and impact of these 
many fine exampl es of justice. How ­
ever, wh en facin g an entire joystic k 
communi ty that sees red. a cool blue 
pales next to reel-hot wr ath . 

In the famed Scopes or " Mon key" 
trial . lawyer Clarence Da rrow 
sounded the bugle charge co rescue a 
young Tennesse e teacher accused of 
tainting the youthful minds of his 
charges by introdu cing them to the 
Darwinian heresy of evolution . Would 
a Darrow, bug le in hand , appear to 
make a mockery of a tr ial based on 
the red herri ng of a blue button? Alas, 
any Darrow s in the neighbor hood 
were out gett ing their horns poUshed. 

The tria l was as br ief as a sentence 
and the sentenci ng was as abrupt as 

Continued on pg. 16 



How many plates can 
the Juggler juggle? 

Chinese Juggler 

ftat depends on you. You are 
e Juggler and your act is the 

delicate art of plate spinning. 
Yours will be a tough act to follow 
if you succeed in matching colors 
and spinning plates on all 8 poles 
at the same time. 

As your skill increases, so does 
the pace and the challenge of the 
game . You must act with speed and 
precision or the curtain will come 
down and your act will be all 
washed up! 

Chinese Juggler is a refreshing 
departure from the usual shoot­
em-ups and strategy games. It's 
fun, fast-paced and will delight 
players of any age. For Commodore 
64. New from Creative Software. 

$24.95 

" Commodore 64" is a 
trademark of Commodore Electron ics. Ltd . 

How do you 
moonwalk, snake 

and tut? 

Break Street 
ou'II soon become a break 

dancing expert with our latest 
bestseller, Break Street. Now 

that combination of gymnastics, 
mime, funk, and just plain show-off, 
leaves the sidewalks and comes 
home to your Commodore 64. 

Individual play guides you 
through the footwork of moonwa lk. 
backspin, windmill, tut, and the 
rest of those sidewalk moves. Slow 
motion and lively musical accom­
paniment help you perform each 
move step by step. String together 
a whole series of moves and 
record them for future replay. 

Catch the beat of the street with 
Break Street. For individual or team 
play. New from Creative Softwa re. 

$24.95 

The answers are at 
your finger tips. 

II 

What's the capital 
of Alaska? 

Roll Call USA 
o you know? Get ready to 
outwit your family and 

friends with Roll Call USA's 
fun facts on states.capitals and 
major industries. 

Roll Call USA combines history 
and geography facts into a colorfu l 
question and answer game that 
challenges your knowledge of the 
50 states, their capitals, major 
industries and statehood dates. 

Feel con fident? Drill yourself 
with a Flash Test. The game is 
speeded up. so think fast . Your 
answers are tallied up at the end 
for a final score. 

Roll Call USA. a game of USA 
trivia for team or individual play. 
For Commodore 64. New from 
Creative Software. 

• 5 
Call and order today! Use your Visa. 
MasterCard or personal check. Toll 
Free 1-800 -331-7990 (outside 
California), 1-800-448-1001 
(in California), or 1-408-745-1655. 
MONEY BACK GUARANTEE .If not 
completely satisfied, return within 
10 days for full refund. 

CREATIVE SOFTWARE 
230 East Caribbean Drive, Sunnyvale, CA 94089 c 1984 Creative Software 
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JOVSTICH lUDATI[ 
Continu ed from pg. 14 

a period The blue-buttoned joys ti ck 
was banished co wh ere it would never 
again unloose a barrage of missile fire 
or maneuv er a crosshai r. No more 
cheering crowds at sporti ng events, 
no more torpedoes slicing through 
sea breezes, no more lasers sliding 
through star-scarred darkness . The 
blue button could feel only the icy 
cold of being banished forever into the 
frozen wastes of Business Software. 

Spreadsheets have a certain blood· 
less feel to them . Spreadsheet oper­
ations do not make the heart pump 
and the adrenaline flow. They are 
useful, efficie nt , sensib le and as ex­
cit ing as vacuuming the carpet . Word 
proc essors are not better. while 
money management programs are 
decid edly wors e. 

The essence of the joystick is flight , 
freedom and control of destiny ... 
elements tied to the scope and the 
soaring feeling of the cloudless sky . 
The blue sky. If this story wer e a Twi ­
light Zone episode, Rod Serling would 
be grimacing, informin g our joyst ick 
friend that it had just entered Joystick 
Hell . 

Stunned by the severity of the sen­
tence . the now outcast joystick re­
fused to plun ge int o the deep end of 
despair , preferring to bob along at the 
surfac e of mild depression. The unfor ­
tunat e truth was that joyst icks and 
business softw are go together in a 
fashion comparable to the way pen· 
guin s relate to toena il clipp ers. 

So. impri soned in a spreadsheet 
cell , staring out into the open spaces 
through the bar grap hs of his cell win ­
dow , detaine d in a database dungeon 
(escap e possibi l ity ent e r th e 
database file for the lett er "B" and 
attempt to file the Bars), the joysti ck 
reached the point of givi ng up . 

Is th ere a more hollow sound than 
"g ivin g up "? "Giv ing up" creates 
echoes through the mind li ke bamboo 
dru mbeats . To give up is to stop try­
in g and when a joyst ick stops try ing, 
it is basically useless. (Ledger sheet 
lin e 10- fir e-nothing happens! 
Ali ens in lin e 17, column 4 - can 't 
fire, can't maneuver - "She di nna 
wanna react , Captai n !" "Go to man­
ual keyboard , Scotty!" "Dammi t Jim, 
I' m a doctor, not a typist ," growls 
McCoy .) 

Uncoop erat iv e joysticks are not 
covered by any warranties, aren't 
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The essence of the joystick 
is flight, freedom and 
control of destiny . . . 
elements tied to the scope 
and soaring feeling of the 
cloudless sky. But the blue­
button joystick felt only the 
icy cold of being banished 
forever to the frozen wastes 
of Business Software. 

good for doubl e their money back and 
are only marginally success ful as tax 
writ e-offs . As such, they are often dis­
carded with an angry bellow and a 
reverse dunk into the nearest waste 
receptacle . And it, indeed. finally 
came to just that . The joystic k found 
itself adrift in a sea of garbage, tossed 
among th e depths filled with milk car­
tons and half-eaten tuna sandwiches, 
waiting for the tide to take it out to 
th e curb. 

Even after sinkin g to this ultimate 
depth, the joystick's blue eye glared 
defiant ly without blinking , challeng­
ing any passer-by to stare it down. 
Save for the possibility of a color-blind 
trash picker, all seemed lost. Repr ieve 
came in the form of st rong wind s, 
scatter in g th e evenin g's trash to 
thr ee of the four corners of the earth, 
w hich is okay since the fourth corner 
consists main ly of tourist traps and 
fast food restaurants. To the joystick, 
freedom tasted li ke a rain forest or­
chid to a bee going through pollen 
wi thdra wal. Th e blue button wa s 
fired up, dete rmin ed to und ertake the 
challe nge that lures any joystick 
worth i ts plastic: the high score. 

Shaking off cobw ebs and crust , 
rh eu mat ism and rust, debris and 
dust. accu mulat ed from time spent on 
business softw are. the blue-butto n 
Joystick began pumping itself in to a 
blue funk , swing ing its stic k lik e a 
welte rw eig ht contender throws jabs. 
Th e challenge was at hand and the 
Oavor of the month was blue. 

Wisdom knocks on many doors, 
and rmgs coun tless doorbells. All too 

seldom is the calling card of wisdom 
pocketed . Wisdom comes more easily 
to some tha n others , joysti cks in ­
clud ed. The lesson scraw led on the 
blackboard of the joystic k's experi ­
ence was written in wisdom-colored 
chalk. (If you 've been followin g this 
along , waiting for a coherent state­
ment expressing a moral of sorts, put 
your contacts back in now .) After 
hours of practic e play, a realization 
si fted its way into the consciousne ss 
of the joystick. Rather than compete 
out of bitterness and vengeanc e, the 
joystic k was determined to fir e th at 
blue fire button for the sheer joy of 
playing and playing well . The high 
scores and acclaim would be the re if 
th e play quality was good enough , 
but the important thing would be just 
to play. 

[n the Joystick Hall of Fame, spot­
lights pour their liqu id glare on the 
history of the joystick, exhaling their 
illuminating breaths onto the unsus ­
pecting mem entos and displays of 
great joystick achieveme nt . . . the 
banana cream pies, the July 4th fire ­
works , the '57 Chevies, th e Gone 
With the Winds of classic joystickery . 

In the Great Hall, showcas ing the 
greates t of the great, the line of st icks 
is an overwh elmin g sight. Honored 
th ere are the greatest high -perfor­
manc e joyst icks ever created , with an 
array of stems looking like a skyline of 
smokestacks , clothespins , candles, 
Eiff el Towers, telephon e poles, um ­
brella handl es and gun barrels. 

Beneath every great stem, there is , 
of course, a base. The variety of base 
sizes and shapes forms a plastic me­
tropolis, burgeoning with skyscrap ­
ers, row homes, Cape Code cabins, 
Vi ctorian mansions and crumbling 
tene men ts. ("Mor e than you can 
shake a stic k at ." cackles the feeble 
old guide, grinni ng toothil y at the pun 
that has endured generations of 
tours.) But the smorgasbord ends 
there. Th ere are some differences in 
the shapes of fire buttons ; some are 
ovals, some round , a few even square. 
A glance at the fire buttons, howev er. 
reveals one cherry-top after another, a 
breadcrumb trai l of rub ies, rows of 
plastic roses. But at the end of th e 
row has been planted a sing le violet . 
A bluebe rry in a field of strawbe rries. 

That 's as happy as an ending will 
get in the eig hties , kids, so enjoy . C 
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Kwik• Load 

Datamost, Inc., a major publisher of home computer software and books, has announced the release of a 
revolutionary new disk utility for the Commodore 64 called Kwik-Load. 

Kwik-Load includes a copy program which copies individual files for a complete unprotected Commodore 64 disk 
three times faster With one drive and five times faster With two drives. Kwik-Load features full disk editing, allowing 
you to rename, delete and undelete files, validate and format disks (in 10 seconds), edit any track or sector, print out 
sectors and get a directory of the disk faster. 

Improve Your Reading 
Timeworks of Deerfield, lliinois, has introduced a personal computer software 

program for improVing reading comprehension, retention and speed entitled, 
The Evelyn Wood Dynamic Reader. 

Under agreement with Evelyn Wood Reading Dynamics, Timeworks has 
concentrated the program in a single package containing two disks and a user's 
manual. One disk contains the operating programs. The other contains text and 
comprehension quiZzes for the reading exercises. 

The program allows the use of some techniques that cannot be performed in 
traditional textbook study. As the user progresses With the program, his or her 
progress is automatically measured and recorded. Color bar charts can be called 
up on the screen so that users ma.y graphically review the results of their efforts. 
Additionally, the computer allows users to a4Just the speed at which reading 
exercises can be performed according to their individual skill levels. 

Reading comprehension and retention are stressed equally as much as the level 
of speed at which the person reads, because, according to Evelyn Wood, all three 
are very much interrelated. 

New Graphics Program 
DOODLE!, a powerful, versatile color sketch pad graphics program for the 
Commodore 64, is now available from City Software, a Milwaukee-based publisher 
and marketer of computer software. 

DOODLE I features precise trackball or joystick operation, high-resolution 
graphics, program flexibility and super ease of use. Two unique capabilities of 
DOODLE I include the ability to print out hard copies from onscreen and a new 
stamp feature which lets you create nine of your own repeatable graphic symbols 
or designs. 

New Editor 
Assembler Package 
R obin's Soft.ware has announced the introduction of a new editor 
assembler package for the Commodore 64. The package is called 
the IEA Instant Editor Assembler an d has a retail price of $19.95. 

The package includes a combinatio n editor and assembler program, a full-featured monitor and a walk program 
with a variable step speed and the ability to add breaks . All three of these programs ma.y be resident in memory at the 
same time and a SYS is used to jump between them. In addition, jumping to the monitor or walk programs does not 
affect any program you've entered in memory. The individual programs are written to be easy to understand, easy to 
use and to work quickly and efficiently. 

The disk which contains the main programs also con ta.ins six programs assis ting in the use of these programs and 
more than a dozen additional utility and example programs. The manual, while not being a machine langua~e tutorial, 
does provide a complete description of all commands and many examples to help you to use the package. 

An added feature of this package is a technical assistance telephone number to aid you with a.ny problems or 
questions you might have. 
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Tuner Turns 
Monitor into Television 

.. .. ;r) .. . ' ,~~ 

T AXAN Corporation announced its new model 305 television tuner which will 
enable anyone using any brand of composite monitor with audio to convert 

their monitor to a col or television. Because of the higher CRT qua.lity 1n monitors 
over televisions, the monitor-turned-television will have a much clearer picture 
than most regular televisions. 

.,_..., I II~.-," 'I.' l . . . . w 
un1 \ 1 .. , .... ,,, ,j 4. ~ -- · . .. .. . 

'f '• \ - •• ~ .r .. .• .. _. ..... __ . 

The new tuner will be sold 1n computer stores and other outlets handling 
composite monitors . 

... ., • ..............- -r-~ - ff" 
) . ""'• ,. ._ .. . Christmas Adventure Game 

B 1tCa.rds Inc. announces the release of an adventure program 
written for the holiday season called A Christma s A4venture. 

Set 1n and around Santa Claus' ice castle at the North Pole, the 
player will discover at the outset of the adventure that Santa has 
mysteriously disappeared. With Christmas only hours away, his 
annual gift-delivery run is in grave jeopardy! The player's 
mission is clear: explore the many rooms of the castle and its 
outbuildings, unravel the mystery of Santa's disappearance and 
find and free him to save Christmas. 

Anticipating that many people may wish to purchase 
additional copies of A Christmas A4venture as holiday gifts, 
BitCards is simultaneously releasing an enhanced version of the 
program designed specifically for this purpose. A utility 
provided allows the buyer to customize the program, such that 
the recipient will discover a holiday greeting and several 
references to himself as he progresses through the adventure. 

Free Access Software Database 
Search.mart Corporation, a North Palm Beach, Florida, firm specializing in computer databases, has announced that 

its free access Software Library is now online. 
Anyone with data communications capability can log on to this revolutionary electronics software locator service 

and find descriptions, prices and other details about each of the thousands of software products stored in Software 
Library's database. Updated facts on applications, operating systems, language compatibilities, memory and 
configuration requirements are provided for ma.infra.me, mini and micro computers. 

By offering this service, Search.mart hopes to eliminate the difficulty software buyers face when they try to sift 
throug h the tens of thousands of softwar e products on today's market, not to mention their often futile attempts to 
locate software products being introduced at a rate of hundreds per month. 

Another feature planned for the Software Library is the New Software Products file. Search.mart will offer this 
service as a separate database for users interested in learning what new software products have come on the market. 
This will be open to all software manufacturers and vendors who advertise on the database. 

Tech-Sketch Reduces Price of 
Graphics Package 

Tech-Sketch has reduced the price of its graphics system for the Commodore 64. 
The package, which includes the well known Micro illustrator program 

diskette, is the lowest-priced light pen graphics package available for home 
computers. Suggested retail price is $49.95 

"Ghostbusters" 
Software 
A ctivision has announced 

..C'l.that it will develop and 
market an original work of 
home computer software 
based on the hit mot ion 
picture "Ghostbusters." The 
rights to develop 
"Ghostbusters" were acquired 
from Columbia Pictures. 
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Summer Games 
Computer: Commodore 64 
Publisher: Epyx 

1043 Kiel Court 
. S~nnyvale, CA 94089 If you were 

Medium: DJSk disappointed 
E pyx's Summer Games consists of with the 
eight events which can include up to 
eight players . The challeng ing events Soviet 
are vaulting, platform diving, gym · 
nasties , skeet shooting, 4x440 relay, boycott of 
100-meter dash , 100-meter freestyle th 
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and the freestyle relay . e ~ 
The preliminaries to the games are 

almost as muc h fun as the games 
themselves . The games open with the 
traditional hghtmg of the Olympic 
flame . Then th e Olympic song is 
played and whit e peace doves are re­
leased. When you choose what coun· 
try you want to represent, the 
nationa l anthem for that count ry will 
play, unless. how ever, you're tired of 
i t. Then you can Just move the 
joyst ick and the anthem stops . 

The win ner' s anthem plays afte r 
each event and winn ers of the gold, 
si lver and bro nze meda ls are an­
nounced. If you play all eight events. 
the w inner of the most point s is hon· 
ored in a Champion Ceremony . Up­
dat ed high scores are kept in the 
wor ld records and can be viewed at 
any time . 

The menu gives you six optio ns: 
compete in one event; all events; just 
practice an event (in the pract ice 
mode , you can try an event over and 
over unti l you get the hang of it whil e 
no scor ing records are kept); choose 
the numb er of joysticks you want to 

use, see the world records or just 
replay the opening ceremonies. 

The scoring is the way it 1s done in 
the real Olympics . In the races, who· 
ever comes in first wins, but m div ­
ing , the judges hold up point cards 
based on how clean your dive is . In 
other words , belly -flops get zeros and 
a perfect dive with no splash gets a 
ten . As in the Olympics , the high and 
low scores are ehmmated and the re­
maining are added This total 1s mul · 
tiplied by a difficulty rating from 1.0 
t0 4.1, depending upon how sophisti· 
cated a dive you attempt. 

The scoring adds an extra chal­
lenge to this event , because you must 
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Summer 
Olympics, 

this is a 
game they 

did show 
up for. 

Gymnastics (top) 
and pole vaulting 

challenge your 
joystick abilities. 

use different strategies. Conservat ive 
dives will get you a good rating from 
the judg es, but a low difficulty rating . 
Risky dives will often result in low 
scores from the judges. but you can 
make up the difference on the diffi · 
culty rating . But with risky dives, you 
may belly-nop and get zeroes from the 
judges . And remember, zero times 
anything equals zero. 

All play action is controlled with a 
joystick . ln some events, like diving 
and gymnastics, you control twists 
and turns in the air by pointing the 
Joystick . In gymnastics , for example, 
forward 1s a full tuck, full rocanon and 
Center is a layout position with me· 
dium rotation . You must make sure 
you pull back on the joystick in time 
for your landing or the gymnast has to 

REVIEWED BY JOI-IN O'BRIEN 

break her fall with her face or rear 
end . (Ouch. ) 

In almost all the events , timing is 
the key . In the sw imming races, you 
just hit the fire button every time the 
swim m er's arm hit s the water, but for 
top speed, you have to hit it just right. 
Controlling your runner in the 100· 
yard dash is most unusual : you must 
move the joystick up and down or 
back and forth as fast as possib le. 
People get frantic with their move ­
ments and this could look pretty 
strange to someone who walks in on 
you while you 're racing It also ti res 
your wrist and makes you glad that 
the longer races aren 't controlled 
this way! 

Pacing is the key in the longer 
Continued on pg. 22 
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Skeet shooting 
(top)and diving 
require split-sec-

ond timing. 

Conlin ued from pg. 20 

races . You keep the Joystick centered 
for normal running, but you must 
coast by pushing to the left. 

In skeet shooting. the control s 
seem pretty simple. aim and shoot, 
but your gun 1s heavy You can't hold 
it m one spot too long or it drifts . Your 
t iming and aim have to be developed 
to get good at this one. 

My only compla int about Summ er 
Games is that tw o of the events, pole 
vaul t and gymnastics. are very dif fi ­
cu lt to master. In gy mnastics. you 
have to use anywhere from six to ten 
separate manouvers wit h the joyst ick 
in about two seconds time . You can 
get the hang of it, but i t takes qui te a 
whil e to gain some expertise . 

Pole vault is the real killer, though. I 
estimated that out of my first 50 at­
tempts. three were succ essful. It took 
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so much time to practice this event 
tha t I think I could have learned how 
to pole vault for real m a shorter 
amount of time! It's not just me (if 
that's what you 're thinking), because 
I thought the same thing , so I 
watched a few other people try and 
they all had about the same amount of 
luck . Admitted ly, some people had 
a lot less trouble w ith it. so it is 
possibl e. 

The compla int s notw it hstanding . 
thi s is still one of the bette r games 
I'v e seen. The fact that there are eig ht 
events to play assures that you won;t 
get ti red of it too fast . The graphics 
are excellent and all the games are 
well conceived and accurate down to 
t he last detail. My two favorites-di v­
in g and skeet shoot ing-are worth 
the price alone. C 

Wizard 
Computer: Commodore 64 
Publisher: Progressive Peripherals 

and Software 
2186 South Holly, Suite 2 
Denver, CO 80222 

Medium : Disk 

T ake t he g rap hi c va r iety o f 
Jumpm an, add the construct ion ca­
pabiliti es of Lode Runn er, throw in 
some magic spells, toss some sound 
effects on top and you get a rough 
idea of Wizard. 

Wizard is a new " running and 
jumping" game from a relatively new 
company ca ll ed Pr ogressive 
Peripherals and Software . I musi ad­
mit that, in this instance , the progres­
sive reference is truly warranted . 
Wizard has 40 screens divided into 
four levels of ten screens each. There 
are two additional levels of play of­
fered, for a total of six . The fifth 1s 
customized and is composed of 
screens that the user has constructed 
(more on th at later). The sixt h level 
randomly selects from all 40 screens. 

The object of the game is not un­
usual: comp lete as many levels as 
possible before you run out of wi zards 
(you start with five-q ui te generous}. 
The trick of complet ing each level is 
to find a key and take it to a keyhole. 
As you may have guessed, determin­
ing which key or keys in each level 
should be taken to which keyhole is 
part of the secret . 

Throughout the screens are the 
usual ladders, ropes, stairways , gaps 
to jump , monsters to outwit and bo­
nuses to accumulate . Of course, miss­
ing a rope, underjumping a gap or 
being caught by a monster means 
death to Wil fred (that 's honest ly l)js 
name) the wiza rd . 

Before you th ink that this is just 
another one of " those" games, let me 
eluci date some smaller details. 

Both the g raphics and the sound 
effects in Wizard are excellent. Right 
from the intro ductory screens, you 
can hear and see what to expect . 
Every move the w izard makes and 
every event has i ts own sound effect . 
It 's almost like listening to "Pete r and 
the Wolf ". Personally, my favorite 
sounds occur when a new level ap­
pears on the screen and when Wilfred 



climb s ladders. The graphics are just 
as impr essive. Sprites are used for 
many of the bad guys in the various 
levels inclu ding giant rolling rocks, 
fireballs. bats, rats, witch es and snow­
flakes. Some of the more unusual ob­
stacles include vats of lava. trap doors 
and stairways that disappear. 

The two other uniqu a featu res of 
game play includ e spells and porta ls. 
Each level has a spell for you to use 
after you get a key on that level. Th e 
spells range from feather fall to fireb all 
and disintegr ate to levit ate w ith a 
number of others in betw een. Spells 
can be cast by ei ther pressing the 
spacebar or pulling the joystick down 
and pressing the hrebutton . A good 
hint would be to stick with the space 
bar. It is a little hard to get used to, 
but how do you coordinate pulling the 
joyst ick down wh en you're trying to 
go up a rope? 

Th e portal s are littl e blue doorways 
w ith arrow s in them . When you enter 
one, you becom e an inv ulnerab le 
ghost im age and travel across the 
screen in the direction of the arrow. 
Just something a little different to 
help you get out of a jam . Be careful 
though , of teleporting yourself into a 
closed- in area! ln fact , in one level, 
" Dark Tower " (# 25), you can teleport 
yourse lf int o a wall! If this should hap­
pen and you 've already killed both 
bats. well .. . t im e to tu rn off the 
computer and restart the program . 

No matter how wonderful a running 
and Jumping game 1s, eventually you 
get to a point wher e you know all the 
screens and long for the excit ement of 
exp loring and solving new screens. 
Most games just look you in the eye at 
this poin t and say, ' 'To ugh luc k 
buddy , what you see is wha t you 
get ." Fortuna te ly, Wiz ard never 
comes to this . Whenever you feel that 
you are ready , you can construct your 
own levels ! 

ln addition to th e 40 screens on the 
game disk , you can construct anothe r 
60 of your own . There is a complete 
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screen edito r program on the game 
di sk whi ch allows you to develop Lhe 
layouL of the level. You can pick your 
favori te ladde r, rope and monster 
colors. You can choose to have 16-ton 
weights fall on your head during a 
level or to be chased by a giant rat . 
Ladders and ropes can be placed any­
wh ere on the screen, along with bo­
nuses, keys and keyholes. Th is is an 
excellent extension of this game and 
will maint ain the fun long after you 
have al l the levels memorized. 

Th e peop l e at Progr essi ve 
Periphera ls and Softwar e have told 
me that they have just completed a 
screen construction competition and 
the best 20 screens will be available 
for the 1984 holiday season. In addi­
tion, they are developin g a specia l 
Wizard expansion set with additiona l 
traps and monsters to work w ith , 
along wi th anoth er 20 levels! Th is will 
give you many additional hours of fun 
and the •ability to create even more 
advanced levels . 

Concluding , I have to give Wizard 
th e best possible evalution . It is en­
joyab le to play and it will keep you 
playin g for many hours to come. 

Here are some hint s that my assis· 
tant game reviewer (and wif e), Donna, 
gave me to help you get through some 
of the levels. (I can't help it if she's 
better at the game than I am!) 
Level 2, Shadow Lord: As soon as 
you get the key you gajn the invisibil ­
ity spell. If you use the spell, each 
time you touch the Shadow Lord you 
become more visible. 
Lev el 4, Diamond Mine: Get the 
key first. At the botto m of the screen 
is a wall, located to the left of a couple 
of bonu ses. Touc h th is wall and it will 
disappear and two additional key­
holes will appear. 
Level 5, Trash Masher: Build up 
your score by gett ing all the bonuses 
at the top of the screen . Move across 
the screen to the portal in the right 
corner. This puts you at the top of the 
screen and the rest is up to you . 
Level 6, Key Slime Pie: Move to 
the right, up th e steps, and then 
down the rope. Use the portal point ­
ing left and jump onto the left half of 
the screen . Start climbing here and 
get the key. 
Level 7, Great Balls of Fire: Get a 
key right away. This gives you a fire-

ball spell (wh ich you will need). Col­
lect all of the keys on one side of the 
screen and then make your way to the 
l<eyhole on the same side. Have those 
fireballs ready 1 

Leve l 8, Simon Says: Get only wha t 
Simon says or pay the consequences 
(getting the key and putting it in the 
keyhole are freebies) 
Level 10, Aeropic s: Beware! The 
bombs will start falling whenever the 
w izard is at the beginning of the level. 
So move!! 
Level 11, Haunted Castle: Work 
your way to the key whil e avoiding 
the bat . This gi ves you the levitate 
spell . M ove left across the screen to a 
position directly below the keyhole , 
then levitate up to it Don't levitate 
through the monster! 
Level 13, Phantom Archer: After 
gett ing th e key, use a fireball to de­
st roy the slidin g gate at the lower 
right portion of the screen. Destroy ing 
that gat e makes it easier to get to the 
keyhole wi thout getting killed by the 
phantom's arrow s. 
Level 14, Leap 'n Wizards: Start 
the level by moving up the rope in the 
middle of the screen , but be carefu l of 
the arrows . Get some extra poi nts 
(after getting the key) by teleportin g 
to the bott om of the screen and work ­
ing back up to the keyholes. 
Level 23, Treasure Island: Climb 
the ladder and then move rig ht into 
the portal (pointing right) . Use the 
portal at the far nght to go up As you 
are going up, you can use the joystic k 
to adjust the direction . Aim for either 
the ladder (it will appear on the way 
up) or the platform . Use the portal 
under the two sliding gates to get the 
key. The sli din g ga tes come up 
through the floor of the steps , so avoid 
walking over them I 

If you have made it this far, you've 
probably figured ouc most of the tr icks 
and strategies . The rest of the levels 
are up to you to figure out (or you can 
buy the solutions from Progressive 
Peripherals and Software) . Have fun ! C 
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In The Chips 
Computer: Commodore 64 
Publishe r: Creative Software 

230 E. Caribbean Drive 
Sunnyvale, CA 94089 

Medi wn: Disk 

S ound and graphics, while present 
and accounted for. are not the main 
att racti ons of this pro g ram . Nor 
should they be. As long as they are 
good enough (and they are) to hold 
user attentio n over time , they have 
done their job . 

The meat of In the Chips Lies in the 
scenario . It is realistic, ext remely well 
executed, enlighte nin g . and even 
fun! If it didn 't educate so well, it 
wou ld make a wh ale of a beg inner 's 
st rategy game. 

One or two entrepreneurs invest 
$100,000 in electronic curren cy in a 
head-to-head (or head-co-CPU) com­
petition to determine who has the 
most marketin g and business savvy . 

New produc ts must be developed 
and then produced in the correct 
quantiti es. Price points have to be set 
and advert ising arranged. A ll of th is 
takes plenty of dinero. so cash flow , 
retu rn on inves tme nt and expe nses all 
need to be tracked religious ly. 

This audit trail is no problem as the 
64 keeps track of the finances for both 
part ies. Working on a quanerly basis, 
future moguls take turns at the key­
board implem enting their panicular 
strategies. Both players must turn 
away from the screen as the other 
inputs so everything will be on the up 
and up. After all. In the Chips doesn 't 
promote indus tria l espionage! 

In the Chips is not intimid ating . A 
brief pass through the small foldout 
instruction manual 1s all chat's 
needed to get going. Act ually , boot­
ing the disk , watchi ng the demo and 
referring to the instructions when in 
doubt, works bette r than trying to 
learn th e ropes from the guide before 
checkin g out the program. Experi ­
ment . Go ahead , be daring . Run it , 
then look at the manual . You'll be 
pleasantly surprised. 

Of course. this doesn 't mean In the 
Chips is so simplistic that perusing 
the manual doesn't do any good. On 
the contrary, each simu lat ion, though 
w ithin set parame ters, is different . 
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Unlike most 
educational 

software 
programs, 

which teach 
their lesson by 

rote, In theChips 
creates a real­

life business 
environment. 

Th e variety, hassle-free startup and 
actual playin g enjoyment are just ad­
ditional benefi ts when one considers 
the thought processes and logica l ex­
ecution needed for success . 

Using a Joystick to, guide an 
onscreen alter ego, computensts flfst 
go to Research and Development to 
develop anywhere from one to five 
products . Th ese items are constant 
from game to game. 

Once that 's settled, the entrepre­
neur has to establis h inventory levels 
in the manufacturing facility . Fin­
ished products are then stored m the 
adjacent wa rehouse in the form of 
proportional , color-code d bar graphs . 

Next , a sales meetin g is held to set 
the retai l price for each product . Cost 
per uni t (no matter how many of any 
type are made} is alway s $10.00. Of 
course , this fails to reflect the princi ­
ple of economics of scale and the 
varying costs of develop ing and pro­
duci ng different products . 

Howeve r. the re are nuances to In 
che Chips. Riding a market created by 
a ov al is one and the inclu sion of a 
monopoly / no monopoly option is an­
other. The former is self-explanatory 
whil e the latter refers to the lack or 
presence of a min imum selling price , 
the number of firms competing , the 
numb er of business pric es compared 
against and the number of compames 
wh ich share in sales wh en the other 
player depletes stock. 

Last stop is the advert ising agency, 
w here substan tia l sums mus t be 
spent to make the items household 
words. Scrimp here and there will be 
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plenty of red ink when the books are 
reviewed at the start of each quarter. 

The financial sum mary is essen­
t ially a stripped down version of a 
Balance Sheet and an Operatin g 
State ment . It does provide a w ealth of 
informat ion nonetheless . 

Cash on hand , inventory value and 
total profit are included as well as 
sales rn dollars , cost of goods sold , 
advertising expenditu res and devel­
opment expenses Net profit as of the 
previous quarter is also displayed. 
prominently to boot! 

The informat ion is , of course, useful 
in plannin g new or fine-tu ning cur ­
rent tactic s and strategies . Thi s is an­
other area wh ere players should look 
at nothing more than the data perti­
nent to their own firm. 

During the paramet er selection 
mode (setting prices and product ion 
levels}, changes can be made by sim­
ply returning the player 's alter ego to 
the correct building . Nothing is irr e­
versib le until the turn is relinquished . 

A normal simu lation runs for eight 
quarte rs, though users can select 
from one to 20. Once adept at selec­
tion entry , the quarters fly by . 

Any stock held at the end of the 
scenario is sold at 50% of cost : there­
fore, inv entories should be pared to a 
min imum as the game w ind s down . 
Not many busin esses can take such a 
bath and remai n profitable. 

Anyon e finishing in the black is a 
wi nner, though the one with t he 
highest profit can claim a greater glory. 

Although there are some elements 
missing (the same or worse can be 
said for many high ly rated text books), 
they are of a relatively mino r sort . 

In the Chip s is a four -star program 
which teaches as it enterta ins. A bar­
gain at twi ce the price , for sure . C 
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or write or call tor more Information. For direct orders please add $1.50 tor 
shipping and specify UPS or first ci!ass mall delivery. American Express, Diner's 
Club, Masle,Card, and Visa accepted. 

@M@I.DGIO 
Corporation 
713 Edgebrook Drlv~ 
Champaign IL 61820 
(217) 359-8482 Telex: 206995 

Circle Reader Service No. 14 



liAfflE REVIEWS 

Beyond Castle 
Wolfenstein 
Computer : 
Publisher: 

Medium: 

Commodore 64 
Muse 
347 N. Charles Street 
Baltimore. MD 21201 
Disk The game 

0 Plays, looks ne good turn deserves another, at 
least tha t's the way the old adage and talks 
goes . Evidentl y, the folks at Muse • 
Software feel it 's one sayi ng worth pretty much like 
livrng by . Th e11 Beyond Castle • ,1 
Wolfenstein , seq uel to th e lfS preueCeSSOr, 
multiform at ted , best -sell ing Castle Castle Wol'enste1·n 
Wolfenstem, 1s pos1t1ve proof. 11 • 

Basically a sea rch and destroy B t ttLe t1·t·'e zs· 
game. Beyond Casile Wolfenstein has U ll neW LI 
gamers roam ing about a bunker. 
avoi ding detectio n whil e searching 
for a previou sly planted brie fcase 
bomb which must be moved to Hit ­
ler's confe rence room. This couldn 't 
be any more life li ke, as it is a comput ­
erized version of the actua l World War 
II assassination att empt which oc­
curred at Regensbu,g after the tide of 
battle had shift ed against the Nazis. 

The new title is more uwentiv e, 
more challen ging and more inte rest­
ing than the or ig-ma! and tha t 's no 
mean feat . Aft e r all , Castle 
Wolfenstein didn · t become popular 
because it was a poor game. 

Beyond Castle Wolfenstein plays, 
looks and talk s prett y much l ike its 
predecessor. That's right , Mus e has 
injected a gutt eral German into this 
one too. Though the vocabu lary won 't 
fill a dictionar y , it does add a good 
dose of realism to the scenario . 

Sparse graphi cs (by today's full pal­
et t e layo u t) depi ct walls, doors , 
troop s, the gamer 's alter ego and De 
Fuhrer. Detail and ammat ion are both 
improv ed . 

A joy stick plugged into port num ­
ber two hand les directional move­
ment . When used in coniunction with 
a depressed firebutton , the controll er 
can aim a weapon . 

Thi s is fine for flight or intimida ­
tion , but wh at happens when th e 
shoot ing starts ? Survival warrants 
that game rs hit the left arrow (non­
cursor) key to fire a weapon . This can 
be tricky at times . though it becomes 
less so once severa l rounds ar e 
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more inventive, more 
challenging and 

more interesting than 
the onginal 

-no mean feat. 
squeezed off. 

The keyboard can also be used for 
dir ect ional movem ent of the brave 
POW-turned -resistance fight er. As a 
matt er of fact , key entries tum out to 
be rath er indispensab le, since many 
are used to accomplish spec ifi c tasks 
vital to completion of the mi ssion. 

Through these inputs , it is possible 
to holst er the pistol , switch to a dag­
ger (if found) , retri eve and reset the 
bomb meant for Adolf and make use 
of the conte nts of an open closet . 

One hundred marks are available 
for bribing guards wh en the forged 
passes don ' t work . Keys, tools and 
fir st -aid kit s are also availab le. 

Any dead guard s shou ld be 
dragged out of sight to lower the 
chances of an alarm being sound ed. 
This capabiJity is so outrageous , it 's 
worth plugging a few extra SS types 
just to drag them around the nooks 
and crannies of the bunk er. 

Departed guard s can also be 
searched for money, keys and extra 
ammunition , though the latter shou ld 
only be taken if it 's great er than that 
already in the gun . (Must be a fascist 
plot to make the game more difficult .) 

REVIEWED BY TED SAWIONE 

Beyond Castle Wolfenstein, due to 
its extensive nature, has a save game 
option which is easily impl emented 
through the RUN/STOP or CTRL-C 
keys . An other disk is not needed for 
th is procedure . 

Upon resta rt. the options menu 
shows the skill level and the following 
choic es: new game with bunk er at 
curr ent level, new game with new 
bunker at level one, new game with 
same bunk er and resume game in 
progress. 

This mix and match approach al­
lows for a fresh start in a familiar 
bunk er as well as a totally new begin­
ning in a prev iously ungenerat ed ma­
trix . Select ion is nothing more than a 
matter of personal preference . 

Every tim e a new game is started, 
th e bri effag must be endured. Life 
would be simp ler and loading time 
much shorter i f there was a way to 
bypa ss or ebmmate these screens. 
After all. how many times can you 
read the same story over and over 
again wi thou t being bored to tears? 

Playin g Beyond Castle Wolfenstein 
tak es tim e and perseverance . Death 
can come quic kly , so save the game 
often . The use of combination locks is 
a nice touch , but even more interest ­
ing are the riveting , savage screams 
as the mortally-wou nd ed German 
troops fall . 

Overall, Beyond Castle Wolfenstein 
is very entertai ning and chall eng ing , 
so join th e und erground and become 
a hero. Only this time, do it the safe 
way : play Beyond Castle Wolfenstein. 
By the way , don't forget your German 
di ctionary ; the natives treat you bet­
ter wh en you speak their t0ngue . C 



The man who becomes a 
monster has just become a 
software game. 

Commodore introduces 
QUESTPROBE:" a series 
of adventures that begin 
where comics leave off, 
starring your favorite 
Super Heroes~" Like the 
Hulk'." And Spiderman~" 
(He's next.) 

Now you can do more 
than follow the Hulk's 
adventures, you can live them. 
On your Commodore 64 '" or 
the new Commodore PLUS/4~"' 
Command the intellect of Dr. 
Robert Bruce Banner (the man). 
Harness the fury of the Hulk (the 

monster) . Use every bit of logic, 
reason, imagination and cunning 
you possess (this is Why educa­
tors like this series) to unlock the 
mystery of the chief examiner 
and his strength sapping door. 

We couldn't have captured 
the Hulk without the help of 
Marve l Comics"' and Scott 
Adams of Adventures 
International. 

But a puny human like you 
can pick up the Hulk all by 
yourself at any software 
store. (It's just a diskette.) 

And while you're there 
look at all the other 
Commodore software pro­
grams for fun and profit, 

home, business and monkey 
business. 

You'll see why Commodore is 
quickly becoming a software giant. 

COMMODORE 

llaclfffillfli ot u.r..i Como Group 



GAfflE REVIEWS 

Congo Bongo 
Comput er: Commodore 64 
Publish er: Sega Enterprises, Inc. 

360 N. Sepulveda Blvd. 
El Segundo, CA 90245 

Medium: Tape 

f ·ve just returned from a lush , tropi­
cal rain forest where the scenery was 
nothing short of breathtaking . The 
land was one of roaring waterfalls, 
high cliffs, deep blue wate rs and 
beau tifu l palms. The rich brown earth 
appeared as fert ile as the Nile Valley . 

The wildlife was even more stimu­
lating . Silly simians scampered about 
doing their best to deter me from my 
goal : getting even with the mighty 
ape Congo Bongo. Seems he has no 
respect for tourists sleeping in tents; 
he gave me a hotfoot to prove it! 

As the safari pressed on , other 
magnificent fauna appeared . Taxi ter­
rapins and previously unknown, al­
most prehistoric , fish mad e their 
home in the Great River. Even the 
rare grey -white rhino charged about 
below the final hiding place of the 
insidious one. I vowed to scale the 
treacherous slopes and master the 
perilous crossings no matte r wh at the 
cost . I would have my revenge. 

This action-packed adventure was 
mine for less than airfare to Africa . 
Thanks to Sega , would -be Jungle 
Jims can exp lore far away places 
while staying right at home by play · 
ing Congo Bongo. 

This version is one of the best 
Congo Bongo arcade-to-home transla­
tions on the market . Good use was 
made of the 64's superb capabilities 
in bring ing the rich, almost sensuous 
colors and simulated three-dimen­
sional layout to the masses. 

Th e simple, rhythmic beat is still 
jaunty fun , though it sounds a bit 
tinny at times . Probably the biggest 
omission is the coin-op 's angled 
playfield perspective a la Zaxxon . For­
tunately, neither of these lapses seri ­
ously impairs playability. 

As with most arcade-style games. 
the object is to amass as many points 
as possible while executing a particu­
lar play . in this case, gamers must 
ma nage a variation on the 
climbing/jumping routines standard ­
ized by Donkey Kong and Miner 
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This version is one 
of the best Congo 
Bongo arcade-to­

home translations 
on the market, 

with rich graphics. 

2049'er. Just goes to show that a little 
bit of fresh air never hurt anyone I 

One or two adventurers can play by 
alternating control of their onscreen 
surrogate. A joystick plugged into 
port number two allows the vid eo 
·venger to walk or climb, depressing 
the firebutton makes him jump . 

Keyboard contro l is also possible, 
though it 's about as practical as try­
ing to ti e your shoelaces while driving 
a car down a mountain road at 80 
mil es an hour. 

In the first screen, titl ed Jungl e 
Mountain, explorers must attempt to 
reach Congo Bongo by traveling from 
the lower left to his perch uppermost 
on the right . 

Th e coffee bean-like coconuts he 
throws are deadly . falling off a ledge 
or taking a swim also eUminates one 
of the three lives players begin with . 
Maneuvering or avoiding the hur­
tling. hard-shelled nut isn't easy due 
to the three-dimensional graphics . 

Next , players must jump a chasm 
wh ose cliff promptly collapses into 
the wat ers far below , thereby elimi­
nating any idea of turnmg back . Here. 
Monkey Plateau rises. On it , the sim­
ians hop on the pixel player 's back , 
preventing funher mobility . Only by 
hopping up and down three times in 
qu ic k succession can they be 
dis lodged . Jn high er levels , it is even 
possible for the chimps to toss you 
over the edge. (Guess they don 't work 
for Tarzan .) 

Oddly enough, dying is one of the 
gam e's more visually entertaining oc­
currences The gamer's persona folds 
his hands as in prayer and sprouts 
win gs and a halo as he ascends to 
that great video parlor in the sky . 

After successfully outwitting the 
monkeys , joystick jockeys must leap a 
river and dodge mor e nu ts while 
climbing to Congo's resting place . 
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Getting there produces the second 
screen, as Congo Bongo flees to his 
jung le redoub t. 

The Great River's lagoon has to be 
crossed next . Hopping from lily pad to 
turt les, islands and fish. the brave 
hunter makes his way to dry land be­
low the sleeping ape. Naturally, it 's 
not an afternoon stroll in the park. 

Lilypads exhibit the nasty habit of 
shrink ing and re-enlarging as they 
waft across the wav es. The fish (start ­
ing with the third level) snap their 
mouths open and closed in a lethal 
manner. The turtles just travel to and 
fro, though hopping onto them (as 
well as anything else) requires skill, 
timing and a good idea of what spots 
are actually safe. 

Falhng from any of these precarious 
perches (need I say) is not healthy . 
One other danger , present on both 
screens, is the dreaded timer. If it 
runs out, so do you . On the other 
hand , beating the clock earns a hefty 
screen complet10n bonus for the 
Mercury 's amongst us. 

Once across the Great (Wet) Di­
vide, look out for the runaway rhino . 
A quick hop to the next ledge elimi­
nates this danger while putting the 
archenemy within a match distance . 
Oh, how sweet it isl 

From here. Congo Bongo plays the 
same screens indefinitely , though the 
action becomes progressively more 
difficult with each level attained . 

Player orientation takes a while . 
The spatial relationships of the ob­
jects can be hard to determine at first. 
Don't let this frustrat e you. for making 
the leaps, riding the terps and heat­
ing up the big bully are tremendously 
satisfying accomplishments. Though 
rewarding , the whol e shooting match 
doesn 't happen often without a lot of 
practice . Congo Bongo is one chal ­
lenging piece of softwar e. C 



Put a s20,000,000 Thrill in 
your Computer!!! 

The F-15 STRIKE EAGLE, one of the world's most sophisti· 
cated fighters. costs the Air Force more than $20.000,000.00 
each. Now you too can strap into your ejection seat and 
prove how good you really are in exciting modern jet fighter 
combat. Fly combat missions, engage enemy aircraft, and 
destroy enemy ground targets from historic missions over 
Southeast Asia to today's defense of the strategic oil routes 
through the Straits of Hormuz. 

F-15 STRIKE EAGLE (simulator) has all the features that 
makes the real EAG.LE the great lighter aircraft it is -
afterburners. multiple radars, air to air missiles. high 
explosive bombs, cannon. drop tanks. Electronic Counter 
Measures (ECM) flares, electronic ground tracking 
maps, Heads Up Display (HUD), outstanding 3-dimen­
sional cockpit visibility, and realistic F-15 maneu­
verability. Your mission is to take off from your base, 
fly to and destroy your primary target through all the 
dangers of enemy territory including Surlace to Air 
Missiles and enemy aircraft. Of course. you have to 
get back home again, too!! 
F-15 STRIKE EAGLE is a very real simulation, accom· 

Micro Prose Software 
The Action is Simulated - the Excit ement is REAL!! 

106 16 Beaver Dam Road 
Hunt Valley. MO 2 1 030 

(301 J 667-1151 

plished with the guidance of real fighter pilots, and includes 
seven different combat missions. lour skill levels, and an 
infinite number of exciting scenarios. F· 15 will thrill and chal­
lenge you and give you the chance to prove you have the 
"Right Stuff" of an EAGLE fighter pilot!! 

F-15 STRIKE EAGLE is available for Commodore 64, ATARI 
(48K), and Apple II (64K) computers. Suggested retail price 
is only $34.95. Find STRIKE EAGLE at your local retailer, or 
call or write for MC/VISA. or COO orders. Add S2.50 for 
Postage and Handling (lnt'I add $4.00USO). MD residents 
add 5% sales lax. 

Exp e ri e nc e th e re a lity of 
th e se other great s imul a tions 

from MicroProse 

As close to the Real 
Thnll of Flying as You 

Can Handle!ll 

Hea,t Pounding 
Accelernted Real· 
Time Oefenso of 
Europo Against 

Soviet lrwas,on tlt 

Sensational Assaull 
Chopper Rescue 
Raids tor Danng 

P,lots! II 

Commodore 64. ATARI. APPLE. and IBM are reglsterOd trademarks of Commodore Bus,noss Machines Inc , ATARI Inc . APPLE Computer Inc., and tntomat,onol Bus,noss Machloos tnc .. respecovely. 
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School Days 
Software 

.l'; 

~ .. 10443_ N. Cove Creek Rood 
f~ : Suite 205C. Dep t. 83 
'.J.~~1.,...-, Phoenix, Al 85020 

All Titles Available for 
C64 , Apple & Atari Disk. 

lnfocom Zork I, II, Ill each $26 
Scarborough Net Worth S67 
Continental Home Acct. S47 
Continental Tax Advantage S47 
Scarborough Master Type $27 
Brod erbund Bank St. Wri ter $55 
Spinnaker Al phabet Zoo $23 
Spinnaker Kids On Keys $23 
Spinnaker Sto ry Mach ine $26 
Spinnake r Delta Drawing $26 
Spinnaker Face Maker $23 
Springboard E.G. Yng. Chldrn . $25 
Sir ius Type Attack S25 
lnfocom Seastalker S33 
Scarborough Run For Money $29 
Learning Co. Bumbl e Games $29 
Micro Lab Bou lder Dash $29 
Odes ta Chess $55 
Origin Ultima Il l $49 
Sega Star Trek $29 
Scarborough Song Writ er $29 
Epyx Temp le of Apshai $27 
Tron ix S.A.M . S65 
Trillium Amazon S33 
Sierra B.C. Quest Tires $29 

Qlioala 
Tec hnologi es Corporatio n 

KoalaPad™ Touch Tablet 

C64 $69 Apple $85 

MUPPET 
LEARNING 
KEYS'" 
C64$69 

KID 'S 
COMPUTER 
KEYBOARD 

Apple$85 
Gibson Light Pen 

Call fo r Price 

CALL TOLL FREE 
1-800-821-1989 

East Ext. 334 

SHIPPING CHARGES 
S O - 100 S 5 
$101 - 200 S 8 
$201 - 300 $10 
$301 - up S15 

All p rices are for cash or check­
Visa/Mastercard add 3% 

Circle Reader Service No. 16 
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liAfflE REVIEWS 

Juice! 
Computer: Commodore 64 
Publi sher: Tronix 

8295 South Cienega Blvd. 
Inglewood. CA 90301 

Medium : Disk/Tape 

J uice! is a very simp le game . You 
are.Edison and your job is to connect. 
circuit boards as quickly as possible. 
But there is one catch. Well, four. 
really . The circuit boards not only get 
mor e and more complicated, but 

there are nohms . Nohms bounce from 
here to there and then leave, but they 
always come back. And they leave a 
capacit o r which changes int o a 
KillerwaL t, who bounces around bke 
the nohm s. only after you . He doesn't 
leave until you trick him and make 
him fall off the circuit board . And 
there is Flash, a Lightning Dolt. who 
disconnects parts of the circuit as he 
bounc es. 

All that and more. If Edison bumps 
int o a nohm, Kille rwatt or Flash. he 
melt s down on the spot. And on the 
harder levels, if Edison boun ces onto 
part of a c ircu i t that he already con­
nect ed. it w ill disconnect. 

But have no fear. for Recharge is 
here! Recharge is Edison's friend . lf 
you bump into Recharge . grea t things 
happen (that I won't tell you about) . 

Juic e! reminds me of O*bert in the 
sense that they both have th ree-di­
mensional screens. The openin g tit le 

REVIEWED BY PETER DEAL 

impressed me, but. unfortunate ly , it 
doesn't stay on very long . The graph­
ics for the rest of the game are very 
good , except for the fact that all the 
chara cters are whi te (bleah!). If Edi ­
son melts down , he sinks into the cir­
cuit as if he wer e sinking into water . 

In the earli er levels of Juice!, the re 
isn't much challenge . But when you 
get to the harder levels , there 1s too 
much chall enge . For instance, you 
have to step on parts of the circuit 
two t imes to connect it . Or, on the 
really hard levels , you have to avoid 
stepping on a part of the circuit tha t 
you already stepped on or it wilJ di s­
connect. 

The instructions are clear and tell 
you just about everything you need to 
know about the game . 

Juice! is fun to play . But , if you are 
going to buy Juic e!, heed my warn ­
ing: I said it was simp le. 1 didn't say it 
was easy. C 
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here's more to choosing the right 
software/hardware source 

than just the price. 
Buying computer software 
and/or hardware through the 
mail can be tough . There are 
so many places to choose 
from ... and everyone screams 
they have the lowest prices 
anywhere. But the truth is , it 
takes more than price to make 
one mall order computer 
source the best choice. 

Maybe that 's why so many 
people are calling Computer 
Warehouse. As one of the 
nation's largest mail order 
computer sources, Computer 
Warehouse really can do 
more for you. Better prices, 
sure. But even better, delivery 
on time. One call to Computer 
Warehouse and your order 
goes out the next day. 

Call us and see for yourself. 
1-800-372-0214. In Florida call: 
1-800-432-0368. Our phones 
work 24 hours a day, too. 
Another distinct advantage 
offered by Computer 
Warehouse. 

We sell more hardware and 
software that doesn 't take a 
byte out of your wallet than 
just about anyone . 

Put more merry ho-ho Into this 
Christmas for less dough. 

MONITORS 

Commodore 11Deo1or 
BMC 13~ Color 
Panasonic (composite 

&RGB) 
BMC(green) 
BMC(amber) 
Zenith (green) 
Zenith (amber) 

$249.00 
$229.00 

$319.00 
S 79.00 
S 99.00 
S 89.00 
$ 99.00 

PRINTERS 

Commodore eo1 '"' 
Gemlni 10X 
Gemlnl 15X 
Delta 10 
Power Type 
ELITE 5 CD (Daisy 

Wheel) Direct connect 

$209.00 
$259.00 
$385.00 
$489.00 
$369.00 

for CommodorellD $329.00 
AXIOM CD 550 $259.00 
Commodore 1526 '"' $279.00 
Okldata 82, 83, 84 

92, 93 
Panasonic 1091 

PRINTER 

CALL 
$319.00 

INTERFACES 
Csrdco B $39.95 
Csrdco G $69.95 
TYMAC Connection $79.95 
TURBO GT $69.95 

COMPUTERS 

MODEMS 

Westridge Auto Modem 
(for Commodore®) S 69.95 

HES Modem II S 79.95 
Total Communications 

Modem S 99.95 
Anchor Volksmodem S 59.00 

DISK DRIVES 

Commodore 1541'"' 
MSD (Commodore ®l 
MSD Dual Drive 

$232.00 
$319.00 
$569.00 

SOFTWARE 
Flight Simulator II $36.95 
Super Base 64 $64.95 
Paper Cllp w/spell $79.95 
Home Accountant $59.95 
Bank Street Writer $49.95 
Easy Script (64) $34.95 
Write now (Cardco) $39.95 
Koala Light Pen $69.95 

DISKETTES * 
Computer warehouse 

ss /dd $15.95 
Elephant ss/sd $15.95 
Elephant ss/dd $18.95 
Maxell MDI $22.95 
Verbatim ds/dd $24.95 
SKC ss/sd $13.95 
SKC ss/dd $16.95 

Commodore 64 '"' $ 189.00 •Pricesperboxof10 

We carry a full llne of Commodore® Hardware and Software 

COMPUTER 
WAREHDUSE P.O. Box 165506 

Miami, FL 33116-5506 
Add 3% for shipping and handling charge s. Ad prices ref lect 3% cash disco unt. Credit card order s should add 3%. 
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INTRODUCING OKIMATE 10 ••• THE FIRST 

The printer in a class by Itself. 
It's here! The new OKIMATE 10 Per­

sonal Color Printer. The first color 
printer that lets you show off and 
tell all. The printer that lets you 
print all the information you can 
create with your Atari ® or Com­
modore® computer. But with the re­
markable ability to create original 
drawings and graphics as well. in 
over 26 beautifu l colors. 

A class act! The OKIMATE 10 gives 
you crisp. clean term papers. school 
reports and homew or k. Word processing 
capability means everyth ing you do can be 
printed letter quality in minutes. instead of typed 

in hours . OKIMATE 10 
color gives you the op­

port unity to print 
graphs. charts and 
pictures from pop­
ular graphics and 
drawing pro­
grams. OKJMATE 
to·s brilli ant color 

means you'll shine. 
every time. 

OKIMA TE JO feels right at home. 
Anywhe re. 

A special PLUG 'N PRINrt M pack­
age lets you plug your new OKIMATE 
10 into your Atari or Commodore 
computer. And print. It's that easy. 
In minutes you'll be print ing every­
thing from souffle recipes to 
needlepoint patterns. Party invita­

tions to kitchen inventory . Love let­
ters to gardening directions. At 240 

remarkable words per minute. And not 
just in black and white. but in over 26 

brilliant colors! 

Anancial statements will keep you tickled 
pink for very little green. 

If you use your personal computer to keep 
track of mortgage payments. tuition payments. 
balance your checkbook or jump ahead of the 
Dow Jones·. there's good news for you. You' ll 
find that the new OKI MATE I O gets down to 
business quickly . And easily. 

A "Learn -to-Print" diskett e and tape shows you 
how to set up your new personal co lor printer 
and start printing. A complete OKI MATE I 0 
Handbo ok will show you how you can take your 
imagination to places it's never been before. 

• A tan 1s a registered trademark ol At ari Inc. • Commodore is a registe red trademar k ol Commodo re Business Machines. Inc. 



PERSONAL 001.0R PRINTER UNDER $250. 

And while your imagination is soaring. you'll 
be glad to know that your new printer can keep 
right up with it! The new OKIMATE 10 is built 
with the same tradition of quality and manufac­
turing excellence that has made Okidata the 
most respected name in computer printers. 
Okidata craftsmen specially designed and 
engineered the new OKIMATE 10 to be in­
credibly small and lightweight. And they made it 
quiet as a whisper. But their imaginat ion didn't 

Color your world. 

stop there. To help you 
and your personal com­

puter keep within 
your personal bud­
get. they made the 
OKIMATE 10 
available at re­
tailers everywhere 

I for less than S250. • 
Something that 
should make 

every personal 
budget tickled 

pink. 

If you·ve been playing games on your 
personal computer. now you can 
get serious and still have fun. The new 
OKIMATE 10 is comple tely corn-

patible with a variety of software packages that 
will run on your Atari and Commodore with a 
simple disk drive. Just 
load and you're off 
and running. Plotting 
charts. Designing 
special graphs. 
Creating orig inal 
illustrations and 
pictures. Drawing 
special graphics. 
And printing them 
all beautifully for 
everyone . On most 
kinds of paper. In over 
26 beauti ful colors! 

• 
• 



Q: Why do I need a printer ? 

A• You might as well ask. "Why do I need 
• crayons?" When it comes to communi cating. 

"pu~ting it on paper" is still the best way to get your 
message across. You can have lots of computer 
equipment. but withou t the OKIMATE I 0. it doesn't 
mean very much . Unless you get your letter. report. 
term paper or party invitation off the screen and 
down on paper . nobo dy's going to see it. 

Q• What makes the OKIMA TE 10 better than 
• any other printer? 

A• Because the OKIMATE I O is unlike any other 
• printer. First. it prints in COLOR. Up to 26 

beautiful colors. Second. it print s up to 240 words a 
minute. so quietly you can talk in a whisper right 
next to it and still hear every word! And third . it 
prints letter quality. every time . 

Q: What about graphics and pictures? 

A• The OKIMATE I O does it all. Graphs. 
• charts. symbols. pictures. illustrations. 

and special drawings ! With a compat ible 
drawing package. anything you create 
on your screen can be printed in full 
color: a disk drive is required for 

color screen prin t ing. 

Q: What kind of paper can I use? 

A• Just about any kind of smooth 
• paper you want. From contin ­

uous feed computer paper to single 
sheets. From mailing labels to plastic 

·. acetate for overhead transparencies. 
·. the OKIMATE I O prints crisp. clean. 

colorful images you'll be proud to 
send to friends. teachers. 

business associates. or frame 
and hang right in your own 

living room ! 

Q: Is the OKIMA TE 10 easy to use? 

A. As easy as "PLUG 'N PRINT!" 
• No other print er is easier to use than the 

OKIMATE I 0. Connecting the printer to your Com­
modore or Atari computer is. literally. a snap. The 
exclusive PLUG 'N PRINT package snaps into the 

printer. One cable connects it directly to 
your computer or disk/tape drive. Turn it 
on and you're in business. Once your 
OKI MATE I O is up and running . the 

"L earn-to-Print" software program (included) 
teaches you printer basics-the "Color Screen 

Print" d isk (also included) automatically prints 
everything on the screen in a single stroke. As a 
matter of fact. most of your printing can be done 
with just one command. 

Q: What 's the prin ter like in operation ? 

A• In one word : easy! In­
• credibly easy! The rib­

bon comes in a "Clean 
Hands" cartridge. So it's as 
easy to change as the tape in 
your audio cassette player. 

Q: What about reliability ? 

A• Okidata has built the reputatio n of its corn-
• plete line of pr inters on quality, dependability 

and rugged construction. The OKIMATE 10 is no ex­
ception. Don' t let its light weight and compact size 
fool you . This printer is not a toy. It's a workhorse. .} 

OIQQ111 
Avai lable at retailers everywhere. 



SOFTWARE REVIEWS 

Astro-Talk 
Computer: Commodore 64 
Publisher: Matrix 

315 Marion 
Big Rapids, MI 49307 

Mediwn: Disk 

The advent of the microcomput er in 
1977 marked the beginning of a revo­
lutionary phase in the growing resur­
gence of astrology. The speed and 
accuracy of computer -calculated 
charts suddenly allowed even the 
least mathematically-oriehted astro lo­
ger instant access to the myriad of 
complex astrologica l methods and 
techniques. The hours it took to fig­
ure a complete natal chart could now 
be devoted to analysis and interpreta­
tion . Years of data compiling and 
sorting could now be accomplished in 
a mere day or two . At the touch of a 
key, an ancient and one-time highly 
respected science was inaugurat ed 
into its modem-day resurrection. 

To have Astro -Talk calculate and 
interpret your natal chart, all you have 
to do is give your birth data: date , 
time and place. Astro-Talk provides 
three alternatives to entering birth in­
formation. The first is simply entering 
your date of birth , which would be, for 
example , 4-10-1948. Your second al­
ternative is to enter your birth date 
and your time of birth. The last option 
is the complete birth data - date , 
time and place-the latter taking the 
form of geographical latitude and lon­
gitude . Of course, the more complete 
birth data you can give, the more ac­
curate and deta iled the chart inter­
pretation will be. 

Then just sit back and prepar e for 
an absorbing look at yourself and your 
life as see n through the languag e of 
the stars . From your love life to your 
career skills, from your basic drives to 
your life challenges , from your inner 
self. intellect and imagination to your 
sense of independence and personal 
power, Astro-Talk will give you in­
sight into just about every facet of 
your life. 

As well as being your own live-in 
astrological counse lor, Astro-Talk is 
also a patient and thorough teacher. 
The Student Astroguide portion of the 
program allows you to ask for the in­
terpretation of any planetary $ign, 

' 

- -- -- --- ._I 

Astro-Talk is much 
more than just a 
computerized par/or 
game. It is an in-depth 
astrologi,cal 
interpretation program 
from the same people 
who provide a 
complete line for the 
professional astrologer. 
hous e position , asp ect or Rising sign. 
And in both the Chart Interpretati on 
and the Student Guide modes, you 
have the option of choosing the Tropi­
cal (equinox -oriented) or Sidereal 
(constellation-oriented) Zodiacs and 
whether you want the Geocentric 
(earth-centered) or Heliocentric (Sun­
centered) planetary positions. 

Push "H" for HELP and Astro-Talk 
will offer you instructions , informa­
tion, a concise introduction to astrol­
ogy or even tell you a little about 
Matrix and their line of professional 
astrological software . 

REVIEWED BY KELLEY ~E 

LESLIE SWAN 

Want a printout of what's on the 
screen? Push the "?" key and you'll 
ha ve hard-copy proof that your 
Mercury/Mars opposition does not 
necessarily condemn you to a life of 
heated argum ents . . . you may sim­
ply be a lawyer at heart! 

The documentation for this pro­
gram is sup erlative. It assumes noth ­
ing. From th e cl ear-cut loading 
instructions through the step-by -step 
explanations of the different features 
and options available, one is never 
lost , never intim idat ed and never 
bored to tears . Those folks at Matrix 
even included a glossary of astrologi­
cal terms , a listing of the latitudes and 
longitudes of major cities through out 
the world and a marvelously laid out 
flowchart of the entire program which 
they call the Roadmap . 

Astro -Talk is an adv enture that 
shouldn 't be misse d . Whether your fa­
miliarity with as trology is above aver­
age or completely nonexistent makes 
no difference . You need no passport, 
no intensive training and no specia l­
ized expertise to go on this cosmic 
voyage . Astro -Ta/k does not take you 
on a journey into the deep regions of 
oute r space . . . but rather opens the 
d_oors for an exciting exploration into 
that often mystifying and always fas­
cinating realm of inn er space ... 
yourself. C 
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SOFTWARE REVIEWS 

Model Diet 
Computer: Commodore 64 
Publisher: Softsync 

14 E. 34th Street 
New York. NY 10016 

Medium : Diskfl:ape 

P acked with close to 2,000 food 
items (generic and brand names) 
categorized und e r 16 se pa ra te 
headings, Model Diet's food library is 
amazingly comprehensive. Some of 
the categories include milk ite ms, 
fruit juices, beverag es. soups, fast 
foods, egg dishe s, vegetables. meats , 
cheese products. fish and grain prod­
ucts . Cakes,candy , salads, cereals, 
fruits and a seldom used "b uild it 
yourse lf ' class complete the listings, 
all of which can be dumped to a 
printer for easy referral. 

The last heading permits users to 
build a file from scratch , though this 
means assigning portion sizes and 
nutritional statistics . Actually, most 
meals can be analyzed and broken 
down so that they accurately fit the 
preprogrammed classifications . 

Within each category, there are 
also subtypes . Grapefruit juice can be 
fresh or canned; cheese can be Ched­
dar or Swiss; cereal can be Total or 
Wheaties. Just checking ou t the 
brand names provides an interestin g 
ins ight into what we Americans con­
sume on a regular basis . 

After user specific data has been 
entered (eating habits, health condi­
tion, age , sex, degree of salt usage 
and the like), the program disp lays 
your actual weight (self-supplied of 
course) and recomm ended weight 
based on the previous input . 

lf overweight, Model Diet shows 
you how long it will take to lose 
weight by reducing caloric intake in 
steps ranging from 100 to 700 units 
per day. 

Keying in a day 's food intake and 
saving it to compare to a prior total 
creates a comprehensive history use­
ful for meeting long range goals. This 
option can be waived if nutritional 
information about particular foods is 
all that's requ ired . The choice is 
yours. 

Amount eaten (in ounces) is a re­
quired parameter. lf unsu re of this fig­
ur e , the com pute r w ill do its 
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With Model 
Diet, good 
health has 

never been 
easier! Home 
computerists 

can 
manipulate 

vitamin 
and mineral 

intake and 
perfonn 

nutritional . compansons 
withjust 

a few 
keystrokes. 

calcula tions based upon the break­
down of an average portion. 

Beyond the dietin g and historical 
uses already mentioned , Model Diet 
provides a definitive analysis of ev­
erything eaten , imbibed or otherwis e 
ingested . Thfa personal food file can 
be compared to the RDA or against 
individu al needs as determin ed by 
the entries at startup. 

The output can be most revealing , 
especial ly in regards to the recurring 
inadequacy of the RDA as a true yard­
stick of an individual's well-being. 

Upon completio n of the diet analy­
sis , a comparison chart is portrayed 
onsc reen. It is a very striking , easy to 
und erstand way of getting a message 
across. Relative percentages of nu­
merou s vitamins (A, Bl , B2. B3, C and 
D) and minerals (iron, magnesium, 
pota ssium, phosphorous, calcium and 
prote in) are depicted. 

The next screen shows the figures 
the previous graph is based upon . 
Working from this. the program leads 
to the Vita(min)eral section . 

Here, a short summary of these es-

Rf..'VIEWED BY TED SA!AMONE 

sentia l ingred ients is provided for 
educatio nal and nutritional purposes . 
The need for each . the foods whic h 
provide it in abundance and the toxic 
levels (if any) are listed . There is also a 
rundown on symptoms or illnesses 
produced by deficiencies. 

All data can be stored to and re­
trieved from disk or cassette by fol­
lowing a few simple onscreen 
prompts. At all times , the video 
instructions are clear and concise, 
likewise the written documentation. 

Model Diet allows 64 owners to cre­
ate individualiz ed nutritional need 
files, historical databases and to com­
pare actual versus optimum intake. 
The informational aspect educates 
users about the ingredients necessary 
for a better life and the calorie coun­
ter/weigh t reduction routine can aug­
ment or supplant other dietary plans. 

Using the Model Diet shows that it 
is much more than a weight Joss 
memop ad. Faithful and intelligent use 
can make a healthier, happier person 
out of someone you can't live without 
. . . yourself! C 
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REALISTIC AIRCRAFT RESPONSE 
"Has a quali ty of realism which 
sets it apart from others. even 
those I've tested In flight school." 

Compute 's Gazett e 

"Great program! " INF0 -64 

" It is tremendous fun." 
Compute ' s Gazette 

"F light tested by an ai r traffi c 
control ler, two ski lled pilots and 
an elemen tary school class . 
Highly recommended by all." 

Mldn ite Gazette 

"This is an unbel ievably realisti c 
simulation of the di ff iculties 
facing a pilot in ins trument fly. 

ing. I'm a 747 pilot and I th ink that this simu lat ion could do 
a lot to improve the reactions and inst rument scan habits 
of even very exper ienced pilots." 747 pilot 

IFR (FLIGHT SIMULATOR) 
Commodore 64 ·~ . . ...... Tape or Disk $29.95 
VIC 20'" (unexpanded) . ...... Cartrid ge $39.95 

JOYSTICK RECU IREO 

ACAi>i:ril'! 

Commodore 64 ,. 
Disk $24.95 

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

INF0-64 

"Com puter aided Inst ructi on at 
its best." Commander 

"This is an excel lent program 
that makes typing practice an 
enjoyab le pastim e Instead of 
boring drudgery." 

DILITHIUM PRESS 

Rated the BEST educa tion al 
program for the VIC 20 

Creative Computing 

CUSTOMERS SAY: 
•· ... deli gh ted with my son's 

progress . . . he is the only one in his second grade class 
who touch types at the compu ter." 

"Your Typing Tutor Is an excellent program ... our 4 
child ren literally wait in line to use it." 

"Thoroughly sat isfied , can't believe how fast I've learned to 
typ e. I've never typed before ." 

In daily use by schools across the USA. 

TYPING TUTOR + WORD INVADERS 
NEWI Comm odore Plus/4 or 16 ... . Tape $21.95 Disk $24.95 

Commodo re 64 .. .. . . .. . . .. Tape $21.95 Disk $24.95 
VIC-20 (unexp anded) . . . .... Tape $21.95 

~~-~-~~ 

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

-=" Shipping and handling $1 .00 per ---
- order CA residents add 6% tax . ..W 

Circle Reader Service No. 20 

Programmers: Wrne 10 our Now Program Mfnager conoe 1n1ng any excepllonat Commodoro 64 progrAm you h&vo developeel, 



SOFTWARE REVIEWS 

S.A.M. execution or using a non-standard 
w edge program, SAM can be 
accessed directly from any point in a 

Computer : Commodore 64 BASIC or machine language program . 
Publisher: Tronix Publishing A two-line BASIC subroutine 

8295 South La Cienega Blvd. comp rised of a reserved string 
Inglewood, CA 90301 variable and the SYS command will 

Medium: Disk/rape do the job. Monitor maniacs must do 

U tility packages are most 
effective ly graded on two broad 
cat egories: ease of use (accessibility) 
and capability . Th e form er is 
important because the best tools in 
the world are no good to those who 
can 't use them and the latter because 
useless implements are just a waste 
of time, money and effort. Today, who 
can afford to throw all that away? 

Fortun ately for Commodore 64 

the string handling manually, but no 
doubt they' ll enjoy it! 

SAM (which occupies about 11K 
RAM) ca n be loaded with the high 
memory pointer reset to minimize 
memory usage, while the RECITER 
routine can be loaded (onscreen 
prompts alert users of the choice) into 
eithe r low or high memory. 

Now let 's return from the heights of 
esoterica to a broader plane of 
understanding . The most important 

us ers , Tronix's S.A.M . (Software -------------­
Automatic Mouth) passes muster on 
both counts . It provides excellent 
speec h synthesis without ne eding 
expensive peripherals . 

Aimed primarily at hobbyist s and 
programmers (BASIC or machine 
language) , S.A.M. can also serve 
ed ucat ionally by illu strat ing the 
deductive natur e of pronunciation, 
enunciation and overall verbal 
communication . Just lea rning the 
fundamentaJs of phonetic spelling is 
absorbing and quite informative . 

S.A.M. is actu ally composed of 
sev eral sepa ra te programs. Some 
work in conjunction with others and a 
few stand alone . Loading SAM itself 
(the speech synthesis program) aJso 
loads KNOBS (a fine tuner) and the 
SAM Wedge, a utility program which 
enhances the builtin BASIC with ten 
additional commands. 

Beyo nd these complementary 
routines , it is possible to load DEMO 
(se lf-explanatory I would say) or load 
and use SA YIT (a BASIC program 
allowing immediate mode input/ 
output.) SPEECHES (a compilation of 
familiar o rat ions), GUESSNUM 
(wonder what this could be?) and 
RECITER (an English text-to-speech 
routine) comp lete the package . 
Whew, seems like a lot! Well, it is, but 
it's also very, very easy to use. 

All the sp eech· generating 
command s in the SAM Wedge can be 
used in either immedi ate execution or 
deferred (programming) modes . For 
sophisticated hackers creating a large 
p rogram , req uiring expedited 
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An introduction to 
phonetic spelling is 
included for those 
who think phoneme is 
a typo for "phone me:' 

new command is SAY, which makes 
the computer speak its piece whether 
the input is a string variable , 
phoneme or English string in either 
mode of execution. 

PITCH and SPEED can be set for 
values ranging from O to 255, though 
the extremes are not recommended . 
LIGHT toggles the screen display on 
pr off. When left on, SAM growls a bit 
no matter what the parameters are 
set at. A cleaner sound is produced 
when no images are disp layed. 

The SAM command activates 
phonetic acceptance whil e the 
RECITER command switches to the 
English input mode . KNOBS permits 
voice changes through alteration of 
the size of SAM's throat and mouth . 
Naturally this is only symbolic! 

LOAD is used to enter th e 
RECITER program in the 64's RAM; 
ERROR alert s coders to phoneme 
spe lling mistak es. This last function 
is invaluab le! 

The QUIT command merely 
elimin ates the SAM Wed ge from 
memory . For convenience. every 
command can be abbreviated to three 
keystrokes. 

REVIEWED BY TED SAI.AMONE 

An int roduction to phonetic 
spelling is included for those who 
thought phoneme was a typo for 
· 'phone me' ' scribbled on a 
sweetheart's algebra book. 

A list of English phonemes is 
included with a word depicting the 
sound of each . Additionally, a 1,500 
word English -to-Phoneme dictionary 
covers common and difficult words as 
well as units of measure, days of the 
week, the month s. numbers , U.S. 
states and Canadian provinces. 

In case the word you're looking for 
isn't included . a short but compre­
hensive tuto ri a l outlines the 
procedure for converting any word to 
phonetic spe lling. 

Punctuation such as the hyphen , 
penod , comma and question mark 
serve to mark boundari es. Hyphens 
insen shon pauses; commas produce 
one about twice as long. Periods end 
a sentence with falling pitch while 
question marks cause the pitch to 
rise . It's all very natural sounding. 

Inflection and emphasis convey a 
tremendous amount of meaning in 
the En gli sh (or any) lan gu age. 
Without these subtle intonations, the 
power of speech would be greatly 
reduced. So would the effectiveness 
of SAM. 

Fortunately, it is capable of unlim­
ited inflection and emphasis. Stress 
markers (the numbers of one to eight 
inclusive) can be placed after the 
vowel to be emphasized . Though it 
may look funny to see hello spelled '' / 
HEH3LOW" {level three emphasis on 
the first sy llable), the system is 
straightforward and well­
documented. 

A brief memory address table, 
detailed information about S.A.M . and 
the evolution of unlimited vocabulary 
speech synthesizers wrap up the 
instruction booklet . Kudos go to the 
documentation writers for producing 
a well-organize d, clear, concise and 
fact-filled manual. 

In use, S.A.M. is reliable, flexible 
and more fun than a utility package 
has a right to be . 

Besides bei ng a first rate, use r 
friendly program (45 minutes after 
boot I had a decent program up and 
running), it is truly a brill ian t 
conversationalist . 

As S.A.M. would say , "IHTS SOW4 
SIH4MPUL". C 



XREF-6 4 BASIC CROSS REFE RENCE 
This too l allows you to loca te those hard-to-l 1nd varia bles 1n you r programs . 
Cross·re ferences all tokens (key word s). variables and cons tants 1n sorted 
order . You can even add you own tokens from oth er software such as 
UL TAABASIC or VICTAEE Listings 10 sc reen or all ASCII printers . 

DISK $17 .95 

SYNTH Y -6 4 
Thi s 1s renowned as 1he finest mus ic synthe sizers available at any price . 
Others may have a lot ol onscreen frills, but SYNTHY- 64 makes music better 
than them all . No thing comes clo se to the per formance ol this package . 
Includes manual with tutorial. sampl e music . 

DISK $27.95 TAPE $24 .95 

UL TRABA SIC-64 
This package adds 50 powerful commands (many found 1n VIDEO BASIC. 
above)· H IRES, MUL TI. DOT. DRAW. CIRCL E. BOX. FILL. JOY. TURTLE. 
MOVE. TUAN. HARO, SOUND . SPRITE. ROTATE . more. A ll command s 
are easy to use. Includes manual wi th two·pa rt tutorial and demo. 

DISK $27 .9 5 TAPE $24 .95 

CHARTPA K-64 
Tt11s finest charting package draw s pie. bar and line chart s and graph s from 
your da ta or DIF, Mul t1plan and Bus 1calc files . Chart s are drawn 1n any of 
2 formats. Change for mat and build ano ther chart 1mmed1ately . Hardcopy 
10 MPS80 1, Epso n, Ok1data. Prowri ter . Include s manua l and tutor ial. 

DISK $42 .95 

CHARTPLO T -64 
Same as CHAATPA CK·64 lo, highe st quality output to most popular pen 
plot1ers. DISK $84 .95 

DEALER INQUIRIES ARE INVITED 

FREE CATALOG Ask for a listing of other 
Abacus Software for Commodore-64 or Vlc-20 
DISTRIBUTORS 

0111t llrtlaln: Belgulm: France: 
AOAMSOFT Inter. Services MICRO APPLICATION 
18 Norwich Ave. AVGullaume 30 147 Avenue Paul·Ooumer 
Rochdale. Lanu. Brussel 1160. Be!Qulm RueWI Malmaison, France 
706-S24304 2-660-1«7 1732,9254 

Wtat Germany: Sweden: Auatrtlla: 
DATA BECKfR TIAL TRADING CW ELECTRONICS 
Merowingerstr 30 PO 516 416 Logan Road 
4000 Ousseklorf J.4300 AJmhu" Bristi.ne, Queens 
0211/312085 476-12304 07-397-08-08 

New Zullnd: 
VISCOUNT ELECTRONICS 
306-308 Church Street 
Patmer, ton North 
63-86-696 

Commodore 64 is a reg. T.M. of Commodore Business Machines 

CADPAK-64 
This advanced des ign package has outstanding featur es· two Hires 
screens. draw LINEs. AAY s. CIRCLES. BOXEs: freehand DRAW : FILL w1lh 
pat1erns; COPY areas: SAVE/RECALL pictu res. de fin e and use intricate 
OBJECTS . insert text on screen : UNDO last function. Requires hig h qua lity 
hghtpen . We reco mmend McPen . Includes manua l w ith tu torial. 
DISK $49.95 McPen light pen $49.95 

MASTER 64 
This professional app lication de velop ment package adds t 00 pow erful 
commands 10 BAS IC including las t !SAM indexed Ill es: simplified yet 
sophisticat ed screen and printer management. prog rammer's aid : BASIC 
11 0 comman ds. 22 ·d1g11 ar11hme11c . machine language monitor. Runtime 
package for royalty -free d1str1bution ol your programs . Includ es t SOpp . 
manua l. 

DISK $84 .95 

VIDEO BASIC-64 
Th is supe rb graphics and sound developme nt package lets you writ e soft· 
ware for d lstnbuhon withou t royalties Has hires. mult1color. spri te and 
turtl e graphi cs. audio commands lor simple or complex music and sound 
effects . two sizes ol hardcopy to most do t ma tr ix printers: game features 
such as sprit e co llision detection. lightpen . game paddle: memor y 
man agem ent lor mu ltiple graphic s screens. screen copy, etc. 

DISK $59.95 

TAS-64 FOR SERIOUS INVESTORS 
This soph isticated charting syste m plots more than t 5 technical 1nd1cators 
on spill screen . moving averages ; oscilla tors. trading brands : least squares: 
trend lines. superi mpose gra phs: five volume indica tors. relative strength : 
vo lumes. more Online da ta co llec tion DJNR/S or Warner. 175pp . manu al . 
Tutorial. DISK $84 .95 

AVAILABLE AT COMPUTER STORES, OR WRITE: 

AbacU5 lifflUttHI Software 
P.O. BOX 7211 GRAND RAPIDS. MICH. 49510 
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 
or charge card. (Michigan Residents add 4% sales tax). 

FOR QUICK SERVICE PHONE 616-241-5510 
Circle Reader Service No. 23 



JIFFIES 

A VIC 20 Christmas 
The music is playing-sounding songs of Christmas 
- and the screen is aglow with flashing colorfuJ lights . 
Tune after tune plays-seven in all-and the n the con­
cert begins again. The source? Your VIC 20 computer, 
running this all-BASIC program. Have a sing-along and 
let the VIC lead it for you I 

What it Does 
As you listen to the songs this program plays, you will 

find that they use two voices very effectively. Different 
speed s (tempos) are used and each song changes keys 
(tonalities ) for best results . The transition from tune to 
tun e is made smooth er by using short interludes . What 
you hear is a medley of seven Christmas songs-a med­
ley that will surprise even the accomplished musicia n. 
Run it and hear for yourself! 

How it Works 
The notes are stored in an array. Two tune strings are 

read from data . The position count er is set to one. The 
first character of each tune string is extracted using the 
MID$ function. This characte r will set the tempo of the 
tune . Then , the program loops back to line 100 and the 
position counte r is incremented by one. 

The next charact er of each tune string is now ex­
tracted (using MID$). Now, the ASCII code of this char­
acter is found and 59 subtr acted from the resuJt. The 
note array is referenced at the number just calculated 
and the note value found there is poked into the proper 
voice . A color ball is poked to a random color and posi­
tion on the screen and the note is held for the tempo 
set earlier. Then , the program loops between line 100 
and line 180 until the position counter exceeds the 
length of either tun e st ring. At this point, the program 
count er is reset to one and the whole process starts over 
with line 60. 

The result: a VIC 20 Christmas with flashing lights 
and Christmas carols playing for you!! 

Line-By-Line Trace 
5. REM author and title of program. 

10. and 12. PRINTed on the screen . 
15. and 20. Note array values . 
25. Clear all sound registers. 
30. Dimension note array . 
40. READ note values into note array. 
50. Set volume- moderately loud. 
60. READ two tune st rings. 
70. Check for start-o ver value. 
80. Set position counter to value of one . 

100. If the position counter value is greater 
than the length of the tune string, then 
READ another tune string, 

110. Set N to the ASCil code of the charac ter 
found at position P in the A$, then sub­
tract 59 from this value. 

111 to 113. Negative values of N will set tempos for 
tunes . 
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BY DONALD J. EDDINGTON 

Merry Christmas to all, and to 
everyone a tuneful New Year. 
Run this VIC 20 program today 
and listen to these tunes of 
Christmas good cheer! 

115. 

125. 

130. 

140. 

150. 

170. 

180. 

190. 

Pick a random screen position and a ran­
dom color. 
POKE a color ball onto the screen-ra n­
dom position and color. 
Set G to the value found at position N of 
the Z% (notes) array . 
Set N to the ASCII code of the character 
found at position P in the 8$ , then subtrac t 
59 from this value. 
Set H to the value found at position N of 
the Z% (notes ) array. Add one to the posi­
tion count er. 
POKE the G value into the high voice; 
POKE the H value into the middle voice. 
Hold notes for tempo se tting T, then loop 
back to line 100 for more notes. 
Start program over: wait one second, then 
rese t the data pointe rs to top of data (with 
RESTORE). 

1000 to 
1300. 

All tune strmgs which play the seven 
Christmas carols in two-voice style. C 

VIC 20 Christmas 
5 REM VIC 20 CHRI STMAS BY D.J . 

EDDINGTON 
10 PRINT"[CLEAR,BLUE , SPACE2) 

A VIC 20 CHRISTMAS[SPACE4 , DOWN, 
WHITE)BY D.J . EDDINGTON" 

12 PRINT " [RED, DOWN, SPACE2)MERRY 
[SPACE3 ] CHRISTMAS !!" 

15 DATA 0 , 163 , 175,183,187 , l91 , 19 5, 199 , 
201 , 203 , 207 , 209,212 , 215 , 217 , 219 , 
2 2 1 , 2 2 3 Continued on pg. 44 



OTHER BOOKS AVAILABLE SOON 

THE ANATOMY OF THE C-6 4 
1s the insider's guide to 1he lesser known leatures or 
the Commodore 64 Includes chapters on graphics, 
sound synthesis. inpuVoutpul control. sample programs 
using the kernal routines. more For those who need 10 
know. 11 includes the compte1e disassembled and 
documented ROM hsllngs 
ISBN-0-916439 -00-3 300DD S 19.95 

THE ANATOMY OF THE 1541 
DISK DRIVE 
unravels the mysleries ol using lhe misunderstood disk 
d11ve. Derails tne use or program. sequenual. relative 
and d1rec1 access hies Include many sample programs 
FILE PROTECT DIRECTORY DISK MONITOR. BACKUP. 
MERGE. COPY. others Describes internals ol DOS wuh 
completely d1saddembled and commen1ed hs1mgs of lhe 
1541 ROMS. 
ISBN-0-916439-01-1 320pp $19 .95 

MACHINE LANGUAGE FOR C-64 
1s aimed al those who wan1 to progress beyond BASIC 
Wnle tas1er, more memory eflic1en1 programs in machine 
language. Test 1s specihcally geared 10 Commodore 64. 
Learns all 65t0 1nstruct1ons. Includes listings lor 3 full 
length programs: ASSEMBLER. DISASSEMBLER and 
amazing 6510 SIMULATOR so you can "sec·· the opera· 
lion or the ·54, 
ISBN·0·916439·02 ·X 200pp S 14 .95 

TRICKS & TIPS FOR THE C-64 
1s a collect1on of easy·IO·use programming techrnques lor 
the ·54_ A perlect companion for those who have run 
up against !hose hard 10 solve programming problems. 
Covers advanced graphics. easy data mpul, BASIC 
enhancements. CP/M cartridge on the ·54. POKEs. user 
defined character sels. 1oys11ck/mouse simulation. 1rans· 
rernng data between comuters, more A treasure chest 
ISBN-0·916439-03-8 250pp S 19.95 

GRAPHICS BOOK FOR 
THE C-64 
takes you trom the fundamentals ot graphic to 
advanced topics such as computer aided design Shows 
you how to program new charac1er sets. move sprites. 
draw in HIRES and MUL TICOLOR. use a hghtoen. 
handle IROs. do 30 graphics. proiecuons. curves and 
animation. Includes dozens ol samples. 

ISBN·0-916439-05 ·4 280pp S19.95 

ADVANCED MACHINE 
LANGUAGE FOR THE C-64 
q1ves you an intensive treatment ol lhe powerful '64 
features Author Lothar Enghsch delves into areas such 
as interrupts. the video con1roller. the timer. the real 
time clock. parallel and serial 1/0. extending BASIC and 
1rps and 111cks lrom machine language. more 

ISBN-0-9 16439-06·2 200pp S 14.95 

IDEAS FOR USE ON YOUR C-64 
1s tor tllose who wonder whal you can do w11h your '64 
II 1s written ror the novice and presents dozens of 
program listing the many. many uses tor your 
computer Themes include: auto expenses. electronic 
calculator. recipe file. stock hsls. construction cost 
es11mator. personal health record d1el planner. store 
window advert1s1ng. computer poetry. party inv1tat1ons 
and more 
tSBN·0·916439-07-0 200pp $12.95 

PRINTER BOOK FOR THE C-64 
t1nally s1mphhes your understanding of the 1525. 
MPS/BO I . 1520. t 526 and Epson compatible printers 
Packed with examples and u11lity programs. you'll learn 
now to make hardcopy ol texl and graphics. use secon­
dary addresses. plot 1n 3-0 . and much more. Includes 
commented hsung ol MPS 801 ROMs. 
1SBN·0·916439 ·08-9 350pp . S 19.95 

The ultimate source 
for Commodore-64 
Computer lnfonnaUon 

SCIENCE/ENGINEERING 
ON THE C-64 
1s an mtroduc11on to the world ol compulers 1n science 
Describes variable types. compu1a11onat accuracy. 
various sort atogr1thms Topics include linear and 
nonhnear regression. CHl·SQuare d1str1bu11on. Fourier 
~nalys1s matrix calcula11ons. more Programs rrom 
chemistry. physics. biology. as1ronomy and electronics 
Includes many program hst1ngs 
ISBN-0-916439 -09· 7 250pp S 19.95 

C ASSETTE BOOK FOR THE C -64 
(or Vic 20) contains all the information you need to 
know about using and programming the Commodore 
Oa1asene Includes many example programs Also con· 
1ams a new operating system tor last loading. saving 
and l1ndmg of hies. 

ISBN-0-916439-0 4-6 180pp . S 12.95 

DEALER INQUIRIES ARE INVITED 
IN CANADA CONTACT: 
The Book Centre. 1140 Beaulac Street 
Montreal. Quebec H4R1R8 Phone: (514) 322·4154 

AVAILABLE AT COMPUTER STORES, OR WRITE: 

Ahx:us ;mttrn; Software 
p .0. BOX 7211 GRAND RAPIDS, Ml 49510 

E•cluelve U.S. DATA BECKER Publlahe,. 

For postage & handling, add $.1.00 (U.S. and ~ I 
Canada), add $6.00 for foreign. Make payment -
in U.S. dollens by check, money order of 
charge card. (Michigan Reaidenta add 4% I• Hi•l 
aalea 1 .. . ) 

FOR QUICK SE RVICE PHONE (618) 241-55 10 
Commocio,1 04 la a rog. T.M. ol Co mmod0<1 8 ualnua Macnin.a 

Circle Reader Service No. 22 



JIFFIES 
Continued from pg. 42 
20 DATA 225,227,228,229,231 , 232 , 234, 

235 , 236,237 , 238 , 239,240 , 241,242, 
24 3 , 0 

25 FOR J=3 68 74 TO 36878 : POKE J , O 
:NEXT J 

30 DIM 2%(34) 
40 FOR J=O TO 34 :READ Z%(J) :NEXT J 

: POKE 368 79,90 
50 POKE 36878 , 10 
60 READ A$,B$ 
70 IF A$=11 Z11THEN 190 
80 P=l 
100 IF LEN(MID$(A$ , P ,1)) =0 THEN 60 
11 0 N=ASC(MID$(A$ , P , l))-59 
111 IF N=- 2 THEN T=l3 0 :P=P+l : GOTO 110 
112 IF N=-3 THEN T=80:P=P+l:GOTO 110 
113 IF N=-4 THEN T=50 : P=P+l:GOTO 110 
115 X=INT(416*RND(l)):Y=INT(8*RND(l)) 
125 POKE 38510+X , Y:POKE 7790+X,81 
130 G=Z% (N) 
140 N=ASC(MIDS(BS , P,1))-59 
l 5 0 H = Z % ( N) : P = P+ 1 
170 POKE 36876 , G:POKE 36875,H 
180 FOR X=l TO T : NEXT: GOTO 100 
190 FOR T=l TO 1000:NEXT:RESTORE 

: GOTO 40 
1000 DATA11 7E)E)EEEJE)E]EEE)E) 

HHAAACEEEEEEE)FJF]F]FHF]E)E)EFE) 
C) C)E)CCCCHHHJ-111 

1010 DATA11 7AAHIIJJHHAAHHJJHHAAHHJJIIHG 
HJKKHHJJMMIIFFAAHHJJHJGGMMJJGJ] 
MLJHFEC11 

1020 DATA11 E)E]EEE)E]E)EEE]E) 
HHAAACEEEEEEEJF]F)F)FHF]E)E)EFH) 
H)F]C ]AAAAM))))]" 

1030 DATA"AAHHJJHHAAHHJJHHAAHHJJIIHGH 
JKKHHJJMMIIFFAAHHJJHJHHLLJJLL] 
LJHA] ] ] ] ] " 

1040 DATA"8CDEEHHGGHH)))CCCH)HJHGE]E] 
E)J]JLJHG]G)G)L)LMLJHHEECDE)J)G) 
HHHHCCHJH)H]" 

1050 DATA"8LLMLJJOMLH=]] 
MMMLLHHLLMMLLOONNJJNNOOLLQQPPLLP 
PQQMMLLMLJHJMLLHH)MLJHJMH" 

1060 DATA"GGG)GGHHGGEECCC]JJLLJJHHOOC) 
CDEEJJGGHHII) CCH) HJHGE) EJ E ) J) 
JLJHG) GJ G) II 

107 0 DATA II LLCCOOQQOOONMJ HGCCIIHJJ LMLJH 
JLLMLJHJCHH==)MLLHHLLMMHH) 
ONNJJ NNOOJJ) Q" 

1073 DATA11 L)LMLJHHEECDE)J]G]HH]))]J) 
LLLLJJJJHHJJGGGGGG])) " 

107 (, DATA11 PPLLPPQQMMLLMLJLMJHH==J]]) 
LLLLMMMMKKKKLLL€@@]]) 11 

1080 DATA" 8E ] E) L) L)JJH] GJ E]C) E)G] H]J] 
LLLLL) E] E) L) L]J) H)G] E]C] E)G] H)J) 
LLLLL]" 

1090 DATA" B])EEHHGGDDEE@@AAHHMMLLQOMQ 
QQPNPP]]EEHHGGDDEE@@AAHHMMLLQOMQ 
QQPNPL11 

1100 DATA" LLMMJJLLMMOOQQLLJJHHEEGGHHJ 
JJ]HHJJLLLLMML)LLJJHHGGEEE)HGE] 
JJJJHHJJLLMM " 
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111 0 DATA11 IEJHGGHHJJLLMOQQNPQONJOJQJS 
QOMLLOOTQOHQQOOQHMGLEJDEEHHLJHHG 
GCCEEGGHHJJ" 

1112 DATA"OOQQLLLJJJHHHGGGGEEEEEEEEEE) 
]GGGEGECCCC)] 11 

1114 DATA" LLMMQQQMMMKKKLLJJHHHHHEEEEE) 
)CCCECEGGGG))11 

1120 DATA"9CCCCCLLLKL)L] 
MMMLMMNNOOTTSSQ]QQQNO)O] 
OOOMLLMMLLLJH)JJLLMMOOQQGGGJHH11 

1130 DATA"9]] )]]HHONOORRSSJRSSWWXXXXW 
WNNOTXWX]T]SSOOTSQQPNPSQPOMOHSJT 
LTMOMLMLH" 

1132 DATA"JJLLMMOOQQSSSSVVTTTT])]] 
TTTTRROOMMMMMMM]OOOOQQTTRROOMMMM] 
] ] II 

1134 D/\TA"GGHHJJLLMLJGCCGGHHHH]]]J 
HHHHJJLLMMQOMMM]KLH]HHKKJJKKMMMM) 
l] II 

1140 DATA"9MMMOMMJJJJJ]MMMOMMJJJJJ] 
TTT]TTQQQQQ)RRR]RRMMMMM]OOOJ 
OORRRQOOMMMOMMJJJJJ]" 

1150 DATA" 9JJJKJJMMMOMMJJJKJJMMMOMMKM 
OMKMKKJJHHJKMJKMJJHHFFKKFFKKOOOM 
KKJJJKJJMMMOMM" 

1160 DATA"OOO]OORRRQOOMMMOMMJJJJJ]TTT) 
TTWWWTQQRRRRR]VVVVV] 
RRRMJJMMMKHHFFFFFFFFFFF]]J" 

1170 DATA" KKFFKKOOOMKKJJJKJJMMMOMMKKM 
MOOQQTTYWVVTTRRYYVVRRMMMMM] 
MMMMMKKKJJHHJJJJJ]]] " 

1173 DATA"RRRQRRPPPOPPOOOMKKPPDDCCCCC 
CCC)]] " 

1176 DATA"UWUTUYTUTSTYUWURUUPPTMKKIII 
FFF] ] l " 

1180 DATA"8KKKKHHHIKKPPPPOPRRPP00MMKK 
KKK)OPRRPPOOMLKKPPHHKMKKIIHHFFKK 
K) KKK)" 

1190 DATA"8PPOOMMKKPPOOMMKKIIMMJJSSTP 
OOMMKKIIMMJJSSTPOMKPQQRPOMKHFDCF 
IKIKM011 

120 0 DATA11 KKKKHHHIKKPPPPOPRRPPOOMMKKK 
KK)OPRRPPOOMLKKPPHHKMKKIIHHFFDDD 
OPP]]]] " 

121 (l DATA II PPOOMMKKPPOOMMKK I IMl'lJJSS'I'PO 
OMMKKIIMMJJSSTPOMKPQQRPOMKHFCDKM 
KDD]J]]" 

1213 DATA11 PPPPOOOO)RRHRRQQQQQQ]] 11 

1215 DATA11 HHIIKKHH]OOKKKMKHHHH] ) 11 

1220 D/\TA11 8MMMMFFHJJHFFHJJHFFMOOLMMMM] 
MOJOMMJMMMKKJHHFHHJHHHH" 

1230 DATA11 8MMMMJJKMMKJJKMMKJHFKFKJHFJ 
KMKFKJKRQOMQQRMMJMQRQOMM11 

1240 DATA11 7JJKKMMMMRROOMMMMJJKKM) 
MMRROOMMMMJJKKMMMMOOJJKKHHFFEEFF 
FHJJFFKKKK11 

1250 DAT/\"7RRQQMMJJKKKKJJFFMMKKJJMM00 
KKJJFFMMOORRFFGJO~THOKJJKKJHF~FF 
JMOOMM" 

1260 DATA "JJKKMMMMOOJJKKliHI:'FEEE'FFFl•'FF 
Fl:']M]RR]] " 

l 27CJ DATA II RQOMJJ FFGJOMOOKKMMMKJJ HJ<JJ Ii 
KJ)M]FF] J 11 

1300 DA'rA11 Z11 , " Z", 11 Z11 
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PASCAL-64 
This full compiler produces fast 6502 
machine code. Supports major data Types: 
REAL , INTEGER, BOOLEAN , CHAR. 
multiple dimension arrays . RECORD, FILE. 
SET and pointer . Offers easy string handl· 
ing. procedur es for sequential and relative 
data management and ability to write IN· 
TERRUPT routines in Pascal! Extens ions 
included for high reso lution and sprite 
graph ics . Link to ASSEM/MON mach ine 
language . DISK S39.95 

DATAMAT-64 
This powerful data base manager handles 
up to 2000 records per disk . You selecl the 
scree n format using up to 50 fields per 
record . DAT AMAT 64 can sort on mult iple 
fields in any combinat ion. Complete report 
writing capabil ities to all COMMODORE or 
ASCII printers . DISK $39.93 
Available November 

TEXTOMAT-64 
This complete word proce ssor displays 80 
columns using horizonta l scrolling . In 
memory editing up to 24,000 chara cterrs 
plus chain ing of longer documents . 
Complete text formatting. block operations . 
form letters . on-screen prompt ing. 

Ava ilable November DISK $39.95 

I 
I 
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ASSEMBLER/ 
MONITOR-64 
This complete language deve lopmen t 
package features a macro assemb ler and 
extended monitor . The macro assembl er 
offers freeform input. complete assembler 
lis ting s with symbol table (label). condi · 
tional assembly . 
The extended monitor has all the standard 
commands plus single step. quick trace 
breakpoint. bank switchi ng and more . 

DISK $39.95 

BASIC-64 
This is a full compiler that won·t break your 
budget. Is compat ible with Commodore 64 
BASIC. Compiles to last machine code . 
Protect your valuable source code by corn· 
piling with BASIC 64. 
Available December DISK $39. 95 

ADA TRAINING COURSE 
This package 1s an introduction to ADA. the 
official language ot the Departm ent of 
Defense and the programming language of 
the future. Includes editor. syntax 
checker/compiler and 110 page step by 
step manual descr ibint the language . 
Ava ilable November 

DISK $79.95 

OTHER NEW SOFTWARE COMING SOON! 

All software products featured above 
have inside disk storage pockets , 
and heavy 3-ring-binder for max i­
mum durability and easy reference . 

II t 
DEALER INQUIRIES INVITED 

AVAILABLE AT COMPUTER STORES, OR WRITE: 

Abcx:us IIlfill Software 
P.O. BOX 7211 GRAND RAPIDS, Ml 49510 

bclu.tve u.a. DATA 81!CKER f'ubi.here 

For 1)()11.lge & handling, add $,4.00 (U.S. and -.i 
Canada), add 16.00 lor lor•lgn . Make payment 

1
......J 

In U.S. dollare by check, mon•y order of • 
charge card. (Michigan RHidenta add 4~ •.. 
11i.1 tax .) 

FOR QUICK SERVICE PHONE (818) 241-5510 

Comr,,odOte ~ ,,•reg , T.M. ot Commocto,e But lneu Machlnea 
Circle Reader Service No. 21 



JIFFIES 

Renaming Diskettes on 
the 1541 
0 ften as a diskett e accum ulates programs and 

other files, the name it was originally assign ed becomes 
inappropriate for one reason or another. Maybe a disk 
that started as GAMES wou ld more appropriately be 
called CARD GAMES, or maybe UTILITYS, misspelled, 
would look nicer to your friends as UTILITIES. For 
wha tever reasons, we really could use an easy way to 
change the names on our disk ette s. 

The short program below reads and displays the name 
of any diskette, changes it on request, then reads and 
displays the new name as proof that all went well. It 
can't change the two-charact er disk I.D. code, since 
that code is recorded 683 times on each diskette in 
places that are not acc ess ible to normal programs . 
Although our program uses some highly technica l (and 
highly powerfu l !) direct access disk commands, it can 
be entered and used by anyone who can type simp le 
BASIC programs . 

Typing and Testing the Program 
As you type the program, be particular ly careful with 

the lines that include OPEN, PRINT# and CLOSE 
commands , because errors in those lines can wreak 
havo c on unsuspecting diskettes. When you enter the 
PRINT# command, it 's illegal to leave a space between 
the "PRINT" and the" # " . Also. you cannot use the"?" 
abbreviation followed by a "#" . If you make this error, 
the resulting line will look perfectly normal , but will give 
you a synt ax error every time it' s execu ted . The proper 
abbrevi ation for PRINT# . as listed in your user's guide, 
is "P shift R" . 

In line 180, the mate rial between the quotes must be 
16 shifted spaces. And the PRINT# statem ent in line 
200 must end with a semicolon . 

After you type the program, sa ve it on a good 
diskette . Then test it on an unimporta nt scratc h dis k, 
just in cas e you've includ ed some sort of destructive 
error. Add a program or two to a new ly formatte d 
diskette (the scratch disk). then change its name a few 
times . (If you press return in response to the "New 
Name " prompt , the former nam e will be retai ned .) 

If everything see ms to be workjng , run one of the 
program s on the disk, just to be sure some sub tle 
programming error hasn't overwritte n them . At that 
point, your disk ren amer has passed the acid test and 
you should be able to use it safely for a long. long time. 

Theory of Operation 
The program is simp le and st raightforward, but the 

direct access command s may be unfam iliar, so we' ll 
outline their operatio n here . 

Linea 120 -130 prepar e the 1541 for direct access 
operation-for having its sectors read and written 
directly , rather than as parts of programs or files. 

Line 250 finds the disk sector which holds the disk 
nam e, and stores a copy of that sec tor in the 1541 's 
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BY LOUIS F. SANDER 

This short program reads and 
displays the name of any diskette, 
changes it, then reads and 
displays the new name. 

buffer memory . Line 260 locates the disk name within 
that buffer and lines 280-300 store it in the string 
variable DN$. 

Lines 190-200 operate on the memory buffer, 
replacing the original disk name with the new one you 
have entered . Line 210 writes the revised buffer onto the 
original sector of the disk and line 230 terminates the 
direct access activiti es. 

Assuming that you can follow the other lines . that's all 
there is to renaming a diskette. We hope this little utility 
is as useful to you as it has been to us. and we hope 
you'll remember where you got it! C 

10~ PRINT"[ CLEAR, DOWN) 
DI SKETTE RENAME PROGRAM"' BAPC 

110 PRINT"[DOWN] LOUIS F. SANDER, 
4/24/84 [DOWN] 11 ' BAGC 

12 0 OPEN 15, 8 ,1 5 ' BHAX 
1 3 0 0 PEN 2 , 8 , 2 , 11 ff 11 

' BG BY 
140 GOSUB 250'B DKA 
150 PRINT TAB(l5) 11 [DOWN2, CMOR Tl6 , UP2] 

": NN$=DN$' DKDP 
1 60 INPUT"[SPACE5)NEW NAME";NN$ ' BEGF 
170 I F LEN(NN$)>16 THEN PRINT 

TAB(l4) " [DOWN, RVS]TOO LONG!" 
:GOTO 150 ' HOFL 

180 NNS=NN$+ " (SHFT SPACEl6] 11 ' CGKP 
187 : ' ABHK 
188 REM* * WRITE NEW DISK NAME **'BUWQ 
189 : ' ABHM 
190 PRINT#l5 , "B-P : ";2;144' BJDH 
200 PRINTlt2 , LEFT$(NN$ ,1 6); 

: REM NO CR! I DRJB 
210 PRINTH15 ," U2 : "; 2 ; 0 ;1 8 ; 0 ' BMMA 
212 : ' ABHY 
220 GOSUB 250 ' BDKY 
225 PRINT#l5 ," I0 "' BDUE 
230 CLOSE 2 :CLOSE 15 ' CES8 
240 END' BACA 
24 7 :' ABHH 
248 REM ** READ DISK NAME ** ' BQIM 
249 :' ABHJ 
250 PRINTU5 , 11 Ul :"; 2 ; 0 ;1 8 ; 0 ' BMLE 
260 PRINT#l5 , "B-P: "; 2;14 4 ' BJDF 
270 DNS=""' BDDE 
280 FOR I=l TO l~ ' DEIG 
290 GET#2 , A$:DNS=DN$+A$'DOMJ 
300 NEXT'BAEW 
3 1 0 PRINT" [DOWN] DISK NAME IS 

: "DNS'B DND 
32~ RETURN' BAQY 
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[!lcommodore 
M 80 1 Dot Matr ix Paralle l S2 HJ 00 
MCS 80 1 Color P1•tt1t.or . ........ . ....... , .. $,199 00 
1520 Color Pr tn t.orlPJott er .. ....... ... ... S 120 ,00 
1530 Dat.ase tt.c . ...... .. .... ..... , .......... .... . S69 .09 
1541 Dtsk Dr tve .. ...... ........ . ..... .. ..... $249 .0 0 
1!!00 Vfc Modem . ....... .. ............. S59 99 
1610 Vtc Term 40 .S69 99 
1850 Aut o MOdRm ...... $89 89 
1702 Color Mon itor S2'19 00 
OPS Dl\l~ywt1ou i P,· 1nta1• , $4 69 00 
oa~k organc,er r,ook... ........... . . $40 .90 
131 l Joyst ic k . . ea.oh , .. • , ... ,... .... , $1 99 
J 3 J 2 P!Ldd les ... ..... .... .. ... . ......... ,,$ \l 99 
l l 10 V!C 8K .. .. . .. .. .. .. ... .. ... • S4 2.99 
111 l VIC 16 K ...................... ..$09 .99 
IEEE RS-2 3 2 int e r fac e $4 2 .99 
12 11 S\lpe r Exp a n der $63 99 

MSD DRIVES 
SO 1 Diak Dr1v1> 
SO 2 Disk Driv e • 

CAR DCO 
Llgh~ Po n ....... 
3 Slo~ VIC £x panston rnterfll cts •. , , 
6 Slot £ xpa'1st on In erraoe . 
Casset ~ 1me r:ace .. 
Parallel Pr int er lnLer face 
Parallel Interface •.-,• Graphics 
CRsr.,n~e Deck 

OR AN GE MICRO 

S3:l0 00 
$ 669 00 

,$J2 .911 
$3300 
$7999 
S29 99 
S4 909 
S69 99 
S31! 9A 

Grapplnr CD lnt.crfaoe. .$ 111100 

T Y-MAC 
06 4 Prlnte:• In~er!iu:t' .. .... .. $99 .99 

PERSON AL PERIPHERALS 
Super Sketch Grap hi cs Pa.cl S39 99 

KOALA 
C64 Ko.ila Pad Rm :. $79.99 

SX-64 PORTABLE 
Call for CBM 4 Plus $799 

Commodore 64 ...................... Sl99 
VIC 20 ................................. CALL 

MONITORS 
AM DEK 

300 Gronn . 
300 Amber 
t low Color 300 

B MC 
1201 (12" Oreen J 
919 1 Plus Colo :' 

122 " Oroon 
GORIL LA 

12 " Am ber 

JB 130 1 Groen 
JB 120 8 Amoor 
JD 121 6 Color 

NE C 

S AKA TA 
50-1 00 Colo r • 
SG,1000 Greer. 
SG-1000 Ambor 

100 12" Gre~n 
100 12·· Amtwr 

PI I. 9" Ort!en 
PI 2. J 2· oreon 
PI 3 . 1:r Am be r 
P1 •l . 0 Am be r 
1400 Color 

TAXAN 

US I 

ZENITH 
ZVM 122 A mber 
ZVM 123 Groen 

..$ 129 .00 
S14 0 .00 

... S1!60.00 

see 99 
$249 00 

$89 .90 
$89.09 

.. $139 99 
.$ l4 R !lll 
$1!8000 

S209 00 
S 129 00 
$ 13900 

S 125 00 
$ 11900 

$99911 
$ 119 9 0 

, $1 2 9 .00 
.. .. . $11 9 99 

S249 99 

. S89 9 9 
$84 99 

SOFTWARE 

PR INTERS 
C. !TOH 

Pro w mo r 66 I OP 
Prowr 1rnr 1660P 
A 10 (i 8 cpft) Son or Stnr wrltttr 
fl0 ,40 $tl\rv/1•1t t6r 
r 10 Oil l'rlntmMtl' r 

COMREX 

$339 00 
$60 0 00 
S5tl0 OD 
SIM9 00 

S 1!MOOO 

ComWr ltor TT Lo~tor Quall ty ............. 644 9 .00 

EPSO N 
RX 80. R X SO!'T. RX 100 PX 60 PX · I OO CAL L 

JUKI 
6100 S4 6P 00 

MAN N ES MA N T A l,LY 
ll)Ol, $869 00 
I SOL $'149 .00 
Splrll 80 $ 289 00 

NEJC 
6027 Dot Matrix . 

OKIDATA 
82. 83. 84. 92. 93. :!JOO. 24 10 

Comput. 2. 
Comp ic t M 

OLYMPIA 

SMITH CORON A 
T P 1000 

SI L VER REED 
500 I.Otto~ Quality 
550 l ~l · cr Qunll:y 
770 Lt>;t~r Quallty 

134 0 
l:S6 1 

TOSII1BA 

$36900 

CA L[, 

S4 7900 
S!!09 00 
S32900 

$44 900 

.$44 900 
S549 00 
$869 00 

$82900 
S\309 .00 

PROFESSION AL SOFTWARE (84) Trivia Fever ....... $29.99 
COMMODORE (64 ) 

C-6 4 RereNince Guido. . ...... S l8 99 
Easy Calc .S65.00 
Easy finance I ii . Ill IV .S 19 99 
E.:Lr.y 1,l !Lll... S IR !19 
E:o..sy Sari;>~.. $39 ll 9 

C'BS (64) 
Addi t ion &: Subtr!Mltlon . ....... ........ $1 8.90 
!.I near Equatlun S 10 !lA 
Multt pllcauon &! Divisio n S JO 99 
Quadra t !c Equ at ions... .... S16 99 

CONT IN ENTAL SOFT WARE (64 ) 
The Homa Accouni.an , ......... , .... S49 99 

Pra ci!Ca.lO 
l'ructlf'llo 

CSA (64 ) 

OJ<;SJONWA RE (6 4) 
Cry , o Clu b 
Trnp ·a· ZOld 

$30 .00 
S3A.09 

. $29 99 
$2 0 00 

DY NA T ECH (64 ) 
Codo, ·,rt :er . S 70.99 

ELECTRONI C A RTS (64 ) 
PlnbRll Con,tructton see 99 
Cut &: PMt" $ 39 99 
Hn."<I Hat. Mll.ck $'18. 00 

El'YX: (6 6 4/VIC) 
T•m pl • 01 Ap dhtl !. . • 
Upp~I' R• IOhnR or Apnhnl 
Jumpmnn rJ11nto r 

HES (64) 
Tr i math 
Tho Pll 

Sli9 .99 
s10 rm 
S:.l9 99 

.$ 22.9 9 
Sl 2.99 

Oh(')~; Mn11 0 1• 

PM ! ChallMgu . 
lfo ~ Mon 64 
Jiu~ Wr 1t ,1r Cl4 . 

, , .. , ...... "" .. $ 12.99 
SH 90 
$211011 
$:lll ll!l 

INl rOCOM (64) 
7.ork I. II , 111 . . S27. ll ll 
Uen tl llne S29 99 
W itn ess. .. . . ........ S29 .99 

PROFESS IONAi , SOFTWARE (64 ) 
\'l oNI Pro 0 4 plu• Spell $ 69 09 

P ROGRAM INTERNATION AL 
Suporbn•n 64 $4 9 00 

SPINN A Kl!lR (64) 
S11uop~r 'T roopa \ or 2 
P,•11.a. Oraw1ng 
Kul • nn Kny K 

SCRF.F.NPLAY (64 ) 

. $ 89 99 
$ 2999 

• , $29 .RO 

S2299 
K n IV . S22 .09 
Pogo J oe... S20 99 

SUB LOGIC (6 4) 
Pll/l ht 8lmu lt1l0r l( . • , . , ........ $4 0 .99 

2u.xxon 
P!'(ltocto r 11 
»11111 Mnx 

SYNAP SE (64) 
$29 99 

.... $ 23119 
S :!4 .90 

t©~fPM1T~~ ~~a~ @~@~~ 
west canada east 

• 
800 -648-3311 Ont ario /Quebec 800-268 -3974 800-233-8950 ~ 

~ Other Provinc es8 00 -268 -4559 -
In NV ca ll (70 2)588 -565 4 111 'l'ol'Ont o call (416) 828 .0886 l n P A ca ll (7 17)327 ·9575 

Ord er Sta tu s Numb er : 588 ·5 654 Tele x : 06 .2189 60 Order St.a tu s Nu mber : 32 7·95 76 
P.O.Box 6669 . Dept.123 2605 nunwln Dr ive. Un it 313. Dept.123 Cus tomel" Serv ice Numb e r : 327,1450 

St a.tellne, .NV 89440 Mlsstssa ugu.. Ont ai ·to. Can ada L5L!'Tl 477 E. 3rd St .. Dept.123, Wlllla.mspori. , .PA 17701 
No risk. no deposit on c.o.n. orders o.nd no wa it ing pe1·loel ror oertlfl eu cho cks 0 1• mono y ord ers . Add 3 % (mlnt.m\lm SS) shipp ing and 
hand.ling on a ll ordar s . La.1·ger shipment s may require add iti ona l oh1wges . NV a nd PA r es ld e 11ts a d d s a les ta x . All !tom s sn bJect t.Q a vall abll 1ty 
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JIFFIES 

Sound Effects Library 
For the WC20 

Do you want to keep a library of sound effects? 
Sounds can greatly enhance any program, whether it's a 
game or word processing. The BASIC statements that 
create the sounds can be organized to find them easily 
and hear the results. It can also be possible to test a 
variety of changes to discover what happens . 

Sound Library provides an example of how sound ­
creating BASIC statements can be displayed while the 
sound is made. Several sound effects for such standards 
as laser blasts and dropping bombs are included as well 
as some different ones . 

The general approach is to use a menu to select the 
desir ed sound . The line numbers for each group of 
statements are used in a subroutine to list them . A 
technique known as dynamic keyboard handles the 
listing by poking codes into the keyboard buffer. 

To make changes , press RUN/STOP after the sound 
finishes . Then move the cursor up to change the 
statements. When you rerun the program, the changes 
will be in effect. For example, try modifying the bomb by 
changing the sound start from 230 to 220. C 

VIC 20 Sou nd Library 

10 REM SOUND EFFECTS LIBRARY 
20 PRINT CHR$(147) " SOUND LIBRARY" ,, , 

"[SPACE2)1 RACING CAR" 
30 PRINT " [SPACE2)2 LASER BLAST " 

:PRINT"[SPACE2]3 TORP BLASTS 
[SPACE4) " :PRINT"[SPACE2) 
4 UFO LANDING(SPACE3) " 

40 PRINT " [SPACE2)5 OLD PLANE FLYAWAY" , 
"[SPACE2)6 BOMB[SPACE3) " ,"[SPACE2) 
7 SIREN ", , ,," [~PACE4]PICK ONE" 

50 GET A$:IF A$= "" THEN 50 
60 ON VAL{A$)GOTO {00 , 200,300 , 400,500, 

600 , 700 
70 POKE 214 , 15:PRINT " PRESS ANY KEY" 
80 GET A$ : IF A$="" GOTO 80 
90 GOTO 20 
100 Ll=ll0:L2=130:GOSUB 2000 
110 POKE 36878 , 15 
120 FOR N=l35 TO 200 STEP.5 

:POKE 36875,N:POKE 36876 , N 
130 POKE 36875 , 0:POKE 36876 , 0 : NEXT 
140 GOTO 70 
200 Ll = 210:L2=240 : GOSUB 2000 
210 POKg 36878,15 
220 FOR N=l TO 6:S=241 : POKE 36876 , S 

:POKE 36876 , 0:S=S-l : POKE 36876,S 
230 S1=135 : POKE 36875 , Sl:POKE 36875,0 

:Sl=Sl+l : POKE 36875 , Sl 
240 POKE 36875,0 : POKE 36876 , 0:NEXT N 
250 GOTO 70 
300 Ll = 310 : L2=320:GOSUB 2000 
310 POKE 36878 , 15 
320 FOR N=l TO 3 : FOR S=241 TO 135 

48 DECEMBER/ JANUARY 

BY CIL I-IUHLBlll' 

STEP-3:POKE 36875 , S:POKE 36875 , 0 
:NEXT S : NEXT N 

330 GOTO 70 
400 Ll=410 : L2=430:GOSUB 2000 ANY KEY 
410 POKE 36878 , 15 
420 FOR N=l TO 5:FOR S=200 TO 220+N*2 

: POKE 36876,S:NEXT S : NEXT N 
430 POKE 36876 ,0 : POKE 36878 , 0 
440 GOTO 70 
500 Ll=51 0 : L2=520 : GOSUB 2000 
510 FOR V=l3 TO 0 STEP-.02 

: POKE 36878,V 
520 POKE 36877 , 212 : POKE 36877 , 0 : NEXT 
530 GOTO 70 
600 Ll=610:L2=630:GOSUB 2000 
610 POKE 36878 ,1 5 
620 FOR S=230 TO 128 STEP-1 

:POKE 36876,S:FOR N=l TO 20 : NEXT N 
:NEXT S 

630 POKE 36876 , 0 : POKE 36877 , 200 
:F OR N=l5 TO O STEP- . 2 
: POKE 36878 ,N:N EXT N: POKE 36877 , 0 

640 GOTO 70 
700 Ll=71~:L2=730:GOSUB 2000 
71 0 POKE 36878 , 15 
720 FOR N=l TO 5 : POKE 36875 , 200 

:F OR J=l TO 500 :N EXT J 
730 POKE 36875 , 0 : POKE 36870 , 200 

:F OR J=l TO 500:NEXT J 
: POKE 36876 , 0 : NEXT N: POKE 3~878 , 0 

740 GOTO 70 
2000 PRINT CHRS(l47)CURS(5)"RETURN" 

: PRINT" LIST"; Ll; 11
-

11
; L2; 

2~10 POKE 631,19 :P OKE 632 , 17 
: POKE 633 , 31 : POKE ~34 , 13 

2015 POKE 635 , 19 : POKE 6 36 , 13 
:P OKE 19 8 , 6 : END 

380 REM EYES 
390 C=0 : 0N K GOSUB 410,440,470 
400 K=FN R{3) : C=2:0N K GOSUB 410,440 , 

470:RETURN 
410 REM EYES RIGHT 
42 0 CIRCLE C,362,565,20 , 20 
430 CIRCLE C,715,560,20,20:RETURN 
440 REM EYES LEFT 
450 CIRCLE C,310,560,20,20 
460 CIRCLE C,668,560,20,20 : RETURN 
470 REM EYES CENTER 
480 CIRCLE C,335,560,20,20 
490 CIRCLE C, 690,560,20 , 20:RETURN 
500 REM MOVING HEAD 
510 P=PEEK ( 36864) : PV=PEEK ( 36865): Pl=P 

: P.2=PV: S=l 
520 FOR Z=l TO FN R(l2)+9 
530 H=FN R(3)-2 : IF Pl+H<O THEN 530 
540 POKE 36864,Pl+H : IF 

ABS(Pl+H)<ABS(P+5)THEN Pl=Pl+H 

Continued on pg. 50 



the 
"Introducing 
Word Processor 
with Less." 

You have to look very closely :~Ro;;:;:~v:;0

~;t
0,.~:·~·:;·~:ro~:: word processor. But 

once you try the WORD CO:MNlANDER 64 you11 discover what's missing. We've taken the 
process out of word processing and put it where it belongs-in our software. With the 
WORD CO:MNlANDER 64 there's less for you to do and more that it does. And that makes 
you look good. 

Only Two Hands. 
The WORD COMMANDER 64 is a 
complete word processor. We've 
included every function you'll need and 
some comforts you'll enjoy. And we 
didn't hide them in complicated codes 
or commands that require three hands. 
Everything about the WORD 
COMM.ANDER 64 makes plain sense. 

Less Hassle. 
When you write you probably change 
your mind a lot. Now changing your 
text is almost as easy as changing your 
mind. Like when you want to 
underline a word or group of words all 
you do is press "COMMOOO RE-U" 
- regardless of the printer contro l code 
your printer uses. 
Simple. 

Less is More. 
While simple to use, you won't find the 
WORD COMM.ANDER 64 lacking in 
power or sophistication. We've 
integrated all of the best features into 
the WORD COMMANDER 64: 
COMMOOOR!: n • ,,,.,,md o,,dn,,,t). cl 

ca.t'100Cll8 a....-~--lnc 

•extremely user friendly 
•menu driven 
•fu ll word wrap 
•block text right 
•center text 
•right justify text 
•delete a block of text 
•insert a block of text 
•move a block of text 
•copy a block of text 
•three different fonts supported 
•print in bold type 
•print in elongated type 
•allows sending of any control codes to 
your printer 

•select any background color of your 
preference 

•select any character color as well 
•select cursor color 
•set top, right, bottom and left margin 
•set line spacing 
•print headers and footers on every page 
•automatically number pages 
•print subscripts and superscripts 
•underline text 
•search for specific text 
•search and replace 
•change margins, font, or justification 
from within your document 

•full 80 column view of the page before 
printing 

•u se MMG's MAIL LIST for mail merge 
capability 

Follow Your Ideas. 
The words you need to write represent 
your ideas; and they flow-o ne after 
another. So we designed the WORD 
COMMANDER 64 to work along with 
your thought processes. And not slow 
you down. We did that by making it 
less complicated and easier to use. So 
easy you probably already know how 
to use it. 

Oh, there's one more thing missing 
from the WORD COMMANDER 64, 
the high price: Only $49.95 

Includes full manual and tutorial. 

How to Get Yours. 
Available at your local dealer or direct 
from MMG Micro Software. Just send 
check or money order to: 
P.O . Box 131 Mar lboro, NJ 07746· 
Or for MasterCard, Visa, and C.O.D. 
deliveries call: (201 ) 431-3472 
Please add $3.00 for postage and 
handling for all direct orders. New 
Jersey residents add 6% sales tax. 

-----,IMM6 
m/aO sorrw.1re 
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JIFFIES 
Continued from pg. 48 
550 V=FN R(3)-2 
560 POKE 36865 , P2+V : IF 

A8S(P2+V)<ABS(PV+5)THEN P2=P2+ V 
570 GOSUB 580 : NEXT Z:POKE 36864 , P 

: POKE 36865 , PV: RETURN 
580 S=VAL(RIGHT$(TI$ , 1)) : Sl=l 

:IF S/2=INT(S/2)THEN S=2 
590 ONS GOTO 600 , 610 
600 SOUND 220 , 221 , 0 , 0,15:GOTO 620 
610 SOUND 222,223 , 0 , 0,15 
620 GOSUB 360 :RETURN 
630 REM RANDOM SOUNDS 
640 FOR X=l TO FN R(40)+15 
650 FOR Y=l TO 3:S(Y)=F N R(255) :NEXT Y 
660 SOUND S(l) , S(2) , S(3) ,0, 15 
670 FOR DEL=l TO FN R(350)+50 : NEXT DEL 

:NEXT X:RETURN 
680 REM MOUNTAIN KING 
690 FOR X=l TO KT: SOUND N(X) , 0 , 0 , 0 , 15 

:GOSUB 360 : NEXT X 
700 SOUND 0,0 , 0 , 0 , 0 :R ETURN 
710 DATA 170 , 179,183,191 , 198 , 183 ,198, 

198 
720 DATA 195 ,1 79 , 195 , 195 , 19 1, 174 , 191 , 

191 
730 DATA 170,179 , 183 , 191 , 198 , 183 ,1 98 
740 DATA 213 , 207,198 , 183 , 198 , 207 , 20 7, 

207 , 207 , -1 
750 REM COLORS 
760 Q=PEEK ( 36879 ) 
770 FOR X=l TO 9 : R=FN R( 255) 

:POKE 36879 , R:GOSUB 350:NEXT 
780 POKE 36879 , Q: RETURN 
790 REM LAB SOUNDS 
800 Sl=FN R(25)+210 : Z=FN R(7) 

: FOR Y=l TO Z 
810 FOR X=Sl TO Sl-60 STEP-1 

: SOUND X,X+l0, 0 , 0,15 : NEXT X 
820 FOR X=Sl-60 TO Sl:SOUND X,X+l0 , 0 , 

0 , 15 : NEXT X 
830 NEXT Y: RETURN 
840 REM SPOOKY ORGAN 
850 SOUND 207,227 , 236 ,0 , 13:GOSUB 370 
860 SOUND 207 , 227 , 235,0 , 13:GOSUB 370 
870 SOUND 204 , 225 , 237,0 , 13 : GOSUB 370 
880 FOR X=l3 TO 0 STEP-1 : GOSUB 360 

: SOUND 204 , 225 , 236 , 0 , X:NEXT X 
890 SOUND 217 , 232 , 239 , 0 , 15 
900 FOR X=l TO FN R(5)+4 

: SOUND 217 , 232 , 239 , 0 , 14 
910 GOSUB 360 : SOUND 217 , 232 , 239 , 0 ,1 5 
920 GOSUB 360 : NEXT X: RETURN 
930 REM CALL THE EFFECTS 
940 FOR A=l TO 8 
950 ON A GOSUB 380 , 680 , 300 , 500 , 750 , 

300 , 630 , 790 , 840 
960 NEXT A:GOTO 970 
970 REM RANDOM SELECTION OF EFFECTS 
98 0 R=FN R(8 ) 
990 ON R GOSUB 300 , 380 , 500 , 630 , 680 , 

750 , 790 , 840 
1000 GOTO 970 

50 DECEMBER/ JANUARY 

BY ROLF L. MILLER 

Sound Off 
For the Commodore 64 

Ever powered up , loaded , and run a program which 
takes a more than average time to process its input? 
Ever wonder if the computer was actually working or 
just sitting there doing nothing? 

A common way to know is to have a flashing signal 
displayed during the processing routine . This method, 
however , tends to slow things down -slig htly to be 
sure, but enough to discourage its use in long running 
tasks. Furthermore, it does require looking at the 
display. Of course , this is better than not knowing , but 
the re can be a better way . 

Sound can be implemented instead and it takes less 
time as compared to display. First, it can be turned on 
and set up at program top . Then a couple of POKEs 
during the processing routine will tell that everything is 
working without having to look. Furthermore, a signal 
can be sounded to indicate "done". 

The following brief model routine sounds a bell during 
a simulated processing loop in line 30. Then "done" is 
signaled by a fast repeati ng tone. 

Line 10 assigns to S the beginning address of the 
sound chip and clears all 25 registers. 

Line 20 se ts the note and attack/decay rate for voice 
one and sets the volume at loudest. 

Line 30 will loop ten times , POKEs the voice-one 
waveform to create the sound , holds it during the Y loop 
and turns it off before NEXT. 

Line 40 sounds the repeating tone until any key is 
pressed. 

Line 50 turns off the volume. C 

10 S=54272 : FOR L=0 TO 24:POKE S+L , O 
: NEX'l' I HRUF 

2A POKE S+ l, 68 : POKE 5+5 , 9 
: POKE S+24 , 15 ' GRPF 

30 FOR X= l TO 10:POKE 5+4,17 
: FOR Y= l TO 500 : NEXT:POKE S+4 , 20 
: NEXT: PRINT"DONE "' NAON 

40 POKE S+4 , 21 : GET QS:POKE 5+4 , 20 
: IF QS="" THEN 40 ' ITUJ 

50 POKE S+24 , 0 ' CFKD 



JIFFIES 

Enhance Your 
BASIC Game with 
anlntermpt 

G ood games can be written in BASIC. The 
Commodore 64, with its programmable sprites, is 
especially suited for BASIC game writing. But, as we aU 
know , it's a challenge. Speed becomes paramount to 
everything else. The result is, all too often , a stripped­
down, barebones contest with few graphic e:is:tras . 

The program listed here helps solve that problem. It is 
an interrup t-driven routine that, once ins talled, goes 
about its bus iness complete ly independent of your 
program . It won't slow 9ou down one iota. And the 
nicest thing about it, you don't have to understand it. 
Just type it in, attach it to your BASIC masterpiece and 
it's off and running . 

This routine will move a sprite (number seven) across 
the screen over and over again . It will not be flustered by 
the invisible seam in the Commodore screen but will 
glide smoothly across it . You may use any sprite shape 
you wish: a sta r, a hot air balloon, a tumbleweed or a jet. 
In the companion routine listed, a cloud is chosen to 
sHde silently by . 

You won 't need the entire program listed below for 
use in your game, but to see and underst and the effect, 
do it anyway . Then play around with it. Use different 
data in Lines 100-120 to achieve a different sprite shape . 
Or POKE a number other than three into 252 (line 40) 
and see what happens . (Here's a hint : a lower number 
will make the cloud go faster. Now what do you think a 
highe r number will make it do?) 

To use this clever interrupt routine in your BASIC 
program. you only need line 40 and lines 500-550. Put 
them somewhere in your program so the SYS 49152 will 
occur before the game starts. You will also need to 
define a shape for sprite seven and POKE in all the other 
necessa ry numbers . If you hit RUN/S TOP and 
RESTORE. you '11 lose the effect. SYS again to get it 
back . 

Someday, when you learn machine language , you can 
disassemb le this and see how it works. But for now, who 
cares? Go back to your BASIC endeavor and let the 
clouds roll on by. C 

BY MARK JORDAN 

An Interrupt-Dri ven Cloud 

5 REM THIS IS CLOUD ROUTINE 
10 FOR T=l273 6 TO 1279 8 : READ A 

:POKE T,A:NEXT 
20 V=53248:POKE 2047 , 199 

:POKE V+21,128:POKE V+46,12 
: POKE V+l4, 0: POKE V+l5 , 55 

30 POKE V+29,12 8 
40 POKE 251 , 5:POKE 252 , 3 
10 0 DATA 0 , 0 , 0 ,0 , 48 , D,1, 248 , 0 , 3, 

248 , 0 , 7 , 254 , 0 , 31 ,2 55 , 0 , 63, 
254,0 , 63,255 , 0 

110 DATA 31,255,192,127,255 ,1 92, 
255,255 ,1 92 , 255,255 ,1 28,127, 
255,128, J l ,25 4 , 0 

120 DATA 15,254 , 0 , 15 , 252 ,0,l, 240 , 
0 , 0 ,24 0 , 0 , 0 , 96 ,0,0, 0 , 0 ,0, 0 ,0 

500 REM THIS IS INTERRUPT 
ROUTINE 

510 FOR T=49152 TO 49229:READ A 
:POKE T,A:NEXT:SYS 49152 

520 DATA 12 0,169 , 13,141,20 , 3,169 , 
192,141,21,3,88,96 , 198,251 , 
16 5,251 , 24c;l, 3 ,7 6 

530 DATA 74 , 192 , 173 , 16 , 208 , 41, 
128,2 40 , 23 , 173 , 14 , 208 , 201, 
101,208 , 31 ,17 3 , 16 ,2 08 

540 DATA 37 ,12 7 , 141,16 , 208 ,16 9, 
0,141,14,208 , 76,67 ,1 92 ,17 3 , 
14,208,201, 255 , 208 

550 DATA 8 , 173,16 , 208 , 5 , 128,141, 
16 , 208 , 238,14,208 , 165,252, 
133 , 251 , 76 , 49,234,0 

POWERPLAY 51 



HIDS'CORDER 
BY DR. PETRIE CURRYFAVOR 

CYPHERIGHTER and DECYPHERIGHTER 
for Commodore 64 and VIC 20 

Hi There. Kids ! Dr. Curryfavor 
Wri tes again!! And what do we have 
This Time? Not One, but two wonder ­
ful programs that produce a classic 
type of Substitution Code Book! The 
most familiar example of this type of 
code can usually be found in your 
Daily Newspaper on the Crossword 
Puzzle Page and they are usually 
called "Cryptograms " or some such. 
(If your paper does not have one, 
mayb e after you type in these pro­
grams, you can offer to sell them 
some!) 

In a typical cryptogram , every letter 
in the alphabet is represent ed by an­
other letter . This method of cyphering 
has been around for hundreds of years 
and many variations have been used 
to make them more difficult to solve. 
CYPHERIGHTER will allow you to 
writ e MESSages in one of the simpler 
forms of this sort of encryption and 
will permit you to PRINT your MES­
Sage on your prin tER and also to 
SA VE and LOAD your MES Sage on 
either tape or disk. Since CYPHE­
RIGHTER is our main program let's 
IOOk at it first! 

CYPHERIGHTER 
1-10 

This program will RUN on either 
the Commodore 64 or the VlC 20-
but NOTICE that in order for it to 
work on the VIC , you must NOT type 
in Lines 1 through 10. This is a fairly 
large program and uses almost ALL of 
the VIC 20 memory , so the REM 
statements (which the Komput er ig­
nores, anyWay) Must be REMoved! 
Line 10 is for the 64 only and it just 
turns the screen White. 

20 
This Line builds clever old Dr. 

Curryfavor 's famous Format $trings . 
D$ begins wit h HOME and has 22 
CuRSoRs Down . R$ is a $tring of 22 
CuRSoRs right and F$ is 22 SPaces in 
ReVerSe Blue. K$(460) is an arRAy to 
hold both our Original MESSage and 
the CoDed MESSage (20 lines of 23 
CHaRacters.) 

62 DECEMBER/JANUARY 

Create your own 
cryptograms with yet 
another code program 
from the inimitable 
doctor. 

30 
Here we CLeaR the screen and the 

Komputer asks you for a code numb er 
from zero to 255. Any numb er less 
than ( <) zero OR Greater than (>) 255 
will not be accepted ! Bec ause we 
changed the cursor color to White , 
you wilJ have to type the Number very 
carefully, Because it will Be In Visible ! 
This way, no One can see your Secret 
CODE NUMBER! When you have 
typed your Number, hit RETURN. 
Nothing will seem to happen for a 
whil e, because now your Komputer is 
Very busy building your Secret CoDe 
$string . 

40 
But First, we have to Initialize CN 

and NC for our printer routine . Then 
we do a very tricky piece of PRO­
gramming to make sure that our RaN­
Dom CoDe $tring is the same. Every 
tim e we use the same Secret Code 
Number . Did you know that if you 
"Seed" the RaNDom numb er gener­
ator with a minus number , it will al­
ways generate the Same series of 
RaNDom numbers when you RUN the 
program? FNR(N) is the RaNDom 
Numb er FuNction that will actua lly 
form our CoDed alphabet $tring. 

50-90 
Here's where our Komput er is 

spending all of that time while we're 
waiting for someThing to HaPPenl 
Line 50 starts our LooP to build a 26-
CHaRacter $tring . Line 60 selects a 
RaNDom Numbe r from 65 to 90 (the 
ASCII code numbers for the letters A 
to Z). Line 70 begins our " checker" 
LooP- we don't want to use any let ­
ter more than ONcE , so in Line 80, IF 
we find that CD$ already has C$ in it, 

we GO back TO 60 to get a new C$. If 
we get to Line 90 without finding a 
duplicate , we add C$ to our CoDe 
$tring: this is called "concatenat ing" 
(which means "linking ToGetHer " ). 
When we have completed CD$, 
which is now a scrambled alphabet, 
we set our Row counter to Row 1 and 
GO TO the MAIN MENU at Line 270. 

100 
Here is wh ere w e do our 

forMatting ; we CLeaR the screen and 
paint the ToP half in Blue. On the 64, 
we just use the UPPer Left corner. 
The VIC has a 22-column screen. 
whi le the 64 has 40 columns . Since 
you will be sending MESSages to 
other Silicon Panther Youth Squad 
members (S.P.Y.S.). you want the 
MESSages to Be " transport­
able" to both machines . 

110-190 
This is the Main Loop! IF you se­

lected (1) ENTER from the MAIN 
MENU, the program sent you Here to 
eNter your MESSage. When you hit a 
key, the letter you hit becomes A$ . In 
Line 120 we find the ASCII V ALue of 
that letter and make the variab le " A" 
equal to that number. lf you 100k up 
the ASCII code in your User's Manual 
(Page 145 for VlC , Page 135 for the 
64), you will see that 95 is the number 
for the Left Arrow key (someTimes 
called the ESCape key). This means 
that IF you hit the "Left Arrow" key, 
you will THEN go bpck to the MAIN 
MENU . Be sure you Don't hit this key 
until you 're finish ed writing or you 
will have to STOP the program and 
RUN it all over again. 

Line 130 is our DELete routine 
(CHR$(2) = DELete). K is the Kounter 
for building our arRAy in Line 200 and 
C is the Column counter (line 220). 
Line 140 keeps our DELete function 
working by moving the cursor back ­
wards through the Columns and rows 
and making sure yve don't go past the 
first Row, first Column. 

Line 150 makes the RE;TURN key 
work just like a typeWriter. Line 160 
limi ts us to ten Rows- plan your 
MESSages carefully so that they will 
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fit! Line 170 makes sure that we only 
change the letters! (Punctuation 
marks, numbe rs, etc. , will stay the 
same in our CoDed MESSage.) 

Here's where we get tricky! In Line 
180. when we subtract 64 from the 
ASCII values of the letters of the al­
phabet, w e get a range of numBers 
from one to 26-B$ will then Be the 
letter in the MIDdle (or ends) of CD$ 
that CorresPonds to the same positton 
that A$ would have in the Real Alpha­
bet! 

Lin e 190 uses our ForMatting 
$trings to first PRINT AS in ReVerSe 
Blue in the Top part of the screen and 
then PRINT 8$ in ReVerSe OFF in the 
bottom part of the screen. R and C 
select the Row and Column in which 
each will be PRINTed by selecting the 
ProPer number of CuRSoRs Down and 
CuRSoRs Right. 

200 
IF we didn't hit DELete, we THEN 

build our arRAy-first A$ (the Real 
lette r) and then 8$ (our CoDe letter) . K 
is our Kounter number . 

210 
IF we hit DELete or RETURN , we 

don't want to add another Column, so 
back to GET a new lett er. 

220 
Here's where we add to our Col­

umn counter. IF C is Greater than 21, 
we have run out of space on the VIC 
20 screen so we turn A$ into a RE­
TURN (CHR$(13)) and 00 back TO 
120 so we can run back through our 
PRINT routine . This means that if the 
line you aRe typing goes all the way 
to the end, you will AUTOmatically 
move to the next Row (see Line 160), 
so Don't press RETURN or you will 
skip a !me. Keep your eyes on the 
screen! 

230 
Back for More! 

240-260 
IF we type More than ten lines 

(Line 160), we get this message and 
Line 250 is our MENU prompt . IF we 
hit the left Arrow key (Line 260), we 
fall through to the ... 

270-310 
MAIN MENU' In Line 290, the 

White color control after the "PRINT " 
means that our eNtry will again Be 

InV isible! You will select a nuMber 
from one to five (or your Secret Pass­
word-Line 300) and Press RETURN. 
Mi s the VALue of the nuMb er $tring. 
Line 300 is anothe r Sneaky Trick Crom 
crafty old Dr. Curryfavor! This 1s your 
Secret Password! Sly old Dr. C. chose 
the "spade" symbol (SHiFT A), but 
yoU could use any Graphics CHaRac­
ter (or Combination of CHaRacters) 
using the SHiFT or CoMmoDoRe 
keys. You can even use letters or 
words, if you wi sh. You could Hide 
thi s line wi th a DELete line, as in 
OBFUSCODE (in the August/ 
September issue of Power / Play) . 
M = 1, so that w e can get cute when 
w e GO to Line 320. th e 
DISPLAY /decode SUBroutme . Line 
310 sends us to our utility SUBrou­
tin es and then we GO TO the MENU 
prompt . 

320 
This One line is Both a DISPLAY (to 

show the CoDed MESSage) and our 
DeCoder (to show us what we really 
wrote!). Since our arRAy has Both 
sets of letters in alternation, if we 
STEP through in two-STEP incre­
ments. we will see only one set at a 
time . (If you would bke to see the 
wh ole arRAy, you could STOP the 
program and type: 

FORK = 01'0460: 
PRJNFK$(K);:NEXT 

and you will notice that if you read 
every other letter. you will see your 
Original message! To get back to the 
proGram. type : GOTO 270 to return to 
the MENU . IF we selected (2) DIS­
PLAY, when M= M-1 (= 1), we start 
DISPLAYing just the CoDed ME S­
Sage. IF we selected our Password, 
we start with zero (that 's why M = 1 
in Line 300). 

330-350 
Both SA VE and LOAD come here 

first. First we give our message a 
FILE NAME . If you're using a Disk 
dnve. Be sure you do NOT choose a 
Name that is already SA VEd on the 
Disk . You will also be asked to select 
Tape or Disk . IF you select " D," Line 
340 will set your variab les to the 
Proper values to Writ e a Sequential 
Disk file. IF you selected (4) LOAD, 
Line 350 will make sure you GO TO 
the Proper SUBroutin e. 

360-370 
Here's where we SAVE the arRAy. 

When the Job is Done, we will RE­
TURN to the MENU prompt . 

380-410 
After setting uP the TaPe or Disk 

drive (Line 380), we GET the ChaRac­
ters one at a time and LOAD them 
into our arRAy. IF our STatus (Line 
400) does NOT equal zero. we're fin­
ished, so we CLOSE up shop and RE­
TURN (Lme 410). 

420-450 
Now here's where your Brilliant 

friend , Dr. Curryfavor, really gets 
slick! Thi s is the printER SUBroutine 
and we are going to Begm by PRINT­
mg our Secret Code Number! How­
ever, to keep it secret, we aRe gomg 
to PRINT it as a Binary number to 
confus e anyBody who might find our 
Secret MESSage! CN$ is the Binary 
number $tring . After PRINTing CN$. 
we PRINT the MESSage and RETURN 
to the MENU so you can PRINT as 
many copies as you want. The fin­
ished MESSage is small enough to be 
Hidden in a Stick of Gum or an old 
Ball Point Pen, or what ever, so you 
can pass it on to anOther S.P.Y. 

DECYPHERIGHTER 
Once we have PRINTed out our Se­

cret MESSage on our PrintER, we 
need a way to DEcypher it easily and 
This Is ltl When someBody passes 
you a Secret MESSage, you can figure 
out the Secret Code Number by trans­
lating the Binary number at the top of 
the Note. When you RUN the Pro­
Gram, eNter the Decim al equiv alent 
of that numb er and wait for the 
Komputer to build the CoDe String . 
Start typmg m the MESSage when 
th e screen CLeaRs and you will see it 
being DeCyphered as you type! 

10 
Due to a peculiarity in the 64, when 

you ask it for the amount of FREe 
memory, you will get a minus number 
(unless you have a really big program 
m it)! This is useful anyway, because 
we can write One program that will 
RUN on Both machin es. since the 
FRE(O) function on the VIC 20 will 
return a positive number . What this 
line does 1s to turn the 64 screen 
Whit e. Conllnued on pg. 55 
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1 REM **** * CYPHERI GHTER ** ** * ' BWRE 
2 REM***** COMMODORE 64 *****' BVPF 
3 REM *FOR VIC 20 , DELETE LINES 1 

THROUGH 10 OR PROGRAM WILL *NOT* 
RUN! ! ' BESQ 

4 REM BY DR. PETRIE CURRYFAVOR, 
1984 ' BBDJ 

5 REM 2928 TENNESSEE NE, 
ALBUQUERQUE NM 87110 (505) 

299 - 1662 ' BWNP 
9 REM *** ** ******* ***** * *** ** *' BYBL 
10 POKE 53281 , 1 : REM C-6 4 ONLY! ! ' CSEC 
20 DS= " [ HOME)" : FS= " [RVS , BLUE) " 

: FOR S=l TO 22 : DS=DS+ " [DOWN)" 
: R$=RS+"[RIGHT) ": F$=F$+ " ":NEXT 
: DIM K$ ( 460 ) ' NJJO 

30 I NPUT" [CLEAR)CODE NUMBER[WHITE)"; N 
:IF N<O OR N>255 THEN 30 ' GLAJ 

40 CN=N: NC=N: N=RND(- N) : DEF FN 
R(N) =INT ( RND( l )* 26 ) +65 ' MBFO 

50 FOR R=l TO 26 ' DESD 
60 CS=CHR$(FN R(N)) ' DIXF 
70 FOR N=l TO R' DDRF 
8 0 I F C$=MID$ (CD$, N,l )TH EN CS= "" 

:GOTO 60 ' GQQL 
90 NEXT : CD$=CDS+C$ : NEXT: R=l 

: GOTO 270 ' GRQM 
100 PRINT " [CLEAR) ": FOR F=l TO 10 

: PRINT LEFTS(D$ , F)F$ : NEXT' HPCD 
110 GET A$ : IF AS= " "THEN ll0 ' E1BA 
120 A=ASC (A$) : IF A=9 5 THEN 270 'FMMC 
130 IF A=20 THEN AS= " ":K =K- 2 

: C=C-1 ' INGG 
140 IF C<0 THEN C=21 : R=R-l 

: IF R<l THEN R=l : C=0 ' LRGK 
150 IF A=l3 THEN R=R+l : C=0 ' GJZG 
160 IF R>l0 THEN 240 ' DGSE 
170 IF A<65 OR A>90 THEN B$=A$ 

: GOTO 190 ' HORJ 
180 B=A- 64 : B$=MID$(CDS , B, l) ' EQTJ 
190 PRINT LEFT$(D$ , R)LEFT$(R$ , C) " [RVS) 

"A$" (RVOFF] " LEFT$(D$ , 
1l+R ) LEFT$(R$ , C)B$ ' GFPP 

200 IF A<>20 THEN K$(K)=A$ : K=K+l 
: K$(K)=BS : K=K+l ' KBNI 

210 IF A=20 OR A=l3 THEN llO ' FJGC 
22 0 C=C+l: I F C>21 THEN A$=CHR$(13) 

:GOTO 120 'I RPG 
230 GOTO llO ' BDBA 
240 PRI NT LEFT$(D$ , ll)"[R VS , RED) 

*** FILE[S PACE2)FILLED *** [B LUE) 
" ' CHTH 

250 PRI NT LEFT$(D$ , 22)"[R VS , PURPLE) 
* PRESS [BACK ARROW) FOR MENU* 

[ BLUE) ";' CIDJ 

260 GET M$.IF MS<> "( BACK ARROW) 
"THEN 260 ' FIY H 

270 PRIN1 " [CLEAR, RVS, BLUE) 
*** CYPHERIG HTER ***" 

:PRINT " [HOME, DOWN,RVS] ***[SPA CE2) 
MAIN[SP ACE2)MENU[SPACE 2) *** "' CBFO 

280 PRINT" ( DOWN) ( 1) ENTER" 
: PRINT" (DOWN) (2 ) DIS PLAY" 
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: PRINT " [DOWN) (3) SAVE'" DCAN 
290 PRINT " [DOWN) (4) LOAD" 

: PRINT " [DOWN) (5) PRINT[W HITE) " 
: INP UT M$:M=VAL(M$) 'F KBO 

300 IF M$=" (SHFT AJ "THEN M=l 
:GOSUB 320 ' FIMC 

310 ON M GOSUB 100 , 320 , 330 , 330 , 4 20 
: GOTO 250 ' DYRE 

320 M=M-1 : PRINT "[ CLEAR, BLUE) " 
:FOR K=M TO 460 STEP 2 
: PRIN T KS(K) ; : NEXT: RETURN' KUEK 

330 I NPUT" [CLEAR , BLUE) FILE NAME" ; NS 
: INPUT" (RVS)T(RVOFF)APE OR [RVS)D 
[RVOFF)ISK" ; SDS ' CIPK 

340 SD=l : IF SDS= " D"THEN AC=2 : SD=8 
: IF M=3 THEN N$= " 0 :" +N$+ ", S , 
W" ' MVFP 

350 IF M=4 THtN 380 ' DFAF 
360 PRINT" [CLEAR)SAVE "NS 

: OPEN l, SD, 2 , N$ ' CMLI 
370 FOR K=O TO 460:PRINTll , KS(K); : NEXT 

:CLOSE l : RETURN' HSOL 
380 PRI NT" (C LEAR) LOAD "NS 

: OPEN l , SD, AC, N$ ' CNDK 
390 GETll , GS : KS(K)=GS:K=K+l ' ERYM 
400 IF ST=0 THEN 390 ' DGLB 
41 0 CLOSE l: RETURN' CCCA 
420 8=128 : FOR BY=U TO 7 

:IF CN>=B THEN CNS=CNS+ "l " : CN=CN-8 
: GOTO 440 ' NEUP 

430 CN$=CN$+ " 0 " ' CGVD 
440 B=B/2 : NEXT:PRINT"(CLEAR , BLUE) 

PRINT "CN$ : OPEN 1 , 4 : CMD l 
: PRI NT#l , CN$: CN$= "": CN=NC' J ETQ 

450 FOR K=l TO 460 STEP 2 
: PRINT#l , KS(K);:NEXT : PRINTll 
: CLOSE l : RETURN' JVGM 

l REM***** DECYPHERIGHTER ***** ' BYXF 
2 REM * COMMODORE 64 OR VIC 20 * ' BUOF 
3 REM BY DR. PETRIE CURRYfAVOR, 

198 4 ' 88 01 
4 REM 2928 TENNESSEE NE, ALBUQUERQUE, 

NM 87110 (505) 299-1662 ' BXHO 
10 I F FRE(0)<0 THEN POKE 53281 , l ' FLSC 
100 FOR A=65 TO 90 : AL$=AL$+CHRS(A) 

: NEXT' HQXC 
110 INPUT " [CLEAR, BLUE)CODE NUMBER 

[WHITE ]"; K: IF K<O OR K>255 THEN 
110 ' GMSG 

120 K=RND(-K) :DEF FN R(N)=INT(RND ( l) 
* 2G)+65 ' KSFH 

130 FOR R=l TO 26 ' DESA 
1 40 CS=CHRS(FN R(N)) ' DIXC 
150 FOR N=l TO R' DDRC 
160 I F C$=MID$(C D$ , N, l )T HEN CS= "" 

: GOTO 14D' GRNI 
170 NEXT: CD$=CD$+C$:NEXT ' EKTG 
180 PRI NT" [CLBAR, RVS , BLUE) 

** DECYPHERIGHTER ** "' BAYJ 
190 GET AS : IF AS="" THEN 190 ' EIJI 
200 FOR D=l TO 26 ' DEEX 
210 I F A$=MID$ (CD$ , D, 1 )TH EN 

A$=MID S (AL$ , D, l) : GOTO 230 ' HBCG 
220 NEXT' BAEX 
230 PRINT A$ ;: GOTO 190 ' CHYB 
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100 
Here we build an ALPhabet $tnng 
using the ASCII code. 

110-170 
This is Just Like the CoDe $tring 
builder in CYPHERIGHTER. 

180-230 
The only trick here is in our Com­

parison LooP (200-220). In Line 210 
we first try to find a Duplicate of A$ 
(the CHaRacter we typed) in CD$. IF 
we do find a match, THEN we go to 
that same position in our ALPHabet 
$tring, change A$ into the DEcoded 
letter and GO TO our PRINT routine. 
If we do not find A$ in CD$, then we 
have typed someThing besides a let­
ter and we just "fall through" to our 
PRINT line (230). 

SLDA, XASJ C x.c . x.A. 
DL JG. TIGGMYCNLG CSJ 
QR PFRR CJJ MLIG SCZA 
CSJ CJJGAXX DL QFX 

from AU Over the country, asking him 
questions about all sorts of Things. 
One of the biggest problems that peo­
ple seem to be having is in typing in 
the programs. The program LISTings 
that appear in this MagaZine do NOT 
100k like they do on the screen, be­
Cause the Funny little Graphics 
CHaRacters that PRINT on the screen 
do not show up very well on paper, so 
we use words rather than symbols to 
make the LISTings easier to Read. 
This means that the litt le Reverse 
Heart that you see when you PRJNT 
the "Shifted CLR/HOME" key (in 
quotes) is printed in the MagaZine as 
" [CLEAR!" . Some of you have been 
typing in the words Just like they are 
printed in the magaZine and you 
have been getti ng syntax errors. (On 
page is a " Key to Entering Pro­
gram Listings'' which you should 
read very carefulJy before typi ng in 
Any of these programs!) 

Now, to Mak e Sure your DECY­
PHERIGHTER is working Right , type 
in this Secret MESSage from your 
Cryptic friend, garrulous old Dr. 
Curryfavor : 

VAS VCR YFRA CSJ XASJ 
MLI C TLVM CPQAS FD'X 
GACJM) XL MLI TCS XASJ 
ZAXXCBAX DL YARRLP 
CLG BCR) X. V.M. 'X ! 

bye, bye, for Now, 

10101010 
FY MLI TCS GACJ DQFX 

Kindly old Dr. Curryfavor has re­
ceived a lot of Very Nice letters and 
phone calls from Silicon Panthers 

Dr. Petrie Curryf avor 
CyberCryptographer and 
Professor of Obfuscation 

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 Jetter quality 
printing all in a single unit. 

DOT MATRIX NUMBER PRINT CHARACTER 

PRINTING (H X VJ Of SPEED SPACING PASS 

MOOE & SPACES COLUMNS j CPSI (CPII 

DP M ode: 

P>ea 9x8+3 80 50 10 

Ehte 9x8+ t 96 60 12 

Condensed 5x8+ 2 136 86 17 

NLO Mode: NOTE. The<o ,s expanded (dOuble-wldlhl pnntong lunc1,on In overy Character modo. 

Pa 9x 16+3 80 25 10 2 

Ehle 91 16+1 96 30 12 2 

PrOPOr1t0nal N • l 6 

SuPOr/ SubScrfpt 5 x 8 138 43 

uai.c Cursrve 12 x 16 80 25 

17 

10 

2 

2 

FEATURES : 

• Two print modes: Data Processing (DP) modo, 
Near Letter Ouahty (NLO) mode. 

• Lower noise level 
• High cost-performance. 

• Two matrix configuratio ns: 9 (HJ x 8 (V) dots In 
DP mode; 9(H) x 16(V) dots in NLO mode. 

• Capable of printing 140 different characters : 
96 ASCII characters plus 44 European 
characters and symbols. 

• Various character modes for specia l ettects : 

Line Specln9 6. 8. n,. 12. Of N/ 120 (N= 0-99 ) lines per inch. 
Paper Feed Pr1·feed and frlCl,on•leed (single sheel l 

DP mode: Pica, Elite. Condensed 
NLO mode: Pica, Elite. ltahc Cursive. 

1 year parts & Superscript. Subscript and Proportiona l 

labor warranty • Graphic print ing of vertical S·dot or 16·dot 
graphic data. 

Paper Width Ad1us1able from 4.5 to 10 lnchC$ (fanfOld paperl 

Papor Type Fanfold or cutshcct paper 
Ribbon Slnote color. sPOciBI sell·onking cassellc 
Dimensions 12 (DJ x 16.s• (W) •, 5 (H) (Including paper separator) 

PTln!lng Me ttiod Two·hammor 
Prln!lng Format 9 x 8 (DP); 9x 16 (NLO) 
Charac ter Kinds 96 ASCII+ 44 chliracters and symbob 
Graphics Ar1>1rary eombinat,on of 8 dots or 16 dots. 

FOR ORDERS , CALL TOLL FREE : 
1 -800-962-5800 ( USA) 
1 ·800 -962-38 00 (CA) 

Mulllple Cop les 3 lncJud,ng orog,nal $ 2 5 g g 511 :£ ""'<nu•"".. • CAS H PRICES 

0 OUR CHA ROE CARDS ADO 3% 

DIRECT PLUG•IN AND PRINT Ny ·64 • • • ADD : •e 00 Sh ipp ing ICon, u.s.1. t35 00 CAN, HI, Al( 

v1c-20 COMMODORE All hardware has our 10-day money back guarantee 

APROPOS TECHNOLOGY 1071-AAvenidaAcaso Camanllo.CA93010 805/ <182·36011---..J 
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Merlyn for the Commodore 64 
I n this game, you are transformed However, shooting at the boulders th e game, you have three uses of this into the great wizard Merlyn of King costs you points (this is to deter trig- spell , but for every hundred points Arthur 's court . Nimue , an evil fairy ger-happy fingers) . you earn, you receive another spell. aiming to lock you up for the rest of You must collect as many bottles of For a slightly greater challenge, eternity in a crystal cave, is chasing potion as possible, because if you omit the REM from line 130. This will you throu gh an enchanted forest leave any, Nimue will take them for blank the screen while the maze is (Nimu e is very mconsp1cuous, which herself, weakening you furth er (you being generated. To change the pro· is why you never see her) Your lose two pomts per bottle) If you gram so you begin each round by defenses are slowly weakening, but don 't think that you can get all of the pressing the fire button inst ead of the the process can be delayed by retriev- bottl es in the allotted time , you may space bar, change line 295 to WAIT ing the bottles of magic potion that use your transport spell. but you have 56464, 16, 16. You need a joystick in you earlier scattered among the trees only limited use of 1t. When this spell port two When you come across an in case of such an emergency. There is enacted, you will instantly be trans- " • ". don't go through it unless you are some boulders that block your ported out of the forest and all of your wish to enact the transport spell . path , but they can easily be d1smte· magic potton wlll disappear so N1mue There are further d1rect1ons w1thm grated by your powerful fire balls. cannot devour 1t. At the beginning of the program 
0 REM**** MERLYN ****'B OGB 97 DIM QQ(l5) : FOR X=l TO 15:READ QQ(X) l POKE 53281 , 0 :P OKE 53280 , 0 ' CPLD :NEXT ' GSQT 
2 PRINT"[CLEAR , WHITE, DOWNll) "; TAB(9) ; 99 GOSUB 6000 ' BEHP 

"JUST A SEC •.• (DOWN,LEFT7) 100 DIM A(3) ' BEYV 
SETTING UP CHARACTERS" ' CEWQ 110 A(0)=2:A(l) =-80 :A( 2)= - 2 

5 PRINT CHRS(l42) ' CFVF : A(3)=80 ' GAOF 
10 POKE 52,48 : POKE 56 , 48 : CLR' DMNB 115 FOR 1=3 TO l STEP-1 
11 REM***BY SHEILA NOOJIBAL******* ' BB : K=INT(RND(I)*I) : SV=A(K) : A(K) =A(I) JE : A(I)=SV:NEXT I'NMBS 
12 REM**** **2332 MARCY******** **** ' BC 12 0 WL=33 : HL=32 : SC=l024:A=SC+81 

AE :P OKE 53280,13 : POKE 53281 , 0 ' HOGK 13 REM******EVANSTON ILL , 130 PRINT"(CLEAR]":REM POKE53265, 6020l*** ' BBYG PEEK(532 65)A ND239 ' CDPG 
14 REM******3 12 -866-8537********* ' BCLG 140 FOR I=l TO 23 ' DEGB 
15 REM******************************' 150 PRINT"!!lll !l !l ll!!!!!I !!!!Ill I I! BFWH I I I I I l I I ! I I I II I BAHG 
20 POKE 56334,PEEK(56334)AND 254 ' DQQD 160 NEXT I ' BBCB 
30 POKE l,PEEK(l)AND 251 '0I BC 200 REM GENERATE MAZE'BMHA 
40 FOR 1=0 TO 511 : POKE !+12288, 210 POKE A, 4'BDFX 

PEEK(l+53248) : NEXT' IWNJ 220 J=INT(RND(l)*4) :X=J'FKW O 50 POKE l , PEEK(l)OR 4 ' DGCE 230 B=A+A(J) : IF PEEK(B)=WL THEN POKE 60 POKE 56334,PEEK(56334)0R l ' DORG B, J:POKE A+A(J)/2 ,HL : A=B 70 POKE 53272,(PEEK(53272)AND : GOTO 220 ' MHDO 
240 )+ 12 ' EUBJ 240 J=(J+l)*-(J<3) : IF J<>X THEN 80 FOR 1=12552 TO 12559 : READ A 230 ' JPFJ 
:POKE I,A : NEXT'GSFL 250 J=PEEK(A) :P OKE A, HL: POKE A+53272,0 81 FOR 1=12288 TO 12295 : READ A : IF J<4 THEN A=A-A(J) 
: POKE I , A: NEXT' GSIM : GOTO 220 ' LGKO 

82 FOR 1=12784 TO 12791 : READ A 260 FOR 00=1 TO VAL( SL$)*RR ' FKJH : POKE I , A: NEXT' GSKN 270 XX=INT(3 8*RND(l)) : YY=INT(22*RND(l) 83 FOR !=12512 TO 12519 : READ A +l) ' JUKN 
:POKE I,A : NEXT' GSWO 272 IF PEEK(l024+XX+YY*40)<>32 THEN 84 FOR 1=12776 TO 12791:READ A 270 ' IRBO 
:POKE I , A: NEXT' GSLP 275 POKE 1024+XX+YY *4 0 ,28 

90 DATA 24,60,126,126 , 60 , 24 , 24, 24 ' 8ABK : POKE 1024+XX+YY*40+54272 , 12 91 DATA 24 , 24, 60,24 , 24 , 60 , l26 , 255 ' BAEL : NEXT DD'K KCW 
92 DATA 0 ,24 , 36 , 36 , 24,0 , 0 , 0 ' BTVL 28~ FOR 00=1 TO QQ' OFYH 93 DATA 24 , 62 , 255 , 255 , 255 , 254 , 126 , 281 XX=INT(38*RND(l)) :YY=INT(22*RND(l) 62 ' 8DTN +l ) ' JUKP 
94 DATA 0,0 , 0 , 16 , 16 , 56,56 , 56 ' 8UKN 282 I F PEEK(l024+XX+YY*40)<>32 THEN 95 DATA 0 ,4 8 , l,76 , 65 , 0 , 24 , 0 ' 8TIO 28l ' IRDP 
96 DATA 68 , 149,1000,45 , 198 ,10 00 ,6 8 , 285 POKE 1024+XX+YY*40,61 

149,1000 ,4 3 , 52 , 1000 , 45 , 198 , 250 ' BHEW : POKE 1024+XX+YY*40+54272 , l 
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: NEXT DD' KJYX 

29 0 POKE 1065 , 32 : POKE 1981,32 
: POKE 53280 ,7'DXTL 

291 IF 88<0 THEN 295 ' DGGJ 
292 XX=INT(38*RND(l)) : YY=INT(2 2 *RND(l) 

+l) ' JUKR 
29 3 IF PEEK(1 02 4+XX+YY*40)<>33 THEN 

292'IRGR 
294 POKE 102 4+XX+YY*4 0 ,42 

: POKE 1024+XX+YY*40+54272 , 7 
:AS=l02 4+XX+YY*40 'NTYD 

295 GET S$ :IF SS<> " "THEN 295'FIFP 
296 POKE 53265 ,P EEK(53265)0R 16 

:POKE 53280 , l3 ' EY0S 
297 POKE 53281,0:TI$="000000" ' CLAQ 
30 0 X=l065:P=30:GOTO 330'DNFB 
310 W=0:C=NOT PEEK(56320)AND 15 ' FNFE 
311 IF VAL(TIS)> =TT THEN 7000 ' FLSE 
312 IF C=8 THEN W=l:GOTO 320 ' FIPE 
315 IF C=l THEN W=-40:GOTO 320 ' GJYI 
316 IF C=2 THEN W=40:GOTO 320'FJEJ 
317 IF C=4 THEN W=-1:GOTO 32 0 ' GIBK 
318 IF(PEEK(56320)AND 16)=0 THEN 

GOSUB 3000 ' GQVM 
319 GOTO 310'BDDI 
320 IF PEEK(X+W) =61 THEN GOSUB 5502 

: P=P+5 : PQ=PQ+l:GOTO 324 'LYXL 
321 IF PEEK(X+W)<>32 AND 

PEEK(X+W)<>42 THEN 310 ' LPXK 
324 POKE X, 32'BECE 
325 I F PEEK(X+W)=42 THEN POKE X, 32 

:P OKE X+W,O:BB=BB-1:GOTO 50l 'LA DQ 
330 X=X+W:POKE X,0:POKE X+54272 , 3'FQEH 
335 IF X=l 981 THEN 500 ' DINI 
340 GOTO 3l0 'B0D C 
500 ZX=QQ-PQ :ZX=ZX*2:P =P-Z X 

:IF P<0 THEN 700 0 'JYGL 
501 PRINT " [CLEAR, DOWN7, WHITE] 

YOU ESCAPED" ' BAVE 
502 IF EP<=P THEN BB=BB+l 

:EP=EP+l00 ' IQWK 
50 5 PRINT"[YELLOW]YOUR SCORE IS [CYAN] 

";P;"[ WHITE]"'BDQK 
506 PRINT"YOU HAVE " ;' BBJI 
50 7 PRINT ; BB" TRANSPORT SPE LLS 

REMAINING" ' BDKP 
510 X=l:POKE 54278,240 ' CMPD 
515 POKE 54296 , 15:POKE 54276 , 17 

:POKE 54277 , 96 ' DBVM 
520 H=QQ(X) :X=X+ l :L=QQ(X) :X=X+l 

: D=QQ(X) :X =X+l ' JHRP 
521 POKE 54273 , H: POKE 54272 , L ' CPRG 
522 FOR WW=D- 50 TO D-20:POKE 54278 , 240 

:N-EXT' HTFL 
523 FOR WT=l TO D:NEXT:POKE 54273,0 

: POKE 54272,0:POKE 54276 , 0'HEYO 
524 IF X<l6 THEN 515 ' DGMI 
525 FO~ TQ=l TO 200:NEXT:POKE 54276,0 

:P OKE 54273,0:POKE 54272,0'HGVQ 
530 RR=RR+2 : QQ=QQ+2' ELAH 
531 TT=TT-10 ' CGOG 
534 PQ=0 ' BDFH 
53 5 GOTO 115 ' BDGI 
2000 SL=2 ' BDFU 

2001 RETURN' BAQU 
3000 REM SHOT ROUTINE ' BLRX 
3001 P=P- 5 : IF P<0 THEN 7000 ' FKBB 
3002 W=l 5- (PEEK(56320)AND 15) ' EOVC 
3004 IF W=l THEN DI=-40:GOTO 3020 ' GLPF 
3005 IF W=8 THEN DI=l:GOTO 3020 ' FKGF 
3010 IF W=2 THEN DI=40:GOTO 3020 ' FL8B 
3015 IF W=4 THEN DI=-1:GOTO 3020 ' GKSH 
3016 GOTO 3002 ' BECD 
3020 FF=X+DI:FC =FF+54 272 

: GOTO 3022 ' FUGF 
3021 POKE FF,32:FF=FF+DI:FC~FC+DI ' FTKG 
3022 IF PEEK(FF)=32 THEN 3027'EKED 
3023 IF PEEK(FF)=28 THEN POKE FF , 32 

:GOSUB 500 0 :RETURN' HRTH 
3024 IF PEEK(FF)=61 THEN POKE FF,32 

: P=P-5:RETURN ' I QJJ 
3026 POKE FF,33:RETURN ' CGYF 
3027 POKE FF , 62:POKE FC, 7 ' CKPH 
3029 GOTO 302l ' BEDH 
5000 REM FIRE SOUND' BJLA 
5001 POKE FF , 62:P OKE FC,8'CKQB 
50 02 S=54272'BGJB 
5004 FOR G=l5 TOO STEP-1:POKE S+24,G 

: POKE S+4,129:POKE S+5 , 15 
: POKE S+l , 40 ' NFFP 

5005 POKE S ,2 00 :NEXT ' CGYE 
5006 POKE S+4 , 0 : POKE S+5 , 0 ' EJFH 
5011 POKE FF , 32 : POKE FC, 0 ' CKFC 
5012 RETURN' BAQA 
5500 REM PICK UP BOTTLE SOUND' BRXH 
5501 PQ=PQ+l ' CFGF 
5502 S=54272 : FOR E=S TO S+28 : POKE E, 0 

:NEX'r'HRUM 
5504 POKE 54296 , 15 : POKE 54277, 212 

: POKE 54278, 240 ' DDGN 
5506 POKE 54276 , 33 :POKE 54273 , 123 

:POKE 54272, 135 ' DDXP 
55 08 FOR T=l TO 30 : NEXT 

:POKE 54276, 32:FOR T=l TO 20 
: NEXT' JU CT 

5510 FOR E=S TO S+28 : POKE E, 0 
:NEXT'GKEJ 

5512 RETURN' BAQF 
6000 POKE 53281 , 0 : POKE 53 28 0,0 ' CPLC 
60 0 1 PRIN T" (CLEAR, D0WN2]"TAB(l7) " 

[WHITE] M(RED)E[CYA N]R[PURPLE]L 
(GREEN)Y [YELLOW]N(WHITE] " ' CDCF 

6005 PRINT"[DOWN 3 )IN THIS GAME YOU 
ARE MERLIN THE "'BARM 

6007 PRINT"GREAT WIZARD OF KING 
ARTHUR' S COURT."'BAAP 

6008 PRINT"YOU'VE TO COLLECT THE 
BOTTLES OF MAGIC"'BAMQ 

6009 PRINT " POTION THAT YOU DROPPED 
WHEN FLEEING"'BACR 

6010 PRINT"THE FAIRY NIMUE. YOU MUST 
HURRY THOUGH," ' BARK 

6011 PRINT"BECAU SE IF NIMUE CATCHES 
UP WITH YOU"'BA JK 

6012 PRINT " YOU' LL BE LOCKED UP IN THE 
CRYSTAL CAVE" ' BAKL 

6013 PRINT "FOR THE REMAIN DER OF 
TIME • " ' BA CJ Continued on pg. 59 
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Introducing The Gold DisK Subscription Series 

The Cold Disk is a brand new 
way to get even more out of your 
Commodore 64 ff, because now, you 
can get all the programs you want 
and need at unbelievably low cost. 

Every month, subscribers to the 
Gold Disk will receive a disk that 
con la ins a feature program that in 
il'iclf, is worth the price of the 
subscription. In addition there are 
tutorials. games. a programming 
puzzle, music. sound effects, pro­
grammers· corner on each disk. A 
wealth of quality software for less 
than SlO. 

Our Premier Issue - December 
includes: 
• A complete data base system 
• Home finance program and tutorial 
• Learning Basic - Part I - tutorial 
• 2 Arcade Action games with full 

30 graphics 
• Music of the month 
• Graphics of the month 
• Puzzle of the month 
• Sound effects with source code 
• Programmer's corner 

and more 
--r~("ffl.lt k ~nJJ1'.t 
•C,,mmt1don· h, h ,, rnJ1~rn.J lroldcmJ1k nt (;.'ommi't.11),r Ou"ilh."" :-1:ichlnt , 

Circle Reader Service No. 27 

In the months ahead, the feature 
programs include an Assembler. Word 
Processor, lnformalion Management 
System. Micro Porth, Debugger, etc. 
Plus a great many other educational 
and entertaining programs. 

To begin your subscription 
simply fill in the coupon below. 
The Cold Disk - all the programs 
you need at subscription prices. 

Subscribe Now. This is a special 
introductory offer and prices are in 
effect until December 31/84. 

. . . ... . .. ..... . .. .. . . .. . .. . . . . ... ..... . . . . . ... . ... . . . ... ... . . . . .. . . . . . .. .. .... . .. . 

The 
GOLD 
Dl<~K 

THE GOLD DISK SUBSCRIPTION SOFTWARE 
2179 Dunwin Dri\'C. #6. Mississauga, Ontario. Canada L5L IX3 

YES. please send the Gold Disk for O 6 monlhs@S54.95 (U.S. funds) 
D I 2 months@ $99.95 (U.S. funds) 

Add S 1.00 per i!l-'Suc for mailina and h:mdlin)!. Orders out of North America add 
S3.0() per issue. Ncwsst~nd pncc per issue 1s SI I .9S U.S. l'll)'lllCllt must 
.iccom11,111y ,di order~. Allow 4 to (i week~ for subscription start. 

Name _ __ _ ___ _ ___ Address ___ _ _ __ _ _ __ _ _ _ 

City ___ _ ___ _ _ Stak /Pro\·. __ _ _ _ _ _ Code- - - - - -

0 Check or monc1· order endo~cd D Vi,a D Mastcrcharac D American Express 

Acct " Exp. Date Si!!m1turc --- - - -- - -



6028 INPUT"(D0WN2]FURTHER 
INSTRUCTIONS ?" ; G$'8DFP 

6029 IF G$<>"Y"THEN 6050'EGMN 
6030 PRINT"(CLEAR,DOWN] 

USING A JOYSTICK IN PORT 2 YOU 
MUST "'BADL 

6032 PRINT "MANUEVER MERLYN THROUGH 
THE FOREST." ' BAQN 

6033 PRINT"TO GET POINTS YOU PICK UP 
THE BOTTLES"' BAOO 

6034 PRINT "SCATTERED THROUGHOUT THE 
MAZE."'B AIO 

6035 PRINT " TO FIRE AT ROCKS BLOCKING 
YOUR WAY"' BAVP 

6036 PRINT " PRESS THE FIRE-BUTTON AND 
MOVE 'I'HE" 

6037 PRINT "JOYSTICK IN THE DIRECTION 
YOU WANT TO"' BASS 

6038 PRINT"FIRE. SHOOTING AT THE 
BOTTLES COSTS YOU"'BAJU 

6039 PRINT"l0 POINTS BUT YOU START 
OFF WITH 3 FREE"' BAPU 

6 04~ PRINT" SHOTS. YOU HAVE 3 
TRANSPORT SPELLS" ' BAJM 

6041 PRINT"BUT EARN MORE FOR EACH 
HUNDRED"' BABL 

6042 PRINT"GET 100 PTS . GETTING 
CAUGHT IN THE MAZE"' BALO 

6043 PRINT"AFTER YOUR TIME IS UP OR 
HAVING A SUB- ";' BBQP 

6044 PRINT " SCORE DROP BELOW 0 ENDS 
THE GAME"' BAQO 

6045 PRINT"TO ACTIVATE TRANSPORT YOU 
MUST COLLECT":PRINT~THE *"'C BEU 

6046 PRINT"IT TAKES A WHILE TO 
GENERATE THE MAZE" 
: PRINT"WHEN THE SCREEN"; ' CCSX 

60 47 PRINT"CHANGES FROM" 
:PRINT"[L. GREEN,RVS] [RVOFF , 
WHITE] TO [YELLOW,RVS] (RVOFF , 
WHITE] YELLOW": PRINT"USE THE"; 
' DDDW 

6048 PRINT " SPACE BAR TO BEGIN THE 
GAME":PRINT"PRESS SPACE BAR TO 
CONTINUE" ' CBKA 

6049 GET A$ : IF AS<>" "THEN 6049 ' FJUQ 
6050 PRINT "( CLEAR]" ' BATE 
6053 PRINT TAB(l4) "S KILL[SPACE2) 

LEVELS"' CDTL 
6055 PRINT TAB(l4) " (DOWN2] 

TIME IN MAZE"' CDPN 
6056 PRINT TAB(lO) "[D OWN3) 

LEVEL l - TWO MINUTES" 
6057 PRINT TAB(l0) " [D0WN2) 

LEVEL 2 - 90 SECONDS"'CDXO 
6058 PRINT TAB(l0) "[D0WN2] 

LEVEL 3 - ONE MINUTE"'CDES 
6059 PRINT TAB(l0) " (D0WN2) 

LEVEL 4 - 30 SECONDS" ' CDTS 
6060 PRINT TAB(ll)"(DOWN2] 

CHOOSE SKI LL LEVEL" ' CDPK 
6065 GET SL$ :IF VAL(SL$)<1 OR 

VAL(SL$)>4 THEN 6065 ' IUDS 
6066 IF SLS= " l "THEN TT=200'EIVO 
6067 IF SL$="2 "THEN TT=l30'EIYP 
6068 IF SL$= "3"THEN TT=l00 ' EIWQ 
6069 IF SL$= " 4 "THEN TT=30 ' EHCR 

Conlinuedfrompg. 57 HIDS'[ORDER 
6070 BB=3:RR=5:EP=l00:QQ=20 ' ESWM 
6071 RETURN' BAQG 
7000 PRINT"[CLEAR,DOWN,CYAN , D0WN2] 

TOO BAD ••• GAME OVER"' BAIF 
7010 PRINT"[D0WN2,YELLOW) 

YOUR SCORE WAS •.• "P ' BBNG 
7500 POKE 54296 , 15 : POKE 54273 , 5 

:PO KE 54272 , 7l ' DAKK 
7510 FOR T=l TO 900:NEXT : POKE 54276 , 0 

:POKE 54273 , 0:POKE 54272,Q'HFWP 
7515 POKE 54296,15:POKE 54277 , 53 

:POKE 54278,69 ' DBXR 
7520 POKE 5427G , 33 :P OKE 54273,3 

:POKE 54272,244 ' DBBN 
7525 FOR T=l TO 900:NEXT : POKE 54276 , 0 

:POKE 54273, 0 : POKE 54272,0 ' HFWV 
7530 POKE 54296,15:POKE 54277,53 

:POKE 54278,69 ' DBXO 
7533 POKE 54276 , 33 : POKE 54 273, 2 

: POKE 54272 , 163 ' DBAR 
7536 FOR T=l TO 900:NEXT : POKE 54276,0 

: POKE 54273,0:POKE 54272 , 0'HFWX 
7537 FOR WW=l TO 100:GET A$:NEXT ' FKQT 
7600 INPUT " [L . GREEN, D0WN4) 

PLAY AGAIN (Y/N) [SPACE2) ?"; 
Y$ ' 8DPL 

7800 IF Y$="Y"TH EN PRINT"{CLEAR,WHITE) 
" :GOSUB 6053 : P=O:GOTO 115 'HOVP 

7805 IF Y$="N"THEN END'ECWP 
7807 GOTO 760 0 ' BEKP 

Bought expensive software lately? 
Brace yourself. 

The Intelligent Software package for C-64 ™, 
VIC™, and PET/CBM™. $35 for everything. 

No 3-color ads, no shiny packaging, and (sorry) no games: 
just fifteen powerful, usefu programs that will put your 
Commodore to work right now, in yoor home or office; 

all on one disk at a neaNJnbelievable price. Includes: 

DetabHe: A C0<1"4)lete rnJli.l<oyed r,xcd-rooord-lcngth database manager. Sort 
or select (usiog oil relat.lOOOI operators : • . >. < , AND. DR. NOT. W1id cero) on ooy 
field. perform comp<Jtatlons on n1.monc holds. Any oporauon can be performed on eD, 
or rrly selected roco-ds . All fiekls ~ I.Gef'-deff18ble. Screen edt.r'og for records. 
Can be used tor My number of tasks, onclud,ng occount.s-rcceiveblc. mailing bsts . in• 
vent°"{ control . expense account meintenarcc. or os on electronic rolodex. Even if 
yoo use yar Commodore for nothing else. this program alone might just ify its expense. 

Ward Pra cesaar: A tu~feetured menu-driven word processor. including: very 
test file commands ~nduding a disk caLOlog), screen editing. text loca~ g. and fu l con­
trol over margns. spaci,g . pagiog, ndentat,on. ond µ1tif1CBtm [oU cormiands irrtJedcled 
in text) . .. ... wel done ond highly flTCtlOflOI •.• provides an excelent eltemative 
to the high priced wtnJ proc86GCni , • • thl6 iG an excelent bJy. Hg,ly , ew 111 e ded. ' · 
- Marte Softwero Gamtts . · 'Provides good boolC loot.ITT18. •• - OJnyx,te ·s Gazette . 

Copycalc : An electrOnic spreadsheet . Tirns yo.:r Convrodore r1to e v,sible 
balance shee t ; lrd.des screen edtiig . "'Excellent prog,-em ror bulgeting, estmat,r,g . 
or 8l'tf math-Oriented use •• . wel worth the money, H'ltfy recorrvnended."" 
- Mmite Software ~ . 

. Also nc:Wed: ReportGen [ rurf8ce& W /P With Database to cresta form letters . 
~ - maing labels . aher reports ); BaMball Stnlatlclan [~ batting 
statlStJCS for a basebal or softbal leegue of l4l t0 250 players. end generates reports 
on~ piayet". team , or the entre league. incaJdir1g StanOOQS]: seve,-81 W/P utities. n­
et.ding Index fr.dexes W/P's toxt r.isJ: severel Ool.8beso <dl.,cs, rd.dr,g 0B merge 
(fecitstes rnA>fie deltebese ~); ol6o Chec kbook ; lnvem<>ry; Paper route ; 
Loan Analyat : l.Albele~; mire . 

Versions of the pockoge ere evo,lat;e for any end evry Commodore compvt.cr 
h8vlng e minrnum of 12k RAM: ell prog-oms w,I fuly s1.ipport tape. disk, end pr,nter. 
Price ll'clJdes shipping within USA end Canedo (encloSe $5 fee tor C.0 .D.J; Cali!. 
residents add 6 % . Ar'ff two programs on cessett e. $20 . Thia ad ts the catalog: yoo 
may order dOCl.fTlentation tor eny one program separately tor $2 postpaid ( deductible 
from later order). Available only from: 

Intelligent So~ware 
Box 3745-C, San Rafael, CA 94912 
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Using Joysticks 
in LOGO 
T his ep isode of our continu i ng 
study of Commodore 's LOGO will 
concentrate on joys~icks. First, we 
will in troduce the fundament als of 
LOGO joyst ick usage by developing a 
si m p le dra w ing program ca ll ed 
JOYDRAW. This program is a LOGO 
equi valent of the popular toy Etch -A­
S ketch and should be fu n fo r 
LOGOphiles of all ages. Finally, we 
will present JOYDOODLER, a much 
more sophisticated joystick program. 
JOYDOODLER uses LOGO's list pro­
cessing capabilities to actually create 
new LOGO procedures that can be 
run independen t ly to redraw your 
j oystic k designs. In thi s way, 
JOYDOODLER lets you program in 
LOGO by just moving your joystick ! 

JOYDRAW 
JOYDRA W is s i mi l ar to 

INS T A NTDR A W w h ich w as d e­
scrib ed in this column in the Fall 1983 
issue of Power/Play . INSTANTDR AW 
controlled the turtle 's drawing motion 
with the keyboard . If you have access 
to this Fall 1983 issue, you may wish 
t o compare INST ANTDRA W and 
JOYDRA W to better understand the 
d ifferences between keyboard and 
joystick control in LOGO. 

JOYDRA W is simp le to use. First, 
load Commodore's LOGO language . 
Then type in the JOYO RAW proce­
dures below and save them. Plug a 
joy st ick into port two and ty pe 
"JOYDRAW" to start the program . 
You will be able to move the turt le 
with the joyst ick . Whenever t he 
joystic k button is pushed, you wil l be 
drawing on the screen as the turtle 
moves . At any time you can change 
the turtle 's drawing color by hitting 
one of the color keys on th e top row of 
the keyboard . If you hit the zero key, 
you can erase whatever the turtle 
moves over by pushing the joystick 
button . You can also clear the screen 
and start a new drawing on a clean 
canvas by hi tting the " C" key. The 
' '> ' ' and ''<' ' keys will change the 
speed (and leng th) of th e turtle's 
draw ing stokes. 

Now . let's get int o the heart of 
JOYDRAW and see how it works. The 
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Using your joystick 
and LOGO you can 
draw pictures with 
your Commodore 64. 

m ain drawi ng procedu re i n 
JOYDRAW is called SKETCH and is: 

TO SKETCH 
JOY. MO VE JOYSTICK 1 
IF JOYBUTTON 1 PENDOWN 

ELSE PENUP 
COMM AND 
SKETCH 

END 
The word JOYSTICK is a predefined 
LOGO routine (called a LOGO primi ­
tiv e) By using JOYSTICK 1 in the 
second line , we are telling LOGO that 
we Wish to know the status of the 
joystick plugged into port two. Simi ­
larly, JOYSTICK O would request the 
status of port one's joystick. (Using 
port one is not recommended if you 
also wish to use the keyboard for in­
put as we do in JOYDRAW.) When­
ever you use the prim it ive JOYSTICK, 
Commodore LOGO returns an int eger 
status value betw een minus one and 
seven. A value of minus one indicates 
the joystick is centered. A value of 
zero to seven indicates which direc­
tion the Joystick is being pushed , 
with zero corresponding to up (or 
north), one being up and right (or 
northeast) and proceeding clockwi se 
to seven which equates to up and left 
(or northwest) . 

The word JOYBUTTON in line 3 is 
another LOGO primi t ive. JOYBUT­
TON 1 returns a status of true if port 
two's joyst ick but ton is being pushed 
and false if the button is not being 
pushed. By using this true or false 
status, lin e 3 causes the turtle's pen 
to be do wn w he n the but t on is 

BY DAVID MALMBERG 

pushed and up otherwi se. 
Line 4 calls another proce dur e, 

named COMMAND, whic h wi ll be ex­
plained short ly. Line 5 is a recursive 
call to execute the current procedure 
SKETCH again. Recursive calls like 
this are sometimes called infinite 
loops, because they cause the same 
parts of the program to be executed 
over and over. Recursion is a very 
important concept in LOGO. In the 
part icular case of SKETCH, recursion 
is used to endlessly repeat the follow­
i ng act ivi ties : (1) move the turt le 
based on the joystick' s directi on, if 
any, (2) set the drawin g pen up or 
down depending on the condit ion of 
th e joy button and (3) execute com­
mands from the keyboard if the re are 
any . 

Now. let's examine the procedu res 
that perform these activities . 

The JOY .MOVE procedu re is 
where the joystick actually causes the 
turtle to move: 

TO JOY.MOVE :DIRECTION 
IF :DIRECTION< 0 STOP 
SETHEADING :DIRECTION * 45 

FORWARD :STEP 
END 
This procedure requi res an input 

called DIRECTION. Thi s variable is 
set to the current status value of the 
joystick-beca use that is the value 
just after the call to JOY.MOVE in line 
2 in SKETCH. Once JOY.MOVE has 
this input , it first tests to see if the 
status value is less than zero (i.e .. a 
value of minus one , meaning the 
joystick is cantered) . If this conditi on 
is true , the STOP in Jine 2 is executed 
and the program flow returns to the 
calling procedure SKETCH. 

If the joystick is currently being 
pushed in a direction and has a value 
between zero and seven, line 3 is ex­
ecuted and the turtle's heading is set 
to the compass degrees correspond­
in g to the direct ion of the joysti ck . 
The turtle then moves forward a dis ­
tance dete rm i ned by the curr ent 

Continued on pg. 62 
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You read that right. A full 80 
column, 80 character-per-second , 
Commodore-compatible dot ma trix 
thermal prin ter, complete (with a 
90 ft. paper roll , interface cable 
and power pack ). ready-to-run-
at 800 words per minute - for only 
$139.99. But your walle t Isn 't the 
oHly thing the HUSH 80 CD is 
compatlble with. It 's compatible 
with all Commodore models; 

$139 99 

SMALL on PRICE. 
includ ing the Commodore 64, the 
VIC 20, and the new Commodore 264. 

And you'll find the HUSH80CD 
printer is big on lots of small things 
too. It weighs about one-half the 
amount of it's nearest competitor 
(it 's compact size fits conveniently 
into a briefcase). And it 's extremely 
quiet , with fewer working parts, 
which means less noise and less 
to go wrong. 

Ask your local computer store or 
dealer for the HUSH 80 CD today. 
And if he doesn't carry it, call us 
at 415/322-ERGO. And find out 
where to get the little printer that 
does the big jobs. 

HUSHBO .. CD 
PRINTER 
LESS PRICE, LESS NOISE, 
LESS SIZE. 

~fg'l~(g /Y/Tf.m/. inc. 1360 Willow Road. Men lo Park, CA 94025 

Circle Reader Service No. 29 
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value of the variable STEP. The END 
in the last line returns program con­
trol to the calling procedure SKETCH 
just like STOP does in line 2. 

Before we discuss the COMMAND 
procedure, it will be helpful to present 
a procedure that is the equivalent of a 
GET statement in BASIC- it allows 
the keyboard to be used for instan t 
input without hitting the RETURN 
key. This procedure is as follows: 

TO GET.KEY 
fF RC? OUTPUT 

READCHARACTER 
OUTPUT" 

END 
Whenever you wan t to get the im­

age of a key that has been pressed, 
you would use a GET.KEY comma nd 
in your LOGO program . This proce­
dure will output the character image 
for the key , if one has been pressed 
and a null character otherwise. This 
proc ed ure works becaus e RC?, a 
predefined LOGO routine, outputs a 
value of true or false, indicating the 
presence or absence of a character in 
th e keyboard buffer . If true, the OUT­
PUT READCHARACTER part of line 2 
causes the char acter image to be out ­
put and the procedure is terminated 
since an output has been generated. 
If false, there is no character in the 
keyboar d buffer and the third line out­
puts a null character. 

Now, let 's see how this proced ure 
lets us give interactive commands 
from the keyboard while we are draw­
ing with the joystick . This is done in 
the following procedure : 

TO COMMAND 
MAKE ''KEY GET.KEY 
CLEARINPUT 
IF :KEY = "STOP 
IF :KEY = "C SET.UP STOP 
IF :KEY = "> MAKE "STEP 

( :STEP + 1) STOP 
lF :KEY = "'< MAKE "'STEP 

( :STEP - 1 ) STOP 
TEST NUMBER? :KEY 
lFFALSE STOP 
PENCOLOR ( :KEY - 1 ) 

END 
The second line of the procedure 

causes the variab le called KEY to be 
the image of the key that has been 
press ed, if any . CLEARINPUT clears 
out the keyboard buffer so that multi­
ple copies of the key image will not 
occur. The fourth command says, "'If 
the cu rrent value of KEY is a null char­
acter then STOP this procedure ." A 
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STOP in LOGO is like a RETURN 
statement in BASIC. It returns the 
program logic to wherever it was be ­
fore the current routine was called . In 
this instanc e, the STOP returns the 
program control to line 4 of SKETCH. 
The fifth and sixth lines of COM­
MAND increase or decrease the vari­
able STEP depending upon whether 
the key being pressed is a ">" or a 

The TEST NUMBER? : KEY in the 
se venth line tests whethe r the key 
pressed is a digit from zero to nine . [f 

it is, a truth flag is set to true. The 
next command then tests this flag 
and stops if it is false, i.e., the key is 
not a digit . Otherwise, the next com­
mand sets the PENCOLOR value to 
one less than the digit pressed . This 
formula makes the pen's color the 
same as the color keys on the top row 
of the keyboard. The only exception is 
that hitting the zero key will cause 
the pen to erase. (Actually, it will 
draw with th e same color as the 
scree n background .) 

To add the finishing touches to 
JOYDRA W, we need two short proce­
dures. The first is SET.UP which (1) 
clears the drawing screen (by using 
the LOGO primitive DRAW), (2) 
specifies that we want to draw using 
a palette with multiple colors (by 
using DOUBLECOLOR), (3) lets the 
turtle draw e verywher e (by 
FULLSCREEN) and (4) initializes the 
variable STEP to four pixels or screen 
"dots." Specifically, we have : 

TO SET.UP 
DRAW 
DOUBLECOLOR 
FULLSCREEN 
MAKE "STEP4 

END 
The last procedure is call ed 

JOYDRA W and it is the one execut ed 
to start the entire program : 

TOJOYDRAW 
SET.UP 
SKETCH 

END 

JOYDOODLER 
The procedures for our second pro­

gram, JOYDOODLER. are given in the 
listing . JOYDOODLER is both more 
complex and more capable than the 
program we have just considered . 
Yet, as you look at the JOYDOODLER 
listing, you will discover that many of 
the procedures have the same names 

and perform essentially the same 
functions as procedures in 
JOYDRAW. With some study and re­
ferral to the Commodore LOGO man­
ual, you should be able to follow the 
logic of JOYDOODLER. 

JOYDOODLER is a program tha t 
truly demonstrat es the power of 
LOGO. Using JOYDOODLER. you can 
actually create th e source code for 
new LOGO tunle graphics programs 
by simply moving your joystick . This 
LOGO source code can then be save d 
to disk and used independently of 
JOYDOODLER. In this way, you 
should be able to create some spec ­
tacular turtle graphic drawings with­
out the need to make cumbersome 
calculations of distances, angles 
and/or screen coordinates . 

JOYDOODLER is easy to use . Load 
Commodore's LOGO. Type in the pro­
cedures from the listing and save 
JOYDOODLER to disk so you'll never 
have to type it again. Plug your 
joystick into port two and type 
"JOYDOODLER" to begin the pro­
gram . The screen will clear and the 
tunle will app ear in its home position. 
As you move the joystick, the tunle 
will move on the screen. 

In JOYDOODLER, you create your 
tunle graphic designs by drawing 
lines. Even a curve can be created by 
making a series of short conne cte d 
line segments. The ends of the lines 
are det e rmined by pushing the 
joystick button . For exampl e, to draw 
your first line (1) move the turtle to 
one of the end points and hit the but­
ton . (2) hit the "D" key on the key­
board to put the pen down and (3) 
move the tunle to the other end and 
hit the button. JOYDOODLER will 
then draw the line. 

After the line is drawn, the last end 
point will automatically become the 
starting point for the next line-so it 
is easy to draw designs using con­
nected lines. To move without draw­
ing (or to draw unconnecte d lines), 
just hit the "U" key on the keyboard 
to lift the tunle's pen up. The pen will 
stay up or down until the opposite 
command is entered by hitting the 
"D" or "U" key. So, if you wish to 
draw a series of connected lines, you 
only need to put the pen down once. 

While you are making your joystick 
turtle graphics drawings, you may en­
ter a number of useful commands by 
hitting single keys . Specifically, the 



commands available include : 
0,1,2,3 ... 9 Keys: Change the pen 

color. Zero causes the pen to erase. 
C Key: Clears the screen, homes the 

turtle and lets you start over. 
U and D Keys: Set the turtle's pen up 

or down , respectively . 
> and < Keys: Increase and de­

crease, respectively , the speed 
(and length) of the turtle's strokes. 

N Key: Asks you for a name for the 
current design. A new LOGO pro­
cedure is then created with that 
name. That procedure will redraw 
th e design whenever it is executed . 

T Key: Lists the titles for the designs 
(procedures) you have created . 

E Key: Executes a procedure of your 
choice to redraw a design at the 
current location of the turtle . For 
example , you might draw a house 
and name it "HOUSE" by using the 
" N" key. Then you could clear the 
screen with the " C" key to start a 
new drawing of several houses . 
You could move the turtle to where 
you want the first house, then hit 
"E", give the name "HOUSE" as 
the design you want to execute, 

move the t urt le to where you want 
the second hous e and hit "E" 
again . This process could be re­
peated as many times as you want . 
You could use dtiferent colors for 
each house. The ent ire drawing 
could then be saved as a new pro­
cedure by hitting the "N" key and 
giving it the name "S UBURB." 

S Key: Saves a copy of the picture on 
the screen to disk. It is saved as a 
"PICT" fiJe, not as a LOGO source 
code file. 

L Key: Loads a picture from the disk 
to the screen. This is the reverse of 
the "S" key operation . 

0 Key: Sets an origin for any drawing 
that follows by issuing a command 
to SETXY to the current coordi­
nates of the turtle . You would use 
this command when you want a 
design to always be drawn in a spe­
cific and absolute location on the 
screen. Most simple designs will be 
done without setting an origin so 
that they can be redrawn in multi ­
ple locations by repositioning the 
turtl e several times during the en­
tire drawing process. 

no fflORE PEU[llS 
X Key: Sets an x-coordinate origin by 

issuing a SETX to the turtle's cur­
rent x-coordinate . 

Y Key: Sets a y-coordinate origin by 
issuing a SETY to the turtle's cur­
rent y-coordinate. 

Q Key: Quits the current drawing ses­
sion and gives you an opportunity 
to save the procedures you have 
created with your joystick to disk. 
WARNING : lf you answer yes to 
the question, "Do you wi sh to save 
your procedures?" JOYDOODLER 
will erase itself from the Commo­
dore 64's memory and just leave 
your newly created procedures in 
memory . Be sure you have already 
saved a copy of JOYDOODLER to 
disk before you answer yes and 
JOYDOODLER self-destructs! I! 
The best way to learn how all of 

these options work and how they can 
be used to create some great turtle 
graphic drawings is to just plug in 
your joystick, consult the above list 
and experiment. You will soon be a 
joystick expert and a turtle graphics 
artist extraordinaire. And you should 
have a lot of fun in the process. C 

'----- ---------------------------- - Program on next page-

WINS THE RACE FOR THE 
COMMODORE 64-TM __ _ 
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TO JOYDOODLER no fflORE PED[ILS 

END 

MAKE "TITLES CJ 
INSTRUCTIONS 
JOYDRAW 

TO INSTRUCTIONS 
CLEARTEXT CURSOR 10 0 PRINT [LOGO JOYSTICK DOODLER] 
CURSOR 12 2 PRINT CBY DAVID MALMBERG] 
CURSOR 1 4 PRINT [PLUG THE JOYSICK IN PORT2 AND CREATE! J 
CURSOR 6 6 PRINTl [WOULD YOU LIKE INSTRUCTIONS?] 

MAKE "KEY FIRST.LETTER 
IF : KEY = "N STOP 
CLEARTEXT 
PRINT [LOGO JOYSTICK DOODLER ENABbES YOU TOJ 
PRINT [DRAW USING THE JOYSTICK. WHILE YOU ARE] 
PRINT [DRAWING, YOU WILL ALSO BE CREATING LOGO] 
PRINT [PROCEDURES THAT WILL BE ABLE TO REDRAW] 
PRINT [YOUR DRAWINGS! !l 
PRINT CJ 
PRINT (USE TaHE JOYSTICK TO MOVE THE TURTLE] 
PRINT tAND THE JOY BUTTON TO SET liHE ,ENDl 
PRINT (POINTS FOR YOUR LINES,] 
PRINT CJ 
PRINTl CHIT RETURN TO CONTINtJEJ MAKE "KEY FIRST.LETTER 
CLEARTEXT 
PRINT CYOU CAN ALSO USE ~HE FOLLOWING KEYS:J 
PRINT C 0, 1, 2, 3 ••• 9 - TO CHANG.E PEN· CO~QRJ 
PRINT CU - PENUPJ 
PRINT C~ - PENDOWNJ 
PRINT C> - TO INCREASE THE JOYSTICK STEPSJ 
PRINT C< - TO DECREASE THE JOYSTICK STEPSJ 
PRINT CC - TO CLEAR AND START A NEW DRAWINGJ 
PRINT CN - TO NAME AND DEFINE YOUR PROCEDURE] 
PRINT CT - LIST TITLES OF DEFINED PROCEDURESJ 
PRINT CE - EXECUTE ONE OF THE PROCEDURES] 
PRINT CS - SAVE A PICTURE OF THE SCREEN] 
PRINT CL - LOAD A PICTURE TO THE SCREEN] 
PRINT CX - SETX TO CURRENT X COORDINATE] 
PRINT CY - SETY TO CURRENT Y COORDINATE] 
PRINT CO - SETXY TO CURRENT COORDINATES] 
PRINT CQ - TO QUIT AND SAVE PROCEDURES) 
PRINT CJ 
PRINTl CHIT RETURN TO CONTINUE] MAKE "KEY FIRST.LETTER 

END 

TO FIRST.LETT ER 

END 

MAKE "IMAGE REQUEST 
IF : IMAGE= Cl OUTPUT CJ 
OUTPUT FIRST FIRST :IMAGE 

TQ JOYDRAW 
SET.UP 
SKETCH 

END 
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E.i-ror- - ]o es NO 

TO SET.UP Acee t ! 

END 

DRAW 
DOUBLECOLOR 
FULLSCREEN 
PENUP 
MAKE "PEN CUP] 
MAKE "STEP 4 
MAKE "H r si::oRY c J 
MAKE "FLAG 1 

TO SKETCH 

END 

JOY.MOVE JOYSTICK 1 
IF ,.JOYBUTTON 1 UPDATE, POINT 
COMMAND 
SKETCH 

cartoons by Brian LI~ 

TO JOY.MOVE : DIRECTION 
IF : DIRECTION< 0 STOP 
SETHEADING : DIRECTION* 45 FORWARD : STEP 

END 

TO COMMAND 

END 

MAKE "KEY GET.KEY 
CLEAR INPUT 
IF :KEY=" STOP 
IF : KEY = "C SET.UP STOP 
IF : KEY = " > MAKE "STEP < : STEP + 1 ) STOP 
IF : KEY = 11 < MAKE "STEP ( : STEP - 1 ) STOP 
IF : KEY= "U MAKE "PEN CWPJ MAKE "HISTORY LPUT CPENUPl : HISTORY 

PEN. MESSAGE STOP 
IF : KEY= "D MAKE "PEN CDOWNJ MAKE "HISTORY LPUT CPENDOWNl : HISTORY 

PEN.MESSAGE STOP 
IF : KEY = "S SAVE.SCREEN STOP 
IF : KEY = "L LOAD. SCREEN STOP 
IF : KEY= "N NAME. PROC STOP 
IF :KEY= "T TITLE.PROCS STOP 
IF :KEY= "E EXECUTE. PROC STOP 
IF : KEY= "Q QUIT STOP 
IF : KEY = "X MAKE "HISTORY LPUT < SENTENCE CSETXJ ROUND XCOR) 

: HISTORY XY.MESSAGE STOP 
IF :KEY = "Y MAKE "HISTORY LPUT < SENTENCE CSETYJ ROUND YCOR) 

: HISTORY XY.MESSAGE STOP 
IF : KEY= "0 MAKE "HISTORY LPUT < SENTENCE CSETXYJ ROUND XCOR 

"< ROUND YCOR 11
) ) : HISTORY XY.MESSAGE STOP 

TEST NUMBER? : KEY 
IFFALSE STOP 
PENCOLOR ( : KEY - 1 ) MAKE "HISTORY LPUT < SENTENCE CPENCOLORJ 

: KEY - 1 ) : HISTORY STOP 

TO GET.KEY 

END 

IF RC? OUTPUT READCHARACTER 
OUTPUT II 
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TO PEN.MESSAGE 
CLEAR. SPLIT no fflORE PED[ll5 

END 

PRINT SENTENCE C THE PEN IS NOvJ J : PEN 
WAIT 100 
FULL SCREEN 

TO CLEAR. SPLIT 
CL EA RT EXT 
SPLITSCREEN 

END 

TO WAIT : Q 

END 

IF :Q = 0 STOP 
WAIT :Q - 1 

TO SAlJE. SCREEN 
CLEAR.SPLIT 

END 

PRINT [WHAT DO YOU WANT TO CALL THIS SCREEN?] 
MAKE "NAME FIRST REQUEST 
SAVEPICT :NAME 
FULL SCREEN 

TO LOAD.SCREEN 
CLEAR.SPLIT 

END 

PRINT [WHAT SCREEN WOULD YOU LIKE TO LOAD?] 
MAKE "NAME FIRST REQUEST 
READPICT :NAME 
FULLSCREEN 

TO NAME.PROC 
CLEAR.SPLIT 

END 

PRINT [WHAT DO YOU WANT TO NAME THIS DESIGN?] 
MAKE 11NAME FIRST REQUEST , 
DEFINE :NAME< FPUT CJ :HISTORY) 
MAKE "TITLES LPUT :NAME :TITLE S 
MAKE "HISTORY CJ 
MAKE II FLAG 1 
. GCOLL 
FULL SCREEN 

TO TITLE.PROCS 
CLEAR.SPLIT 

w'a-da-ya l1ean u.Doe5 
not Accept?!?" There i.5 
no such Err or Messa e!! 

/ 

Ho w'd yQ Ii Ke. a 
Swim in the pa:,J, 
hu~h 1 Howtl 'lo u 
accept fhat?! 

IF EMPTY? :TITLES PRINT (YOU DON' T HAVE ANY PROCEDURES, YET! J 

END 

IF NOT EMPTY? :TITLES PRINT [YOU HAVE THE FOLLOWING PROCEDURES:] 
PRINT :TITLES 

PRINT! CHIT RETURN TO CONTINUE) 
MAKE "KEY FIRST . LETTER 
FULL SCREEN 

TO EXECUTE. PROC 
CLEAR. SPLIT 
PRINT [WHAT PROCEDURE DO YOU WISH TO EXECUTE?] 
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What you get if you cross 
a Cornrnoclore 64 with a Ferrari. 

~ou get the incredible 
~ lndus GT'" disk drive. 
You get brains. You get beauty. 
But, that's not all you get. 
You get a disk drive that Cdn 

handle 100% of Commodore's 
software. 400% faster. 

You get the disk drive with the 
best service record around. With 
a one year warranty on parts and 
labor to prove ii. 

And, you get the only disk drive 
that comes with free software. 
Word processing. Spreadsheet. 
Database manager. Plus, a carry­
ing case that doubles as an 80 
disk storage file. 

Most of all, you get luxury. 
From the sleek lines of its sound­
proofed chassis to the respon­
sive AccuTouch'" controls at the 
lndus Command Post'." From the 

LED display that keeps you in 
control of your Commodore to 
the air-piston operated dust 
cover that protects your disks 
and drive. 

So, you know what you really 

~ 

get if you cross a 
Commodore 64 
w ith a Ferrari? 

You get the 
best. 

lNDUS'M 
11,)lndus Sy,tcm,, '1304 D~l·rin>4 Avcmw, Ch,1t, wurt l1, CA 91311 (818) 882·%00 . The lndus GT i> a produc t of lndus Systems. Commodo re is a 
rcgl, tered 1r,1dt•mc>rk of Commo dort • lluslncs, M~chi,w,. Inc . Ferra ri b ,l registe re d tradc m.1rk of h,rrnri Nor th Ameri ca. In c. 
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MAKE "NAME F"I RST REQUEST no moRE PEDCILS FULLSCREEN 
RUN SENTENCE .:NAME Cl 
MAKE "HIST ORY LPUT ( SENTENCE :NAME C] ) : HISTORY 
PENUP 

END 

TO QUIT 
CLEAR.SPLIT 

END 

PRINT tDO YOU WISH TO SAVE YOUR PROCEDURES?] 
PRINT CWARNING: THIS WILL DESTROY JOYDOODLER!J 
MAKE "KEY FIRST .LETTER 
IF : KEY= "Y ERASE . DOODLER 
NODRAl,\l 
CL EA RT EXT 
TOPLEVEL 

TO ERASE. DOODLER 
NODRAW CLEARTEXT PRINT CNOW SAVE YOUR PROCEDURES TO DIS KJ 
ERASE (WAIT CLEAR. SPLIT XY.MESSAGE PEN.MESSAGE HYPOTENUSE 

INSTRUCT I ONS 1.TOYDRAIIJ JOYDOODLER SKETCH SQUARE FIRST, LETTERJ 
ERASE [QUIT EXECUTE. PROC TITLE . PROCS NAME. PROC LOAD.SCREEN 

$AVE.SCREEN SET.UP GET. KEY COMMAND Ul?DATE.POIN:'fJ 
ERASE C JOY. M01,)E ERASE. DbODLER] TOPLEVEL 

END 

TO XY.MESSAGE 
CLEAR. SPLIT 
PRINT D< AND/OR Y IS NOW SET) 

rf WAIT 100 
FULL SCREEN 

END 

TO UPDATE.P OINT 

END 

MAKE II NEl,JX ROWND XCOR 
MAKE 11NEIIJY ROUND YCOR 
IF : FLAG = 1 MAKE II OLD)< : NEl.,JX MAKE "Ol.!DY : NEWY 

MAKE "FLAG 0 STOP 
SETXY :OLDX :OLDY 
MAKE "A ROUND TOWARDS :NEWX :NEvN 
MAKE II L ROUl"iD HYPCtTENUSE 
I F : PEN = C DOWN J PENDOl,JN 
SETHEADING :A FORWARD :L 
MAKE II H 1 STORY LPUi < SENTENCE C SET HEAD I NG] : A 

( FORWARD] : L > :HISTORY 
PENUP 
MAKE "OLDX :NEWX 
MAKE "OLDY : NEvlf 

TO HYPOTENUSE 
OUTPUT SQRT < < SQUARE ( :NEWX - : OLDX ) > 

+ < SQUARE < :NEWY - :·OLDY ) ) ) 
END 

TO SQUARE : SIDE 
OUTPUT :SIDE* : SI DE 

END 
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TELE/SCOPE 
Playnet, A True Story 
J t wa s the town of Hershey, in Penn ­
sylvania . A resort town much like any 
other , except that everywhere you 
went there was chocolate for sale. Big 
bars, small bars , kisses, even some of 
the stree tlights looked like big choco ­
late kisses. Only today , the air was 
charged with electricity instead of the 
aroma of cocoa. My assignment: to 
infiltrate a gathering of computer nuts 
in the chocolate town, to see if the 
early extraordinary reports were true. 

1 :47 PM: I arrive at the Commodore 
Users Fair of the Mid-Atlantic Re­
gional Commodor e Association 
(MARCA). After registering at the 
desk , it takes a half hour to make my 
way to the Playnet booth through the 
dense crowd . Warily, I case the area. 

2:12 PM: It is obvious that this is 
going to be a tough one . It would be 
necessa ry to enter the booth and wait 
for the righ t moment . In the mean­
time , I could get evidence for my re­
port . I jostle my way to the first 
terminal in the booth. In the crowd, it 
is easy to disguise hitting the elbow 
of the child working with the ma­
chin e. Startled, he turns around . 

"Just who do you think you are?" 
he says. He looks about twelve years 
old and more knowledgeable about 
computers than I feel. "Joe, " I reply. 
"Joe Friday." The kid grins. "Well, 
you're one day late, Joe," he says . 
"Today is Saturday!" . 

I decide to chang e the subject. "Just 
what are you doing on that screen?" I 
ask innocently. Of course. I had done 
my research back at headquarters . 

"Well, I just finished playing Sea 
Strike with Tim and I've returned to 
the reception area to see if anyone 
would like to try som e Lightning 
Checker s ," he tells me. "Watch this , 
I'll try to get someone to play." He 
types a few words into the machine. 
Somebody called "Denise R" 
pursuad es him to play chess instead. 
Quickly I take out my micro-camera 
and shoot a picture of the screen. 
This would look good in my report! 

"Is it always this easy to start a 
game on Playnet?" I ask . "Sure," he 
says. · 'Right now there are hundreds 
of people that are subscribing to 
Playnet . They say that there should 
be over 5000 by the end of the year. 

A telecommunications 
network dedicated 
solely to games? 
Our undercover 
investigator scopes it 
out and discovers 
that, using your 
Commodore 64-and 
modem, you can play 
games with people 
from all over the 
country via the Playnet 
network. 
We can communicat e all over the 
country via the Telenet telecommuni ­
cations servic e, which has loca l 
phone numb ers in hundr eds of cities . 
There are a lot of other games , too. 
There is Reversi. Captur e the Flag 
and Four-In-A-Row. There are new 
gam es coming out later, like Dun­
geons and Dragons, Scrabble, Hearts, 
Cribbage and Chinese Checkers." 

"How do they get such good color 
pictures over the telephone lines?" 

The kid starts to look smug . " It's 
really neat . They give you the soft­
ware for the network and the games 
on a floppy disk . Then your computer 
handles the graphic s and talks to the 
other person 's comput er playing the 
same game. When Playnet comes out 
with a new gam e, you just download 
the new games on your Playnet disk. 
Great, huh? " 

I struggle to rememb er the dossier. 
"Uh , that means the centr al Play­
net computer ju s t ha ndl es th e 
communications?'' 

"'Didn't you read the brochures? 
They've got an online newsletter and 
electronic mail. Later on ther e will be 
bull e tin boards, special interest 
groups , electronic file transfer , game 
tournaments and all sorts of thing s ." 

"How much does all this cost?" 

BY WALT LOUNSBERY 

"The initial membership is $49.95 
and the online charge is only $2 per 
hour . There 's also a monthly fee of $6. 
It's really reasonable compar ed to the 
telete xt services that don't hav e 
graphics or sound or the ability to talk 
while you're playing the games . In 
fact, sending messages to my friends 
over Playnet costs less than calling 
them long distance ." 

My head is beginning to sp in with 
all the possibilities . It wouldn · t do to 
let the smart brat know . I have to ask 
th e ultimate question . "OK, so if you 
know so much about teletext , why 
don 't you subscribe to that?" 

"I used to belong to some of the 
other nets," he says , "but they were 
just a drag ." 

That is just too disgus ting for me . 
"Kid, you talk too much! " I snarl at 
him before throwing an old lady out of 
her chair and sitting down before the 
second computer. There is still some 
time left. 

Of course , it would be too easy to 
let on. I had studied the dossi er very 
carefully, but the distractions had 
blocked my memory a bit. The worst 
distraction had been the sight of the 
kid holding two conversations and 
wiping out his chess oppon ent at the 

Continued on pg. 72 
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IT'SNOT 
. HOW LITTLE IT COSTS, 

IT'SHOW 
MUCH YOU CiEt 



We have a surprise for all 
those people who think that in 
order to get more you have to 
pay more. 

The Commodore 64'.1" 
We also have a surprise 

for all those people who th ink 
they have to settle for less just 
because they're paying less. 

The Commodore 64. 
The Commodore 64 has a 

full 64K memory, high fidel ity 
sound and high resolution, 
16-color sprite graphics. 

It's fully capable of running 

thousands of programs for 
schools, business or funny 
business. 

.( But the Commodore 64 is 
about one third the price of the 
64K IBM PCjr1

M or the App le lle'.1" 
In fact. for about the price of 
those computers alone you can 
get the Commodore 64. a disk 
drive. a printer and a modem­
a powerful computing system. 

We don't do it with mirrors, 
wedo it with chips. We make our 
own. So we can make them for 
less, more efficiently and more 

economically than people who 
don't. {Which is just about 
everybody else.) 

So because it's a 64. 
it's powerful. Because it's a 
Commodore. it's affordable. 
And because it's a Commodore 
64, it's the world's best selling 
computer. 

COMMODORE 64:: 
IT'S NOT HOW UTILE IT COSTS, 

IT'S HOW MUCH YOU GET. 
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TElE/SCOPE 
Continued from pg. 69 

same time . But I get everything under 
cont rol and relax while playing Four­
ln -A-Row. 

Th e kid hadn 't known that the 
Playnet folks were planning on intro­
ducing an electronic computer store 
with some fascinating aspects. Be­
sides being able to download soft ­
war e dir ect ly, the subscribers will be 
able to upload their own programs to 
th e store, sett ing their own price . 
Th.is will provide automatic and direc t 
distribution and royalties! Naturally, 
programs or fi les will be put online for 
free or for a very smalJ downloading 
charge as well. 

Even though Playnet is exclusively 
for the Commodore 64 now, expan­
sion to other computer models is be­
ing planned for early 1985. Th is will 
surely be plenty to keep the subscrib­
ers, and that brat in particular , very 
happy with a wide spectrum of ser­
vic es. I can even remember the toll­
free numb er co caU about Playnet: 
1-800-PLAYNET . 

5:55 PM: It has been a while since 
the warning went out over the loud­
speakers . In a few moments the Fair 
will be closed for the day . It is time to 
bring an end to the hunt and close in 
on the quarry . Everyone is too busy 
checking the MARCA booth for their 
names on the prize drawings list to 
pay atte nt ion to me. I stand up and 
approach the person using the third 
computer on Playnet . There is no 
doubt he is the right man . I haven't 
seen another three hundr ed-pound 
di scus throw er all day. 

"Boris ," I say, "I am Joe Friday 
from the State Department. It's time 
to go.'' He stands up without a word 
and turns to me. Despi te having 
defected to the Unit ed States several 
days earlier, this Olympic contende r 
still does not show the effects of a 
poor di et . Boris Grottag does not look 
like he needs any protection from the 
min ions of Baklava . Luckily, his pas­
sion for games had kept him at the 
Playnet booth while we made our 
preparations . 

His demeanor is stern , but all of a 
sudden he breaks into a loud guffaw . 
1n between gasps, he gets the wo rds 
out . " VeU, I am glad you fenally gott 
heir. Cho! Yu are vone day lat e, 
Meiste r Freiday!" 

Somehow I know it is going to be 
one of those weekends . C 



CHRISTMAS BUYERS GUIDE: 
Games for the Commodore 64 

D ata for this chart was supplied by MENU, a data base provided by the International Software Database Corporation. For further 
evaluative information and ordering, contact the Internacional Database Corporation, 1520 South College Avenue, Fort Collins, CO 
80524. The col\ free number is 1-800-THE- MENU or 303-482- 5000 (in Colorado or outside the U.S.) 

Program Name: Publisher: ISPN: Descri12tion: 
Acli·Fantasy Ver-1.0 SEI Enterprises Inc. 69087-050 Adult group fantasy coordination program. 

Acti-Fun SEI Enterprises Inc. 69087·100 Fun and play coordination program. 

Acli·Play SEI Enterprises Inc. 69087-200 Activity coordination program. 

Acli-Tale SEI Enterprises Inc. 69087-300 Enter tales into computer. 

Acti-Truth SEI Enterprises Inc. 69087-400 Enter major-truths. 
Action Writer Codewriter Corporation 13337-100 Write unique arcade games. 

AE Broderbund Software 08850-010 Fight attacking sting rays. 

Aegean Voyage Spinnaker Software 75300-025 Sail vessel in quest of treasures. 
Air Rallye Human Engineered Software 36550-010 Cross-country air race. 

Alien Addition OLM Teaching Resources 26493-075 Practice basic addition facts. 
Alley-Oops Artworx Software Company 05437·025 Fight diabolical creatures. 
Alligator Mix OLM Teaching Resources 26493-125 Alligators in swamp. 

Ankh Datamost 23700-010 Solve puzzles through logic, destruction and scientific 
method. 

Apple Cider Spider Sierra On-line 69925-010 Arcade game. 
Aquaplane Ouicksilva Inc. 64456-150 Ski through marine maniacs, G & T's and regattas. 

Argos Expedition CBS Software 11670-025 Transform computer into spaceship console. 
Avengers Commodore Business Machines 13950-070 Destroy attacking aliens with laser cannons. 
Bandits Sirius Software 70775-100 Shoot bandits to protect supplies. 
Baron Blue Chip Software 07970-050 Real-estate market simulation. 
Battle for Normandy Strategic Simulations Inc. 76500-025 Recreate massive allied invasion of Northern France. 
B. C. Quest tor Tires Sierra On-Line Inc. 69925-015 Watch Thor ride his wheel. 
Beyond Castle Wolfenstein The Muse Company 55850-130 Sequel to Castle Wolfenstein. 
Bike Story Ver· 1 E. David Associates 27325-050 Teaches bike safety. 
Blackjack Tulor Briley Software 08475-090 Play a solid game of blackjack. 
Blade of Blackpoole Sirius Software 70775-150 Illustrated adventure game. 
Blue Ma,: Synapse Software 77500-050 World War I flying ace game. 
Blueprint Commodore Business Machines 13950-090 Build machine from part maze. 
Boulder Dash Micro Labs 50500-070 Make way through underground caves. 
Break Street Creative Software 20600-060 Popular trend of break dancing. 
Brtdqe Ver-4.0 Artworx Software 05437·050 Bid for the contract and play out the hand. 
Bruce Lee Oalasoft Inc. 23850-125 Relive the power of Bruce Lee. 
Bugaboo Ouicksilva Inc. 64456-180 Jump your way of caves with Bugaboo the Flea. 
8·1 Nuclear Bomber Ver-40003 Avalon HIii Game Company 06350-050 Pilot your B· 1 on a mission over the Soviet Union. 
Castle Wolfe11stein The Muse Company 55850-150 Adventure game demands fast thinking and quick response. 
C'esl La Vie Adventure International 01650-175 Pick money off street and try to amass a fortune. 
Championship Golf Hayden Software Company 34925-011 Golf simulation. 
Cha1terbee Tronlx Publishing 82787-025 Spelling teacher which uses S.A.M. 
Chinese Juggle Creative Software 20600-065 Balance dishes using joystick. 
Choplittcrl Broderbund Software 08850-050 Control helicopter to rescue hostages. 
Circus Comm·Data Computer House Inc. 13850-175 Educational/recreational graphic adventure. 
Circus Charlie Parker Brothers 59759-025 Circus music and graphics. 
Clowns Commodore Business Machines 13950-110 Action under the big top. 
Coast-to-Coast America CBS Software 11670-125 Five geography games in one. 
Coco-Notes CBS Software 11670-130 Catch notes, create melodies, fish for tunes. 
Combat Leader Strategic Simulations Inc. 76500-070 Arcade-like graphics and action. 
Computer Baseball Strategic Simulations Inc. 76500-250 Simulation of a baseball game. 
Computer Baseball 1982 Team Strategic Simulations Inc. 76500-280 Update major league matchups for 1982 AL and NL teams. 
Data & Stal Compiler 
Computer Football Strategy Avalon Hill Game 06350-150 Call the plays in game of head-to-head strategy. 
Ver-41501 
Conan Dalasoft Inc. 23850·135 Recent release. 
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Pro gram Name: Pu blisher: ISPN: Description: 
Conquering the Commodore 64 Prentice-Hall Inc. 61925-125 Popular games such as space, adventure and strategy. 
Klnndom: 25 Games. 
Crlbb.a!le Abacus Software 00337-150 Card game. 
Crime Stopper Hayden Software Company 34925-015 Assume role of private eye. 
Critical Mass Sirius Software 70775-250 Illustrated adventure game. 
Crystal Caverns Hayden Software Company 34925·016 Find priceless treasure. 
Cutthroats lnfocom Inc. 37413·015 Stranded on island. 
Cyborg Ver-3.2A Sentient Software Inc. 69250-200 Science fiction text adventure. 
C-64 Arcadepack I Comm·Data Computer House Inc. 13850-155 Recreational games. 
Dallas Quest Datasoft Inc. 23850-140 Help Sue Ellen defeat JR. 
Davld1s Midnight Magic Broderbund Software 08850·060 Feel of real pinball machine. 
Deadline Commodore Business Machines Inc. 13950-120 Real-life adventure. 
Death In the Caribbean Micro Labs 50500-135 More than 100 graphic screens. 
Demolition Division OLM Teaching Resources 26493-175 Practice basic division. 
Dictionary Skills Right On Programs 66450-170 Listing as it would appear in dictionary. 
Dino Eggs Micro Labs 50500-145 Save dinosaurs from exlinction. 
Dinosaurs Advanced Ideas Incorporated 15700-140 Transport prehistoric animals into modern times. 
Dragon Mix OLM Teaching Resources 26493-200 Multiplication and division. 
Dragonhawk Creative Software 20600·075 Adventure and strategy game. 
Dragonsden Commodore Business Machines Inc. 13950-130 Battle giant spiders, bats and the dragon. 
Drelbs Synapse Software 77500-325 Defeat trollaboars. 
Drol Broderbund Software 08850·065 Rescue children in lost civilization. 
Ducks Ahoy CBS Software 11670-140 Transport ducks. 
Dungeon of the Alqebra Dragon Timeworks Inc. 82000·150 Develop algebra skills. 
Eagles Strategic Simulations Inc. 76500-614 Fly biplanes. 
Educational Ca

1
ntract Bridge Barclay Bridge Supplies 06850-100 Learn the game of bridge. 

£Iii.a Ver-3.0 Artificial Intelligence 05412-100 Artificial intelligence demonstration. 
Enchanter infocom Inc. 37413-025 First of a spellbinding series. 
Emie's Magic Shapes CBS Software 11670-150 Identify shapes and colors. 
Famous Names in Software Leisure Genius 44262-100 Computer versions of the Scrabble, Mastermind and 
Games Kensington board games. 
Final Confllct Hayden Software Company 34925·022 Play against computer or human opponent. 
Flak Funsoft Inc. 31672-100 Year ls 2086 and lhe universe is threatened by computer 

takeover. 
Flight Simulator II SubLoglc Corporation 76950·215 Control engine aircraft with full flight Instrumentation. 
Flying Ace Ver-45302 Avalon Hill Game Company 06350-525 Control a World War I bi-plane on a mission. 
fort Apocalypse Synapse Software 77500-425 Maneuver your helicopter through a deadly maze. 
Fortress Strategic Simulations Inc. 76500-620 Tactical conquest and fortification. 
Frogger Sierra On-Line Inc. 69925-180 Move your frog across rivers and streets. 
Frogger II: Three Deep! Parker Brothers 59759-040 Expanded version of Frogger. 
Fur Trapper Briley Software 08475-240 Deductive explorer series. 
Gelllinq AdvenJure Sierra On-Line Inc. 69925-190 Game based on Muppet movie. 
Germany 1985: Strategic Simulations Inc. 76500-628 NATO forces must repel Soviet invasion of W. Germany. 
The Second Edition 
Ghost Manor/ Spike's Peak Human Engineered Software 36550-040 Save friend from Dracula and conquer mountain. 
Go Hayden Software Company 34925·023 Computer adaptation of ancient oriental strategy game. 
Golden Baton Comm•oata Computer House Inc. 13850-295 Educational/recreational adventure game. 
Gorf Commodore Business Machines Inc. 13950-300 Four space action games. 
Gridrunner Human Engineered Software 36550-050 You against enemy droids. 
Gridrunner II Human Engineered Software 36550·060 Sequel to Gridrunner. 
Gumball Broderbund Software 08850-081 Graphic and unique game play. 
Gwendolyn Artworx Software Company Inc. 05437-100 Princess Gwendolyn is kidnapped. 
Gypsum Cavos Adventures Inc. 01678·100 Timing, common sense and concentration. 
Kalftime Battling Band CBS Software 11670-160 Stage own be-bop bowl half-time show. 
Heathclfff Datasofl Inc. 23850-175 Excellent reading and spelling practice. 
Heist (The) Micro Labs 50500·225 Arcade ganie takes you through an entire museum. 
HES Games 84 Human Engineered Software 36550-075 Takes you to the 1984 Summer Olympic Games. 
High Seas Briley Software 08475-300 Deductive explorer series. 
Highrlse Micro Labs 50500-230 Hand/eye coordination and shape perception. 
Holidays and Fesllvals Right On Programs 66450·290 National holidays celebrated In the USA. 
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Program Name: Publisher: ISPN: OescriEtion: 

In Search of the Most Spinnaker Software 75300-300 Game of negotiation. 
Amazing Thing 
Infidel lnfocom Inc. 37413-030 Adventures of explorer in Egyptian desert. 

Institute Screenplay 68843-100 Escape from institute. 

International Soccer Commodore Business Machines Inc. 13950·320 Realistic player and ball movement. 

Jack Attack Commodore Business Machines Inc. 13950·360 Sixty-four dilferen1 screens. 

Jawbreaker Sierra On-Une Inc. 69925-270 Arcade game. 

Jawbreaker II Sierra On-Line Inc. 69925-275 Follows the original Jawbreaker. 

Juice Tronix Publishing Company 82787-200 Build circuit boards. 

Juno First Datasoft Inc. 23850-180 Defend the solar system. 

Jupiter Lander Commodore Business Machines Inc. 13950-370 Space landing simulation. 

Jury Trlal II Navic Software 56281-500 Courtroom strategy game. 

Klckman Commodore Business Machines Inc. 13950-380 Ride unicycle and catch falling objects. 

Kid Grid Tronix Publishing Company 82787-100 Connect dots. 

King Cribbage Hayden Software Company 34925-025 Classic card game. 

Knights of the Desert Strategic Simulations Inc. 76500-632 Joust with armored tanks. 

Lazarlan Commodore Business Machines Inc. 13950-390 Rescue, evade and destroy the one-eyed Leviathan. 

Lazer Maze Ver-1 Avant-Garde Creations 06400-298 Conflicts are settled in mirrors. 

Le Mans Commodore Business Machines Inc. 13950-400 Multi-obstacle road racing. 

Learning with Leeper Sierra On-Lino Inc. 69925-310 Practice sessions in math, reading and writing. 

Lel1er-Man Behavioral Engineering 07275·100 Typing game reminiscent of Pacman. 

Light Waves CBS Software 11670-175 Adventure game in which players construct own rules of play. 

Lode-Runner Broderbund Software 08850-089 Design your own game screens. 

Lost Tomb Datasoft Inc. 23850-185 Descend into lost tomb infested with deadly creatures. 

Mabel's Mansion Datamost 23700·055 Avoid deadly creatures and ghosts. 
Man Copter Datasoft Inc. 23850·190 Recent release. 
Mansion Briley Software 08475-450 Deductive detective game. 
The Mask ot the Sun Broderbund Software 08850-093 Search ruins for mask of gold. 

Matchboxes Broderbund Software 08850·095 Match pairs of identical characters. 
Math Invasion Games Setzer Educational Service 69325-200 Ten arcade type games. 
Maze Master Human Engineered Software 36550·242 Seek villain. 
Midway Campaign Ver·40102 Avalon Hill Game Company 06350-700 Naval engagements. 
MIiiionaire Blue Chip Software 07970-100 Stock market simulation. 
'11illlonwaire Brainbank Inc. 08412-175 High stakes game. 
Miner 2D49er Reston Publishing Company Inc. 66187•140 Control Bounty Bob. 
Miner 2049er II Micro Labs 50500-307 Sequel to Miner 2049er. 
Minnesota Fats' Pool Challenge Human Engineered Software 36550-245 Electronic Pool Game. 
Minus Mission DLM Teaching Resources 26493-325 Destroy large green blobs with laser beam. 
Misslon·64 Briley Software 08475-465 Enemy spacecraft threaten rescue mission. 
Montezurna's Revenge Parker Brothers 59759·075 Develop basic game skills. 
Mothership Softsync Inc. 72240·420 Three-dimensional game. 
Motorcross Tronix Publishing Company 82787-225 Surge onto course. 
Mr. Do Datasoft Inc. 23850·250 Recent release 
Movie Musical Madness CBS Software 11670·450 Make own movies. 
Movie maker Reston Publishing Company Inc. 66187-150 Become the Director. 
Moviemaker: For the Prentice-Hall Inc. 61925-150 Total animation series. 
Commodore 64 
Meteor Mulllplicatioo Disintegrate OLM Teaching Resources 26493·300 Disintegrate meteors moving toward a star station. 
Museum Briley Software 08475-480 Deductive detective game. 
Music Box Human Engineered Software 36550-250 Rid universe of evil. 
Mychess II Datamost 23700·060 Two or three dimensions on five chess boards. 
Mystery Murder: CBS Software 11670·500 Deductive reasoning. 
Murder by lhe Dozen 
Necromancer Synapse Software 77500-460 Liberate humanity. 
Neutral Zone Access Software Inc. 00525·100 Go to outer edges ol galaxy. 
Night Mission Pinllall Subloglc Corporation 76950·450 Pinball arcade simulation. 
OIi's Well Sierra On-Line Inc. 69925·520 Many levels of challenge. 
Omega Race Commodore Business Machines Inc. 13950-5"10 Eliminate droid forces. 
On Court Tennis Gamestar Inc. 32262-075 Realistic sports and strategy. 
On Field Football Gamestar Inc. 32262·080 Realistic sports and strategy. 
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ProJ,:ram Name: Publisher: ISPN: Descri~tion: 
Operallon Whirlwind Broderbund Software 08850-099 Command battalion in World War II. 
Penlagon Briley Software 08475-510 Deductive detective game. 
Perseus and Andromeda Comm'Data Computer House Inc. 13850-605 Educational/recreational graphic adventure. 
Phar-aoh's Curse Synapse Software 77500-540 Find ancient fortune. 
Pinball Spectacular Commodore Business Machines Inc. 13950-290 Real pinball action and thrills. 
The Pll Human Engineered Software 36550-290 Tunnel beneath alien planet in search of jewels. 
Planelfall fnfocom Inc. 37413-050 Set In future universe. 
Pokersam Tronlx Publishing Company 82787-240 Play poker and converse with S.A.M. 
Polar Pierre Datamost 23700-065 Surmount obstacle course. 
Pool Abacus Software 00337-520 Bring the billiard parfor to your home. 
Popeye Parker Brothers 59759-100 Become Popeye. 
Prestdenllal Campaign Timeworks Inc. 82000-310 Conduct nationwide campaign. 
Thll Prfvacyleers Ver-1.0 Little David Enterprises Inc. 45075-100 Identify threats to personal privacy and freedom. 
Tho Prlvacyteers-2 Ver-1.0 Little David Enterprises Inc. 45075-200 Search matches for the Privacyteers program. 
Professional Goll Tour Strategic Simulations Inc. 76500-648 Tee off against the masters. 
Protector II Synapse Software 77500-500 Alien slimehordes are attacking your cities. 
Purple Turtles Quicksilva Inc. 64456-480 Fully animated arcade game with loveable turtles and cuddly 

graphics. 
Qulzagon Counterpoint Software Inc. 20025-500 Trivia game with over 6.000 Questions. 
Quintic Warrior Quicksllva Inc. 64456-500 Sinister crabmen and a doomed city. 
Race for the States Blue Sky Software 07977-250 Attempt to become President. 
Radar Rat Race Commodore Business Machines Inc. 13950-550 Beat the maze. 
Ranch Spinnaker Software 75300-375 Animated western adventures. 
RDf 1985 Strategic Simulations Inc. 76500-665 U.S. rapid deployment force. 
Aepton Sirius Software 70775-400 Help Captain Star save Repton. 
Rescue Squad The Muse Company 55850-460 Player maneuvers ambulance through traffic. 
Reversal Hayden Software Company 34925-038 Computer adaptation of strategy game Othello. 
Ring of Power Quicksilva Inc. 64456-500 Find the jewels, be proclaimed king. 
Ringside Seat Strategic Simulations Inc. 76500-675 Two-player and computer-as-opponent boxing game. 
Robbers of the Lost Tomb Timeworks Inc. 82000-350 In search of the sacred tablets. 
Rootin' Toolin' Human Engineered Software 36550-275 Control a tuba in music maze. 
Run for the Money Scarborough Systems Inc. 95709-070 Fast action of electronic arcade games. 
S.A.M. Tronix Publishing Company 82787-275 Software Automatic Mouth. 
Sargon JI Hayden Software Company 34925-042 Seven levels of play. 
Sargon Iii Hayden Software Company 34925-041 Opening library of over 68,000 moves. 
Sealox Broderbund Software 08850-150 Co(Tlmand a submarine. 
Seahorse Hide 'N Seek CBS Software 11670-550 Travel to shipwreck hideaway. 
Seastalker lnfocom Inc. 37413·065 Monster attacking research station. 
Seawoll Commodore Business Machines Inc. 13950-560 Classic two-player sea battle. 
Sentinel Synapse Software 77500-550 Vague uneasiness stirs instrumentation. 
Serpenllne Broderbund Software 08850-200 Many levels of playing ability. 
Seven Cities of Gold Electronic Arts 28512-100 Trade with natives and search for gold. 
Sham11s Synapse Software 77500-600 Sleuth adventure game. 
Shrooms Blue Sky Software 07977-300 Inner earth spiders capture humans. 
Short Circuit Micro Labs 50500-345 Doomsday bomb protected by 12 fuses. 
Slllv 64 Blue Sky Software 07977-350 Exploit power of Commodore 64. 
Skier-64 Abacus Software 00337-610 Test skills on slopes. 
Slalom Tronix Publishing Company 82787-250 Take a deep breath and you're off. 
SlambalJ Synapse Software 77500-650 User functions as the pinball. 
Solar Fox Commodore Business Machines Inc. 13950-590 Fast-paced arcade game. 
The Solar System Right On Programs 66450-620 Basic concepts of planets. 
Solllolre Blue Sky Software 07977-400 Standard Las Vegas-style solitaire. 
Sorcerer lnfocom Inc. 37413-070 Mystical clue and a magical tour. 
Sorceror ol Claymorgue Castle Adventure International 01650-690 Become apprentice to wizard. 
Space Gunner Blue Sky Software 07977-450 Defend the planet. 
Space Tax.i The Muse Company 55850-530 Pilot flying taxi. 
Space Train Blue Sky Software 07977-500 Space train Is invading the planet. 
Spare Change Broderbund Software 08850-350 Surprises galore. 
Spellbound Timeworks Inc. 82000-360 Educational spelling game. 
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Program Name: Publisher: 
Spy Vs Spy First Star Software Inc. 
Squire Blue Chip Software 
Star Battle Timeworks Inc. 
Star League Baseball Gamestar Inc. 
Star Ranger Commodore Business Machines Inc. 
Star Wars: Tllo Arcado Game Parker Brothers 
Starbowl Football Gamestar Inc. 
Starcross Commodore Business Machines Inc. 

Starpost Commodore Business Machines Inc. 
Sting Quicksilva Inc. 

Strip Poker Artworx Software Company Inc. 
Suicide Strike Tronix Publishing Co/Monogram 
Super Zanon Human Engineered Software 
Supermash Commodore Business Machines Inc. 
Survivor Synapse Software 
Suspended Commodore Business Machines Inc. 
Sword of Fargoal Epyx Computer Software 
T.A.C. (Tactlcal Armor Command) Avalon HIii Game Company 
Telengard Ver-424 Avalon Hill Game Company 
Temple of Apshal Epyx Computer Software 

Ten Little Indians 
Terminal Zone 
Tetrad 
T.G.I.F. (Tllank Goodness ll's 
Friday} Ver-45701,53 
Thunderbolt 
Tigers In the Snow 
Timebound 
Tooth Invaders 
Touring Ver·1 
Triad 
Trivia Flight 
Tune Trivia 
Tycoon 
Typo Attack 
Vaults of Zurich 
Voice Chess 
Wall Street 
Wargle 
Waterline 
Weather Tamers 
Webster: The Word Game 
Witness 
Wizard of Akyrz 
Wizard ol Wor 
Wizard of Words 
Wizware·Agent USA 
Wizware-Bannercatch 
Wizware-Spelldlver 
Word Challenge 
Zarcon 
Zork I 
Zork II 
Zork Ill 
32 Basic Programs for the 
Commodore 64 
50 Mission Crush 

Comm•oata Computer House Inc. 
Cyberla Inc. 
Hayden Software Company 
Avalon HIii Game Company 

Cyberia Inc. 
Strategic Simulations Inc. 
CBS Software 
Commodore Business Machines Inc. 
E. David & Associates 
Commodore Business Machines Inc. 
Mark of the Falcon 
Sight & Sound Music Software I 
Blue Chip Software 
Sirius Software 
Artworx Software Company Inc. 
Soltsync Inc. 
Timeworks Inc. 
Hayden Software Company 
Tronix Publishing Co/Monogram 
CBS Software 
CBS Software 
lnfocom Inc. 
Comm·oata Computer House Inc. 
Commodore Business Machines Inc. 
Advanced Ideas Incorporated 
Scholastic Inc. 
Scholastic Inc. 
Scholastic Inc. 
Hayden Software Company 
Blue Sky Software 
Commodore Business Machines Inc. 
Commodore Business Machines Inc. 
Commodore Business Machines Inc. 
Dilithium Press Software 

Strategic Simulations Inc. 

ISPN: 
30838-100 
07970-200 
82000-370 
32262-100 
13950-610 
59759-200 
32262-200 
13950-620 

13950-630 
64456-675 

05437-450 
82787-300 

· 36550-285 
13950-650 
77500-725 
13950-660 
29575-750 
06350-890 
06350-910 
29575-800 

13850-775 
21400-250 
34925-460 
06350-920 

21400-275 
76500-688 
11670-925 
13950-670 
27325-500 
13950-680 
47225-100 
69937-500 
07970-300 
70775-500 
05437-500 
72240-720 
82000-400 
34925-480 
82787-400 
11670-950 
11670-960 
37413-090 
13850-815 
13950-720 
15700-900 
68075-300 
68075-400 
68075-500 
34925·490 
07977-550 
13950-740 
13950-750 
13950-760 
25900-130 

76500-010 

Description: 
Strategic challenges. 
Financial planning simulation. 
Save earth from the infamous Scyons. 
Baseball animation. 
Fight hordes of space enemies. 
Excitement of space adventure. 
Realistlc gridiron and lifelike animated players. 
Travel through the mystery ship and meet alien friends and 
foes. 
Protect the star post. 
Fight off invading swarms, battle the bees and defend the 
queen. 
Settle in for a siuling evening of strip poker. 
Risk life to destroy enemy's secret headquarters. 
Enhanced version of original game. 
Raquetball arcade classic. 
Multi-player cooperative space adventure. 
Solve varied and original puzzles to save your planet. 
Adventure game with graphics 
Control individual tanks, anti-tank guns and infantry squads. 
Fifty-level dungeon adventure game. 
Labyrinth filled with treasures. 30 monsters and over 200 
rocks. 
Educational/recreational graphic adventure. 
Game of skill and precision. • 
Three-dimensional tic-tac-toe game. 
Typical week in working class. 

Fast-action, three-dimensional game. 
Battle of Bulge. 
Search for quarry in 11 categories of history. 
Teaches good dental care. 
Map skills exercise for children. 
Position yourself on the tic-lac·toe grid. 

. Challenge of over 4 ,OOO questions. 
Challenge even best music trivia buff. 
Commodity market simulation. 

• Fast action typing arcade game. 
Oare to undertake boldest heist of the century. 

• Computerized chess play with a voice. 
Game of financial speculation. 
Maze game featuring seven playing fields. 
Navigator mistook iceburg for Pittsburgh. 
Computerized map of North America. 
Recognize and spell familiar words. 
Detective era of the thirties. 
Educational/recreational graphic adventure game. 
Fight your way through mazes. 
Five different word games. 
Cross country train chase. 
Conversion of binary numbers. 
Ocean floor visualizes letters and words. 
Computer adaptation of famous word game Boggle. 
Defend yourself from the Zarcon fleet. 
And treasure and escape. 
And treasure and secret places. 
Discover the dungeon master's secret purpose. 
Practical applications, educational uses, games and graphics. 

Pilot bomber of World War II. 
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OR 
A Joystick 
Named 
Desire 
BY JIM GRACELY, 
TECHNICAL EDITOR 

It starts out very subtly, 
a shot missed here, a 
quick chance at a 
bonus lost there, 
then ... suddenly, in the 
middle of your best 
game of Beach Head 
yet, just as you're about 
to blow apart the battle 
fortress, the big gun is 
zeroing in on you, you 
press the fire button 
and ... nothing!! You 
press it again and get 
nothing again as the 
big gun blows you 
away. Alas, your game 
is through. You have 
just experienced a 
minor case of joystick 
failure (an acute case 
would involve the stick 
snapping off-not as 
uncommon as it 
may sound!). 
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Joystick Manuf actur er Warra nty 

COMPUTER COMMAND Prostic k II Newport Contro ls 5 years 

Trac Ball Wico 1 year 
COMPETITION 

Computer PRO 
Comma nd Wlco 1000 TRAC HALL 1 year 

MINI CHAMP 

I s there such a thing as an inde­
structible joystick? Will a $50 joystick 
guarantee 5,000 points added to all of 
your game scores? Is there any differ­
ence at all among joysticks? Which 
one is best for you? These questions, 
and more , will be tackled in this look 
at seven popular joysticks. 

I put each of the joysticks through 
the same set of tests . These tests in­
cluded timed mazes , speed-sticking 
and two games. 

Mazes 

T here were th ree mazes used : hori· 
zontal, vertical and diagonal . The 
object of these tests was to maneuv er 
an object through the maze as quickly 
as possible, while avoiding the walls. 
The score was a combination of the 
time required to complete the maze 
plus a penalty for the number of times 
the walls were hit . Each maze test 
was run three times for each joystick 
and the scores averaged . The lower 
scores, as shown in Table 1, are the 
best. 

These tests provided an evaluation 
of defined directional control of the 
joystick. The Competition Pro was 
dominant in all three maze types, tak­
ing first in both the horizontal and 
diagonal and second in the vertical. 
Each move felt precise and exact and 
the scores reflected this . The TAC 2 
was also strong in the mazes taking 
first place in the venical maze . The 
Prostick II took second place in the 
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Slik Stik Suncom 90 days 

TAC2 Suncom 2 years 

Mini Champ Champio nship 90 days 
Electron ics 

Competition 
Pro 1000 Coln Contro ls 2 years 

diagonal maze . The Trac Ball had the 
slowest times and the Mini Champ 
had the most pena lty points . 

The overall ranking in the maze 
tests found the Competition Pro 1000 
in first, with the Prostick II in second 
and the TAC 2 in third . 

Speed Sticking 
T his was a variation on the maze 
tests . Targets appeared at random lo­
cations on the screen and the object. 
was to touch these targets as quickly 
as possible. This test was run three 
times with each joystick , also with 
the times averaged . 

This test provided an evaluation of 
random directional control of the 
joystick. As you can see in Table 1, 
the Trac Ball came out far ahead in 
this test with the Slik Stik and Com­
petition Pro second and third . The 
slowest time in this test was turned in 
by the Computer Command . 

Games 

The two games used for testing 
were the beginner level of Neutral 
Zone by Access Software and the 
Trap Shooting portion of Summer 
Games by Epyx. Both games were 
chosen for the lack of a lethal enemy. 
All scores were accomplished by 
joystick dexterity and not because of 
aliens random ly missing or hitting . 
These were the first tests that re­
quired use of the fire button and the 

scores also reflect the position and 
quality of the button . Each game was 
played three times and the scores 
averaged for the total. 

In Neutral Zone, the speed of the 
joystick is limited by the game, how­
ever, the horizontal positioning of the 
joystick must be very precise, with 
the ability to make minor corrections . 
The fire button is used but there is no 
absolute time limit on aiming and fir­
ing. The Slik Stik gave both the high­
est average and the highest one game 
score (890,000). Second place was a 
tie between the Trac Ball and the 
Prostick Il. The worst average went to 
the Mini Champ . 

In Trap Shooting, the Joystick 
manuevering required includes both 
speed and precisio n. Although pre­
cise control is necessary, the time al­
lowed for gaining that control and 
firing a shot in only a fraction of a 
second . Fire button control was much 
more important in this game because 
only one shot is allowed per target ; a 
touchy or stiff button would affect the 
score greatly . The Slik Stik again gave 
the highest average score and the 
highest individual game score (21). 
The Competition Pro was second and 
the TAC 2 third. Lowest score (6) and 
average was a tie between the Mini 
Champ and the Compute r Command . 

The overall game averages put Slik 
Stik at number one, Competition Pro 
at tw_o and the Trac Ball at three , as 
shown in Table 1. 

Totals 

To find a total score for each 
joystick, I used points based on the 
best score . The joystick with the best 
overall sco re for the maze, speed 
sticking and game tests was awarded 



. -·- ·:1.: ,XI"~ ·-

Speed Speed 

'" Maze Maze Stlcldng Stlcldng 
Joystick Total Points Tota l. Points 

Prostick ll 5704 

TAC2 5765 

Slik Stik 
... 

75.32 
I , 

u;:1' 
11 

Computer .. IP Command - 8174 

Trac Ball ' 1068 8 1: 

Mini Champ 8722 
1, 

Competition 
Pro 1000 52.30 

100 points . Every other joystick was 
awarded a number of points equal to 
the percentage of its score as com­
pared to number one . These three 
scores were added together for a pos­
sible total of 300 points. The joysticks 
were then ranked using this score . 

The results? The Competition Pro 
1000 came in first place, over ten 
points above the number two finisher . 
Number two was the TAC 2 joystick 
and number three the Slik Stik. 

What does this mean? Well, it all 
depends upon what you want in a 
joystick and the games you play. 

Which Joystick is for 
You? 
It you look at Table 2, you will see 
the wide variance in the ranking of 
the joysticks within each of the three 
sets of tests. The Trac Ball moved 
from dead last in the mazes to num­
ber one in the speed tests. The Slik 
Stik, which dom inated the game 

Overa ll 

91.6 5034 79.9 
( 

90.7 4951 I , 81.3 I , 

l o· 

.I 

69 .4 4456 
1, 

90 .3 • 
I.I 

I 

1 ~ 
6.3.9 589.3 68 . .3 

~ 

' 48 .9 4027 ! 00 II " 
59 .9 488 1 82.5 

I , 1, 

100 47.38 84 .9 

Table 1 
scores was orny me murth best when 
it came to mazes . This variance can 
be used as a guide for selecting a 
particular joystick for your own use . 

The maze tests are pretty represen­
tative of games such as Oil Wells, 
PacMan, Wizard, Jumpman and Lode 
Runner. These games all require pre­
cise left-right. up-down moves with 
as much speed as possible . If these 
are your favorite games, then the 
Competition Pro or the Prostick n may 
be the joystick for you. 

The speed test scores are a good 
indication of the overall maneuver­
ability of the joystick. Although this 
can be used along with either the 
maze or game scores, there is a sepa ­
rate set of games which this specifi­
cally applies to . Games such as 
Archon, Triad, Omega Race, Necro ­
mancer and Star Trek are good exam­
ples of this sort of game. 

I want to make a couple of com­
ments about the Trac Ball here . A trac 
ball is not an appropriate controller for 
all joystick games. I tried using it for 

Tab le 2 

Percentage Weig hted 

Grand 1, 

Game Game Total 
Total Points Poln~ 

162 81 252.5 
I 

179 J1, 89.5 
' 

261.5 
I i 

200 ,r. 100 ., 259 .7 

~ 
~ I ~ ~ 139 I[ 69 .5 ·~ 201.7 

·i 

18.3 
-~._ 91 .5 ( 240.4 

1:38 69 ..., 211 .4 : 
~ : 

189 94.5 279.4 

International Soccer and all I man­
aged to get was sore fingers . On the 
other hand, I used it for Rug Rider (a 
new game from Tri-Micro) and Space 
Taxi and more than doubled my high 
scores on each! The reason I did so 
well in these games was that they 
required a very light, precise touch of 
the joystick and more important ly, 
once my player started moving, it 
would continue moving unless I 
changed direction. This saved my fin­
gers a lot of wear and tea r. 

There are two points to remember 
about the Trac Ball. The first is tha t 
the ball must be moving for the com­
puter to see a direction. If you want to 
move left, you must keep rolling the 
ball left until you get where you want 
to be. The second point is that it is 
very hard to move in only one direc­
tion (up, down, left or right). This is 
because the two shafts in the trac ball 
rest against the ball at perpend icular 
angles. It is very hard to roll the ball 
forward without putt ing at least a lit ­
tle sideways motion on it . 

Maze Speed Game 
Joystick Kanldng Poi nts of300 % Kanld ng Kanld ng Kanld ng 

Comp etition 
Pro 1.000 ~ 279 .4 93 .1% JOO% 1 .3 2 

TAC2 2 261.5 87.1 % 93.5 % 3 5 4 

Slik Stik .3 259.7 86.5 % 92.9 % 4 2 1 

Prostick II 4 252 .5 84.1 % 90.3 % 2 6 5 

Trac Ball 5 240 .4 80 .1% 86% 7 l 3 

Mini Champ 6 211.4 70 .4% 75.5 % 6 4 7 

Comp4t er 
Command 7 20 1.7 67. 2 72 . 1% 5 7 6 
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If you find a game that allows you 
to work within these points , you '11 
find that the Trac Ball is an excellent 
rep lacemen t for a joystick. Some 
other games it would help you im­
prove are Blue Max, Beach Head, Be­
yond Castle Wolfenstein, and Zaxxon. 

Now, back to the game test scores . 
The game tests would represent the 
games that requ ire both manuevera ­
bility and some precise horizontal and 
vertical control. Besides the two 
games used , others that would fall 
into th is category would be Star 
Ranger, Repton, Fort Apocalypse and 
Genesis. 

Competition Pro 1000 
T he Competition Pro joystick was a 
late entry into this testing. I had never 
seen it until someone handed me one 
for this article. My first impression was 
that with a two-year warranty, there 
must be something good about it. 

This is a light plastic joystick with 
rounded rectangular base and a unique 
stick design. The best description of 
the shape of the stick would be an ice 
cream cone . The box calls the stick 
"ergonomic handle design-user 
friendly," but most people who use the 
joystick find it a little uncomfortable, 
although it does seem that it would fit a 
small hand. That is my only complaint 
about this joystick. 

At the front of the base is a red 
curved fire button a little over two 
inches long. The curved, long fire but­
ton is to allow either left- or right­
handed play with only one button . 
Under the front of the joystick is a 
finger ledge. This ledge allows your in­
dex finger to firmly support the front of 
the joystick, providing both leverage for 
the stick and access to the fire button. 

Internally, this joystick uses very 
good quality leaf switches and has a 
rubber collar at the base of the stick to 
maintain center position. 

Overall, the Competition Pro is a joy 
to play with . The control ls very precise 
and accurate and short quick moves 
are just as easy as long, smooth moves. 
This is apparent in the maze tests 
where it consistently scored highly.' 

TAC2 

T his is a heavier plastic joystick 
with a rounded square base and a 
ball-stick design . The base is almost 
two inches high and is a little bulky to 
hold comfortably. The stick is a short 
metal shaft with a rather large ball on 
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Overall the Competition 
Pro is ajoy to play with. 
The control is very 
precise and accurate , 
and short quick moves 
arejust as easy as long 
smooth moves. This is 
apparent in the m aze 
tests , where it 
consistently scored 
highly. 

Competition Pro 1000 

top. The base of the joystick curves 
up to help support the bottom of the 
stick and prevent snappage. 

At the front of the base are two 
round, red fire buttons. The buttons 
are recessed so that you must actually 
push them down into the base to acti­
vate them , The fire buttons are very 
noisy on this joystick . Although such 
audible feedback from the fire button 
can be an advantage, the volume of 
the clicks can mask the sound from 
the game . I found this to be the case 
in Trap Shooting , where only one shot 
is allowed and only the noise of the 
shot verifies that you have made your 
shot. 

Overall, this joystick is very good. It . 
is a better joystick for maze games 
and places where smoothness 1s re­
quired rather than speed and preci­
sion. This comes from the fact that it 
battled for first in the maze tests but 
fell to fourth and below in the speed 
sticking and games . 

SllkStik 

T his is a small, light plastic joy.stick 
with a rounded square base and a 
small ball-stick design . The base is 
only about 2.5 inches square and fits 
easily into the hand . The stick is a 
short rubber stub with a small plastic 
ball on top . The stick meets the base 
with a plastic-to-plastic edge.· 

At the left front of the base is a 
small round red fire button . Like the 
TAC 2, this button is also recessed 
into the base ; however, it is very 
quick and quiet. The fire button on 
the left would be a disadvantage for 
anyone who holds the joystick ir1 their 
right hand (this is not necessarily a 
left-handed person. I'm left-handed 
and hold the joystick in my left hand). 

This is a no-frills, fast, responsive 
joystick which is great for games re­
quiring speed, mobility and a quick 
fire button . This joystick outscored all 
the others in the two games that I 
used for the test and had the highest 
single game score in both . The disad­
vantage of this joystick is the lack of 
precision . The maze tests showed 
this , in which the Slik Stik was a far­
behind fourth-almost 20 points be­
hirld the third-place joystick. Anothe r 
consideration is the fact that it only 
has a 90 day warranty . 

This joystick is very 
good, although it is a 
better joystick for maze 
games and p·laces 
where smoothness is 
required, rather than 
speed and precision. It 
battled for first in the 
maz e tests, but fell to 
fourth and 
below in the 
speed 
sticking 
and games . 



This is a no-frills, fast, responsive 
joystick which is great for games 
requiring speed, mobility and a quick 
fire button. It outscored all the others in 
the two gam es I used for the test and 
had the highest single game score 
in both. Slik Stik 

Prostickll 
This is a medium-sized high -impact 
plastic joystick with an almost square 
base . The first distinction claimed by 
the Prostick II is a cool blue base . The 
bas e flares out a little on the sides 
that would be toward the wrist . This 
is apparently to fit around the base of 
the thumb and mak e the joystick 
easier to hold . Again the engineers 
were a little off and although it almost 
fits my hand, it tends to slide to an 
unwanted position . It has a shore 
metal stem with a black ball on top. 

Another interes ting feature of this 
joystick is a switchab le four-way/ 
eight -way gate plate which deter­
mines the number of direc tions the 
stick can be moved . This is a little 
black collar that fits around the base 
of the stick. The numbers four and 
eight are marked on the base and a 
small arrow is on the collar. This is 
definitely an advant age in some situ­
ations . However, I found that I often 
forgot to check the gateplat e before 
playing a game, resulti ng in low 
scores and frustrat ion until I noticed 
my error. It is a shame they didn' t go 
one step further and create a four-way 
diagon al position also. Perhaps then 1 
could finally get through the Q*bert 
games. 

On the front side of this joystick 
(not the top but the front) are two red 
oval fire buttons . The buttons are 
raised from the base and have a good 
feel to them. They are quiet and pro­
vide a little more resis tance than the 
other fire button s, but not enough to 
make them sluggish. The position 
forces you to use your index finger 
rather than your thumb to press the 
fire button . According to the manu­
factur er, this results in "q uicker re­
spon se and less fatigue during play." 
I'll agree with tha t . 

In scoring, this joystick was about 
average, taking a second place in the 

maze tests . Personally, however, I 
would place it a little higher. The 
overall design and feel is very good. I 
can use it for hours without getti ng 
sore hands . The weigh t of the joyst ick 
and the size and shape of the bas e 
and stick all contri but e to this . 

The overall design and 
feel is very good. I can 
use it for hours without 
getting sore hands. The 
weight of this joystick 
and the size and shape 
of its base all contribute 
to its good feel. 

Prostick II 

The Indestructible 
Joystick? 
Now, I thi nk it is time to ans wer 
some of the ques tions I started with . 

Although I tested only seven of the 
joystic ks on the market (out of prob­
ably 25 to 50 total), I th ink that I can 
safely say there is no such thing as a 
perfect joystick. None of the joysticks 
were the best at everything . Each 
joystick had games that it was won ­
derful with , but each also had games 
in which it wasn't so good . 

Is there such a thing as an inde­
structible joystick? Well, the Prostic k 
II with its five-year warranty comes 
close . I can 't even imagine using the 
same joystick for five years . Even a 
two-year warranty is pretty hefty . I 
seriously doubt that many people will 
resist the urge to buy a new joystick 
for two whole years . Probably a more 
sensible quest ion would be, "Is there 
such a thing as a de st ructible 
joystick?'· The answer to this is a re­
sounding yes l There are joysticks on 
the market (no names please) that 
have been known to break within the 
first week or two of play. Usually ei­
ther the stick snaps off or someth ing 
inte rnally stops working . Don't buy a 
joystick you 've never heard anything 
about unless it at least has a good 
long warranty . 

Will a $50 dollar joystick guaran tee 
a hig her score? Not at a ll. The 
joysticks I looked at ranged in price 
from $9.95 (Slik Stik) to $29.95 (Trac 
Ball). The overall highest rating went 
to the Competition Pro 1000 which 
has a reta il price of $12.95. 

Which joystick is best for you? 
That's up to you to figure out, hope­
fully with a little assistan ce from this 
evaluation. C 
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TIIH COMMODORE 16 



Wile the computer worl,d 
talks about Commodore's new 
Plus/4, the Commodore 16 
sits quietly waiti ng for 
the attention it deserves. 

The Commodore 16 js a 16K com­
puter (12277 bytes free) with BASIC 
3.5 and a built-in monitor (TEDMON). 
BASIC 3.5 contains over 110 com­
mands, statements and functions and 
TEDMON contains an additional 16 
commands. Although this is a new 
line of computers, Commodore has 
kept it compa tible with all of the ma­
jor Commodore 64 peripherals (moni­
tors. disk drives and printers) . 

At first glance, the Commodore 16 
looks like a Commodore 64 with a 
charcoal grey case . However, a closer 
look reveals the differences in the 
keyboard. Some of the changes in­
clude cursor left, right, up and down 
(yes, individual keys) where the " + ". 
'' - '', English pound and CLR/HOME 
keys were located on the 64. The 
CLR/HOME key has moved to where 
the RESTORE key used to be, and 
there's an ESC key where the back 

-arrow was. The function keys have 
been renumbered and what used to 
be F7 is now a HELP key. But al­
though some keys have moved 
around. all of the CHR$() codes have 
remained the same . So, although the 
up arrow key 1s now a shifted O. it is 
still a CHR$(94). 

A nice change in the hardware it­
self is the addition of a reset switch 
next to the power switch . Now you 
can escape a crashed computer with­
out turning it off. As with a Commo­
dore 64 warm stai:t (SYS64738), only 
the pointers and the first ten bytes of 
BASIC are actually reset. 

B Y J · I .M ... : · G R A C E L Y 
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0 ING The Com-
PR GRAMM modore 16 

AIDS 
has a number of commands 
to help you enter programs , 

debug programs and polish up pro­
grams. Some of these commands 
are: 

AUTO : The Auto command will 
automatically put line numbers on the 
screen for you as you are entering a 
program . The lines can b~ num­
bered by ones. tens or hundreds. 

DELETE: This command wiU-al­
Jow you to delete any range of lines 
in your program. You can delete a 
range of lines, up to a line, a single 
line or everything following a line. 

HELP: If you run a program and 
get a syntax error or a division by . 
zero error, you now have some help. 
This command (also one of the func­
tion keys) will Ust the line with the 
error and flash whatever portion it 
thinks contains the error. 

S For those of you who may have already purchased the OME Commodore 16, here are some of the more important 

PEEK: 
memory locations along with a couple of extras . 

S BASIC text starts at 4096 decimal and ends at 
16374. 

AND 
POKEs 

The screen starts at 3072, uses 1000 locations and 
ends at 4071. By the way, you don't have to poke a 
color in order to get a character to show up on the 
screen . If you want an A in the top left corner, just 
type POKE3072, 1. 

The color map starts at 2048 and is also 1000 locations ending at 3047. The 
colors to be poked are numbered from one to 16 (add one to all VIC 20 and 64 
color numbers) . Color can be modified by changing the luminance or making 
the location a flasher. 

To change the luminance of a color location, multiply the luminance level by 
16 and add it to the color number. Remember that the lower the luminance 
level, the darker the color. To poke a dark red (#3) to the upper left corner, 
multiply the luminance level 2 (dark) by 16 (7*16 = 112) and add the color 
number 3 (POKE 2048, 115). 

If you want the color location to be a flasher (any character poked there wiU 
flash), add 128 to the poke value. In the example above, you would add 128 to 
the 115 and POKE 2048,243. 

The direct poke locations for the scree n and background colors are locations 
65301 and 65305 respectively . The values when you power up are 241 and 238. 

The pointers for BASIC text are the same as the VIC 20 and the 64. They are : 
43,44: Beginning of BASIC 
45,46: End of BASIC, beginning of variables 
47,48: End of variables , beginning of arrays 
49,50: End of arrays 
55,56: End of BAS1C memory 
To disable the RUN/STOP key, poke location 806 with 103. Poke 806 with 

101 to reenable the RUN/STOP key. 
To make the computer crash in a different sort of way (always popular in 

Canada). try poking 788 with a 115 or a 127. 
Here is one last tidbit. This short program will display the familiar color 

blocks on your TV or monitor so that you can adjust the color. Each of the 16 
colors are displayed (some of the colors are different from those on the 64) and 
each color is displayed with six of its eight levels of luminance . Once the 
blocks have been drawn, pressing the space bar will change the background 
screen color. The background will roH through the 16 possible colors and six 
luminance levels. If you thought picking a combination of background , border 
and character oolors was hard on the 64, you have 1,771,561 possibilities with 
the Commodore 16. -Jim Gracely C 
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SOFTWARE FOR THE 
COMMODORE 16 
FROM COMMODORE 
Thi s softwar e is already available or 
will be availab le shortly from your 
Commodore dealer. 

ON CARTRIDGE 
GAMES: 
Atomic Mission 
Pirate Adventure 
Jack Attack 
Strange Odyssey 
Viduzzles 

EDUCATION: 
Pilot II 

PRODUCTNITY: 
Script + 
Cale Plus 

TRON and TROFF: These two 
commands turn on and off the trace 
fun ctio n on the Commo dore 16. If 
you have trace turned on (TRON) 
w hen you run a program, as each 
lin e is executed the lin e nu mber is 
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ON TAPE 
EDUCATION: 
Match/Count 
Math Games 
Maze Mania 
What' s Next 
Supe r Spell 
Letter Seque nces 
Shapes & Patterns/ Group It 
Letter Mat ch/More or Less 
Typing Professor 
MindBender 

PRODUCTMTY: 
Money Decisions/Inves tments 
Money Decisions/Loans 

OTHER: 
Software Star ter Kit 
Experiences in Software 

printed on the screen. 
RENUMBER: This command will 

renumber the lin es of your program, 
start ing at any line w ith any line 
inc rement. This comm and will re­
calculate any GOSUB or GOTO corn-

mands that are in your program . 
In add itio n to these programmin g 

aid s, there are also some new pro ­
grammi ng commands to use wi thin 
your programs which give BASIC 
some of the power of PASCAL and 
FOR T RAN . Th ese in c l ude an 
I F .. THE N .. EL SE co mm and, a 
DO/LOOP/WHILE/UNTIUE XIT com­
mand, a PRINT USING command 
w ith accompanying definition com­
mand (PUDEF) and the combination 
of TRAP and RESUME commands 
for trapping errors within a program . 

There are also a coup le of new 
func t ions included in BASIC 3.5. 
The y in clude a JOY functi on for 
reading t he joyst ick ports , DEC and 
HEX$ funct ions for converti ng from 
hex to decim al and vice versa, and 
an INSTR function to locate the po­
sit ion of one string within anothe r. 

In all, BASIC 3.5 is the most power­
fu l implementation of BASIC I have 
ever seen in any microcomputer. 

THE 
The monitor that is built into 
th e Commodo re 16 is a very 

MONITOR nice.. easy to use 
momt or. The com­

mands th at are available are all the 
usuals: a memory dump (M); a load 
(L) and save (S) command; regis ter 
display (R); and exit (X). In additio n, 
there are commands for assembli ng 
(A) and disassembling (D) code , 
comparing (C) , transferring (T) and 
filli ng (F) memory . Not a bad little 
monitor to wo rk with , especia lly 
since i t is always in memory and not 
lost on some disk somewhere. I find 
that I use it quite a bi t . 

ADD There are many other fea­
t ures to the Commodore 16 

IT 
t hat you won't find in any other 
comput er on the market in the 

ALL 
same pric e range . These in­
clud e windowing capabili -

up ties, eight levels of lumina nc e 
for each of the 16 colors, di­

rect ly programmable function keys, 
flashing charact ers, two -tone gener­
ators w it h dir ect sound comma nds 
and full screen edit ing . 

When you look at all of the fea­
tu res that the Commodore 16 offers, 
it is easy to see why Commodore is 
referring to it as the " World 's Leam ­
ing Machin e." C 



BY JOHN O'BRIEN 

SOME LIKE ITH 
KEEP YOUR COOL AS YOU FIGHT SATAN AND HIS DEVILISH HORDES. 

S atan's Hollow is Commodore's !at- There are two ways to play-the whole bunch . But don't underes ti­
est adaptation of a Bally/Midway ar- normal and easy. Starting off on the mate him! He's quick, unpredictabl e 
cade classic. Appar ently, it's so close nmmal mode is a real "baptism by and hurls deadly tridents that destroy 
to the original arcade version, that a fire.·· I tried this way first and was not your launcher on contact. The hollow 
review for anyone who has played it making much progress . In fact, I (the place where you run into Satan) 
at the arcade would be easy-it's as couldn't crack the top ten scores that becomes even more dangerous m 
good as the original! I'm told it may were on the disk when I got it (tech - later rounds as fire-sparks destroy 
be the best adaptation ever. So this nical editor Jim Gracely had it first). you. This is the part of the game 
review is for people like me, who have So I switched to the easy mode and where you can pick up bonus points. 
never played it at the arcade. showed immediate progress. I finally The instru ct ions that come with it 

In a nut shell. the idea of the game cracked the top ten! However. when I are more in-depth than most action 
is to fight off Satan's swar ming squad saw my initials on the list, I noticed games. The instructions give lots of 
(say that three times fast) while build- that when you use the easy mode, a hints that really come in handy and 
ing a bridge to reach him . The big "E" is placed next to your name. fully describe all the characters and 
attackers come in a devilish variety of So much for my moment of glory. their various characteristics . It even 
forms and attack patterns and have The music and graphics are arcade gives names and diagrams of all the 
lots of nasty tricks up their sleeve s to quality and feature some really nice attack pa tterns of each attacker. 
keep you from getting to Satan. Be- touches. It turns from day to night Don't get the idea that it reveals too 
sides suicidal attacks at your missile and back again as you go along- if much and detracts from the chal· 
launcher, the demons attac k you with you survive Jong enough. At night. lenge--you're going to need all the 
lava eggs, molton rocks and your ba- however, you can only see the help you can get. 
sic fire breath. Satan 's horde also attackers by thel! glowing eyes . The The play action is fast and furious. 
makes your life difficult by destroying music is classy too. Or should I say Your reflexes must be up to snuff and 
your bridge and stealing your extra classical, because it' s Wagner's you must be able to make quick tacti-
rnissile launchers . "Ride of the Valkyrie." cal decisions. This is a game that will 

You're not helpless against the The fire-breathing devils' heads both challenge and frustrate you. But 
nasties though . Your missile launcher that attack are excellent. The first one if it does get toe intense. there is a 
can, of course, fire missiles . but only that attacks is Lucifer. You can pick pause feature. 
one at a time . You can earn better up some points by shooting him If you need a further challenge, 
firing capabilities in later rounds . You down, but if you miss him and he consider this · one of Commodore's 
also have a shield that protects you misses you, then a larger Old Nick programmin g assistants, Matt Blais, 
and destroys anything that comes in attacks. If you miss him also, an even has reportedly recorded an incredible 
contact with it. But watch out, it only larger Beelzebub gets the last shot. II score of 2,600,000 points in the game 
lasts one second. It will, however, en- you both stay alive through all three during the course of testing . Try if 
ergize to full power when you're not attacks. then the next wave of you will, but I think it will be a cold 
using it. The level of strength is dis- attac kers start. day in you know where before that 
played at the bottom of the screen. Satan himself will throw you off a record gets beaten! 
Use it carefully. bit. He's the least scary -looking of the 

• 
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TRIAD IS A NEW COMMODORE 64 

I 

--\ STRATE~Y/~CTl~·GA~E-.fROM ro¥MO~RE 0. Tr/AT
1
.G8MBINES THE THEORY OF\-TIC-TAC-TOE1 

\--·: WITH THE CLASSIC ELEMENTS OF A VIDEO 
\ \SHPOT-'E.~-UP. ,IT QFFERS\MANY1NEW 1. 1 

\ STRATEGIC TWISTS BASED ON NINE UNIQUE 
1 IMPRGBABLE ENEMIES WHO MUST BE , 

~\ ! ' I 1 _ ,,_ I ...------

\-- IDEEEATED 10-'.EARN EACH SQUARE. OF·· THE L 
TIC-TAC-TOE GRID. • -t-1· 

\--\ I \_ I , I \ . ~- -n 
~--r L-n- ~ 
f1-r - µv STEVE Fl~KE~ ~ The '.nine ~erent foqns ©f ene mies 

n he tic-die-toe arena, \ if one has pose different threats to your missile 
achie!ved even an elementary level of launcher and must be attacked in diffe~­
awareness, one can play a tie gam e ent ways . Since the squares ' contents 
againsc any oppone nt For eitber-X or O ;are ~huffled aj!:~r eac h gm;rre , you i;nust, 
to trium_p!L ov~r itsoppone nt takes ' a lbe -ab le to cretea t\eac h different enem y-. 
tru1ybad effort on ~pposing-sicle. The Your choice of opposition to~am a single 
real nature of the basic tic-tac-toe game square will be from among chess pfeces, 
is to perpetuate futility . Commodore'i, killer bees, saucers, bats, arrowq, dea th 
new Triad t9r th'~ 64\ howeve\, with its ll?ask!:j, spide rs', faces and m?ths ,, Let\us 
vid~ tWi,st, adds a new ' dimension to exarnih e each of these real-life nemeses 
the ~ge-old X/0 struggle . and also conside r the nature of these 

Both sl<iJl and sµ-ategy are r~ed to beasts in Triad and_ the strategy neces ­
play \ Triad. J:cµt of the; stratem\ is cen- \ ~ to 'defear eac h foe. 
tered -arobnd \the tic-tac-toe grid . You Chess Pieces. In real life, you must 
must know in which square to place outplay your opponent at chess to tri­
your letter , relative to your opponent umph over chess pieces . Or, failing that , 
(who may be the computer). The real you can throw a tantrum and knock the 
challenge in Triad, however, is combin - board over, causin g the hapless chess 
ing your tic-tac-toe strategy with active pieces to scatter. In Triad, if you want 
arcade skill to defeat the enemies who the squar e inh abited by the ches s 
inhabit each square. You must win the pieces, you begin by facing a single 
battle with eac h ene my before you can piece-a pawn . Shoot the pawn and it 
place your X or O in that square . If your splits into two knights . Each knight 
background includes some cic-tac-toe splits into two rooks when hit with your 
training, you are probably aware of missi le: eac h rook spli ts into two 
which moves are to your benefit, as your queens. Once a piece is a queen, it can 
opponent undoubtedly is. The stra tegy be destroyed . 
that makes or breaks your game revolves The best strategy for victory among 
around how you combat the squar e- the chessme n is to keep the pieces from 
dw ellers. moving diagonally. U they move on a 
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- ~ 
1diag,onal,patJ-\, th_Jir trajectopes \:an qe all\ \ __ 
over the , screen, leaving yow; miSsile l-· -
launcher in a very precarious-position . A 
sil\gle collision and \YOU Jooe. 'I'o l<eep the1 
p~ece~_goipg o~a~ orizqntal\~ \y~r_t_i.cal , 
path, you must~ oot therrra~ an ang ld. If I, _1.­

you are--able to shoot piec~at a 45=-r-- \ 
degree ang\e, you can hold y~ur P?5iti~i:!_. _\\_ 
while the piec~ split because th~y will \ 

' maintain a predict.abff:l palh . F~g that,-1-
you can always knock your computer to 
the floor and scatte r the chess pieces, 
bu t this is not recomm ended. 

Killer Bees: The threat posed by killer 
bees to mankind is deba table . Some 
really awful horror movies have por­
trayed the terror posed by these souped­
up insects, but they see m to lack any 
real kind of atta ck plan. Instead of 
mounting an organized charge on a ma­
jor population center , they seem to 
spe nd more time bothe ring Central 
American entymologists . As far as I'm 
concerned , exposing the killer bees to 
lots of Central American entymologists is 
the best method we could possibly come 
up with to use agains t them . 

In Tria d, howev er. there are no 
entymologists of any kind, so a different 
strategy must be emp loyed if you wan t 
this square . T11e killer bees move ac ross 



whbn you hit them with missiles ini· 
tially. floating land mines appear. When 
a certain number of land mines have 
~n created , you can destroy the bats 

~

- th \your missiles. But don't Jet a land 
e\hit you or the square is lost. 

Arlows: Usually, fighting with arrows 
't ioo tough. You can snap them in 

ha!Cwith your bare hands . If someone is 
s1\ootuig them at you, it's a slightly dif­
ferl:)nt'Story. If a suit of armor isn't handy, 
yo4 ~ht want to take into account 
arious insurance plans. The level of 

dan~er-depends mainly on the accuracy 
of ~e shF,ter. 
\ - In1 'lli~d. accuracy is not the issue; 
yo~ timing is what defeats the 
Afrows. The arrows move from left to 
ri~ht.acress the screen, gravitating up or 
dbwn \.towJµd the level of your ship. Your 
m1ssi.l~s ~ot hurt them as they move 
in

1 

~direction . You must hit them at 
th~ left edge of the screen to make them 
rev'~rse~dire~on so that you can destroy 
theln . The ~g of your missile shots at 
the-1~ the screen is crucial to your 
~~ against the arrows. 
\ Death Masks : You may well ask what 
~xactly ·is\ a d~ath mask. Good question. 
It is ~ fac:e d>vering used for burial or 
dererfionies in' other cultures. How do 
y~{Ptee;t - yourself from these masks? 

.~""'!"=~""'fi~"f"!"-~~-"~·!"'•:r ~~~~({111,fhlf<,,ll..'1 ,14,z "!'"'"'' 't'~ur best bet is to avoid these cultures 
' -~1~ 1~ \ LJ Jik13-thJ -p1aque.~ you get an invitation to 

___..--, ... , ets creep frdrn l~.Jo l rig . . flyin~:: \ go\to ~~ tume party from one of these 
slight angle up or down . The bees_can cuftufes, say you're sick. It's not the 
be destroyed only tiy hitl:ing them-~th a mask itself tl)at presents a threat, it's the 
rrhssil~ slilifhe j d·on or from 1eehmd-(~ot ·, implicatipn. 
frdm ~ ot-bflo{o'fatan f ngl~). The _ ~.- Thatifno ~ the 'case in Toad. Collision 

_ .._,."'l-""'S ~ up ~ progress;-so""'~ y;ith\a mask_is..dekdJy. Jn addition; there 
~ mes-mtreasmgly ~cult ~- J__i-- are~nds that float around the 

-·\--;- Sauc~43rnately -known as UFO's, screen along with these masks . You can 
__ _.;.spa\:;eships and a host of other names. only destroy the masks after shooting a 

there have been no real-life confronta- diamond . The black eyes in the mask 
tions with these objects. There have turn to white when your missile hits a 
been a lot of different ways to challenge diamond . Only when you see the whites 
these crafts in science fiction movies, of their eyes will your missiles have any 
some more successful than others. If effect on them. Watch out even after you 
they ever really attacked, giving up get one, because it will rise to disappear 
might not be a bad idea , although selling off the top of the screen . 
them to Disneyland might be more prof- Spiders : Many people are deathly 
itable. The Toad versions can be had by afraid of spiders. They'U do wha tever it 
shooting into their exhausts from below. takes to get rid of spiders and their 
Care must be taken , since the saucers webs: step on them with their shoes, call 
constantly drop missiles down. an exterminator , send them on all·ex-

Bats : Old wives ' tales accuse bats of pense-paid trips to the Bahamas . Toad 
sucking blood and suggest that garlic spiders can be exterminated only by a 
and silver crosses be used to ward them missile that is shot from the direction in 
off. Personally, I use garlic and silver which they are headed. That is, if a 
crosses to ward off old wives. If there are spider is moving diagonally toward the 
bats around, I tend to go elsewhere . right comer of the screen . only a missile 
While you could do that in Toad, you shot diagonally from the right comer can 
may be forced to go against the bats if eliminate it. 
you want a certain square on the grid. Faces: 111ese are the same faces that 
Bats appear on the screen alone, but were so popular a few years ago on 

"Have a Nice Day" stickers. I still don't 
like them . Back then, I used to deface 
them by drawing tongues , teeth and 
moustaches. But I knew they wouldn't 
go away until the general public got tired 
of the whole "Have a Nice Day" con­
cept. I get irrunense pleasure from de­
stroying them even now. 

In Toad, these faces do act differently, 
however. Often the first shot splits a 
smiling face into two slightly less happy 
faces and those split into two 
unem otional faces, then unhappy (even 
miserable} faces. The best way to face 
this challenge is to fire both shots almost 
simultaneously. The first shot stuns a 
face and causes it to begin to split. An 
immediate second shot destroys it. If 
you're not quick enough , the face splits 
and you have trouble. 

Moths : The standard treatment for 
moths is mothballs. Have you ever won­
dered exactly what those things are 
made of? And exactly what do they do to 
moths to get rid of them? I've bought 
them several times to use against moths, 
but with very little success . Those things 
are just too small to throw accurately! 
Against Toad moths, you have to first hit 
each moth with a missile to get them all 
moving sideways. Only when every sin­
gle moth is moving sideways can you 
destroy any. 

In addition to the strategies you use to 
conquer your foes, in each square, there 
are higher leve.l tactics you can employ 
involving the rotating mines that criss· 
cross the screen in higher levels. When 
these mines explode, anything nearby 
the explosion gets decimated. Against 
an enemy that multiplies, like the chess 
pieces or the faces, this is a lifesaver. If 
you hit a single pawn and one of these 
mines with a single missile, the pa wn 
does not split, multiply or waver. It sim­
ply disintegrates . Checkmate . 

The land mines skitter across the 
screen in later rounds from all directions. 
They are most dangerous when moving 
diagonally. You·can get them to change 
direction by hitting them with a missile. 
They are least harmful when they are 
moving in a predictable direction like 
horizontal or vertical. When they start 
dominating the screen, it is a good idea 
to just shoot the diagonal ones until their 
movement is less dangerous to your 
ship . Mastery of tactics and strategy in­
volving land mines adds yet another 
level of strategy to the tic-tac-toe grid. 

So there you have it, tic-tac-toe ele· 
vated to a new strategic/joystick strata. 
In the tic-tac-toe tradition, Toad adds 
some more unique things to do with 
your X's and O's . C 

POWERPL.A Y 93 



94 DECEMBER/ JANUAHY 



STEPHEN EARLY 

LifeAfter 
Garnes 
BY CAROL MINI'ON, ASSISTANT EDITOR 

The choices are limitless; the quality superb. No longer 
do arcade games always get the top billing. 

If you're looking for an alternative to run-of-the-mill 
games, take a good hard look at this innovative software 
and hardwar e. And remember, they are only the chip , I 
mean tip , of the iceberg . 

Brain 

H Teasers 
esWare (150 N. Hill Drive, 

Suite 35, Brisbane, CA 94005) has re­
leased M -SS-NG L-NK-S for the Com­
modore 64, a unique fill -in-the blanks 
puzzle where word patterns and con­
text clues are given in order to com­
plete literature passages. One subject 
is chosen from nine and a passage is 
picked from the re. The blanks then 
must be filled until the passage is 
complete. 

The difficulty levels run the gamut 
from easy (only vowels missing) to 
brain -crushing (mostly blanks). The 
length of each side's tum and the 
speed at which the program fills in 
missing letters can be set. These can 
be saved for next time. 

How about some triv i a? Profes­
sional Software (51 Fremont Street, 
Needham, MA 02194) has introduc ed 
Trivi a Fever, formerly Trivia Mania, 
for the 64 in the latest effort to keep 
up with the nation 's trivia enthusi ­
asm . This entertain ment program 
consists of thousands of trivia ques­
tions not only on diskette but in book 
form too, so it can be played with or 
without a computer. 

The object of the game is to answer 
trivia questions of varying difficulty 
levels to fulfill requir ements in user­
selected question categories. After 
each category is completed, a game­
winning question must be answered . 

Trivia Fever can be played with up 
to eight players or eight teams . A 

Mast er of the Game is chosen to con­
trol the computer's acti viti es and an 1 

expert player may be handicapped by 
allowing the computer to . pick the 
categories instead of the player. Cate­
gories include science and techn ol­
ogy , geography, history, sports, films 
and entertainment, famous people , 
and natur e and animals . 

Along the Jines of trivia, try Sight & 
Sound's (3200 South· 166th Street , 
New Berlin, WI 53151) Tune Trivia for 
the 64. Play the trivia challenge but 
with music tun es! 

Other tr ivia games include Trivia 
Plus by Ac ademy Software, Fact ­
actics by Daystar and Trivia Arcade 
by Intelligent Statements. 

Self-Help 

B attedes Included (3303 Ha<· 
bor Boulevard , Suite C9, Costa Mesa , 
CA 92626) offers a program for the 64 
to assess thought patterns and phys ­
iological impulses in an attempt to 
gain an und erstand ing of the factors 
contributing to stress. The Stress 
Manag er int erprets data sent from the 
Galvanic Skin Resistance module 
(placed on the fingertips). The results 
are then displayed in graph form. 
Graphic analysis and related data can 
be saved for future reference . 
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Another product along these lines 
for the 64 is Relax by Synapse (5221 
Central Avenu e. Ric hm ond, CA 
94804). This program allows you to 
measure the tensiorr in your muscle s. 
By becoming aware of this tension 
th rough immediate and continuous 
feedback, you learn to decrease your 
tension level. Relax consists of four 
basic parts: audio cassette tape, sen­
sor headband, elect romyograph (in ­
terprets signals received by sensor) 
and the sorrware. The goal of the pro­
g ram is to teach you how to enter a 
state of deep relaxatio n. 

Education 

C ommodorn's own Vfaible So· 
Jar System for the 64 and the V1C 
gives an accurate feel for the solar 
system by providing views of planet 

96 DECEMBER/ JANUARY 

The goal of Relax is to 
teach you how to ent er a 
state of deep relaxation. 

rota tion. In the first part of the pro­
gram . you are in a spaceship able to 
move to any vantag e point . Jn the 
second part . you see a close-up of 
Earth , Mars. Jupit er and Saturn. And 
in th e fina l section , the Planetary 
Comput er d isp lay s t he numerica l 
data stored for each of the nine plan­
ets, including the plan et's radius , 
length of its day and year, numb er of 
moons. orbital and escape velocities 
and atmospheric pressures . 

Timeworks (405 Lake Cook Road, 
Building A. Deerfie ld , IL 60015) has 

OKS 

released Evelyn Wood Dynamic Read­
ing for the 64. Targeted to improve 
reading com prehen sion, retention 
and speed, this program records the 
user's progress . You set the speed for 
the reading exercises , so the chal­
lenge is always seli-1mposed. 

Music 

I f you're mrerested in mus,c, try 
Electronic Arts' (2755 Campus Drive, 
San Mateo , CA 94403) Music Con­
structio n Set for th e 64. Th is program 
allows graphic composition on the 
screen with immediat e p layb ack 
using th e computer's three voices. 
One press of the fire button on your 
joysti ck and the notes become part of 
your composition. 

H you don ' t wane to bother with 
musical notat ion, Melodian's (792 
Holmdel Road, Holmdel , NJ 07733) 



full-sized , three-octave keyboard may 
be just the thing . Jt comes with soft· 
ware that turns your standard 64 into 
a mus ic synthesizer. There are 16 
prerecorded instrument sounds avail­
able and the combinations are unlim ­
ited . It also helps childr en and adults 
learn how to read mu sic and develop 
a se nse of pitch and rhythm. 

Graphics 

F eeUng artistic' Try a g<aphics 
tablet! Graphics tablets creat e so­
phisticated graphics without the use 
of a keyboard. Koala Te chnol ogies 
(3100 Patrick Henry Drive , Santa 
Clara. CA 95052) has a great one for 
the 64 call ed the KoalaPad. This 
sketc h pad allows th e user to contro l 
the computer input by moving a fin­
ger or stylus across its touch-sensi­
tive surface . The result the n app ears 

on the video scree n. The tablet is 
light and can be held comfortably in 
your lap . Another touch tablet for the 
64 is a lso available from Chalk Board. 

Interes ted in trying a light pen? 
The only difference betw ee n a graph· 
ics tablet and a light pen is that the 
ligh t pen works direct ly on the video 
screen to create the artwork. inkwell , 
TechSket ch, Madison , Futurehouse 
and Activision make light pens for the 
64 that offer great versatility when it 
com es to letting your mind go. 

Home 

C 
Application 

ommodore offers a unique 
program for the 64 which makes your 
home an automat ed office . The Magic 
Desk series uses pictur es instead of 
text commands for a simple word pro-

cessor , spreadsheet, file ma nag e r, 
calcu lator and hom e budget . Using 
this method, work becomes pleasure . 

Anoth er exc ellent program for the 
64 from Commodore is th e Micr o 
Cookbook . This program effectively 
helps organize your kitch en. Store 
and update hundreds of recip es. se ­
lect a recipe by ingredients alone, 
prepare sh opping lists, prin t recipes , 
access nutritional and cooking infor­
mation, and adjust recipes for the 
numb er of servings . The program also 
features a glossary , calorie/nutrition 
guid e, table of measurements and 
equivalents, tabl e of ingred ient sub ­
stitutions and food buyi ng, st oring 
and cooking tips. 

Arrays /Continental (11223 South 
Hindry Avenu e. Los Ang eles , CA 
90045) has recent ly introduced a four­
volume ser ies of persona l finance pro­
gram s for the 64 called Get Rich. Each 

Continued 011 pg. 129 

A must for people who don 't want to waste the.ir time and money on 
ladklustex programs, Sybex bas pubtiSb~d '.l'he Best of Commodore 64 
Software and The Best of ttIG 20 Softwar:e{by 'TnofrlasgBlabltada,v, 
The$e books help you dhoose the best software for video games , s¥ategy 
games, education and horoemanagement . The book reviews each ):)rogram 
.in detail and offers a guide to its use. 

How to 6 .et Fr tie Sojtwfl.ie btAUtee:L Glo~tirenf>er,, if>\1:bli.sWe~ 0ffeSt. 
Martin's Pre§s (175,Fifth Avenu e, :New 1or.k: NY:'1,0010);is one o'ftthe 

first books to list 'key addresses , contacts and technique$ to tap the 
vast reservoir s of public domain software. 1t also includes tree 

s0£ty.,are sources ,Jrom1mc)gazit)'e~ ~d J:10WS\Eltters el)1j, ttps 
for tun n ifig dif!erenti cocipµfer. programs ©r\ y01,1r S~!,!ID . 

New Amencan Library (1633 Broadway,:New York,NY 
10019} has published a te1ecommunications hand ­

b0ok by Mike C~"(le caj!ed Whe cg mputer, ;Phol)e 
Book O,trline Guide .16f usg t6 'any Qomrnodoter 

user . this guide discusses what on.Una com­
mumc.at1on i,nvolves:the steps necessary to se~ 

. up a t'elecomm.unip-~~01;,:HJ:3rm1na}, how to us'e tJ1e 
v~nous telecommuruca;t'ions :n~tworks fbd1.wliat' pr0,.. ~ 

grams ate available ftom Compiis'erve . 
Running Press (125 S01,1th 22nd Street, Philadelphia , FA 

19103) has come out with The Software Writ~r:·s M l{Jrketplace 
by OE:lnnis Joyce and d0hn Eapl :Picke~fng. "BpJs boo-.k e,q:,)~jps bow to,t?reate , 

your origjnal program to make it saleable , r-esearch the market, structure your 
program to fit this market, write your documentation , make contact. With 
companies most likely to buy your software, wiite- a que.ry letter and read a 

sof~ware eentract. It cb,Pdlucles by dffer,fnicop;yr ight ad<iice· for, prote'a:tmg 
youi;.soft;ware and:documentation. ,. ' " 1. z ' 

And finally , Fire in the Valley by Paul Frieberger and Michael 
Swaine, published by Osbome/McGraw -.f:Hll (2600 Tenth Street , 
Berl<eley. CA $4.710), traces the fn~teo.tiq~se oi ~);>.e:pS($,opal 

com puter'in Silicon Valley, Intervi ews with 'major in<ffG'stry t,er s6n , 
alities are included , in addition to photos and a timeline tp put things 

into proper perspective . This book is an excellent chojce foi anyone 
interested io gcµning an jns igl)t i,nto th~ comt:mter, in9:il,lstti. 

' !)II 
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COfflPUTER TUTOR 

Musical Sprites for the 
Commodore 64 
Jf you have been intrigued by arti­
cles about the fascinating sound and 
graphics capabilities of the Commo­
dore 64, perhaps you have written a 
few demonstr atio n progra ms. The 
BASIC interpreter provided with the 
computer is usually sufficient for pro­
ducing simpl e graph ics or playing 
simple tun es . However, BASIC is 
much too slow for more complicated 
tasks such as combining sprite 
graphics and fast-paced three -part 
music . A good solution to this prob­
lem is to use a machine code routine 
to handle the graphics and the sound 
gener ator and let BASIC do the rest. 
The program described here is just 
such a hybrid program. 

Sinfonia is a relatively short and 
simple program design ed with three 
objecti ves. First , to handl e very fast , 
three- part music with ease. Second, 
to provide a pleasing visual display of 
the music being played using sprite 
graphics . Third, to. allow the user to 
change the waveform, attack , decay, 
susta in, release (ADSR) and pulse rate 
of each voice and vary the tempo and 
the key that the music is played in. 
An addition al goa l was to allow easy 
entry of data for new songs. 

How the Program Works 
Sinfonia starts by poking a short 

mach ine code routin e into memory 
locations 50000 to 50506. Then it 
blanks the screen and begins playing 
the music which is coded in BASIC 
data statements. Each of the three 
voices has a corresponding double­
sized, note -shaped sprit e that moves 
up and down the screen and chang es 
color corresponding to the note being 
played by that voice . The relative 
heights of the three sprites gives an 
indication of the position of the notes 
on the sca le and the color of each 
sprite correspo nds to a specific note. 
For exa mple, all C's will display a me­
dium grey sprite and all F's will dis­
play a green sprite . 

How to Use the Program 
If you wish to hear the demonstra­

tion piece by Bach, simply type the 
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Create fast-paced 
three-part music with 
ease and add some 
colorful sprites as well. 

progr am in as listed and RUN it. To 
chang e the tempo , adjust the variable 
SF (speed factor) in line 2. To change 
the key, adjust the variab les 01, 02 
and 03 in line 2. These variables de­
termine the offset , in half-steps above 
or below the value for which the mu­
sic was coded, at which the respe c­
tiv e voices play . For exa mple, 
01 = + 12 :02 = +00 :03 = - 12 will 
spread the three voices out , voice one 
playin g an octave above the normal 
value and voice three playing an oc­
tave be low. The voices in the pro­
gram are set to sound somewhat like 
a harpsichord . To chang e them. 
chang e the appropriate va lues for 
waveform, pulse rate, attack (0-15). 
decay (0-15), sus tain (0-15). and re­
lease (0-15). The variab les in lines 3, 4 
and 5 set the voice param ete rs for 
voice one, two and three respect ively. 

It is very simpl e to enter your own 
selections if you can read music . Start 
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by loadin g a version of the program 
without the music data statements 
after line 999. (It would be a good idea 
to save a version of this program 
without the music data .) 

Coding of notes is done in triad 
form. Each triad consists of a time 
value (first), followed by a note num­
ber for each of the three voices (voice 
one first). The time value is a number 
based on an arbitrary scale picked for 
conve nJence; it is the number of 1/60 
seco nd clock pulses that a set of notes 
is held. For example , it is convenient 
to use a timing factor of 64 bea ts per 
measure. That way, a duration of one 
represents a 1/64 note, a duration of 
four represents a 1/16 note and so on . 
A time value of zero signals the end of 
the music and tells the program to 
stop. The note numb ers following the 
time value are simply the sequence 
numbers of the desir ed frequencies, 
taken from Appendix M of the Com­
modore 64 User's Guide . If you have a 
recent edition of th e User's Guide , 
you will notice that the sequence 
numbers are not entirely accurate . 
For the purposes of using Sinfonia , 
you can renumber the m yourself 
starti ng with 95 for the first note (C­
O), then numbering the notes from 
one to 94 in sequence . 

It is not necessary to put high and 
low frequency values in the data; in­
stead single number s represent each 
note and the machine code routine 
sets the appropriate high and low fre­
quency reg isters. If one or more of the 
three voices is not to chang e, tha t 
voice should be given a sequence 
number zero. To play the lowest note 
of which the chip is capab le, substi­
tute sequ ence number 95. To turn off 
a voice, use 255 for the note numb er. 

For an example of how this music 
coding scheme works , look at the first 
few lines of Sinfonia . Beginning at 
line 1000, the coding for the first few 
notes is explained in REMarked state­
ments . Using this coding scheme and 
player, you can easily get your Com­
modore 64 to play a wide varie ty of 
music . 

Continu ed on pg. JOO 



PlayNet brings you the excitement you've been waiting for your 
computer to deliver. With PlayNefs unique system, you can com­
municate with people all over the country. 

Pu\YNET '" BRINGS PEOPLE TOGETHER! 
Now you can meet fascinating people, make new friends, exchange 
private messages, post public announcements, and play all our 
exciting games with people from coast-to-coast! 

YO<J'VE NEVER Pu\YED ANYTHING LIKE IT! 
PlayNet has many terrific games with full color graphics, and they're 
all interactive, including : Four-in-a-Row, Backgammon , Chess, Sea 
Strike, Checkers, Bridge , Capture the Flag, and more games com­
ing all the time. 

JOI N THE TELECOMMUNICATIONS REVOLUTION! 
ONLY $2.00 AN HOUR ON LINE! 
Now if you own a Commodore 64 •, a disc drive, and any compatible 
modem, like HesMODEM I or II .. or Commodo re VICMODEM· , 
you can access PlayNet's wide range of services- Games, Bulletin 
Boards, Electron ic Mail, File Transfer and more. Here's all it costs: 

• $2.00 an hour on-line-less than a long distance phone call. 
• $29.95 for the PlayNet Software Package ($34.95 after 

12/31/84) which includes games and program disks, user's 
manual, monthly newsletter and 90 minutes on-line free. 

• $6.00 monthly service charge. 

Let PlayNet put the whole country at your fingertips , every night 
from 6 PM to 7 AM and 24 hours a day Saturday. Sunday. and 
Holidays. 

CALL PLAYNET AT 1-800-PLAYNET. 
Or fill out the coupon below. 
PLAYNET 
The network that has people talking. 

' Commodo re 64 and VICMODEM are trademarks ol Commodo re Business Machines Inc. 
" HcsMODEM I and II are trademarks of Human Engineered Softwllre Inc. 

--------------------------, 
SEND TO PLAY NET INC. 007 
P.O. B0X587 
WYNANTSKILL, N.Y. 12198 

YESI I WANT PLAY NET TO PUT THE WHOLE COUNTRY AT MY 
FINGERTIPS. I UNDERSTAND THAT MY SATISFACTION IS 
GUARANTE ED. (or my lull subscription price will be refunded) . 
I may cancel my membership at any time by writing PlayNet . 

BIii me on my charge card for S29.95 (S34.95 alt er 12/31/84). Please send 
me th e PlayNet Software. user manua l. and 90 min utes of free on -line time. 

Please print. 

Na me ________________ _ ____ _ 

Address----- ------ ----------
CitY--------- --- State __ Zip ___ _ 
Phone _____ _____ __ _________ _ 

Check one: D MasterCard D Visa 
Card #- - ------- --Expi ration date _____ _ 

Signature ____ _ _ ____ ______ ____ _ 

~-------------------------~ 
© Playnct , ln c. 1984 Circle Reader Service No. 36 



fflUSICAl SPRITES 
1 REM*** PLAYER (NO MUSIC DATA) 

***'BAYF 
2 GOSUB 5l:G0SU8 16:M=O : SF=l . 5:01=+00 

:02=+00:03=+00 ' K~IN 
3 WF(0)=33:PR(0)=0400:AT{0)=00 

: DC{0)=02 : SU{0)=13:RL(0)=00 
:GOSUB 25 ' HCKQ 

4 WF(l)=33 : PR(l)=0400 : AT{l)=00 
: DC(l) =02:SU(l)=l3 : RL(l)=00 
: GOSUB 29'HCUR 

5 WF(2)=33 : PR{2)=2000:AT{2)=00 
:DC(2)=02:SU(2)=13 : RL(2)=00 
: GOSUB 33 ' HCTS 

6 GOSUB 12 : GOSUB 37 : T=TI ' DJDH 
7 READ S:IF S=O GOTO ll'EGPI 
8 REbD X,Y , Z : POKE Nl,X : POKE N2,Y 

:POKE N3 , Z:SYS SA:T=T+S*SF ' IEXS 
9 IF T>TI THEN 9'DENK 
10 GOTO 7 ' BBQW 
11 FOR J=L l TO 54296:POKE J , 0:NEXT J 

: END' GPWE 
12 IF X<0 THEN POKE Vl,WF AND 254'FKHE 
13 IF Y<0 THEN POKE V2 , WF AND 254 ' FKJF 
14 IF Z<0 THEN POKE V3 , WF AND 254 ' FKLG 
15 RETURN'BAQC 
16 Ll=54272:L2=54279:L3=54286 ' DXCK 
17 Hl=Ll+l:H2=L2+1:H3=L3+l'GRDM 
18 Vl=Ll+4:V2=L2+4:V3=L3+4 ' GRDN 
19 POKE Ll,0:POKE Hl , 0:POKE L2,0 

: POKE H2, 0 : POKE LJ , 0:POKE H3 , 0 ' GEMP 
20 X=- 1: Y=- l :Z= -l ' GIPE 
21 RETURN' BAQY 
22 INPUT " LINE NUMBER";S ' BCUE 
23 PRINT"(CLEAR] " ;:FOR R=S TO S+38 

STEP 2:PRINT R;" DATA": NEXT' IMEK 
24 END'BACC 
25 AD(0)=AT(0) *16+DC{O) 

:SR(0) =SU{0) *16+RL{0) 'GKTO 
26 LP(O)=PR(0) - INT(PR(0)/256)*256 

:HP(0)=INT(PR(0)/256) 'IOIR 
27 Pl=ll+2:Ql=Hl+2 : POKE Pl , LP(0) 

: POKE Ql , HP(0) : POKE Vl+l , AD(0) 
:POKE Vl+2 , SR(0) ' KYIW 

28 RETURN' BAQG 
29 AD(l)=AT{l) * l6+DC{l) 

: SR ( l)=S U(l )* l6+RL(l) ' GKAS 
30 LP {l ) =PR{l) - INT{PR(l)/256)*256 

: HP(l)=INT(PR(l)/256) 
31 P2=L2+2:Q2=H2+2:POKE P2,LP(l) 

: POKE Q2,HP(l) : POKE V2+1 , AD(l) 
: POKE V2+2,SR(l) 'KYUR 

32 RETURN' BAQB 
33 AD(2)=AT(2)*16+DC(2) 

: SR{2)=SU(2)*16+RL(2) ' GKGN 
34 LP{2)= PR(2)-INT(PR(2)/256)*256 

:HP(2)=INT(PR(2)/256) ' IOSQ 
35 P3=L3+2:Q3=H3+2 : POKE P3 , LP(2) 

:POKE Q3 , HP ( 2) :POKE V3+1,AD{2) 
: POKE V3+2 , SR(2) ' KYHV 

36 POKE 54296 , 15 : T=TI : RETURN' DNPJ 
37 SA=50020 : XX=50000:POKE XX+3, WF(0) 

:POKE XX+4 , WF(l) :POKE XX+5, 
WF(2) ' IUDV 

38 IF Ol<O THEN 1=256-(01+12) 
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:GOTO 38 ' HQDO 
39 IF 02<0 THEN 2=256-(02+12) 

:GOTO 39 ' HQHP 
40 IF 03<0 THEN 3=256-(02+12) 

:GOTO 40 ' HQBH 
41 POKE XX+6,0l:POKE XX+7,02 

:POKE XX+8,03 ' GURJ 
42 POKE XX+9, 20:POKE XX+l0 , 0 

: POKE XX+ll , 12'GV MK 
43 Nl=XX:N2=XX+l : N3=XX+2 

: POKE 5001 2, 3 'GYXM 
44 FOR X=0 TO 62 : READ Y:POKE 832+X , Y 

:POKE 896+X , Y:POKE 960+X , Y 
: NEXT'LDKR 

45 POKE 2040 , 13:POKE 2041,14 
: POKE 2042,15 ' DXOL 

46 POKE 53248 , 135 : POKE 53250,155 
: POKE 53252 , 175 ' DEWN 

47 PRINT CHR${147) :POKE 53280,0 
:POKE 53281 , 0 ' EVVN 

48 POKE 53277 , 255:POKE 53271 , 255 ' CTCN 
49 RETURN' BAQJ 
50 END' BACB 
51 FOR X=50000 TO 50506 : READ A 

: POKE X, A: NEXT' GSTJ 
52 RETURN'BAQD 
53 REM*** MACHI NE CODE DATA' BSEJ 
54 DATA 1 , 2 , 3 , 4,5 , 6,7,8 , 9 , 10,11,12 , 3 , 

0,0 , 0,0,0 ' BNXM 
55 DATA 0 , 0,8 , 72,138 , 72 , 152,72 , 216, 

160,0 , 162,0,32 , 88 , 196 , 32 , 144 ' BFSR 
56 DATA 195,160 , l , 162 , 7 , 32 , 88 , 196 , 32 , 

144,195 , 160 , 2 , 162,14,32 , 88 , 196 ' BJ SS 
57 DATA 32 , 144 , 195 , 104,168 , 104,170 , 

104 , 40,96 , 185 , 80 , 195 , 240 , 91 , 173 , 21, 
208 ' BPSV 

58 DATA 57 , 246 , 195,141,21 , 208 , 185 , 80 , 
195 , 201 , 255,240 , 75 , 138 , 72,152 , 10 , 
170'BPVW 

59 DATA 173 , 92 , 195,208 , 2 , 169,2 , 141 , 
241,195 , 185 , 80 , 195 , 141 , 242,195 , 206, 
24l'BPFX . 

60 DATA 195,240 , 7 , 24,109,242,195 , 76 , 
186 , 195 , 141,242 , 195 , 173,89 , 195,56 , 
237 ' BPJP 

61 DATA 242 , 195 , 157 , l , 208 , 185 , 8D, 195 , 
170 , 189 , 249 , 195 , 205 , 90 , 195 ,2 08 , 3 , 
173 ' BPYQ 

62 DATA 91 , 19 5 , 153 , 39 , 208 , 104,170 , 173 , 
21 , 208,25,243 , 195,141 , 21 , 208 , 96 , 
0 ' BNWQ 

63 DATA 108,1 , 2,4,254,253,251 , 0,l , 2,3 , 
4,5 , 6 , 7,8 , 9 , 10 ' BTRN 

64 DATA ll,0,1 , 2,3 , 4 , 5,6,7,8 , 9 , 10,11, 
0 , l,2 , 3,4 ' BNEN 

65 DATA 5 , 6 , 7,8 , 9 ,1 0 , 11,0,l , 2 , 3 , 4 , 5 , 6 , 
7 , 8,9 , 10 ' BNDO 

66 DATA 11,0 , 1,2 , 3 , 4,5 , 6 , 7 , 8 , 9 , 10 , 11 , 
0 , l , 2 , 3 , 4 ' BNEP 

67 DATA 5 , 6,7 , 8 , 9,10 , ll,0 , l , 2,3 , 4 , 5 , 6 , 
7,8 , 9 , 10 ' BNDQ 

08 DATA ll , 0 , l , 2 , 3,4 , 5 , 6 , 7,8 , 9 , 0 , 18 5, 
80 , 195 , 240,45 , 169 ' BVGT 

69 DATA 0,157 , 4,212 , 185 , 80 , 195 , 201 , 
255 , 240,33 , 152 , 72 , 185 , 80 , 195 , 24 , 
12l ' BMQX 

70 DATA 86 , 195 , 153 , 80 , 195,168 , 185,235 , 



196 , 157 , 0 , 212 , 185 , 139 , 196 , 157,l , 
212 ' BPAQ 

71 DATA 104,168,185,83; 195 ,1 57 , 4,212 , 
96 , l,1 , l , l,l,l ,l,l,1 1 BYQN 

72 DATA 1,1,2 , 2,2,2,2,2,2,3,3,3,3,3 , 4, 
4,4,4'BK DL 

73 DATA 5 , 5 , 5 , 6,6 , 6,7 , 7 , 8 , 8 , 9 , 9 , l0 ,1 0 , 
ll,12 , 12 , 13 ' BQCO 

74 DATA 14 , 15,16,17,18,19,20 , 21 , 22, 24, 
25 , 27 , 28,30 , 32 , 34 , 36 , 38 ' 8DRR 

75 DATA 40 ,4 3 , 45 , 48,51 , 54 , 57 , 6 1, 64,68 , 
72,76 , 81,86 , 91,96 ,1 02,108'BFIT 

76 DATA 115 , 122 , 129,137 ,1 45 , 153,163, 
172 , 183 , 193,205 , 217 , 230 , 244 , l,18, 
35 , 52 ' BQIW 

77 DATA 70,90 , 110 , 132 , 155,179 , 205,233, 
6 , 37,69,104,140 , 179 , 220 ,8, 54 , 
103 'BMQW 

78 DATA 155 ,21 0 , 12 , 73 ,13 9 ,2 08 ,25,l 03 , 
185 , 16,108 , 206 ,5 3 ,1 63 , 23 , 147,21, 
l59 ' B00X 

79 DATA 60 , 205 , 114 , 32 , 216 ,1 56 ,1 07 , 70, 
47 , 37 , 42 , 63 , 100,154 , 227 , 63 , 177 , 
56 ' BMTY 

80 DATA 214 , 141,94 , 75 ,8 5 , 126,200,52, 
198,127,97 ,l ll , 172 ,1 26,188 ,1 49,169 , 
252'BQSR 

81 DATA 161,105 ,1 40, 254 , 194,223 , 88,52 , 
120 , 43,83,247 , 31 , 210 , 25 , 252 , l3 3 , 
189'BPLS 

82 DATA 17G , 103 , 18 ' BKRI 
83 REM *** SPRITE DATA' BNDK 
84 DATA 0,3,255,0 , 3,255,0 ,3, 0 ,0,3, 0 , 0 , 

3,255,0,3,255,0 , 3 , 0 , 0,3 , 0 , 0 , 3 , 
0 ' BLNT 

85 DATA 0 , 3,0 , 3 , 227 , 0 , l5 , 251 , 0 ,2 8 , 31 , 
0 ,48 , 7 , 0 , 96 , 3 , 0 , 96 , 3,0 , 96,3 , 0 1 8IYU 

86 DATA 48 , 6 ,0, 28 , 28 , 0 , 15,248 ,0, 3,224 , 
0 ' BGHQ 

996 REM'BARS 
997 REM*** MUSIC DATA STARTS 

HERE'BWWA 
998 REM' BARU 
997 REM ** * MUSIC DATA FOR 

***' BSNY 
998 REM*** HANDEL FUGUE 1 

***'B SCY 
999 REM'BARV 
1000 DATA 24,60 , 2 55,255, 8 ,64, 0 , 0 , 8 ,65, 

0 , 0 , 8 , 62 , 0,0 , 8 , 67 1 8UDC 
1002 DATA 0 , 0 , 8,65 , 0,0 , 8,64 , 0 ,0, 8 , 60 , 

0,0 , 8 , 64 , 0 ,0 1 BOLC 
1004 DATA 8 , 66 , 0 , 0 , 8,67 , 55,0 , 8,62 , 0,0 , 

8 , 67 , 0 , 0,8 , 0 ' BPFF 
1006 DATA 62,0 , 8 , 0 , 60 , 0 , 8 , 0,51 , 0,8 , 66 , 

62 ,0, 8 , 0 , 60 , 0 ' BQQH 
1008 DATA 8 ,6 7 , 59 , 0 , 8,0,55 , 0,8 , 0,57,0 , 

8 , 65 , 59 , 0 , 8 , 64 ' BREJ 
1010 DATA 60,48 , 8 , 0 , 55 , 0 , 8 , 0,60 , 0 , 8 , 

64 , 0 , 52,8,62 , 0,53 ' 85CC 
1012 DATA B, 0 , 0 , 50 , 8,0 , 59 ,5 5 , 8 , 0 , 0 , 53 , 

8 , 64 , 60 , 52,8,0'BRFE 
1014 DATA 0 , 48 , 8 , 0 , 0 ,52, 8 , 0,0 ,5 4 , 8 ,62, 

59 , 55,8 , 0 , 50,50 ' BSFG 
1016 DATA 8,0,55,43 , 8,0,59 , 47 ,8, 64 ,55, 

48 , 8 , 0 , 0 , 45 , 8,62 ' BTCJ 
1018 DATA 54 , 50 1 8 , 0 , 0 ,4 8 , 8 , 62,55 , 47,8 , 
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0 , 0 ,43,8, 62 , 55,45 ' 8UOL 

1020 DATA 8,0 , 0 , 47 , 8,0 , 52 , 48 , 8 , 0 , 0,47 , 
8 , 60 , 57 , 45 , 8 , 0'BRND 

1022 DATA 0 , 43 , 8,60 , 50 , 42 , 8 , 0 , 0 , 38,8 , 
59 , 55 , 43 , 8 , 0 , 0 , 31 ' 8TDF 

10 24 DATA 8 , 57 , 55 ,40,8, 0 , 0 , 36 , 8 , 0 ,54~ 
38 , 8 , 0 ,0 , 26 ,1 6 , 55 ' 8TNH 

1026 DATA 55 , 31,8,0 , 255 , 43 , 8 , 59 , 0,0 , 8, 
60,0 , 0 , 8 , 57,0 , 0 '8SAJ 

1028 DATA 8 , 62,0,42 , 8 , 60,0 , 0 ,8,59, 0 , 
43,8 , 55 , 0 , 0 , 8 1 57 ' BRIL 

1030 DATA 0 , 0,8 , 59 , 0 ,41,8,6 0 , 48 , 40 , 8 , 
55 , 0 , 0 , 8,60 , 0 , 36 ' 8SBE 

1032 DATA 8 , 0,52 , 0 , 8 , 0 , 53,38 , 8 , 0 , 50 , 0, 
8 , 59,55 , 0 , 8 , 0 ' BQCG 

1 034 DATA 53 , 0 , 8 , 0,52 , 36,8 , 0 , 48 , 0 ,8, 
57,5 3,0,8 , 0 , 52 , 0 ' 8RAI 

1036 DATA 8 , 0 ,5 A, 35,8 , 0 ,47, 0 , 8 , 55 , 52 , 
0,8,0,50 , 0 , 8 , 0 ' BQSK 

1038 DATA 48,33 , 8,0 , 45,0,8 , 53,50 , 0,8 , 
0 , 48 , 0 , 8 , 0 , 47 , 31 ' 8SCM 

1040 DATA 8 , 0 , 43 , 0,8 , 52,48 , 0 , 8 , 0,47 , 0 , 
8 , 0 ,45,29,8 , 0 ' BQEF 

10 42 DATA 48 , 0 , 8 ,5 0 , 47, 0 , 8 , 0 ,45,0 , 8 , 0 , 
44,28 , 8 , 0,40 , 0 ' 8RVH 

1044 DATA 8 , 48 , 45,0,8, 0 ,4 ~ , 0 , 8 ,47,44, 
0 , 8 , 0,40,0 , 8 , 52 ' 8RAJ 

1046 DATA 48 , 24,8,0,47,0 , 8 , A, 45,29 , 8, 
0 ,4 8 , 0 , 8 , 50,47 , 0 ' BSML 

1048 DATA 8 , 0,45,0,24 , 52,44 , 28 , 8 ,2 55 , 
59,255 , 8 , 0 , 60 , 45,8,0 ' 8WOO 

1050 DATA 57 , 0,8 ,0, 62 ,4 2,8,0 , 60 1 0 , 8 1 0, 
59 ,4 3 , 8 , 0 , 55 , 0 ' BRAG 

1052 DATA 8,0 , 60 , 52,8,64,0,0,8,65 , 0 , 
50 , 8,62 , 0 , 0 , 8 , 67 'B RFI 

1054 DATA 5~ 1 0 , 8,65,0 , 0,8,64,0 1 48 , 8 , 
60 ,0, 0 , 8,65,57 , 0'8RNK 

10 55 DATA 8,64 , 0,0 , 8 ,6 2 ,0,4 7,8 , 59 , 0 , 0 , 
8 , 64 , 55 , 0 1 8 1 62 ' BRQM 

1058 DATA 0 , 0 , 8 , 60,0 ,4 5,8 , 57,0 , 0 , 8 , 62, 
52 , 0 , 8 , 60,0 , 0 ' BQMO 

1060 DATA 8 , 59,0 , 43,8 , 55 , 0 , 0 , 8 , 60 , 50, 
0 , 8,59 , 0,0 , 8 , 57 1 BRNH 

1062 DATA 0,41 , 8 ,6 0 , 0 , 0 , 8,59 , 48 , 0,8 , 
57 ,0, 0 ,8, 56 ,0, 40 '8 RBJ 

1064 DATA 8 ,52, 0 ,0,8,57,48,41,8, 0,0 , 
38,8 , 0 ,4 7 ,4 0,8 , 0 '8 RHL 

1066 DATA 0 , 38 , 8,56,0 , 40,8 , 0,0,28 ,1 6 , 
57,48 , 33 , 8 , 60,255,0 ' 8VGO 

1 068 DATA 8 , 0 , 0,40 , 8 , 0 , 57 ,4 1 , 8 , 0 , 0 , 38 , 
8,59 155 , 43,8,0'BRIP 

1070 DATA 0,4 1, 8,60 , 48 , 40 , 8 , 0 ,0, 36,8 1 
255 ,4 8 , 40,8,0 , 0 ,42'BUVJ 

1072 DATA 8 ,0,47,43,8,0,0,38,8,0,255, 
43,8 , 59,0 , 0 , 8 , 60 ' 8SLK 

1074 DATA 0 , 0,8 , 57,0,0,8 , 62 , 0 , 42 , 8 , 60, 
0 ,0,8,59,0,43 1 BQRM 

1076 DATA 8 ,55,0,0 , 8,60 , 52 , 255 , 8 , 0 ,0, 
40 , 8,0 , 50,41 , 8 , 0'8SRO 

1078 DATA 0 ,3 8 , 8 ,5 9 , 0,43 , 8,0 , 0,41 , 8 , 0 , 
48,40,8 , 0 , 0 , 36 ' BRYQ 

1080 DATA 8 ,57, 0 , 41 , 8,0,0 , 40,8 , 0 , 47 , 
38 , 8,0,0,35 , 8,55 ' BRGJ 

Continued on pg. J02 
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fflUSICAL SPRITES 
108 2 DATA 0 ,4 0 , 8 , 0 , 0 , 38,8 , 0 , 45,36 ,8, 0 , 

0,33 , 8 , 53,0 , 38 ' BRUL 
1084 DATA 8 , 0 , 0 , 36 , 8 , 0 , 43 , 35,8 ,0 , 0 , 31 , 

8 , 52,0 , 36 , 8 , 0 ' BQQN 
1086 DATA 0 , 31 , 8 , 50 , 43 , 35 , 8,0 , 0,31 , 8 , 

64 , 55 ,3 6 , 8 , 0 , 0 , 31 ' 8TTP 
1088 DATA 8,65 ,55, 38 ,8, 0 ,0, 31 , 8 , 64 , 0 , 

36 , 8 , 0 , 0 , 31 , 8 , 6 2'8 5KR 
1090 DATA 55,35 , 8,0 , 0 , 31 , 9 , 60 , 52 , 40 , 

10 , 0 , 0 , 36 ,22, 6 0 , 50,43 ' BWCL 
1092 DATA 28 , 59 , 0 , 31 , 50 , 60 , 52 , 24 , l , 

25 5, 255 , 255 , 0 ' BNDL 

997 REM *** 
***'B SNY 

998 REM *** 
***'B SHY 

999 REM' BARV 

MUSIC DATA FOR 

HANDEL FUGUE 6 

1000 DATA 32 , G0, 255 , 48 , 16 , 62,0 , 0 , l6 , 0 , 
0 ,47, 8 , 64 , 0 , 48 , 8 , 65 ' BWGC 

1002 DATA 0 , 0 , 8 , 67,0 , 0 , 8 , 59 , 0 ,50,8 , 60 , 
0 ,52, 8 , 55 , 0 , 0 ' BQTD 

1004 DATA 8 ,5 8 , 0 , 0,8 , 0 , 0 ,48, 8 , 57,0,53 , 
8 , 59 , 0 , 0 , 16 , 60 ' BRJF 

1006 DATA 0 , 52 , lG , 0 , 0 , 50 , 12 , 59 , 0 , 0 , 2 , 
57 , 0 , 48 , 2 , 59 , 0 ,5 0 ' BTJH 

1008 DATA 8 , 60 , 52 , 36 , 8 , 0 , 53 , 0 , 8 , 60 , 55 , 
0 , 8 , 0 , 52 , 0 , 8,0 ' 8RXJ 

1010 DATA 53 , 38 , 8 , 0 , 52,0,8 , 59 ,5 3 , 0 , 8 , 
0 ,5 0 , 0 , 8 , 60 , 55 , 40 ' 8TGC 

1012 DATA 8 , 0 , 0 , 41,8 , 0 , 0 , 43 , 8 ,6 2 , 0 , 35 , 
8 , 64 , 0 , 36 , 8,0'BQTE 

1014 DATA 0 , 31 , 8,0 , 0 , 34 , 8 , 60 , 0 , 0 , 8 ,6 5 , 
60 , 33 , 8 , 0 , 0,35 ' BRKG 

10 16 DATA 8 , 64 , 255 , 36 , 0 , 0 , 55,0 , 8 , 62 , 
53 , 0 , 8 , 0 , 57,0 , 8 , 0 ' 8SMI 

10 18 DATA 55 , 35 ,8, 0 , 53,0 ,8, 60,52 , 36 , 8 , 
0 , 54, 0 , 16 ,59, 55,43 ' 8VKL 

1020 DATA 8 , 57,0 , 36 , 8,64 , 0 , 0 , 8 , 62 ,54, 
38 , 8 , 60 , 0 , 0 , 8,59 ' 8SWD 

1022 DATA 55 , 40 , 8 , 55 , 0 ,0 , 8 , 57,48 , 255 , 
8 , 52 , 0 , 0 , 8 , 54,0,38 ' 8UMG 

1024 DATA 8 , 50,0 , 0,16,55 , 47,0,l6,0 , 45 , 
0 , 16 , 54 , 0 , 0 , 16 , 55 ' 8UJI 

1026 DATA 47 , 31 , 16 , 59 , 255 , 43,l6,57 , 0 , 
0 ,1 6 , 0 , 0 , 42 , 8 , 59 , 0 , 43 ' BXDK 

1028 DATA 8 , 60 , 0 ,0, 8 , 62 , 0 , 0 , 8 , 54,0 ,4 5 , 
8 ,5 5 , 0 , 47,8 , 0 ' BQAL 

1030 DATA 0 , 48 , 8 , 0 , 0 , 50 , 8 , 57 , 0 , 42 , 8 , 
59 , 0 , 43 , 8 , G0 , 0 ,0 ' BRYE 

1032 DATA 8 , 62 , 0 , 0 , 8 , 54 , 0 , 45,8,55 , 0, 
47 , 8 , 0 , 0 , 48 , 8 , 0 ' BQGG 

1034 DATA 0 , 50,8,57,0 , 42 ,8, 59 , 0,43 , 8 , 
60 ,~, 0 ,8, 62 , 0 , 41 ' BSXI 

1036 DATA 8 ,5 5,0 , 0 , 16,60 , 255 ,40, 16 , 0 , 
48 , 0 , 16 , 62 , 0 , 41 , 16 , 0 ' 8WHL 

1038 DATA 47 , 43 , 8 , 64 , 48 , 36 , 8 , 65 , 0 , 0 , 0 , 
67 , 0 , 255 ,8,59 , 50 , 0 ' BVCN 

1040 DATA 8 , 60 ,52, 0 ,8, 0 , 53 , 0 , 8 , 0,55 , 0 , 
8 , 62 , 47,0 , 8 , 64 ' BRFF 

1042 DATA 48 , 0 , 8 , 65,0 , 0 , 8 , 67 , 0 , 0,8 , 59, 
50 , 0 , 8 , 60 , 52 , 0 ' BRFH 

1044 DATA 8 , 0 , 53 , 0 , 8 , 0 , 55 , 0 , 8 , 62 , 47 , 0 , 
8 . 64 48 0 R 6" ' BRPJ 
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1046 DATA 0 , 0 , 8 , 67,0 ,4 6 , 8 , 60 , 0 , 0 , 8 , 65 , 
53 , 45 , 8 , 0 ,A , 48 ' 8RGL 

10 48 DATA 8 , 65 , 0 ,4 5 , 8 , 0 , 0 , 41 , 8 , 0 , 0 ,4 6 , 
8 , 0,0,43 , 8 , 64 ' BOYN 

1050 DATA 0 , 48,8 , 0 , 0 , 36 , 8 , 65 , 57 ,4 1,8 , 
0 , 58,0 , 8 , 255 , 60 , 0 ' 8TNG 

1052 DATA 8 ,0 , 52 , 43 , 8,60 , 53,45 , 8 , 0 , 50 , 
0 , 8 , 255 , 51 , 0 , 8,0 ' 8TBI 

1054 DATA 0 ,41, 8 , 53 , 50,46 , 8 , 55 , 52 , 0 , 
16 , 57 , 53 , 45 ,1 6 , 58,0,43 ' 8XLL 

1056 DATA 16 , 0 , 52 , 36 , 8,57 , 53 ,41, 8 ,59, 
0 , 0,16 ,6 0 , 55,40,16 , 65 1 8XKN 

1058 DATA 60 , 38 , 8 , 0 , 59 ,4 3 , 4 , 6 4, 0 , 0 , 4 , 
62 , 0 , 0 , 16 , 64 , 60,36 ' 8UXP 

1060 DATA 8 ,0, 55 ,48, 8 , 64 , 0 , 0 , 8,62 , 55, 
47,8,0 , 54 , 0,8,0 ' 8RPH 

1062 DATA 56 , 40,4 , 60 , 0 , 0 ,4, 59,0 , 0 ,8, 
60 ,57,33, 8 ,0,52 , 0 ' 8SSJ 

1064 DATA 8 , 0 , 53 , 45,8,6 0 ,0 , 0,8 , 59 , 0 , 
44 , 8,0 ,5 1 , 0 , 8 , 0 '8 QXL 

1066 DATA 52 , 43 , 8 , 59 , 0 , 0 , 8 , 57 , 0 ,4 2 , 8, 
0 , 49 , 0 , 8 , 0 , 50 , 41 ' 8SE N 

10 68 DATA 8 ,5 7 , 0 , 0,8 , 56 , 50 , 40 , 8 , 52 , 0 , 
0 ,1 6 , 57 , 48,41,16,0'8UZQ 

1070 DATA 47 , 38 ,1 6,56,0 , 40 , 8,57 , 255 , 
33 , 8 , 0 , 45, 0 , 8,0,47,0 ' 8VJJ 

1072 DATA 8 , 0 , 49 , 43,8,50,50,41 , 8 ,0,0, 
40 , 8,0 , 0 , 38 , 8 , 0 ' 8RUK 

1074 DATA 0 ,4 1 , 8,0 , 52,43 , 8 , 0 , 0 , 40 , 8 , 
49 , 0 , 45 , 8 , 0 , 0 , 33 '8 RNM 

1076 DATA 8 , 50 , 53 ,3 8 , 8,0,55 ,0,8, 255 , 
57,0 , 8 , 0 , 49 ,4 0 , 8 , 0 ' 8TQO 

1078 DATA 50,41 , 8 , 0 ,4 5,0,8 , 0 ,48, 0 ,8 , 0 , 
0 , 42 , 8 , 0,47 , 43 ' BRRQ 

1080 DATA 8 , 0 , 49 , 0 , 16,0,50 , 41 , 8 , 55 ,0 , 
40 , 8 , 0 ,4 7 , 0 , 8 , 0 ' 8RRJ 

1082 DATA 48 , 39 , 8 , 57,0 , 0,8,54,0 , 38,8, 
50 , 0 , 0 , 16 , 55 , 46 , 0'8TNL 

1084 DATA 16 , 0 , 45 , 0 , 8 , 53 , 0 ,0, 8 ,0,0,36, 
8 , 0 , 43 ,3 5 , 8 ,0 ' BQMN 

1086 DATA 0 ,31, 16 , 52,48,36,l6 , 50,0 , 41 , 
16,0 , 47 , 43 , 8 , 52,48 , 36 ' 8YCQ 

1088 DATA 8,53,0,0 , 8 ,55, 255 , 0,8 , 47 , 0 , 
38 , 8 , 48 , 0 , 40 , 8 , 43 ' 8TQR 

1090 DATA 0,0 , 8,46,0,0 , 8 , 0 , 0 , 36 , 8,45 , 
0 , 41,8,47 , 0 ,0 ' BPLK 

1092 DATA 16 , 48 , 0 , 40 , 16,53 , 41 , 38 , l6 , 0 , 
48 ,33,1 6 , 55 , 50 , 34 , 16 ,0' BASO 

1094 DATA 52 , 36 , 8 , 57 , 53 , 29 , 8 , 58 , 55 , 0 , 
8,60 , 57 , 0 , 8 , 55 , 52 , 0 ' 8VDP 

1096 DATA 8 , 57 , 53 , 0 , 8 , 0 ,4 8 , 0 , 8 , 0 , 51 , 0 , 
8 , 57 , 0 , 0 , 8 , 58 ' BQKQ 

1098 DATA 50 , 34 , 8 , 0 , 52 , 0 , 16 , 57 , 53 , 38, 
16 , 55 , 0 ,34,1 6 , 0 , 52,36 ' 8XYT 

1100 DATA 8 ,57, 53 , 41 , 8 , 59 ,0, 0 , 8 , 60 , 
255 , 40 ,8, 0 , 55,0,8 , 0 ' 8TMC 

1102 DATA 53 ,3 8,8 , 0 , 52 , 0 , 8 , 59 , 50 , 43 , 8 , 
0 , 53 , 0 ,8, 60 , 52 , 36 ' BUHF 

1104 DATA 8 , 0 , 55 , 0,8 , 0 , 52 , 48,8 , 0 , 48 , 0 , 
16 , 62 , 53 ,0, 16 , 0 ' 8SXG 

1106 DATA 0 , 47 , 8,6 4, 52 , 36 ,8 , 65 ,0, 0 , 8 , 
67 , 48 , 0 , 8 , 60 , 0 , 0 ' BSOI 

1108 DATA 8 , 65,0 ,3 8,8 , 64,0 , 0 , 8 , 65,47 , 
0,8,62 , 0,0 , 8 , 60 ' 8RNK 

1110 DATA 255 , 40 ,8, 0 , 0 ,4 1 ,8, 0 , 0 , 43 , 8 , 
62 , 0 , 35 ,8, 64 , 0,36'BTVD 

Continued on pg. 118 



FANTASTIC COMPUTER PRINTER SALE!!! 

** DELUXE CO MST ART / F 
80 CPS Printer - $169 .00 

This COMSTAR T /F (Tractor Fnct1011) 
PRINTER 1s except ionall y versatile It 
print s 8 w· x 11" standard size single sheet 
stationary or con tinuous feed compu ter 
paper . Bi-direct ional. impac t dot matrix . 
89 CPS. 224 charac ters (Centron ,cs 
Parellel Interface). 

Premium Quality 120-140 CPS 
10" COM-STAR PLUS+ 

Printer $249.00 
The COM,STAR PLUS+ gives yo11 all the 
features of the COMSTAR T / F PRINTER 
plus a 10" camage . 120·140CPS.9x9do t 
matrix with doub le strike capab ility for 18 x 
18 dot matrix (near lette r Quali ty). high 
resolut 1011 bit ,rnage (120 x 144 dot 
matrix ). underlinin g. back spacing. left 
and righ t margin settin gs. true lower 
decenders with super and SLI bscnpts. 
prints standard . italic . block graphi cs and 
specia l characters . It gives you print 
qua I 1ty . and features found on pri nters 
costing twice as much !! (Centronics 
Paralle l Interface) (Better than Epson 
FX80). List $499 .00 SALE $249 .00 

Premium Quality 120-140 CPS 
15 1h" COM-STAR PLUS+ 
Business Printer $349.00 

Has all the features of the 10 .. COM Sl AR 
PLUS+ PRINTER plus 15 " carnage and 
more powerful electronics components to 
t1andle large ledger busmess forms! 
( Better t11an Epson FX 100). List $599 

SALE $349 .00 

Superior Quality 
10" COM-STAR+ H.S. 

HIGH SPEED 160-180 CPS 
Business Printer $369.00 

Th is Super High Speed Com·Star+ Business 
Printer has all the features of the 10" COM· 
STAR+ PRINTER with HIGH SPEED 
BUSINESS PRINTING 160-180 CPS. 100% 
duty cycle. SK Buffer , diverse character 
fonts, special symbols and true decenders, 
vertica l and horizontal tabs. A RED HOT 
BUSINESS PRINTER at an unbelievable low 
price (Serial or Centronics Paralle l 
Interface) List $699.00 Sale $369.00. 

Superior Quality 
15112'' COM-STAR PLUS+ H.S. 

High Speed 160 · 180 CPS 
Business Printer $469.00 

This Super High Speed COM-STAR+ 151h'' 
Business Printer has all the features of the 
10" COM-STAR BUSINESS PRINTER witha 
15 W' Car riage and more powerf ul 
electronic components to handle larger 
ledger business forms! Exclusive bottom 
feed. (Serial Centronics Parallel Interface) 
List $799.00 Sale $469.00 

OOlympia 
Executive Letter Quality 

DAISY WHEEL PRINTER $379 .00 
This ,s the world s finest daisy wheel printer 
Fantastic Letter Quality, up to 20 CPS 
bidirec tional. will handle 14.4" forms 
wid th! Has a 256 c haracter pnnt buffer , 
special pn nt enhanceme nts. built ,n 
tractor-reed (Centronic s Parallel and 
RS232C Interface) List $699 SALE $379. 

• 15 Day Free Trial - 1 Year Immediate Replacement Warranty 

~~~~~~~~~~~~~PARALLEL INTERFACES~~~~~~~~~~~~~ 

For VIC-20 and COM-64 - $49 .00 For App le comput ers - $79.00 Atari 850 Interface - $79.00 For ALL IBM Computers - $89 .00 

Ad d S 14 50 for 1hlpplng. hondlln g and lnau,ance. ll llnoi1 re1lden11 
pleo1--,,dd 6~. la• . Add S29 00 fa r CANADA . l'U EIITO ltlCO . HAWAII. 
ALASKA. APO-Fl'O ordera. Canadian ardera mull be In U.S. doll ara. 
WE DO NOT EXl'$11T TO OTHEII COUNTII IES. 
Enclaae Caahlera Check. Money Orde r a, l'eraona l Check. A ll ow 1 • 
day• l a, delive ry. 2 ta 7 day1 fa r phone ordera , I day e•preu mall I 
VISA- MASTER CARO-We sn,p C 0 .0 . to US Addresses On ly 

PRDTECTD 
ENTER p R I z Es (WI LOYl OUII CUITOl,IIIIIJ 

IOX 550, IARRINOTON, ILLINOIS 80010 
fthone 312/312·5244 to order 

COM-STAR PLUS+ ABCDEFGH J: .:J l<LMNCPGIA8 TUVW >CV Z 
Print Examp le: IIHICDEFGttJ.Jl<LMNDPQR8TUWXVZ 12::S41!16?&•o 
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C oMMODORE 64 
COMPUTER AND SOFTWARE 

(more power than Apple II at 1/3 the price) 

• 170K Disk Drive $249.00 * 
• Tractor Friction Printer $169.oo* 
• 14" ~i-Res Color Monitor $219.00 * 

* less coupon discount 

* COMMODORE 64 COMPUTER $188 .00 
You pay only $ 188 00 when you order the powerful 84K 
COMMODORE 64 COMPUTER! LESS the value of the 
SPECIAL SOFTWARE COUPON we pack with your 
com puter that allow~ you to SAVE OVER $500 oil 
sottw,1rc sale p11ce1,11 With only '$100 of savings accl11•d. 
your net comou trr cost ,s $88 00" 

* 170 DI SK DRIVE $2 49 .00 
You pay only $249 .00 when you order the 170K Disk 
D11ve1 LESS the value of the SPECIAL SOFTWARE 
COUPON we pack with your d isk d11ve that allo,;s you to 
SAVE OVER $100 oil sol tware sale prices!' w,1h only 
$500 ol sav,ngs applied, you, net disk drive cost ,s 
$ 149 00 

* 80 COLUMN 80CPS 
TRACTION FRICTION PRINTER $ 169.00 

You pay only $169 00 when you order the Comsia, T / F 
deluxt hne printer 1ha1 p11nts 8\1 x 11 lull size. single 
sheet. roll or Ian lold paper. labels etc Impac t dot mat rix 
D1d11ect1onal. LESS tJ1ij value ol the SPECIAL SOFTWARE 
COUPON we pack w11h your pri nter that allows you to 
SAVE OVER $500 off soltware sale or,ces!! With only 
$100 ol sav,ng applied your net pronter cost ,s only 
'£69 00 

-tc 14" Hl ,RES COLOR MONITOR $219.00 
You pay only S2 19 00 when you order this 14" COLOR 
MONl l OR w,th shorppr nna c learer roso1111ron ttmn nny 
other colo r momto,s wo hove testecll LESS value ol the 
SPECIAL 0 1 $COUNT COUPON we pack with your monitor 
that allows you to save over S500oll l,()Jlware sale prices" 
IV1th only SI 00 of savings apphed your net color mcmtor 
cost ,s only SI 19 00 ( 16 Colors) 

80 COLUMN BOARD $99.0 0 
Now you program 80 COLUMNS on the screen al one 
1nroc1 Converts your Commodore 6~ to 80 COLUMNS 
when you plug 1n the 80 COLUMN EXPANSION BOARD'! 
PLUS 4 slot expander ' C,n use with most ex1st lnR 
soltwa,c 

80 COLUMNS IN COLOR 
EXECUTIVE WORD PROCESSOR $ 49.00 

This EXECUTIVE WORD PROCESSOR ,s the lonest 
available lor the COMMODORE 64 comp uter ! The 
ULTIMATE FOR PROFESSIONAl WOid Processing 
DISPLAYS 40 or 80 COLUMNS IN COLOR or Black and 
Wl111e! Simple to operate. p0werlu l text edltong with 250 
WORD DICTIONARY. comple te curse, ond 1nsert / cJelctc 
key controls lino and paragraph 1r1sort ion. automatic 
dclc t,on. centenn11. marg,n settrngs and output to ull 
printers' Includes a powerlu l mail rrwrgc 
List $99 00 SALE $49.00 Coupon $39 00 

SALE 

WE 
HAVE 
THE 

BEST 
SERVICE 

WE 
HAVE 
THE 
LOWEST 
PRICES 

SPECIAL SOFTWARE COUPON 

We pack a SPECIAL SOFTWARE DISCOUNT 
COUPON with every COMMODORE 64 
COMPUTER ors K DR I VE - PRINTER . 
MONITOR wo sell! This coupon allows you to 
SAV E OVER S500 OFF SALE PRICESII 

(Exampl es) 
PROF ESSION AL SOFTWARE 

COMMODORE 64 

Nom e Litt S1le 
Execu11vo Word Processor •99 00 $4900 
E.xc.-cu1lvo Onin Oase G69 00 sJS 00 
20.000 W ord Olctlonory 124 95 $14 95 
Elocttornc Sp ,oo<J Sh(w1 S59 95 H900 
A ccountu\Q Pack '4900 S3900 
Ptac:1ic.-.1c S59 95 844 95 
Programme," Reference 

Gu ,do $2095 $10 95 
Programm ers Helper 

(D,s• I S59.95 S39 96 
80 Column Screen {01sk) S59.95 S39 95 
~ho & F,to O,sc F,ler $39 95 $16 95 
Oelu 11e tape Co11tsetto S8900 $4900 
Pro J~ S11d. $24 95 $15 95 
l tghl Pen '39 95 $16 95 
Dust cova, S8 95 S6 9b 
Pogo Jm, $29 95 , 19 95 
P,1::nc,p II Euv~ $39 95 529.95 $26 00 ' 

'Plu ) 0 1w FREE 
Sb9 95 S39 9~ $34 95 
S59 95 S39 95 534 95 

(See over I 00 coupon ,rems m our ca ca/og) 
Wr ite or call for 

Sample SPECIAL SOFTWARE COUPON! 

EXECUTIVE QUA LITY 
PROFESSIONAL BUS INESS SOFTWARE 

Th e Cadillac of Business Pr ograms 
for Commodore 64 Comput ers 

h t m LIii •sAL E Coupon 
lnv entorv Mn nauument $0900 $49 .00 S3~00 
Accourns Rucolvablo 09900 S4900 $35 .00 
Accovn11 Poyohlo ,0 000 $4900 S3500 
Payroll 19900 $4900 S3500 
Genera l Loogc, •9900 $4900 &3500 

AUTO 
DIAL MODEM 64 

(Best communicatio ns package in USA) 

• Computer Learning Pad $49.00 
• New Voice Synthesizer $59.00 
• Commodore 64 Power for 

Vic-20 $69.00 

* SUPER AUTO DIAL MODEM $79 .00 
Easy to use Just plug into your Commodor e 64 compu ter 
and you·re reaay to transm it Jnd ,ece,ve messages 
Easier to use than d,al ing your telephone llJSt push orw 
key on your compu ter' Includes ~•elusive easy to use 
program ro, up ar,cJ down load,n11 to printer and disk 
drives List $129 00 SAlE $79.00. 

NEW COMPUTE R LEARNING PAD $49 .00 
mokes other graph,cs tablet obsole te This new TECH 
SCETCH LEARNING PAO allows you todrawon your t V 
or Mon,tor and then you can pnnt whatever you draw on 
the screen on your printers FANTASTIC!!' Lost $ 7995 
SALE $49 .00 COUPOn S39 95 

NEW VOICE SYN THES IZER $59.00 
for Com,64 or VIC,20co mpulcr s Jusi plug, t ,n ~oidyour 
can program words ,111d sentcnc~ ad1ust volume and 
pit ch. make talk1n9 3dventure R•mes. sound dCt1on 
ii~mes and customrzcd talkies" fOR ONLY SI 9 95 you 
can add TEXl l O SPEECH. 1ustt ypea wo1d and hear your 
com puter talk- ADD SOUND TO ''ZORK", SCOTT ADAMS 
AND AARDVARK ADVENTURE GAMES!! (Disk or tape). 

COM·64 POWER FOR VIC-20 $69.00 
Just plug m our 32K RAM MEMORY EXPANDER and you 
get as much osaole programming power .,s the 
Commodo1e 64 co,npu ter" Master control swotches on 
cow, Gold Edge connec tors. 1,vc y~u, warranty (FRtE 
$29 95 CAR I RIDGE GAME). 

16K RAM CARTRIDGE $49 .00 
Increases VIC-20 programm ,ng pov.er 4 tomes Expands 
total memory to 4 1K (4 1.000 bytes). Mem ory block 
switches are or, outside cover! CARDCO Includes FREE 
$~9 95 game!' 

9 " GREEN SCREEN MONITOR $69 .95 
E, ccllen t quali ty S,\NYO, easy to re~d. 80 columns, 24 
lones. Green Phosphorous screen with anto·lllarc. metal 
cal:),net! Saves your T.V PLUS $9 95 for conn ect,ng 
cable . Com·64 or VIC·20 

12" GREEN OR AMBER MONITOR $99 .00 
Your chorce ot green or amber screen moni tor top 
qudll ty. SANYO 80 colum ns x 24 lines. easy to ,ead. ant , 
910,e. faster scnnn111g! PLUS $9 95 lo, connect111~ CJblo 
Com,64 or VIC 20 

.. llal!P!l!'H!ll!!O!ll!N'!'!E!IIO!_a!!Rli!IDll!'Eli!'Rli!IS-• 

BAM • BPM Weekdays 
9AM • 12 N Saturda s 

• LOWEST PRICES• 15 DAY FREE TRIAL• 90 DAY FREE REPL AC EMENT WARRANTY 

• BEST SERVICE IN U.S.A. • ONE DAY EXPRESS MAIL• OVER 500 PROG RAMS• FREE CATALOGS 

Add S 10.00 for sh ipping . hondling ond Insurance . Illinois residents 
pleose odd 6 "!. tax . Add $70 .00 for CANADA . PUERTO RICO HAWAII 
AlASKA . APO.f PO orde rs . Conodion orders mu st be in U.S. dollars : 
WE 00 NOT EXPORT TO OTH ER COUN TRIES. 

Encloso Coshiers Check . Money Order or Perso na l Check . Allow 14 
do ys tor delivery , 2 lo 7 do ys for phono orders . I doy e-preu moll I 

VISA - MAS TER CA RD - C.0 .0 . 
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PRDTECTD 
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BOX 5501 BARRINGTON, ILLINOIS 60010 
Phone 312/382·5244 to order 



COMMODORE-64 or VIC-20 

a VOICE SYNTHESIZER O 
W MAKEYOUR 

COMPUTER TALK ssgoo 
VOT RAX BASED • 

HARDWA RE . ONLY 

You can program any words or sentences • Adjust volume and pitch • Make adven­
ture games that talk • Real sound action games • Make customized talkies • (Demo 
disk or tape included) • Requ i res Speaker 

You can add TEXT TO SPEECH SOFTWARE that allows you to simply type what you 
want to hear!! Also allows you to add sound and voice to SCOTT ADAMS AARD­
VARK and "ZORK" ADVENTURE GAMES List $29.95 Sale $19.95 (Disk or Tape). 

• LOWEST PRICES • 15 DAY FREE TRIAL• 90 DAY FREE REPLACEMENT WARRANTY 
• BEST SERVICE IN U.S.A. • ONE DAY EXPRESS MAIL • OVER SOO PIIIOGRAMS • FREE CATALOQS 

COMMODORE 64 

80 COLUMN BOARD 

FORONL~99°0 

Now you t;an program 80 co1umns on the screen 
at one t ime! Conve rts your Commodore 64 to 80 
co lumns when you plug in the PROTECTO 80 
Expansion Board. List $199.00. Sale $99.00. 

Include s 4 Slot Expander and can be used with most exist ing softw are!!! 

Add $3.00 for shipping, hondllng ond lnsuronce. lll lnolt residents 
pleose odd 6~. to• . Add $6.00 for CANADA, PUERTO RICO. HAWA II. 
ALASKA. APO-FPO orders. Conod lon orders mu,t be In U.S. dollors. 
WE 00 NOT EXPORT TO OTHER COUNTRIES. 
EncloH Co,hiers Check. Money Order or Persoool Check. Allow U 
doys for delivery , 2 to 7 doys for phone orders . I doy express moil! 

VISA - MASTER CARO - C.0 .0 . 
No C.0.0. to Conodo. APO-FPO. 

WE LOVE OUR CUSTOMERS 

PRDTECTD 
ENTER p R I z Es twE lOVf CUii CUSTOUf ASI 

BOX 550, BARRINGTON, ILLINOIS I0010 
Phone 312/382·5244 lo orde r 
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Scholast,C Software 
Commodore 64 

Super School Savings 
0800 Agent U.S .A. Agent USA challeng es the 
player to inte rcep t the Fuzzbomb by travelling 
acro ss the U.S.A. You must use your 
knowledge of time zones, state capitals, 

geography, map 
reading , and route 
planning to achieve 
your goal. Fantastic 
adventure game with 
full color graphic s and 
excellent so und . 
{Disk.) List $34 .95 . 
Sale $24.95. 

0808 Spell Diver. Sharpen spelling skill s, 
impro ve reading, word recognition and 
retention. The player is a diver who must 
explore the ocean floor to find and uncover 
lette rs. The more quickl y a player can guess a 
word the mor e point s 
are sco red. Sea 
creatures and other 
dang e rous surprises 
plu s a time limit make 
it more exci ting . 
Fanta st ic graphi cs and 
sound. (Di sk.) List 
$34.95. Sale $24.95. 

0816 Tales Of Mystery. Two more famous 
twi st -a- plot cdv entures that challenge the 
pla ye r first, t n find a friend lost in a haunted 

hou se. Second, to find 
a statue stolen from 
an is land. Fant astic 
~raphic adventures. 
(Disk.) List $29.95. 
Sale $17.95. 

Add $3.00 for sh ipping, handling and lnsuron co. Illinois resldon" 
pleoso odd 6 % tax . Add $6.00 for CANADA , PUERTO RICO, HAWAII, 
ALASKA. APO,FPO orders . Canadian or d ers mus t be in U.S. dallors , 
we 00 NOT EXPORT TO OTHER COUNTtllES. 
Enclose Cash iers Check , Money Order or Personal Check . Allow I~ 
doys for del ivery . 2 to 7 doys for phone orders , 1 doy express moll I 

VISA - MASTER CARO - C.0.0. 
No C.0.0 . to Conodo. APO ,f PO. 
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0804 Banner Catch. This one even teaches 
Binary numbers. Players must work together as 
a team in this capture the flag game where you 
must get Max's flag before his robot raiders get 
yours . Fanta sti c play 
act ion and teamwork 
and cooperation skills 
make thi s a mu st for 
e v e r y o n e . 
(Disk .) List $34. 95 . 
Sale $24.95. 

j !"'f · ... . - ..,,_ 
...r 1. n .N • .N~hP. 
.,.1 . A, I .c . 11 

0812 Double Feature Adventure. Two full 
color graphic adventures that allow the player 
to choose among danger , humor , excitement 
and chan ce . Plu s these programs make the 
player s stars of the adventure. Explore the 

NORTHIJOODS 
AD\?ENTURE .. --

-

microzone or the 
Northwood s while 
improving reading 
skills and building 
vocabulary. 
(Disk.) List $29 .95 . 
Sale $17.95. 

0820 Square Pairs. Sharpen and improve your 
vocabulary , read ing , and spelling skills while 
impro v ing dedu ction and memory . You mu st 
match characters in 
the ready to play 
game s then you can 
create your own. (1 to 
4 players.) 
(Disk.) List $29.95. 
Sale $17.95. 
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14'' COLOR 
MONITOR SALE!!! 

(Lowest price in USA) 

•Built in speaker and 
audio 

•Front Panel Controls 
•For Video Recorders 
•For Small Business / 
Comput ers 

•Apple-Commodore 
Atari-Fr anklin -etc. 

s219 

14" Color Computer Monitor 

•Beautiful Color Contrast 
• High Resolution 
•Sharp Clear Text 
• 40 Columns x 24 lines 
• List $399 

SALE $219 

15 Day Free Trial - 90 Day Immediate Replacement _Warranty 

12"_....?fN.1ra HI-RESOLUTION GREEN OR AMBER TEXT DISPLAY MONITOR 
List $249 SALE$119 
80 Columns x 24 lines, Hi-Resolut ion-crisp clear easy to 
read text with anti glare screen! A Must for word processing. 

12" *s ANYo GREEN OR AMBER SCREEN MONITOR List $199 SALE $99 
80 Columns x 24 lines, amber or green text display, easy to read, no eye 
strain, up front controls. 

9" ~sANYo GREEN SCREEN DATA MONITOR List $149 SALE $69 
80 Columns x 24 lin es easy to read, up front co ntrols meta l cab inet. 

• LOW EST PRICES• 15 DAY FREE TRIAL• 90 DAY FREE REPLACEMENT WARRANTY 
• BEST SERVICE IN U.S.A. • ONE DAY EXP RESS MAIL • OVER 500 PROGRAMS• FREE CATALOGS 

--------------------------' Add $10.00 for 1hlpplng, handling and ln1urance. llllno41 rHldenll I 
I pi- add &% tax. Add $20.00 for CANADA, PUERTO RICO, HAWAII I 
I on!ll'I , WEDO NOT EXPORT TO OTHER COUNTRIES. I 
I Enclose Cashiers Check, Money Order or Personal Check. Allow 14 I 
I days for delivery, 2 to 7 days for phone orders, 1 day express malll I 
I Canada orders musl be in U.S. dollars . Visa · Mast erCard · C.0.0 . I ·-------------------------· 

PRDTECT D 
ENTER p R I z Es (WE LOVE OUR CUSTO MERS) 

BOX 550, BARRINGTON, ILLINOIS I0010 
Phone 3121312·5244 to order 

Circle Reader Service No. 37 
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K·TEL 
So,ff'w,rare 

SUPER 
PRODUCTIVITY/ ACTION 

Educational SALE Learning Aid 

Re d Razzb e rry Fan ta stic 
edu cat ional game tha t teaches 
spell in g ond g oo d se n t en ce 
st ru cture. Fir st you mu st p ick the 
missi ng le tt er for th e w or d (cor rec t 
spe ll ing ) the n yo u m ust pick the 
tw o miss ing le tter s for the w o rd . 
Fina lly yo u m ust p ick the correc t 
w ord for th e gr am mat ically correc t 
sen tence. Gr ea t for student s and 
adult s. List S24.99 . Sal e $16.95 . 
(Di sk ) . 

Plantin Pal Fin ally a lull .,__ _ ___ _ ~ 
analy sis and ad visor for a ll yo u( 
garde ni ng need s. Plont in Pol asks 
yo u w hat you w ont to plan t {gives 
sugge st io ns. too ! ) . Then te lls you 
wh e re to pl ant them ! (garden 
layou t ) How to tak e cor e o f them ! 
Plus what to do wh en some th ing 
go es wro ng ! ( Insec ts. pests. and 
plan t d iseases) Fanta sti c fo r all 
your ga rden ing need s. List S29 .99 . 
Sal e $19.99 (Disk ). 

(C . 

PLANTIN' PAL 

~--··· =.J 

Spee d Re ading Coach - Tea ches 
vocabula ry . comp re hen sion , and 
speed to he lp you re ad bett e r . Eye 
t ra ining and vocabu lary come f ir st . 
then the screen f lashes wo rd by 
word or sent ence by sent e nce 
th roug h para gr aph s and asks yo u 
qu estions when you ' re done . 
Fanta sti c Read ing Aid . li st S29 .99 . 
Sal e Sl9.99 (Dis k ) . 

Add S3.00 for shlpp,ng . handling and ,nsur onco lllin o ,s res,don1s 
p loose odd 6 •. 10• . Add S6.00 fo r CANADA PUERTO RICO HAWA II 
ALASKA . APO-FPO or ders . Cono d lon orders mus• bo In U.S do llo rs. 
WE 00 NO T EXPORT TO OTHER COUNTRIES. 
Enclose Cashiers Check M oney O rder or Pe,son o l Check Allow 14 
day s for delivery 2 10 7 days for phone o, ders I day exp reu ma,11 

VISA - M ASTER CA RO - C.0 0 
No C.0 .0 . 10 Canada APO FPO. 

Rob in Hood - You a s Robi n mu st 
lig h t your w ay through Sherwood 
Fore st . No ll inghom Cast le . post the 
Duke resc ue Ma id Ma rion . and 
f inally steal th e gold . Fan tasti c 
grap hi cs wi th 5 di ff ere nt screens of 
chal leng es. Lis t S19 .99. Sal e 
Sl4 .99 . (Disk ) 

( 

ROBINHOOD 

( .. 

.PAI.KE. I 
~ 

4 \ .... ~1 .. 

Ice Palac e You os the Peng uin 
must mak e your way th rou gh th e 
aut oma ted Ice Block Factory on 
your way to yo ur t rue love . 3 
screen s wor th of melting ice 
blo cks. deadly snowball s. an d 
Freddi es Fi re Dem o ns tr y to stop 
you . Plus you must ea t the f ruit to 
kee p your str engt h up and bui ld on 
ice ladde r bef ore your lov e con be 
your s aga in . Fantast ic graph ics and 
act ion . li st S24.95. Sale $19.95. 
(Disk ) 

Sir Lance lot Fight your w ay 
through the ca st le . ki ll th e dragon s, 
and save the maide n. But th is is ju st 
the beginning! 8 more qu ests wi th 
8 mor e chall engin g screens awa i t 
your ri se to be kn ight ed k ing of the 
realm . Fanta st ic graph ics ond 
s ound . Li s t S19 . 95 . Sal e 
$14.95.(Disk) 

PRDTECTD 
ENTERPRIZE S 1WEl OV! OuACus ro " f RS1 

BOX 550, BARRINGTON, ILLINO IS 60010 
Phone 312/382·5244 lo order 
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Co111111odore 64 

Co111plel'e Aul'o Dial 
Teleco111111unical'ions Package 

"The only telecommunications package you will ever need." 

Total _____ .._.. 
Telecommunications 

• 300 Baud Modem • Auto Dial • Auto Answer • Upload & Download 
• Membership in 52 Database Services (UPI News) 

Reach Out and Access Someone 
• Educati onal cour ses • News Upd ates and Info rmati on 

• Finan cial Information • Popular Gam es • Electron ic Shopping 

• Banking at Home • Research and Reference Material s 

The Total Telecommonications Package offers you all this plus •.. 
• Auto l og-on • Stores on Disk Dow nloa ded Fi les 
• Diali ng f rom Keyb oa rd • Reads Files from Disk and Uploads Text or Program Files 
• On -li ne Clock • Select Any Protocol (access almost any computer or modem) 
• Capt ure and Disp lay High Reso luti on Charact er s • Plus Much , Much More 
• Dow nload Text, Pro gra m or Dat a Files $ 7 9 00 

List $129.95 Special Low Christmas Price 
We are so sure this is the only telecommunications package you will need we will give you 15 days Free Trial. 

Add S3.00 for shipping , handling and Insurance , Ill inois residents 
please add 6•/, la• . A dd $6 .00 for CANADA . PUERTO RICO. HAWAII . 
ALASKA , APO ,FPO orders . Canadian orders musl b" In U.S. dol la rs. 
WE 00 NOT EXPORT TO OTHER COUNTRIES. 
Enclose Cashi ers Check . Maney Order or Personal Check . Allow 14 
days for delivery , 2 10 7 days far phone orders , 1 day e,press mail ! 

VISA - MASTER CARO C.0 .0 . 
No C.0 .0 . 10 Conodo . APO ,FPO. 

Circle Reader Service No. 37 

PRDTEC TD 
ENTER p R I z Es !WE LOVE OUR CUSTO M ERSI 

BOX 550, BARRINGTON, ILLINOIS &0010 
Phone 312/382-5244 to order 
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Hayden's Computer Software 
Price Breakthrough 

Text 
Adventure 
Crim e Stopper: 
Assume the role of 
a private eye to 
save a kidnapped 
heiress. 

Crystal Cav e rns: 
Find hidden buried 
trea sures under on 
o ld mansion. 

Commodore 64 

Your Choice 

$995 
Originally $24.95 to $34.95 

Champion ship Go lf : 
Select club, strike. 
direction ; a must for 
every golfer . 

Education 

Strategy Games 
Final Confli ct: 
Program robots to destroy 
enemy' s base. Battlefield 
variations game con be 
played again st computer 
or opponent. 

King Cribbage : 
Graph ic version of the 
classic cord game. Hi-res 
graphic repre sentation of 
playing cords and 
cribba ge board. 

MlcroAddltion 
MlcroSubtraction 
MlcroMultiplication 
Mi croDivision 
Col or animation 
and cheerfu l tunes 
make l earning 
arithmetic fun. 

Match-Up: 
3 matching games 
for pre-school that 
use colorful objects 
that teach the 
principles o f 
"some," "related," 
and "different." 

Don't Shoot That Word: 
Reversal : Your beginning readers will become skilled 

.................................. 'ff.~~-~.:; .. ~!.!~~-~.~.t.i.'!.~~!.:'9.!~!~'.'!~:.!?.~.~~~.T.!!!!; .............. ~!.'!!.'?!.~.~!:.'?~!!i.t.~'?.~.~!!h.!~.i.~!.~.~-~-~-~~~ ........ . 

Other Great Values From Hayden 
Sargon II: 
The best selling microcomputer chess game in the 
world. A classic game with seven levels of ploy. 

Word Challenge: 
An engag ing word game like Boggle, 90,000 word 
lexicon, dozens of game variations. 

SAT Sample Tests: 
It includes a diagnostic Pre-test for determining 
strengths and weaknesses in the mathematical and 
verbal section of the SAT. Offers test-taking 
strate~ies and two timed simulated SAT exams 
score d on the "800" scale. 

was $34.95 

now $17,95 
was $39.95 

now $29,95 

was $34.95 

now $17,95 
Add SJ.00 for sh,pping . hondl ing ond lnsuronce . lllino ls residents 
pleo,e odd 6% tax . Add $6 .00 for CANADA . PUERTO RICO. HAWAII . 
ALASl<A. APO,FPO orders . Canadian a,den mull be in U.S. dallot1 . 
WE 00 NOT EXPORT TO OTHER COUNTRIES. PROTECTO 
EncloH Coshiers Check. Money Order or Personol Check . Allow 14 
days for delivery . 2 to 7 days for phone orders . l day expren mall! 

Vl~A - MASTER CARO - C.0 .0 . 
No C.0 .0 . to Canada, APO-FPO. 
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Cornrnodore 64 

miCPO l8ri 
COMPUTER PRODUCTS 

Super Action - Super Graphics 
GAMES 

Miner 2049er II - Now the Sequel to 
the original can be yours on the 

Commodore 64. This one is even 
harder. Avoid ricocheting ore 

lumps, warp tran sporters . 
radioactive stalac tite s. 

1 among other things. 
You control gigantic i girder cranes. 

' high speed 

$27.95 ~ Dino Eggs - You must climb, jum p and 
run over the cliffs where the dino 

eggs are buried. Avoid snake s. 
spiders and other menaces 

$27.95 

Add S3.00 fo r shipping , hand li ng and lnsuron co. Il lino is ros ldonts 
please odd 6% tax . Add S6.00 for CANADA , PUERTO RICO. HAWAII , 
ALASKA . APO-FPO orders . Canad ian orde rs must be In U.S. dol la rs . 
WE 00 NOT EXPORT TO OTHER COUNTRIES. 
Enclose Cashiers Check , Money Order or Personal Check . Allow 14 
days fo r delivery , 2 to 7 days for phone orders , 1 day express moll I 

VISA - MASTER CARO - C.0.0 . 
No C.0 .0 . to Canada . APO ,FPO. 

Circle Reader Service No. 37 

PRDTECTD 
ENTER p R I Z ES ewe Love ouRcusroweRs1 

BOX 550, BARRINGTON, ILLINOIS 80010 
Phone 312/382·5244 to order 
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Efl~ 

* e;;~:Je Price!) Get One 
Commodore 64 

* 

(Expires 12-25-84) * (Limit: One Per Customer) 

The Best Arcade Games Around 
World's Greatest Baseball - Finally a great sports game. Realistic right down to the 
playing field. Contro.l all the actions -even the outfielders. Ploy realistic baseball all 
year round. (Fantas t ic graphics , action , and sound!) (Disk) List $34.95. Sale $27 .95. 

Robots of Down - Elijah Boley is here from the best-sell ing science fiction series by 
world renowned author Isaac Asimov. Now you con become Earth's most famou s 
detective in this exciting te st-adv en ture. Question th e inhabitants of for flung cultures 
- who's lying , who 's telling the truth, and who is trying to murder you? Jump into the 
action in this fascinating epic murder mystery. Con you piece together the elusive clues 
to solve the eternal question "w ho done it?" (Disk) List $39 .95. Sale $27.95. 

PROTECTO EXCLUSIVE 

Barbie - The biggest name in dolls. Browse through Borbie 's closet full of beautiful 
clothing and dress her for the party. You con cut her hair or make it longer and color it 
or change the style. Buy new clothing ot the boutique or any of the six other speciolty i:3~!!J!!!.,.,.,.. 
shops , or even go to .the dress shop and create Borbie's designer clothes with the help 
of the computer. The combinat ion s ore endless and so is the fun. One or two players. GhJ/IIE!fi 
(Disk) List $39. 95. Sale $27. 95. 

G. I. Joe - The best sellin g toy soldier is now available as on activity toy on the home 
computer. Select the bottle situation then choose the equipment you think you will 
need to get th e job done. Choose from o number of uniforms and weapons in your we ll 
stocked arsenal and get ready for the action . Ploy alone or with o friend, if you pion 
the r ight strategy you w ill comp lete the mission if not you will hove to try ogoin. One or 
two players. (Disk) li st $39 .95. Sole $27 .95. 

PROTECTO EXCLUSIVE 

Hot Wheels - Now all th e action and fun from playing with Hot Wheels cars is token 
one step further on th e home computer. Hot Wheels lets you choose your ploy activity 
from repairing cars to the destruction derby. You con actually ploy the activities a long 
with o partner on th e computer screen, even build and customize your own cars . A 
whole new way to ploy Hot Wheels. One or two players. (Disk) List $39.95. Sale $27.95. 

Break Dance - Break Dance is on action game in which your dancer tries to break 
through o gong of break dancers descending on him . "A simon-like game" where your 
dancer hos to keep the steps of the computer controlled dancer, and even a free dance 
segment' where you develop your own dance routines and the computer ploys them 
bock for you to watch . Now anyone con break dance!! (Disk) List $39 .95 Sale $27 .95. 

~a 

~ ~ 
Buy Epyx games from Protecto and choo se Silicon Warrior , Lunar Outpost. or Upper Reaches of Apshoi FREE! 
($39.95 value) . 

111 coso of stock ou tage wo w ill substitute . 

Add $3.00 for shipping . handling and Insuran ce. llflnal 1 resldonis 
please add 6% lax . Add $6.00 far CANADA . PUERTO RICO. HAWAII , 
A LASKA, APO-FPO orde rs . Canad ian orde rs must be In U.S. dollors . 
WE DO NOT EXPORT TO OTHER COUNTRIES. 
Enclose Cashiers Check , Maney Order or Personal Chock . Allow 14 
days far delivery , 2 10 7 da ys far phon e orde<l , 1 day expre u mall I 

VISA - MASTER CARO - C.0.0 . 
No C.0 .0 . to Conado . APO -FPO. 

PROTECTO 
ENTERPRIZES ., t ,<M CJ,,R._ ... sro .. !RS • 

BOX 550. BARRINGTON , ILLINOIS 60010 
Phone 312/382 -5244 to order 
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liAfflE PROliRAfflS 

Blacltjack 
For Commodore 64 and PET 

The program is fixed to repeat your previous bet when 
you hit RETURN or allow you to enter a different bet. 

Be careful, though, when entering the program. 
Various portions are seldom used (push on split. push on 
down for double) and a mistake may not show up for a 
long time. 

The Program 
After coming back from game information, you are 

given money (MO= 1000) at line 80. The deck of cards is 
reshuffled by redimensioning, which means we have to 
clear the old one. Of course when we clear. we lose track 
of the money you have, so when we come in at line 110 
to shuffle, we put your money into the bank (memory) at 
line 130, clear all the variables . shuffle, then take the 
money back out (210). 

Because some peop le may bet odd dollars and 
blackjack pays 1.5 to one, we could end up with an odd 
.5 (50 cents) to be banked. We solve this by multiplying 
by 10 to remove the decimal before banking and 
dividing by 10 at withdrawal . 

Dealing of the two hands starts at line 280. The dealer 
is at the top of the screen and you are at the bottom. At 
line 400, T is the tab for card location. Subroutine 970 is 
multiple use; when we come in at line 970 we can get 
the next card . Lines 990 to 1020 change a number 
between one and 52 into a number between one and 13 
with the proper suit. If we already have a number (the 
second card of a split or the dealer's down card). we 
come in the subroutine at line 990. 

The next step in line 400, subroutine 1120, puts up a 
blank card . A is given the value of the card for later 
counting. Subroutine 1200 prin.ts the number and suit 
on the card . The number ten is the only double digit and 
is treated differently. as zero. at line 1200. 

The other three cards are dealt in a similar manner: 
dealer, player, dealer (A.B,C.D). The player has cards A 
and C, the dealer B and D. In line 430, the player's 
second card (C) gives its value to 00 in case you split, 
needing to call the card back later . 

Line 490 begins the test for blackjack. Line 710 to 760 
gives the player his options. If the player wants a card. 
we go to 1240 and clear off the options. tab over one 
place (T = T + 6), get a card and give the number to the 
score keeper(£). Line 1120 puts the card on the screen, 
line 1200 draws in the number and suit and line 2720 
changes all face card values to tens. At line 1330 your 
score is TT and is tested to see if you busted . If you had 
taken a card to double. line 1360 sends you to hold 
(1430). At hold we tally your score (TT). Line 1460 begins 
checking for aces and sending you to subroutine 1560 to 
see if an eleven will better your score (an ace can be a 
one or an eleven). Line 1580 gives you your best score. 

Now we turn up the dealer's card (2820) and play his 
hand (2350). We test the dealer's total (DT) to see if he 
had to hold (17 or over) or busted. If he hasn't got 17 yet. 

BY JERRY A. STIJRDIVANT 

II 
DO YOU ~ANT A CARD? (SPACE BAR) 
DO YOU HOLD? CH> 
YOU ~ANT ONE CARD FOR DOUBLE? <D> 

II 
YOU HOLDS 1100, YOUR BET IS S 200 

This game is not only good practice for 
card counters, but fun for everyone. If 
you are one of those who wonder what 
the next card would have been, watch­
these cards will appear in the original 
sequence. 

we test with aces . If he still can't make it, we turn his 
elevens back to ones (2430) and go get another card 
(970). show it and count again. If the dealer gets over 16 
without busting, we compare scores (2610). then go to 
where the money is handled. 

The split (1750) requires a flow chart to follow it. ln 
essence, we take the righthan d card away and hold it 
while we play the first hand (OA = 1) and place the next 
card down (1760). We then play, score and go to the next 
hand . bringing back the card we took away. Lines 1910 
to 1940 tests whether playing the dealer's hand is 
necessary . We then declare who won what and pay off. 

Variations 
If you would like to be able to make blackjacks on 

splits, change 1780 and 1880 to "GOTO 550." All the 
rest of the programming is in place . 

If you would like blackjack to pay double, change line 
2310 to MO= MO + BE*2. If you don't want to be 
bothered with insurance (except for rare occasions for 
card counters ). REM out line 490. 

The operation of insuranc e is for when the dealer has 
an ace showing. You may bet insurance against a dealer 
blackjack by putting up additional money of one half 
your bet as insurance . If the dealer has blackjack. you 
keep your bet and insurance money. If the dealer does 
not have blackjack, you lose your insurance money. 

It took a lot of testing to try all possible combinations. 
but by changing values at line 990 to 1020 you can test a 
lot easier. At line 990 make NU= 1 and you have an 
extra dozen aces . At hne 1000 make NU= 10 and you 
will have lots of blackjacks . Have fun. 
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+ ¥ BLACHJACH • + 
Variables 
I = Dim card one to 52. 
T = Tab. 
R = Total of player oard points tested for value <21. 
U = Total of dealer's points for testing. 
SH = Money being held and not bet. 
FB = First blackjack. (Used at Line 630 for separation 

at line 1910 because SB can turn to two). 
TT = Player's score . 
NU = N$ number only. 
SU = S$ number only. 
DO = Double, drops out of "player wants a card" 

when going down for double . 
A = (B, C, etc .) up to Pare cards dealt in order. 
QQ = Player second card on split. 
DB = Dealer blackjack if one. 
TA = Score on first hand of split . 
QA = One is first hand of split, two is second hand of 

split. 
SR = Used in dealer's hand total test. 
DT = Dealer"s score for tests . 
SM = Player's score for tests . 
SB = Blackjack on split. one is first hand, two is 

second . 
ZZ = C%(1) dealer 's second card 1s given this value 

for turning up later. 
MO = Money balance 
BE = Amount bet. C 

Blackjack 

10 GOTO 70: l:H,ACKJACK' BMJA 
20 " (SPACE12 , CMDR Ull) "' AAOII 
30 " [SPAC~8]B Y JERRY STURDIVANT"' AAOF 
4 0 " " ' AAA!\ 
50 " SEE PHOGRAM INJ.-'ORMATION AT 

328 0 " ' AAFJ 
60 "" ' AAAC 
70 GOTO 2950 FOR IN FOR MAT! ON'E KXH 
80 MO=l000 : GOTO llO ' CKYH 
90 PRINT B$T/\B(7)"[DOWN] 

--- PRESS SPACE BAR --- "' CEEM 
100 GET W$:IF W$=""TH EN l 00 'E I TY 
110 MO=MO*l0:REM SHUFFLE COME IN 

HERE' DYVE 
120 POKE 835 , 0:POKE 834 , 0 

:POKE 836 , 0 ' DRTC 
130 D=INT(M0/256) :POKE 835 , D 

: POKE 834 ,M0-0 * 256 :P OKE 836 , 
BE I IHMK 

140 PRINT " [CLEAR] ": CLR' CBDB 
150 A$="[HOME , DOWN16]"'BCHC 
160 B$= LEFTS(A$ , 11) ' CJKE 
170 C$=LEFT$(A$,8) ' CIAE 
180 D$= " [SPACE39]" ' BCYI 
190 QQ$="A234567890JQK "' BDKI 
20~ VV$="[ SHFT S , SHFT X, SHFT Z, SHFT A] 

" ' BODA 
205 Z$="[LEFT3 , DOWN3,RVS) "' BCDE 
210 M0=256*PEEK ( 835)+PEEK(834) 

:BE=PEEK(835) ' HXEG 
220 MO=MO/lO 'CGWA 
230 PRINT B$ "[D OWN, SPACE5] 

114 DECEMBER/JANUARY 

"CHR$(34) " . • • SHUFFLE •• • •• SHUFFLE • 
• • "CHRS ( 34) ' DKSJ 

240 GOSUB 870 : REM SHUFFLE ' CLCE 
250 GOTO 280 ' BDJC 
260 " [SPACE2]DEAL THE HAND, 

'1 CARDS"' AABH 
270" [CMDR U24J " ' AATU 
280 IF S8<>0 THEN 310 ' EGNH 
290 IF QA=2 THEN 1960'DHTI 
300 REM RESET FOR NEXT HAND'BQHC 
310 FB=0 : S8=0 : SM= 0 : SR=0 : DBJ=0 : E=0:F =0 

: G=0 : H=O:IF DO=l THEN BE=BE/2 ' 0QRR 
320 J=C : K=0 :L= O: M=A: N=0 :P =0 : 00=0 : QQ=0 

:QA=0 : IF M0=>6000 THEN 2140 ' NPBR 
330 IF I>34 THEN 90 ' DFBC 
34 0 PRINT A$ "[D OWN7]" D$ ' BEUC 
350 G$=STR$(MO) :PRINT B$ "[D 0WN] 

YOU HAVE $"G$ " , PLACE YOUR BET 
[SPACE2] " BE'DNWN 

360 PRINT Tl\B(2n+LEN(G$)) 
:INPUT "[ UP] "; BE ' FLJJ 

370 GOTO 204A ' BEDF 
380 PRINT " [CLEAR] "A$ " [DOWN7] 

YOU HOLD $"SH" , YOUR BET IS 
$ "BE'BGQO 

39H REM PLAYER FIRST CARD' BPDK 
400 T=0 :P RINT A$;:GOSUB 970 :GOSUB 1120 

: A=NU:GOSUB l200 ' GYTG 
410 REM NOW GET DEALER FIRST CARD' BVCF 
420 GOSUB 1090 : PRINT"(HOME , DOWN]"; 

: GOSUB 970 : GOSUB 1120; :GOSUB 1200 
: B=NU: GOSUB 1090 ' HFLK 

430 T=6:PRINT"[HOME]"A$ ;: G0S UB 970 
: GOSUB 1120:GOSUB 120 0 :C =NU 
: QQ=C%(I) ' HHJM 

440 REM NOW DEALER DOWN CARD' BREH 
450 GOSUB 1090:PRINT"[HOME , DOWN]"; 

:GOSUB 970:GOSUB 1120:D=NU 
: ZZ=C%(I) : GOSUB 1090 ' HHDO 

460 GOTO 490 ' BDMF 
470 "(SPACE2]CHECK DEALER FOR 

BLACKJACK" ' AAFM 
480" rcMDR u2aJ"'AAQB 
490 IF B=l THEN GOSUB 1620 

:REM DEALER HAS AN ACE 
SHOWING' FDRR 

500 IF B=l AND D>9 THEN DBJ=l 'G IFE 
510 IF D=l AND B>9 THEN DBJ=l ' GIFF 
520 GOTO 550 ' BDJC 
530 " [SPACE2]CHECK PLAYER FOR BLACK 

JACK "'AABJ 
540 " (CMDR U29] " ' AAVY 
550 IF A=l AND C>9 THEN 620 ' FH8I 
560 IF C=l AND A>9 THEN 620 ' FHBJ 
570 GOTO 600 ' BDFH 
580 "[SPAC E2]IF ONE OR BOTH HAVE 

.BLACKJACK"' AAIO 
590 " [CMDR U3~] "' AAJF 
600 IF DBJ=O THEN GOSUB 1090 

: GOTO 710 ' FMYI-' 
610 PRINT C$"[DOWN2]DEALER BLACKJACK" 

: GOSUB 2230:GOTO 670 ' DLEJ 
620 IF DBJ=l THEN 660 ' DHDF 
630 IF QA=l THEN PRINT"(UP2 , ] 

BLACKJACK": GOSUB 1090:SB=l : FB=l 
: GOSUB 2310 :GOTO 1790 ' JBRR 



G40 IF QA=2 THEN PRINT"[UP7,] 
BLACKJACK" : SB=2 :G OSUB 1 090 
: GOSUB 2310 : GOTO 1890'IWRU 

65 ~, PRINT" (DOWN2] PLAYER BLACKJACK" 
:GOSUB 1090:GOSUB 2310 
: GOTO G70 ' EOCO 

660 PRI NT" [DOWN2) PUSII--NO WINNERS 
!!" ' BAAL 

S7~ GOSUB 2820 ' BENI 
680 GOTO 280:REM NEXT HAND' CMTM 
~9 0 "[ SPACE2]DECISION ON HIT OR 

HOLD" ' Al\GP 
7r,,0 " ( CMDR U25 J" ' AAXT 
7 10 IF QA<>0 THEN 750 ' EGSF 
720 IF A=C OR A>9 AND C>9 THEN PRINT 

B$ " [DOWN4]DO YOU WANT TO SPLIT? 
(S) II I IISR 

73 0 PRINT B$ " [DOWN2]YOU WANT ONE CARD 
FOR DOUBLE? (D)"'BCVN 

740 REM COME I N HERE AFTER HIT ' BSVK 
750 PRINT B$ "( UP2]D0 YOU WANT A CARD 

? (SPACE BAR) "' BCSQ 
760 PRINT 8$ " D0 YOU HOLD? (H)"'BCBM 
77n GET WS: IF W$="" THEN 770 ' EIHM 
780 IF W$=" "THEN 1240 :RE M TAKE 

CARD'EPCP 
79 0 IF W$="H" THEN 1430 : REM HOLD' ELUP 
800 IF W$="D" AND T<l2 AND QA=0 THEN 

GOTO 2270 ' IMBK 
810 IF W$="S"AND A=C OR A>9 AND C>9 

AND QA=0 THEN 2 190 'L PLO 
820 GOTO 770'BDNF 
83 0 "[ SPACE2 ]BEGIN ALL SUB 

ROUTINES"' AJ\IL 
840" (CMDR U24J" ' J\ATX 
850 " [SPACE S)SHUFFLE THE DECK" ' AARL 
860 "[SPACE4 , CMDR Ul 8 ]"' AAEV 
870 DI M CK(52) , C%(52) 'B NYM 
880 FOR I=l TO 50 : REM LAST 2 NOT 

USED'ERHR 
890 R%=52*RND(0)+l ' EIHP 
9~H' IF CK (R%) <> 0 GOTO 890 ' EKI II 
91 0 C%(I)=R% : CK(R%)=l'CPHI 
9?.0 NEXT' BAEF 
930 REM C%(1) THRU C%(50) ARE NUMBERS 

l THRU 52 IN RND ORDER' BRJR 
940 I=0: PRIN'r 11 [CLE.r..RJ 11

: RETURN' DEOK 
95 0 "(SPACE2JADDITIONAL CARDS 

HERE" ' Al\CN 
960" [CMDR U23] 11 ' AAPA 
97Cl I:::I+l ' CDFM 
980 ~UMBER:::C%(I) ' BLYO 
99n IF NUMBER >39 THEN 6 UIT=4 :NU=NU- 39 

: GOTO lOSO 'HAVX 
1000 IF NUMBER >26 THEN SUIT=3 

: NU=NU- 2n : GOTO lr.SO ' HAME 
1010 I F NUMBER >13 THEN SUIT=2 

: NU=NU-1 3 : GOTO 1A50 ' HADF 
1020 SUIT=l : GOTO 1050:REM NU:::NU' DQCA 
ln30 " (5PACE2}TURN NUMBER INTO CARD & 

SUI'r " ' AAYD 
1D40 11 [CMDR U30]" ' AAFS 
1050 N$=1'lID$(QQ$,lllU,l) 'CMXC 
1060 S$=MID$(VV$ , SU,1) :R ETURN' DNNE 
1070 "[ SPACE2]DEL AY TIMER " ' AAOD 
1080 " [CMDR Ul3)" ' AAHK 
1090 FOR Q=l TO 200 :NE XT:RETURN ' FHKG 

HJACH. 
1100 "[SPACE2]PUT THE CARD ON THE 

SCREEN111 AANB 
11H1" (CMDR U28 ] 11 ' AAQP 
1120 PRINT TAB(T) " [RVS , SHFT U, SHFT *3 , 

SHFT I) 11 'CCXB 
1130 PRINT TAB(T)"[RVS , SHFT -, CMDR -

SPACE2 , SHFT - ]" ' CCNB 
1140 PRINT TAB(T) " [RVS,SHFT -,C MDR - ] 

[SHFT -)"'CCVD 
1150 PRINT TAB(T) 11 [RVS , SHFT -) 

(CMDR -2,SHFT -] 11 ' CCVE 
11 60 PRINT TAB (T)"[RVS,SHFT -,SPACE2 , 

CMDR - , SHFT -]" ' CCNE 
117 0 PRINT TAB(T)"[RVS , SHFT J , SHFT *3 , 

SHFT K]" : RETURN' DDIH 
1180 "(SPACE2]PUT THE NUMBERS ON 

CARDS11 ' AALI 
1190 11 [CMDR U26]"'AAIV 
1200 IF N$= 11 0"THEN N$="10" 

: PRINT TAB(T)"(UPS,RIGHTtRVS] 
" N$+S$ ;:PRINt 2$+S$+N$ 
: RETURN'LUUK 

121 ~ PRINT TAB(T)"{UP5 , RIGHT , RVS) "N$ ; 
" [RVS] ";S$ ;: PRINT 2$ ;: PRINT 5$ ; 
:P RINT" [RVS] "N$:RETURN ' GVVH 

1220 "[ SPACE2]PLA YER WANTS A 
CARD11 ' AAAC 

1230 " [CMDR U] " ' AAIN 
1240 PRINT B$ "(UP2]"D$ : PRINT B$+D$ 

: PRINT B$"(DOWN2] " D$ 
:PRINT B$ 11 (DOWN4]"D$ :P RINT ' GUFI 

1250 T=T+6 : IF T>28 THEN T=T- 1 
:IF T>35 THEN 1430 ' KSKK 

1260 GOSUB 970 : REM GET NEXT CARD' CPVG 
127 0 IF T=l 2 THEN E=NU' EGCG 
1280 IF T=l8 THEN F=NU' EGJH 
1290 IF T=24 THEN G=NU' EGHI 
13 00 IF T=29 THEN H=NU' EGNA 
1310 IF T=34 THEN J=NU ' EGLB 
1320 GOSUB 1120 : GOSUB 1200 

: GOSUB 2720 ' D0IC 
1330 TT=A+C+E+F+G+H+J ' HJLG 
1340 IF TT>21 THEN PRINT"[UP7] 

YOU HAVE"TT" YOU LOSE" 
:GOTO 1370 ' FLOO 

1350 IF DO=l THEN 1430 ' DHLE 
13 60 GOTO 750:REM BACK FOR CHOI CE 'C RTH 
1370 IF QA<>l THEN GOSUB 2230 ' FHWH 
138~ IF QA=l THEN 1790'DHTH 
1390 IF QA=2 AND TA<22 THEN 1890 ' FLMK 
1400 GOSUB 2820 : GOSUB 1090 

: GOTO 280'DNUB 
141 0 "[SPACE2] ' HOLD' CHECK PLAYERS 

POINTS" ' AAKF 
142 0 " [CMDR U29 ) "' A'AVU 
1430 PRINT B$"(UP2]"D$:PRINT BS+DS 

: PRINT B$ "[DOWN2]"D$ 
: PRINT B$ "[DOWN4)"DS 
: REM CLR CHOICES ' GFMM 

1440 GOSUB 2720:REM FACE CARDS TO 
10 ' S ' CUBH 

1450 TT=A+C+E+ F+G+H+J ' HJLJ 
1460 A=A-(A=l) *l0:G 0SUB 1560 

: C=C-(C=l )*l 0 :G0 SUB 156 0 
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: E=E-(E=l)*l0:G0SUB 1560 ' PQWV 

1470 F=F-(F=l)*l0 : GOSUB 1560 
:G=G-(G =l) * l0:G0SUB 1560 
:H=H-(H =l )* l0 : GOSUB 1560 'P QIW 

1480 J=J-(J=l)*l0:G0SUB 1560 ' FNPL 
1490 PRINT"[UP]YOU HAVE"TT' BCBK 
1500 IF QA=l THEN 1790'DHTB 
1510 IF QA=2 THEN 1890 ' DHVC 
1520 GOSUB 2820'BENB 
1530 GOTO 2350 'B EHC 
1540 "[ SPACE2)SUB SUB CHECK PLAYERS 

POINTS II I AAHK 
1550" [CMDR Y30)" ' AAAY 
1560 R=A+C+E+F+G+H+J'HI GK 
1570 IF R<22 THEN SM=R' EGMJ 
1580 IF SM> TT THEN TT=SM' EILL 
1590 RETURN' BAQH 
1600 "[SPA CE2 )IN SURANCE" ' AAPB 
1610" [CMDR Ull]"'AATI 
1620 IF A=l AND C>9 THEN RETURN'GEQF 
1630 IF C=l AND A>9 THEN RETURN 

:REM IF PLAYER BJ NO INSURANCE 
OFFERED'HIBP 

1640 PRINT B$"INSURANCE? (Y/N)"'BCXI 
165 0 GET W$: IF W$=" "THEN 165~'EJDI 
1660 IF W$<>"Y"THEN PRINT 8$D$ : RETURN 

: REM INSURANCE REFUSED'HYZQ 
167 0 IF SH<BE/2 THEN PRINT 8$D$"[UP] 

SORRY, NO CREDIT . "'FJI Q 
1675 IF SH<BE/2 THEN FOR W=l TO 2000 

:NEXT:PRINT 8$D$:RETURN ' KSSV 
1680 IF D>9 THEN PRINT B$D$ : M0=M0+BE 

:RETURN:REM DEALER BJ GIVE NOW 
LOSE LA'fER' IOAW 

169 0 MO=MO-Bk/2 : PRINT B$D$ " [UP] 
NO BLACKJACK, YOU LOSE 

$"BE/2 ' FPSV 
1700 PRINT A$"(D0WN7] " D$ ' BEUB 
1710 PRINT A$ " [DOWN7]YOU HOLD 

$"SH-BE/2 ", YOUR BET IS $ "BE 'DJQL 
1720 FOR W=l TO 2000 : NEXT:PRINT BSD$ 

: RETURN• awrr 
1730 " [SPACE 2)P LAYER SP LI TS PAIR" ' AADI 
174 0 " [CMDR U20) " 'AAWS 
175 0 PRINT A$;:FOR Q=l TO 6 

: PRINT TAB(6) " [SPACE5)":NEXT ' HLAM 
1760 PRINT A$" {UP]" : GOSUB 970 

:GOSUB 112 0 : GOSUB 1200 ' EQMM 
1770 T= 6 : C=NU:QA=l:PRINT B$ " [DOWN2] 

"D$+B $ " [DOWN4)"D$ ' FTJP 
1780 GOTO 710 : REM GO FOR DECISION'CRFN 
1790 PRINT TAB(20)"[UP] 

FIRST HAND"'C DSO 
18 00 PRINT B$"[DOWN2]--- PRESS KEY 

FOR SECOND HAND ---"'BCLK 
1810 TA=TT:TT=0:QA=2 : E=0 : F=0 :G=0 : H=O 

:J=0: SM=0' JGPQ 
182 0 GET W$ :IF W$=""THEN l820 ' EJCH 
1830 PRINT B$:REM CLEAR FIRST HAND 

AWAY' CVEL 
1840 FOR Q=l TO 11:PRINT 0$ : NEXT' FICJ 
1850 REM FIRST CARD, 2 ED OF PAIR'BTQL 
1860 T=0:P RINT AS"(UP]":NU=QQ 

:GOSUB 990:GOSUB 1120:GOSUB 1200 
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: A=NU' HDBS 
1870 T=6:PRINT A$"[UP]":GOSUB 970 

:GOSUB 1120:GOSUB 1200:C=NU 
:REM SECOND CARD' HJRU 

1880 GOTO 710:REM GO FOR DECISION ' CRFO 
1890 PRINT TAB(20)"[UP] 

SECOND HAND"' CDVP 
190 0 GOSUB 2820 ' BEND 
1910 IF SB=2 AND FB=l THEN 310'FJNI 
1920 IF S8=2 AND TA>21 THEN 1970 ' FLLJ 
1930 IF SB=l AND TT>21 THEN 310 ' FKSK 
1940 IF TA>21 AND TT>21 THEN 280'FLXL 
1950 GOTO 2350'BEHI 
1960 IF SB=l THEN 310'DGLL 
1970 IF TA>21 THEN 20 10 ' DIHM 
1980 IF DT=TA THEN PRINT B$"(DOWN3] 

YOU HAVE"TA"PUSH FIRST HAND" 
:GOTO 310 ' FMQW 

1990 IF DT>TA AND DT<22 THEN 201 0 ' FMXR 
2000 PRINT B$"[D0W N3]YO U HAVE"TA"YOU 

WIN FIR ST HAND":GOSUB 2le0 
: GO'l'O 310 ' DNLF 

2010 PRINT B$ " (DOWN3)Y OU HAVE"TA"YOU 
LOSE FIR ST HAND":GOSUB 223 0 
: GOTO 3 HJ ' DNEH 

2020 " (S PACE2]MONEY"' AAEW 
2030" [CMDR U7]" ' AAVC 
2040 BE=ABS(INT(BE)) ' DIEB 
2045 IF MO<=n THEN PRINT"[CLEAR]"C$" 

[DOWN4JS0RRY, YOUR BROKE. [HOME, 
DOWNJ)RUN80 [HOME]": END' GGLP 

2050 IF BE>200 THEN PRINT " [CLEAR] 
" CS" SORRY, $200 BETTING LIMIT ." 
:GOTO 340'FLM L 

2060 IF BE>MO THEN PRINT " [CLEAR] 
"C$ " S0RRY, NO CREDIT . " 
:GOTO 340'FKEK 

2070 SH=MO-BE: GOTO 380 ' DKUF 
2080 " [SPACE2]WIN "' AAXD 
2090" [CMDR Y5]" ' AAIG 
21 00 MO=MO+BE' CGBX 
2110 RETURN'BAQV 
2120 "[SPACE2]BR~AK THE BANK"' AAMA 
2130 " [CMDR Y) "' AAQJ 
2140 FOR Q=l TO 1000:GET A$:NEXT ' FKWE 
2150 PRINT"[C LEAR) " B$ " CONGRATULATIONS 

YOU HAVE BROKE THE BANK. " ' BCJM 
2160 PRINT TAB(ll) " [DOWN] 

THIS TABLE IS CLOSED. [HOME, DOWN3) 
RUN80[HOME]" : END'DEBK 

2170 "(SPACE2]SPLIT TEST "'AAJF 
2180" [CMDR Yl2]" 1 AAQL 
2190 IF MO<BE*2 THEN PRINT B$"(DOWN4) 

SORRY NOT ENOUGH MONEY, NO SPLIT" 
:GOTO 770 ' GLTT 

2200 GOTO 1750 ' BEKW 
2210 "[SPACE2)LOSE"'AASX 
2220 " [CMDR Y6] " 1 AALC 
2230 MO=MO-BE' CGCC 
2240 RETURN'BAQA 
2250 "(SPACE2]DOUBLE TEST" ' AAAE 
2260" [CMDR Yl3] "' AATL 
2270 IF MO<BE*2 THEN PRINT 8$" [DOWN2] 

SORRY, NOT ENOUGH MONEY, 
NO DOUBLE." :GOTO 770 ' GLHS 

2280 DO=l : BE=BE*2:GOTO 124 0 
2290 " [SPACE2]BLACKJACK" ' AAPH 



2300" [CMDR Yll)" ' AAIF 
2310 MO=MO+BE* l . 5'DJPC 
2320 RETURN' BAQY 
2330 "[SPACE2)PLAY DEALERS HAND"'AAXE 
2340" [CMDR U] " ' AAAO 
2350 GOSUB 2850 ' BEQD 
2360 DT=B+D+K+L+M+N+P' HJCK 
2370 IF DT>21 THEN PRINT CS "[DOWN] 

DEALER HAS"DT: GOTO 2650 ' FNAM 
2380 IF DT>l6 THEN PRINT CS "[DOWN) 

DEALER HAS"DT:GOTO 26 10 ' FNAN 
2390 B=B-(8=1)*10:GOSUB 2550 

:D=D-(D=l)*l0 : GOSUB 2550 
:K=K- (K=l)*l0 : GOSUB 2550 ' PQVY 

2400 L=L-(L=l)*l0:G0SUB 2550 
: M=M- (M=l)*l0 : GOSUB 2550 
: N=N- (N=l)*l0 : GOSUB 2550 'P QMQ 

2410 P=P-(P=l) * l0 : GOSUB 2550 'F NHF 
2420 IF DT>l6 THEN PRINT fS " (DOWN) 

DEALER HAS"DT: GOTO 2610 ' FNAI 
2430 B=B+(B=ll)*l0 : D=D+(D=ll) * l0 

: K=K+(K=ll)*l0:L=L+(L=ll)*l0'QOKU 
244 0 M=M+(M=ll)*l0:N=N+(N=ll)*l0 

:P=P+(P=ll)*l0 ' MEIQ 
2450 T=T+6:IF T>28 THEN T=T- 1 

: IF T>35 THEN 2610'KSLN 
2460 GOSUB 9 70 ' BDTF 
2470 IF T=l2 THEN K=NU'EGIJ 
2480 IF T=l 8 THEN L=NU' EGPK 
249 0 IF T=24 THEN M=NU' EGNL 
25 0 0 IF T=29 THEN N=NU' EGTD 
2510 IF T=34 THEN P=NU'EGRE 
2520 PRINT"[HOME]":GOSUB 1120 

: GOSUB 1200:GOSUB 1090:GOSUB i090 
: GOTO 2350'GALJ 

2530 "[SPACE2]SUB SUB FOR DEALER~ 
HAND11 ' AATI 

2540 11 [CMDR Y26) " 1 AAHV 
2550 U=B+D+K+L+M+N+P' HILL 
2560 IF U<22 THEN SR=U ' EGXJ 
2570 IF SR>DT THEN DT=SR ' EIPL 
2580 RETURN'BAQH 
2590 "[SPACE2]COMPARE SCORES11 ' AAQM 
2600 " [CMDR U] " ' AAHL 
2610 IF TT>21 THEN 196~ ' DIOE 
2620 IF SB=2 THEN 268 0 ' DRWF 
2630 IF DT=TT THEN PRINT ASTAB(l2) 11 

[UP2]PUSH":GOTO 280 ' GNWM 
2640 IF DT>TT THEN PRINT ASTAB(l2)" 

[UP2]YOU LOSE" : GOSUB 2230 
:GOTO 280'HSGP 

2650 IF TT>21 THEN l960 ' DI0I 
2660 IF SB=2 THEN 2000 ' DHIJ 
2670 GOTO 2690'BEOI 
2680 IF TA<21 THEN 1960 ' DIWL 
2690 PRINT ASTAB(l2) " [ UP2]YOU WIN" 

: GOSUB 2100:GOTO 280 ' EOWR 
2700 11 (SPACE2)CHANGE PLAYERS FACE TO 

10 ' S 11 ' AAXI 
2710 " [CMDR U29) "' AAVX 
2720 IF A> 9 THEN A=l0 ' EFBG 
2730 IF C > 9 THEN C=l0'EFFH 
2740 IF E > 9 THEN E=l0 ' EFJI 
2750 IF F > 9 THEN F=l0'EFLJ 
2760 IF G > 9 THEN G=l0 ' EFNK 
2770 IF H > 9 THEN H=l0'EFPL 
2780 IF J > 9 THEN J=l0 ' EFTM 
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2790 RETURN'BAQK 
2800 "[SPACE2]PRINT DEALERS FACE 

CARD"' AAFI 
2810 11 [CMDR U25] 11 ' AAXV 
2820 NU=ZZ:T=6:GOSUB 990 

:PRINT " (HOME, DOWN6)" : GOSUB 1200 
:GOSUB 1090:RETURN ' HXXO 

2830 " {SPACE2]DEALERS FACES TO 
1 0 ' S 11 

' /\AUK 
2840 " [CMDR U23]" ' AAPW 
2850 IF B>9 THEN B=l0 ' EFDK 
2860 IF D>9 THEN D=l0 ' EFHL 
2870 IF K>9 THEN K=l0 ' EFVM 
2880 IF L>9 THEN L=l0 ' EFXN 
289D IF M>9 THEN M=lD ' EFAO 
2900 IF N>9 THEN N=l0 ' EFCG 
2910 IF P>9 THEN P=l0 
2920 RETURN'BAQF 
2930 11 {SPACE2]INFORMATION "' AATJ 
2940 11 [CMDR Ul3] 11 ' AAHQ 
2950 POKE 53280 , D:POKE 53281 , 0 

: PRINT CHRS(l55) 'EVUO 
2960 PRINT"[CLEAR]"TAB(7)"{DOWN5 , 

SHFT U,SHFT *23 , SHFT I , LEFT , DOWN, 
SHFT -,UP) 11 'CCEH 

2970 PRINT TAB(7)"{SHFT - , LEFT , DOWN, 
SHFT -,SPACE2,SHFT S , SHFT X, 
SHFT Z,SHFT A) BLACKJACK {SHFT S , 
SHFT X, SHFT Z,SHFT A,SPACE2 , 
SHFT -, LEFT,DOWN, SHFT -, UP]" ' CCOB 

2980 PRINT TAB(7) " [SHFT -, LEFT , DOWN, 
SHFT J,SHFT * 23 , SHFT K]" ' CCXI 

2990 PRINT TAB(l0)"[DOWN2] 
BY JERRY STURDIVANT"' CDPT 

3000 PRINT TAB(5)"{DOWN3] 
DO YOU WANT INFORMATION? 
(Y/N) " 'CCCE 

3010 GET QS:IF Q$= " "THEN 3010 ' EJIA 
3020 IF Q$="Y"THEN 3040 ' DGVA 
3030 GOTO 80 ' BCPX 
3040 PRINT"{CLEAR , DOWN] 

RULES DIFFER AMONG CASINOS , 
THE FOLLOWINGARE THE MOST 
POPULAR" 'BALQ 

3050 PRINT 11 [DOWN]YOU CAN GO ' DOWN FOR 
DOUBLE' WITH ANY(SPACE3] 
NUMBER.11 ' BAHM 

3060 PRINT"[DOWN)YOU CAN SPLIT ANY 
PAIR. YOU CAN ONLY SPLIT ONCE. 
YOU CANNOT"; ' BBSR 

3070 PRINT" GO DOWN FOR[SPACE5] 
DOUBLE ON A SPLIT , 

OR BLACKJACK~"' BARO 
3080 PRINT" ( DOWN]DEALER MUST HIT 16 , 

AND STAND ON 17 ." 'BAXM 
3090 PRINT 11 (00WN] BLACKJACK PAYS 1.5 

TO l." ' BAJK 
3100 PRINT"[DOWN}CARD COUNTING WORKS. 

AT THE END OF A HAND, 
IF THE 'DEALER ' " ;' BBXL 

3110 PRINT"HAS LESS THAN 18[SPACE2] 
CARDS LEFT , THE DECK WILL BE 
SHUFFLED. " ' BAXL 

3120 PRINT 11 [DOWN]YOU MAY WATCH A HAND 
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BY BETTING 0."'BAWH 

3130 PRINT TAB(l 0 )"[DOWN2) 
(PRES S S PACE BAR)" ' CDKF 

3140 GET Q$ :IF Q$= ""THEN 314 0 'EJME 
315 0 PRINT"[CLEAR,DOWN] 

IF YOU WIN $5000 YOU HAVE 'BROKE 
THE TABLE' AND THE TABLE";'BBBQ 

3160 PRINT" WILL CLOSE." 'BAPF 
3170 PRINT"[DOWN]MAXIMUM BET IS $200, 

MINIMUM IS $1."'BAGM 
3180 PRINT"[DOWN]FOR EASE OF PLAYING, 

YOU CAN REPEAT YOURPREVI OUS BET 
BY ";' BBET 

319 0 PRINT"HITTING <RET> . OTHER-WISE, 
ENTER THE AMOUNT YOU WISH TO 

BET. [DOWNJ "' BAIV 
3200 PRINT"IF THE DEALER HAS AN ACE 

UP, YOU MAY BUYINSURANCE 
AGAINST";' BBGM 

3210 PRINT" A DEALERS BLACKJACK 
[SPACE3]FOR 1/2 YOUR BET." ' BAUI 

3220 PRINT"[DOWN2]YOU HAVE $1000 TO 
START, GOOD LUCK."'BADI 

3230 PRINT TAB(l0) "[DOWN2] 
(PRES S SPACE BAR)" ' CDKG 

3240 GE~ Q$:IF Q$=""THEN 3240'EJNF 
3250 GOTO 80 ' BCPC 
3260 "[SPACE3)TO CHANGE THE RULES 

"'AA OI 
3270 "[SPACE2,CMDR U2l)"'AAIT 
3280 "IF YOU WANT THE OPTION OF 

BLACKJACK ON SPLITS CHANGE"' AAWS 
3290 "1780 AND 1880 TO ' GOTO 

550 '"' AAML 
3300 " IF YOU WANT BLACKJACK TO PAY 

DOUBLE CHANGE 2310 TO 
MO=MO+BE*2"'AALN 
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fflUSl[Al SPRITES 
Co,:ztinued from pg. 102 

1112 DATA 8,0, 0 ,31,8,0,0,34,8, 60,0 , 0 , 
8,65,57,33 , 8 , 0 1 BQSF 

1114 DATA 0,35,1 6 , 64,55, 36 , 8 , 62 , 53 , 0 , 
8 , 0,57 , 0,8,0, 55 , 35 ' 8 UHI 

1116 DATA 8,0,53,0, 8 , 60 , 52 , 36 , 8 , 0 , 54, 
38 , 8 , 0,55,40,8,59'8TTJ 

1118 DATA 0,0,8,57,0,36,8,64,0, 0 , 8 ,62, 
53,38,8,60, 0 , 0 1 BRBL 

1120 DATA 8,59,55,43,8,55,0, 0 , 8 ,57, 0 , 
41 , 8,59,0,0,8, 60 ' 8S VE 

1122 DATA 255,40 , 8 , 6 7, 0 , 0 , 8 , 6 4,4 8 , 0 , 8 , 
60,0,0,8,65 , 0, 38 ' 8TMG 

1124 DATA 8 , 64,0 , 0, 8 , 6 2,4 6 , 0 , 8 , 6 7 , 0 , 0 , 
8,64,0,36,8 , 60 '8RLI 

1126 DATA 0,0,8,65,45,0,8 , 0 , 0 , 72,8, 0 , 
43,70,4,64,0, 0 ' BQNK 

1128 DATA 4,62 , 0 , 0,8,64,48, 0 , 8 , 0 , 0 ,7 0 , 
8,0,41,69 , 8 , 57 ' 8RKM 

1130 DATA 0,0 , 8,62, 53 , 0 , 8 ,0, 0 , 69 , 8 ,0, 
52 , 67 ,4, 6 1 , 0,0'BQ SF 

1132 DATA 4,59,0, 0 ,8,61,45,0,8,0, 0 , 67, 
8,62,50,65,8, 0 '8RIH 

1134 DATA 0 , 67,8,0,0 , 69 , 8 , 57,48,0,8 , 
62,47 , 0,8,0,0,69 ' 8RXJ 

1136 DATA 8,59,43 , 67,8,0 , 0 , 65 , 8,5 5 ,48, 
64,8,0 ,0, 65,8, 0 'BSGL 

1138 DATA 0,67,8,55,46,0,1 6 ,60,45, 0 ,8, 
64,0,255 , 8,65,0,0'8UFO 

1140 DATA 8,59,255,43,8 , 55,0, 0 ,l 6 , 60 , 
52,0,16,0,50,43,l6,59'BXGH 

1142 DATA 0,0,8,60,48,255,8 , 0 , 50 ,0,8, 
0 , 52 , 36,8,0 , 48, 0 ' BSXI 

1144 DATA 8,62, 5 3, 0 , 8 ,0,5 2 , 0 ,8, 0 , 50 , 
35 , 8 , 0 ,55, 0 ,8, 64 ' 8RBK 

1146 DATA 48,36,8, 65 , 0 , 0 , 8 , 67 , 0 , 0 , 8 , 
59 , 0 , 38 , 8,6 0 ,0,4 0 '8 SPM 

1148 DATA 8 , 55,0, 0 ,8,5 8 , 0 , 0 , 8, 0 , 0 ,3 6 , 
8,57,0,41,8,59 ' 8QKO 

1150 DATA 50 , 0 ,8,6 0 ,5 2 ,4 0 , 8 , 0 , 48 , 0 , 8 , 
0 ,53, 38, 8 , 0 , 52 , 0 ' 8S UH 

1152 DATA 8 , 59 , 53 , 0 , 8 , 0 , 50 , 0 , 8 , 60 , 52 , 
36 ,8, 0 , 53 , 0 , 8 , 255 ' BTKJ 

1154 DATA 55,0, 8 , 0 , 47 , 38 , 8 , 0 ,4 8 ,4 0 , 8 , 
0 ,0,41,8,0, 0 , 43 ' 8RWL 

1156 DATA 8 , 0 ,S 0 , 35 , 8 , 0 ,5 2 , 36 , 8 , 0 , 53 , 
0 , 8 , 0 ,55, 0 , 8 , 0 ' BQTN 

115 8 DATA 47, 38 , 8 , 0 , 48 , 40 , 8 , 0 , 43 , 0 , 8 , 
55 , 46 , 0 , 8 , 0 , ~ , 36 ' 8SJ P 

1 160 DATA 8 , 53 , 45 , 41 , 8 , 0 , 47 , 43 , 8 , 52 , 
48 ,45, 8 , 0 , 0 , 40 , 16 , 50 ' BVHJ 

1162 DATA 0 ,41,16, 0 , 47 ,4 3 , 8 , 52 ,4 8 , 36 , 
8,53,5 0 , 0 , 8,55 , 52, 0 ' BVDL 

1164 DATA 8, 0 ,43,40, 19,53,45, 38 ,24, 50, 
47,43,50,52, 43 , 24,l,2 55 ' BBYO 

1166 DATA 255 , 255, 0 ' BJQ I 



&llTCH FIH 
Our Users' Most Asked Questions 
by Linda Lee 
October/November 11 

On page 16 of this article is a reference to Figure 1, 
although Figure 1 does not appear . We removed tha t fig­
ure, which was a short chart, because the explanatio n of 
calculating CHR$ values seemed sufficient in itself-b ut 
failed to remove the text reference . In addition , the pro­
gram on page 12 of the article contained a small error. In 
line 60030, the number 36 should be 96. 

Fred D'lgnazio: Joyful Computerist 
by Betsy Byrne 
October/November 

Photo credits for this article go to Eddie Johnson . Eddie 
was also the photographer for Betsy 's "Kids, Commodores 
and Robots" article in our August/Sep tember issue . 

Shutterbug 
by C.D. Lane 
June/July 1984 

Although the program listing is correct, spaces were 
added between BASIC keywords to make them more read­
able. On some lines, these added spaces exceeded the SO­
character line limit for the Commodore 64, and on the 
unexpanded VIC 20 it may have caused the program to run 
out of memory. Therefore. if you had a problem entering 
this program, simply go back and delete the additional 
spaces . 

Appointment Calendar 
by Dennis Bloomfield 
October/November 

M0$ , SD 
12 5 IF LEN(M0$ ) >=3 AND SD<=31 THEN 18 0 
130 PRINT SC$ ;" [ YELLOW] 

THE MONTH NAME MUST BE AT LEAST 
II • 

I 

1 35 PRI NT"THREE[S PACE3] 
LETTERS IN LENGTH. "; 
: PRINT" (S PACE2] THE STARTI NG DATE" 

140 PRINT " MUST BE LESS THEN 3 2." 
:F OR DE=l TO 2000 : NEXT 

14 5 PRI NT R$ 
150 FOR DE=l TO 2000: NEXT: GOTO 12 0 
180 CH$=LEF T$ (M0S, 3 ) :I F CH$= " FEB "THEN 

GOSUB 940 
18 2 FOR X= l TO 36 STEP 3 

:IF CH$<>MI0$ (M4$ ,X, 3 ) THEN NEXT 
183 IF CH$=MID$ (M4$ , X, 3)THE N 190 
185 PRI NT SC$ ;" [RIGHT3 ,Y ELLOW] 

WHAT KIND OF MONTH IS THAT? " 
: FOR DE=l TO 1200 : NEXT 

187 PRI NT R$ ;: FOR DE=l TO 1200 : NEXT 
: GOTO 120 

190 GOSUB 405 : ED=SD+G 
200 IF ED>ML THEN GOSUB 500 : GOTO 220 
210 M5$=CHS 
220 PRINT " [CLEAR]" : GOSUB 550 : 0PEN 1 , 4 
225 PRINT# 1 , CHR$ ( 14) ; " [SPACE4] WEEK OF 

: "+CH$ ; SD;" TO " +M5$ ; ED;CHR$(15) 
230 PRINT#l , A$ ; 
235 FOR X=l TO 7 : PRINT#l , B$+DS ; :NE XT 
240 PRINT#l , 8S +C$ 
245 FOR X=0 TO 7 : READ 2$ 

: PRINTffl , ES+Z$+FS ; :NEXT 
250 PRINT8l,GS : G0SUB 60 0 
26 0 FLAG=O:FOR X=O TO 24:READ HR$ 
270 PRINTffl , GS+ " "+ HR$+ " " ; 
275 FOR S=C TO 6:PRINTil , G$+ " (SPACE7] 

28 0 
282 

" ; : NEXT 
PRINTn , G$ 
IF HR$= " B: OO"THr.:N FLl\~=FLflG+l 
: If' FLAG=2 THEN 290 

285 
With great emba rassment we have to admit that in a 29 0 

flurry of page cutting we entirely removed the program 3 0 0 
listing for this article. It follows below. 3 10 

320 
35 0 

GOSUB GOO 
NEXT 
PRINT#! , KS; 
FOR X=l TO 7 :P RINT# l ,B$+M$ ;: NEXT 
PRI NT#l , B$+L$ 
FOR X=l TO 5 :P RINT#l , CHR$ ( 10) :N EXT 
PRINT#!: CLOSE 1 360 

370 Appointment Calendar: 
Commodore 64 

374 
10 GOSUB 10 00 375 
25 PRINT SC$ ; "[RIGHT 6]APPOINTMENT 376 

CALENDAR": PRINT " (DOWN2, RIGHT6 ) 380 
BY DENNIS BLOOMFIELD" 384 

3'0 FOR DE=l TO 250C : NEXT 385 
120 PRINT SC$ ;" [RIGHTS] 

ENTER STARTING DATE: (DOWN)" 387 
1 21 PRINT"(SPACE5] (ALWAYS START WI TH 

SUNDAY)" 389 

PRINT SC$ ;" [SPACE10) PRINT AGAIN? 
[SPACE2) (Y/N) [S PACES]" 
: FOR DE=l TO 200: NEXT 
: PRINT" [CLEAR] II 

FOR DE=l TO 200 :NEXT 
GET N$ 
IF N$= " Y" THEN N$= "": GOTO 385 
IF N$="N "THEN N$= "" :GOTO 399 
GOTO 370 
PRINT SC$ ;" [RIGHT 4) 
YOUR OPTIONS ARE:" 
PRINT" [DOWN2,RIGH T6] 
1. REPRINT WITH SAME DATES . " 
PRINT " [DOWN2, RIGHT6) 

122 INPUT " (DOWN, RIGHTS) (MONTH, DATE) "; 2 . CHANGE DATES .": PRIN T" [DOWN2, 
L--- ----- - ---------- ------ --- ---- ---Conl inuedon pg. 120-
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lillT[H FIH 
RIGHT6) 3 . END." 

390 GET N$:IF N$= "" THEN 390 
395 IF NS="l"THEN RESTORE : NS=' "' 

: GOTO 220 
396 IF NS="2"THEN RESTORE : N$="":ML=0 

:S0=0 : ED=0 : GOTO 120 
397 IF N$="3"THEN 399 
398 GOTO 390 
399 PRINT"(CLEAR)":END 
405 IF CH$=M1STHEN ML=LY:RETURN 
410 FOR X=l TO 13 STEP 3 
42 0 IF MID$(M2$,X , 3)=CH$THEN ML=30 

: RETURN 
430 NEXT 
440 FOR X=l TO 22 STEP 3 
450 IF MID$(M3S , X, 3)=CH$THEN ML=31 

: RETURN 
4fi0 NEXT:RETURN 
500 ED=n-(ML-SD) 
51 0 FOR X=l TO 40 STEP 3 
520 IF MID$(M4S , X, 3 )=CH $THEN 

M5$=MID$(M4S , X+3,3) :RETURN 
530 NEXT:R ETURN 
550 PRINT SC$ ;" (SPACE12 , YELLOW, RVS) 

CHECK PRINTER " 
555 PRINT " (SPACE12 , RVS , SPACE3]0K? (Y) 

[SPACE3 , RVOFF,W~ITE)" 
560 GET N$:IF N$<>"Y " THEN 560 
570 PRINT " [CLEAR] 11

: N$= 1111
: RETURN 

600 PRINTNl,HS;:FOR R=0 TO 6 
: PRINTtt1 , B$+J$ ;: NEXT: PRINTttl , B$+I$ 
: RETURN 

900 Dl\TA" HR.", " SUN", "MON", " TUE", "WED", 
" THU", "F R! ", " SAT" 

910 DA'r A" a : o o" , " 8 : 3 0 " , " 9 : 0 0 " , " 9 
: 3 0 " t II 1 0 : 0 0 " t II 10 : 3 0 II t II 11 : "0 II t II 11 
: 30", 11 NOON" 

920 DATA"l2:30"," 1: 00 "," 1 : 30 "," 2 
:00 11

,
11 2 : 30 11

,
11 3:00 11

,
11 3 : 30", " 4 

: 00 11
,

11 4 : 30 " 
9 3 0 DATA 11 5 : 0 0 11 

, " 5 : 3 U", 11 6 : 0 0 11 
, 

11 6 
: 30 "," 7 :ClO"," 7:30" ," 8:00" 

94 n PRINT SC$ ;:INPUT"[RIGHT5] 
IS IT LEAP YEAR (Y/N)";N$ 

945 IF N$="Y" THEN LY=29:N$="":GOTO 955 
950 N$=" ": LY=28 
955 FOR DE=l TO 450 : NEXT: RETURN 
HH}0 SC$= " (CLEAR , WHITE , D0WN7)" 
1020 AS="[CMDR AJ":AS="[SHFT *7)" 

: C$= " (CMDR SJ " : D$= " [CMDR RJ " 
:E S="(SHFT - , SPACE2] " 
: FS="[SPACE2)":GS="[SHFT -)" 
: H$="(CMDR Q]" 

1030 I$="(CMDR W) " :J$="[SHFT +]" 
: KS="[CMDR Z)":L$="[CMDR X] " 
: MS="(CMDR EJ " 

l05~l MOS="" :Ml$= "FE B" : M2$="APRJUNSEPN 
OV": M3$="JANMARMAYJULAUGOCTDEC" 

1 070 R$= " (D0WN2, RIGHT5 ] 
PLEAS E ENTER DATA AGAIN(WHITE] " 

1080 M4$="JANFEBMARAPRMAYJUNJULAUGSEP 
OCTNOVDl::CJAN" 

1090 RETURN 

120 DECEMBER/JANUARY 

Appointment Calendar: 
VIC20 

10 GdSUB 100~ 
25 PRINT SC$;"[BLACK , RIGHT) 

APPOINTMENT CALENDAR» 
: PRINT"[DOWN2,RIGHT) 
BY DENNIS BLOOMFIELD" 

30 FOR DE=l TO 2500 : NEXT 
120 PRINT SC$ ; "ENTER START!NG DATE 

: (DOWN]» 
121 PRINT"(ALWAYS START WITH A(SPACE3] 

SUNDAY)» 
1 22 INPUT" [DOWN] [MONTH, DATE] ";M0$,SD 
125 IF LEN(M0$)>=3 AND SD<=31 THEN 180 
130 PRINT SC$;"[REDJTHE MONTH NAME 

MUST BEAT LEAST "; 
i35 PRINT"THREE LETTERSIN LENGTH."; 

:PRIN T" STARTING[SPACEJJDATE"; 
140 PRINT" MUST BE LESS THEN32." 

: FOR DE=l TO 2000 : NEXT 
145 PnINT RS 
1?0 FOR DE=l TO 2000:NEXT : GOTO 120 
180 CH$=LEFT$(M0S , 3 ) :IF CH$="FEB " THEN 

GOSUB 940 
182 FOR X=l TO 36 STEP 3 

: IF CH$<>MID$(M4$,X,3)THEN NEX T 
183 IF CH$=MID$(M4$ , X, 3)THEN 190 
185 PRINT SC$; " [RED , RVS) 

WHAT KIND OF MONTH IS[SPACE10 ] 
THAT?[SPACE8)" : FOR DE=l TO 1200 
:NEXT 

187 PRINT R$ ;: FOR DE=l TO 1200:NE XT 
:GOTO 120 

190 GOSUB 405 : ED=SD+6 
200 IF ED>ML THEN GOSUB 500:GOTO 220 
210 M5$=CH$ 
220 PRINT"(CLEAR]" : GOSUB 550 : 0PEN 1,4 
225 PRINTffl,CHR$(14);"(SPACE4)WEEK OF 

: "+CH$ ; SD;"TO "+M5$;ED;CHR$(15) 
230 PRINnl , A$; 
235 FOR X=l TO 7 : PRINT#l , BS+D$ ;: NEXT 
240 PRINTJ1 , B$+C$ 
245 FOR X=0 TO 7 : READ Z$ 

:PRINT #l ,E $+Z$+F$ ;: NEXT 
250 PRINTil,GS:GOSUB 600 
260 FLAG=0 : FOR X=0 TO 24 : READ HR$ 
27::l PnINTffl , G$+ " »+BR$+» "; 
275 FOR S=0 TO 6 :P RINTttl , G$+ " (SPACE7] 

II; :NEXT 
280 PRINTH , GS 
282 IF HRS= " 8:00 " THEN FLAG=FLAG+l 

: IF FLAG=2 THEN 290 
285 GOSUB 600 
290 NEXT 
300 PRINTU , KS; 



USER liROUPS 
B ecause our user group list ing has become excessively long, we are now publish ing only a partial list in each issue. This tim e 
we've inc luded all our user groups in states beginning with letters A through M . Next issue we'll publish all the groups in states 
beginning wi th lette rs N through W and all foreign groups. Then the following issue, it's back to A through M , and so on, until we 
get so many that we have to publish m three-o r four-o r more-parts . 

ALABAMA Box 1945 San l'emaodo Valley Commodore 886 South K Rooenead. CA 91770 

Rlvelchase Commcdore Uijon1 Chinlo, AZ 86500 Usets OrO\lp Llvermoro. CA 9'1550 Jony Van Noncn 

Group Larry D1Lucch1o 21208 NMhvdlo John Rambo Computer Barn Computer Club 

617 Grove St. (602) 674·3421 Chatsworth. CA 91311 Too Exchango 319 Main St. 
Birmingham . AL 35209 OUa Hackers 2nd Wed . 7 P.O. llox 9189 Suito #2 
Ken Browning Rt. #1 Tom Lynch Long Beech. CA 90810 Solinas. CA 93901 
(206) 988· 1078 Olobe, AZ 855Cll (213) 709•4736 Mrchnel C Josoph S. Mark Vondorbilt 

The 8ummgham Commodolo Pou!R Machul,i NVCUO (213) 696-1771 757-0788 

Cornputei Club (602) 425-7260 PO Box 1925 San Luu: Obu:po Commodoro l'l'nlnaula Commode, e Use11 
.11145 Avenue ·v Artzono VIC 20-&1 U,011 Club Cluco. CA 95927 Compute, ChJb Group 
B11m1n,;ham AL 35208 232 W 9th Place North Jun B!mlal 17669th St 649 Old County Rd 
H,Jrry Jones Mesa, AZ 8!12ll1 (916) 343-4611 Loi 0-, CA 93402 San Carloe. CA 94070 
(206) 923·9260 Donald Klpp AmateU!S nnd Arteslar\S DBS • (805) 528- 7475 2nd Thurs . of month 

Wuegrass Micro-CompuLOr Socioty VIC Users Group Compuuno Joon Rinehart Timothy Very 

Commodo,e SIG 2612 E. Covma P.O. Box 682 (805) 528-3371 (416) 593-7697 

109 Koy Bend Rd. Mesa. AZ 85203 Cobb, CA 95426 SouLh Bay Cornmodore Users S.D. East County C·64 User Group 
ErMrpr ise, AL 36330 Pou! Muffulotto D1ablo Volley Commodoro Users Oroup c/o Lindo Schwartz 
BlU Brown West Mesa VIC O,oup 401 · 9th SL 6363 Lake Apopka Place 
(205) 347-7564 2351 s Stondogo P.O Box 27165 Mnntumon Boach. CA 90266 $an Diego. CA 92119 

HunUiVWo PET Usere Club Mesa . AZ 85202 Concord. CA 94520 Uoyd Lctuor Undo Schwar-.z 

9002 Botclau Rd Kenneth EJ)ffllln (415) 838·2838 (213) 374·1247 (619) 698·7814 

Huntsv!lle. AL 35802 Catalina Commodolo Computer Commodore Tech U,ie~ Oroup C· Uncoln Computor Club San Diego Commodore (P£11 Uae, 
every 2nd Th!llllday Club TUO 750 E Yo,;orruto Croup 
Hal Carey 2012 Avemda Ouillenno P O. Box 1497 Monwca. CA 95336 Box86531 
1920-A Avenue C Tucson, AZ 85710 Costa Mesa, CA 92626 John Fung San Diego. CA 92138 
Drookly 7 p .m. Commodoro 64 West MantecA VIC 20 Users 3rd Thurs . of month 7-!0p m 
MobOe. AL 36615 George Pope P.O. Box 348 Orguntzation Jane Campbell 
Moward C11der (602) 296-6766 Culver Crly, CA 90232 429 N. Mnln SL. (619) 277.7214 

(206) 661-1973 
ARKANSAS Charles P Snnto3 Mnntoo,. CA 95336 PET on the Air 

Cornmodoro Club of Mobile (213) 398-0913 Oeno Rong 525Crestlake Dr. 
3868·H Ruo Mnlaon Commodo:c/Pl:,i' U«lTI Club PUO of Silicon V31ley Napa Valley Commodorn San Franc:woo. CA 94132 
MobUe. AL 36008 Conway Middlo School 22355 ~nct,o Wntu,o Rd Computar Club MtlXJ Babin 

DavlS St 3rd Thurs of month 
Conway. AR 72032 

CuponJno. CA 95014 c/o l.lbftrty Compute:wrue SO.n !'ranclsco Commodore Users 
TomWyau 

Geneva Bowhn Va!loy COmputcr Club 2680 Jefleison St OtO'JP 
(205) 343· 1178 P.O. Box 310 Nap<t. CA 94558 278- 27th Ave. #1 03 
Shoals Commodore Users Oroup Commodore Computer Club or Ft Cenatr. CA 95316 ngt ph. (l(Tl) 944-2797 San Francisco . CA 9-1121 
(SCUG) Smith 1st&3rd Mon. or month Roger Tierce 
209 Lo.keshoro Dr. P.O. Box 6000 Calirom,n VTC Users Group Mick Winter (415) 387-0225 

So. Station c/o Da~, EquJpmont Supply Corp. 
Muscle Shoals, i\ L 36661 

Ft. Smith, AR 72900 8315 Fh~AtOno Blvd. 
(707) ?.52·6281 Visions - 64 

2nd & 4Ul Tues . of month 
2nd Tues. or month Downoy, CA 0024 l Saanmonto Commodore Users P 0 . !lox 26638 

Ooo Taylo, 
Joo Raglldolo 2nd Tuesday 01 monu, Oroup Sanl'ro ncisoo. CA 94126 

Tiger Byte 
PlCClub (213) 932·9361 8120 Sundonco Dr D<IVld lAo 

c/o Tho Computer Ster& 
c/o Hat!teld Public Schoola SouthOin C4hloinu, PET Users O.•ngovllll!, CA 95662 VIC-Club 

Midway Pla28 Robyn Crovos 
Opellka , AL 36801 Box 130 Group (916) 969·2028 

1603A Dolores 

1st & 3rd Wed of month Hame!d, AR 71945 c/o Da1a ~;qurpment SUpply Corp San Francsco. CA 9'1110 

Jack Parsons Bob Reed 8315 Puost0no Blvd C-&vV!C 20 Users Group ages 10 to 16 preren ed 

(SOI ) 389-6164 Downey, CA 90241 Pasadena C11y College CoUn Johnston 
CC&Me 

River City Commodore Club F'irs1 Tl1esdoy or month C,cadlnn Room 20/64 Users Group 
P.O Box 324 (213) 923·9361 Pasadonn. CA P.O. Box 18473 
Pinson. AL 35126 PO . Box 4298 7p,m. 1st & 3rd Thursdays 

North LitUo Rock, Al172110 Son Jose. CA 95158 
DID Frooman 

Oary Smhl1 
S1Xty Fou,um Chuck CyphQr l t:t Sunday 

(205) 854·0650 P.0 Box 16098 (7M) b93·4880 Don CrociolL 
1734 S Aunoro Avo Aiknnsas RJVor Voll"Y Commoctoro Fresno. CA 03765 SIO (Spoclru ln~l!St Group) 
Whistler. AL 36612 U$CIS John Oomuino 113~ Coconct Avo 

l,QOJKS Commoctoro Cornput.or 

Wilham Auuy '101 S Arlington Dr VIC 20 Soltwaro Exchange Club Puaderu, . CA 91107 
Club 

(205) 452·97',0 Ru$$cllvtllo. AA 72801 10530 Sky Ctrc!e Onan R IOou 
c/o Christ Presbytenan Church 

Bob lhazool 620 Del Ganado Rd 

ALASKA (501) 967-1868 
Orass Valley. CA 95945 Commodole 0,,ners of Petalumo San Rafaol. CA 94900 
Daniel Upton (COOP) 2nd Wed. of month @ 7 

Alaska 84 Computer Club The Stloam Commodore Computer The D,amond Bar R.O.P. Users 877 Grant Ave. Elmer Johnson 
c/o Uno 49 Management Club Oroup Pe1alumo, CA 94952 (415) 479-0<!26 
P.O. Box 6043 P.O. Box 88 2644 Amolgodo 4th Woct.@ Lo Taroora School 
Anchornga. AK 99502 Siloam Sprmgs, AR 72701 Hacienda ll gwi .. CA 91745 Davo Suoud 

Morin Commodore Computor Club 

First Clty Utcro Oroup Kon Emanuolson Don Mclntooll (707) 762·8398 
6?.0 Dill Oonodo Rd 

P.0 Box 6692 (501) 524-5624 (213) 333.2545 
Son 11olool. CA 

Pomona Volley VIC Users o,oup 2nd W(ld of month 7 
Kerchtkan. AK 99901 CALIFORNIA C·&I w~ Orengo County Use,s 1'101 W 9th (416) 479-0<12:6 
J4mos !Janos 

CA Area Commodoro Tonnlnal Group Pomona, CA 91766 
(907) 225-5695 South &y Commodoro 6'I Users 

Use,s Socmy P.0 Box 1457 111 & :trd Wed of month 7pm Oroop 
COMPOOH·T C.A.CTU .S Huntington Booch, CA 92647 Mark Joerger P.O. Box 3193 
c/o Box 118 P.O Box 1277 2nd & 4th Tuos of month (714) 620-8889 San Ymdro, CA 95073 
Old Harbor. AK 99643 Alta Loma. CA 91701 Philip Putm11n 
(907) 286-2213 Dartell Hall (714) 842-4484 Commodore Users Group of SBCUO 

Rlvcrcldo (CUOR) 452:l Via Vistosa 
ARIZONA Humboldt Com,nodor9 Croup SPHfNX P.O. Dox 8748 SnnLO Barbata, CA 93110 
Arizona VIC & 64 uoo,s c/o R. Tumor 'JIJ7 Arlingwr, Avu Rivcroldo. CA 92515 WolL01 Hnusz 
904 W Marlboro Ch clo P.O. Box 570 KonsinQton, CA 94707 2nd & 4th n,urs @ night (80&) 967•3fm 

Chendler. AZ 85224 ArcaLO. CA 05521 BW MocCrockon Ken Brown 
R Turner (415) 627·9286 (lM) 689• 1462 

Tho Commodore Connoctlon 
Tom Monson ?.301 Ml8S1on S~ 
(602) 963·61~9 VIC 20 Softwaiu Exchange Antetope Volloy Commodoro Uoors Jwupa W1za:d.s Santa C.'nlz, CA 95060 
Cenual Amona PET People 7660 W8$tem Avo Group 8700 Oalana St Bud Massey 
842 w Calle de! Norte Buena Park. CA 9062!) POB.Y,36 Rwerelde. CA 92509 (<l08) 425-8054 

Chandler , AZ 85224 Vmcen, Beltz Lancasw,. CA 93539 Wnttor J Scott Commodore Users Croup 
Roy Schaher The Valley Computer Club 

1st Saturday 781-1731 4237 Plumeria Ct. James Hano, 
(602) 899-3622 2006 Magnolia Blvd. (805) 942-2626 Southern California Edison Santa Maria, CA 93455 

Cnnyon Do ChoUy-Four Corners Burbank. CA 91006 Commoctoro Club Oilbert Vela 
Uso!1lGroup 1st Wad 7 pm . PALS (Pel.!! /\ round Livermoro P.O. Box 800 (606) 937-4174 
c/o Calumet Consu!Ung Society) 
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USER liROUPS Jacksonvt!lo. Ft. 3221'.)8 S1 Pctorsburo, Ft. 33709 O:ongtMlle. ID 83530 
2nd & 4th Tues ol month Joo Spotaloro Don K""'1nge, 
David PhWlps (8 13) 541-1185 Eagle Rock Commodore Users (904) 76•1-5457 Commodore Users Croup Oroup 

Commodore 64 West Compute r Commodore Uoors Oroup or Jacksonville Area PET Society 545 E. Park Ave. 9CO S. Emerson 
Club Suat!o1d 401 Monumont Rd 11177 Apl #2 !ctaho Falls, ID 83401 
2917 Colorado Avo. P.O. Box 1213 JackSonvlUo. FL 32211 TnUnhMsee. FL 32301 Noncy J Picker 
Santa Monica, CA 90401 Suotlord. CT 06497 VlC/64 HoortJMd Uaero Oroup Jim Neill C<1mmod0<0 use,s Croup 
DonCnmpbeD Dan Kom·Eldna 1220 Banow Rd 123 ~) 224-6286 310 Emmakl Dr 
(213) 828·9308 (203) 377-8373 Llll<oland Ft. 33801 Broward Commodore Utero 01oup Kollogg, 10 8:l837 
Santa Rosa Commodore 64 Uama Cepttol Reoion Commodore 4tl1 Wed ol monL, At PRC 13 Spinning Whool Lane Omni Bcwlck 
Croup CompUtar Club Tom Koough Tam4roc, Ft. 33319 (208) 78,;-8751 
333 F.ast Robles A vo 57CanerDr (813)666-2132 LewlS Horn Pocotollo Commodore Use,s Croup 
Santa Rosa, CA 95407 Tolland, CT 06084 South Tompa Commodore 64 Users (305) 726-4390 1250 e: Bonton 
meets once a month 2nd Mon . or montl1 @l 7 p.m. o,oup Tampa Boy Commodore Computer Pocntello. ID 8:l201 
Carry Palmer Prudonce Schifloy 736 F Second Dr. Club Rlchnrd Harker 
(707) 584·7009 VIC Uso1s Club Macdill AFD, FL 33621 10208 N. 30th St (208) 232-1607 
Swsun/FFNaca vWo Commodore 22 Tunxis Rd. Ronald S C!o,nont Tomp11, FL 33612 S R H S Compute r Club 
use,s o,oup Weot Horllo,d. CT 06107 6278 SW Mth St (813) 977.0077 c/o S<llmon Rlvar High School 
M 10 Poucun Wey F.dward 8"rUCU1w1kl Miami, FL 3314'1 Tompo Commoda<o Users Oroup Rl1JIJWI, ID 83519 
Sutsun City, CA 94585 Commodoro Useis Croup Richard Ptestlon P.O Bo• 8713 Barney Footer 
CharlesD Alcul.i Wethersheld H;gh School 64 Educotors Us.tts Orcup South Tompe. FL 33674 U O L I ·Use, Orcu?$ of Lowl'l (707) 426·2077 411 Wolcott lbll Rd FOLRS-South (813) 237·2100 Idaho 
Commodore Interest Assocllltlon Wethers6e !d, CT06109 9220 s w. 62nd Terrac,e South Florida PET Users Oroup R14 
c/o Computer Data Daniel O Spanoas Miami, FL 33165 7170$ .W lllhS t. Rupert. ID 83350 
14660 La Paz Dr. 

DELAWARE 
Dr. Eydio Sloane Wos! Hollywood. FL 33023 Sean Brixey 

Victomlle . CA 923\12 (305) 271•3501 Dave Young 
Mn1k Finley n,e Diamond Suito Usors Croup Mioml20/G1 (306) 987·6982 ILLINOIS 

Day Area Homo Compute, Assa . Box892 12911 S.W. 49th St Cornrnodozo Connoct1on Commodoro G4 Usors Club 
1332Pme St Felton, DE 19943 Miami, FL 33175 PO Oox 6684 104 SUBi\n Lnne 
Walnut Ctook. CA 94698 Michael Bullo, (305) 226· 1185 W08t Palm Booch. FL 33405 CNlllMllo, IL 62918 
Cl1l!Dowmna (302) 284·4495 

l'IITI and l'1lands Doyne HoreUty 
(415)932·5147 Newaik Comrnodaro Ueote Oioup 129 NE 44th St 

GEORGIA (618) 98!'>•4710 

Walnut Cieek PET Usc,r, Club (NCIJO) Miami, Ft. 33137 Albany Commodo,e AmaUlUr Ch.unp,ugn·Urbano Co:nmoclo10 
1815 Ygnacio Valloy Rd 210Durso Dt Richmd Plu,nme, ComputerlSt Use:sO,oup 
Walnut Cieek, CA 94596 Newark. DE 19711 

Tho Ulumate 6'l llxpenance 
P.O. Dox 5161 2006 Ciescent Dr. 

once a month @ Newark H.S lllbllny. OA 31706 Champ1ugn, IL 61821 
COLORADO Bob Black 5710 s. w 56th Torroce David Vin StA3vo00St 

(302) 737 -4686 M1nml, FL 33143 
AUo.nta 64 Usors Croup (217) 352-9681 Commodore Usors Gcoup Sandy Cuoto 

Box 377 Brandywlnu Usorn Clroup 
Lokoland VIC 20 Use,s Orouv P.0 Box 6322 2731 N Milwaukee Ave. 

Aspen , CO 81612 PO. Box 10943 AUonUI ClA 30307 Chlcogo. IL 60647 
lot Monday In tho ovonlno• Wilmington, DE 19850 2460 Shody Ac10• Dr PhllJ Auuey ShoUy Wo,nikoff 
Rny Brooks Rick JoondoU Mulboiry, FL 33860 

VIC-uma Ctucago Commodoro 64 uoor, & 
(300) 925-5604 (302) 362·6162 &1 Educaioro U8"11 01oup Nollh P O Box '167052 Exchllng6 Club 
Awora Market U1<11s 01oup 16330 NE 2nd Avo Allan\O OA 30346 P O Booe 14233 DISTRICT OF COLUMBIA North MJAm1 Booch, Ft. 33162 c/o Compute, Market Place 

Roben 1'1gu0\'00 Enc Elll9on CluellgO. lL 60614 
15200 E 6th Ave USOCompUt& Club (~) 922·7088 Jun Robinson 
Awora. CO 800!2 USO Outreach Cen1e, (305) 944-5548 

VlC Educatois Users Group Commodcre SIO Cache 
Roger Oberdier '2f:f1Beye1 Rd. Commodo,o 64N1C 20 Use, Group Chmokoo County Schools Box C-176 
(303) 367-0901 Washmgton. DC 20332 Maitln Modotta ~orospace 110 Acadomy St, 3?.J S. Frnnkhn 
Colo,ado Springs Comput01 

Steven Ouentl,01 PO [lox 6637 Camo n, OA 30 1 M Ch1cogo, IL 60606 
Socloty (CSCS) FLORIDA Orlando, FL 32656 Dr Al t;vnno 310 Sun. or month I tarn·lpm 
Cua. 5938·11 Drnndon Cornmodoro Users Croup 

Mt. l::rul l~omon (305) 
Ooldon laloo Commodore Use,s If orb Swonoon 

Colo1odo Springs, CO 80913 414 E Lumsden Rd 362·3252/2200 
Club (312) 686-099<! 

MICMOI Brazonl!I Brandon. FL 33511 VIC UIMlrt Clu.b Bldg 68 McHonry County Commodore Club 
(303) 576-4219 Drandon Users o,oup 

4071 Edgewater Or. Olynco. OA 31524 2Z'I East Term Cotta Ave 
Colorado Commodore Compute! 108 Anglewood Or Ollando. PL 3280'I Rlchll1d L Young Crystal Lake, IL 60014 
Club Brandon. Ft. 33511 

Ray'Tlugpen 
Commodo1e Club ol Agusu, 2nd Sat at c. Lake Ambutnl 

2187 S. Go!den C'. Paul Daugherty Sunooast 64s 929 N w.ncr .... Wick Or. JolmKotlru.s 
Denve,, CO 80227 (813) 685-5138 c/o Little Ptorooso, Book Center 01ovoiown. OA 30813 (81S) 455-3942 
Jnck Moss at 986-0671 

Clearwote1 Commodoie Club 
2395 US . 19 Nortl1 David Dumns PAP\JO. Peo1ia Alea PET uso,s 

VlCKIMPET Uoo,s Group 1532 Ulmen St. 
Palm ll n1bo1, FL 33563 

Atlonto Commodoro 64 Users Oroup 
4 Wenn g Lano Cleaiwoto,. Ft. 33516 

Cuitls Mlllo, 
Group 0 Apple T1w Lano 

UtWeton. CO 80121 Oo,yOould 
(OlJ) 705· 1006 

1767 lliO Vlliloy Lone Enst Poorlo, ll, 61611 
Louis Roehrs (813) 442-0770 Bay Commodoio Usors o,oup Stono Mountoln, OA 30083 2nd ~·,1 or month 

V,cdore Ueers O,oup El Shllt OJI 
c/o Oulf Coast Computer E:xchango Ron U.O.kl MIIXToylor 

326Eme,y0r PO . Box 548 
241 N Tynd4IJ Pl<wy (404) 981-4263 (309) 673-6635 

Longmont. CO 80501 Cocoa . Ft. 32922 
Panama C11y, PL 32401 COMCOE (Commodore Club o! 
Rlclwd Scofield HAWAII Evanston) Wayne Sundstrom Sat.mommgs/evel)"lto6weel<s 

(303) 712·2821 Mike Sehnoke 
(904) 785-SM I Commodore Users Group of 21()8 Sherman Ave. 
The Commodore Advontago Honolulu E:vonslOn. IL 60201 

CONNECTICUT Valusla Ct . Commoda<o Program P.O. Box 18490 c/oPSH Jim Salsbury 
Fairfield County Commodoro Usms Exchango Ponsocoln, FL 32523 824 Dnnm•tor St fox Valley PET Use,s o,oup 
Oroup 1612 Reynolds Rd. 2nd Fnduy of month llonolulu, 111 833 Willow St . 
P.O Box 212 DeLeon Springs, FL 32028 Ooonnn Owono MEE:TS 01 Knllho L1bror Loku ln lhu HW::. IL 60102 
Dnnbury, C1' 06810 ruck Stldhnm (904) 400·665'1 31d Fil.every month 11,1 D;1Knoer 
Lin& Re1101 Rom Rom84 Charlo110 County Commodore Club (808) 848·2088 (312) 668·7321 
The Commodo.e £as\ Ueera Oroup 1620 Morning Dow Lono 

(CCCC) Commodo<o Users Oioup o! The C·&l Usets 0 1oup 
165 9 S. B1Gelow Rd Englewood, FL 33533 

f:ll1 N Elhco11 CUcl<! Honolulu PO Box4&;64 
Hampron, CT06247 Nancy Kenneally Port Challoue. FL 33952 1626 Wlld~1 #701 Lulcolnwood. lL 60646 
(203) 455-0108 (813) 474.9450 

LooTruax HOfl<llulu. Hl 96822 
0< coll DaneD(312) 588-0334 

er Computer Society Oames..-lllo Commodo1e Use,s (813) 625-1277 Jay Ct\tvin (808) !>4'1·9380 David Tamkin 
180 Bloomfield Avo. Croup Sllnlbel Commodo1e Usets Group (808) 648·2.088 (312) 683-4629 
He1t!o1d. CT 06105 Santa Fo Community College (SCUO) 20/64 Hownli Thu Commodore 64 Users 01ou11 
last Sat. of month Gainesville, FI. 32602 1119 Pcnwmklo P.O. Oox 966 Sulto 100 
Horry HW Jomes E. Ill1dscD llox73 Kolluo, 111 96734 ~200 Commorce Coun 
(203) 233·3373 Ou!! Coast Compuwr Club Snnlbol, FI, 33967 Woo Oood[)MIAlr Wlllu, 11.60632 
Ski!! Lane Masons IJJland c/o S~ Petorsburg Times Blda Phil Bolongcr IDAHO Ous Pagnotta 
Mysuc, CT 06355 Hudson. FL 33567 (813) 472·3471 (312) 369-6525 
John F Gorbruino 2nd & 4th Tburlld.,ys Commodore Compute, Club 

64·9 U O (Boise Users Croup) 
847-5049 403 Thatche, s, Su1v1vo1S a( Sl.ltty·!ow Users Group 

(203) 536·9789 P.O. Dox 21138 Bo1SO. ID 83702 (SOSUO) 
New London County Commodore Sun Coast V!Cs S:. Petersbwg . Ft. 33742 Rick Ohnsman WESL lnsutUIAl 
Club P.O. Box 1042 Chuck Fochl<o (2()8) 384· 1423 Westem Dlinots Uruvers1ty 
Doolittle Road Indian Rocks Beach. Ft. 33535 (813) 522.2547 Macomb, IL 61455 
Presu,n, CT 06360 Mark Weddell Too Class of 64 

OHS Computer Club 
lat Wed & 3rd Tows . 

Dr Walter Doolitllo Commodoro Computer Club c/o Too Computer Corner 
c/o Orongovllle High School 

Mocoy ll McKee 837·6378 
P 0 . Box 9726 6208 • G6U1 St 

9109 DS1. 
(309) 298·2100 
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Mt, Vomon Commodore Usor$ Mnry O'Bnnbo, O....i Moines. IA 50316 USER liROUPS Group (MVCUO) (219) 988·4S36 Lauro Mille, (515) 287•1378 

P.O. Box 512 Cardinal Sales 01(515) 263-0963 

Mt Vernon. IL 62864 6225 Coffman Rd NeWl<ln Commodore Use,s Group 

Cenual llllnoi, PET User Group lndlanapohs . IN 462ll8 320 W 9!11 St. Atk·La·Tox Commodore 64 Club The 8oyds Connection 
635Maple Carol Wheeler Newton. IA 50208 5515 Flll!fu 21000 CIMksburg Rd. 
Mt Z!On, lL 62549 (317) 298.9650 1st Wed. of month Shreveport, LA 71108 Boyds. MO 20841 
Jim Oldfield PET/64 Users David Schmidt ovary otho1 Wed @ 6 Tom OeReggt 
(217) 864·6320 10136 E. 06th St (616) 792·0814 BIii Wnlkor (301) 420·3174 

PET VIC Club (PVC) lnd!anopollo, IN 48266 Slouxland Commodoto Club (318) 636·3611 Southoin MO Commodo,o Uae,o 
40 s Lincoln Jerry Brinson 2700 Sheridan S1. Commodoro Users Group ol Group 
Mundeloln. IL 00060 (317) 842•6353 SIOUX City, IA 6110<1 Octchlui 6llOO KillArnoy St. 
Paul Schnudt VIC Indy Club 1st & 3rd Monday of month PO Box 175 Cbnten. MD 20735 
Fax Val!ey 64 Users Group P.O. Box 115'13 Gruy Jobnson Swa!JC, LA 71281 ls< Tues . of month@ 7 
P.O. Box 29 lndianapotis, IN 46201 (712) 256·7903 Beckie Walker Tom Helmke 
No. Au,orn. ll. 60642 Fred lmhausen VIC 20 & C-64 User Group (318) 343-8041 (301) 868·6536 
1st Thurs. of month 7· 10p .m (317) 357-6906 421 W. 6th St FronJ<lln Po1lsh Computer Club ~lnrford CounLy Commodoro Usom 
Frank Christensen Commodore Uso,e Group Wn1.e1loo. IA 60702 <!13 Fair Avo. o,oup 
(312) 899•2770 1020 Mtchl{j•n Ave Ftededc k Volkor W1nnlsbo10, LA 71295 P.O. Box 209 
00 Lown Commodore US<!r. Logarupon. IN 469'l7 (319) 232·1062 JamcsO Mays Fallston MD 21047 
Oroup Mark Bernier KANSAS MAIN£ 

1st Moll(jjly ol month 
The Compuu,, Stc,e (219) 722.5205 

Walnut Valley Commodoro Use, Kim Loyd 
11004 S Cicero Avo The Nationol Science Clubs or Group 

COM·VICS (Commoclo1e/VlC (30 l) 879·3583 
Oak Lawn, II, 60453 Americs 1003 S. 2nd St. 

Users Group) Gaithersburg C-64 Users Group 
Bob Hughos Commodore Use.re Divis.ion Arkansas City. KS 67005 

RFO,ltl 12937 P1ckorlng Dr. 
(312) 499· 1300 P.O. Box 10621 Bob Morris 

Hebron, ME 04238 Germantown. MD 20874 
RAP 64/VlC Regional Asso or MeniJMlle. IN 46411 !St Wed. & 3rd ThUJs. 3rd Thurs@ G'bUJg Llbr91y 
Progmmmel8 Btlan Lepley 01.klll Brown Salt C1ty Commodoro Club Paul Lodge Russel Jruos!nskt 
10721 S Lamon PO Box 2644 (207) 966-3641 (301) 428-3328 
Oak Lown, IL 60463 

CHUO (Commodoro Haidware Hutchinson . KS 67601 So ME 64 Ute1SG1oup) WendoU Hinkson Jumpot0 2064• (Olen Burrue) 
Bob Huohet1 12104 Meadow Lano lOWllll<erSt 7837 B&A Dlvd 
Commodoro UGors Club Oaklandon. IN 46236 KJJnsas Commodorn Compuw , PorOond. ME 04102 Glon Durnlo, MO 21061 
1707 F.ast Mnln St. Ted PowoU Club F.d Mooro JumJ)()rn Moll 101 S. Bwch (207) 761· 1626 Olnoy, IL 02450 East Central Indiana VIC Use, Olathe, KS 60061 Wlllt Morholko 
David B Law!<!ss o,oup Paul B. Howard 

Compurnania (301) 768•1892 
VIC 20/64 Users Support Group Rural Rouw I 2 81 No:th SL HUG (Ha;emown Users Group) 
114 S Clark St Pcrtland, IN 47371 Commodcre Use,s Group Saco. ME 04072 23 Conventry Lane 
Pana, IL 62567 Stephen Erw\n 6050 S 183 St Wl!St RlchaJd L Nadeau HagerStOwn. MO 21740 Viola. KS 67149 (207) 282·7418 David R. T1uv!n National VIC 20 Program Exchange 1st & 3td Fri of month 
(217) 562·4568 102 Hickory Court 

Walter Lounsbery Northwoods Commodore Uso,s Jor..eph Rutkowski 
llllnoio Volloy Cornmodoro User• Po,unnd . IN 47371 Wichita Arno PET Ueors Group Oroup (JOI) 101,onu 
Group Stephen Erwin ?.231 Dullingo, 740 Muln St. Commodoro 04 Use,s Group 
2330 • 12th St (219) 726-4202 Wichita. KS 67204 Von Bwon . ME <>1795 11209 Tack How,e Court 
Peru. lL 61364 Ml'IZandle1 Diano Poller Pol.omoc. MD 206&l Flllten County Commodole UseJS (316) 839-0619 Brian Fosu,, 1705·3 Madtaon Your Commodo<e Users Oroup Joroo Montalvan 
(815) 223-6141 Rocr.e,ne,. IN 46976 KENTUCKY Box6 11 (301) 983·8199 
W!PUO 2nd Thws . o( month c · BUG · Commodore Bardstown Westb rook. ME 04092 Rocl<vllle VIC/64 Users Group 
Rt . 5 Jun Tyler User Group Mike Procise P.O. Box 9805 
Quincy. IL 6230 I (219) 223·4430 PO . Dox 165 (207) 854·4S79 Rockvillo. MD 20856 
Edwa,dM llllt Soymow Peekers Ba1dst0wn, KY 400()<1 MAR YLAND Tom Pounds 
(217) 666·3071 c/o D&L C•moro Shop Pntnck Kinloy Too Compucats· Commodoro (301) 231-7923 
ASWl'lID U,01 Group 108 N ChOIUIUt (502) 348-6380 

Comput.et Club Thu Montgomery Cl Comrnodoro 
200 S Century Seymour. IN 47274 Tho Bowling G,oon Commodore 680 W ll<!l l\lt Ave Computor Soc 
RantoUl, IL 61866 O.onls Pcu,re uw,s o ,oup AbcJrdocn. MD 21001 P 0 . Oox 6444 
Brant Andoroon Northern lndfMa Commodore Rouu, 11 Betty Jane Schueler S~ver Springs. MO 20906 
(2111993.15n Enthus,runa Bowling Green. KY 42101 (301) 272·04 72 Me,ylo Pounds 
Rockford Atea PET Users Group 927 S. 26th St. Alex Fitzpatn ck 

VICllquo (Linthicum Holghu,) (301) 046· 1664 
1608 Benton SL South Bond. IN 46615 (502) 781·9099 105A Condwt SL Edison Commodoie Users Group 
Rocklord. IL 61107 EncT. Bean Glasgow Commodore Users Group Annapolis . MD 21401 43M Oxfo1d Dr 
Splingfleld Alea VIC B:rlthusiasa Weste,n lndlano Commodore PO . Box 15'1 MITAG .S Suuland, MD 2Cl746 
(S.AVE ) Use1sGroup Glasgow. KY 42141 Par Foley Navnl R.,_rcb Laboratory 
P O Box 2961 9 12 South Brown Ave Stove England (301) 263·8568 Brll l'oley 
Springfield, 11. 62708 Torre Hauto . IN 47903 VIC Connection •Commodo10 Users Oroup or (301) 423-7 165 
l •t Tuosdny of molllh Oonnla Grnhnrn 1010s. Elm Annapolis MASSACHUSETTS M!l<oStOUl (812) 23H,099 Handerson. KY 42420 P.O Box 9726 
(217) 522•2700 Commodoro Own@rs 01 Lorayouo Jim Kump Arnold, MD 21012 n, o Booton Compute, Society 
Spr1ng1teld PET Use1s Group (COOLI) l<>ulSVille Users of Commodo<e KY Too Soltwa,e Co Tiuoo Contor Pia" 
(SPUG) 20 Patrick Lano (LUCKY) (301) 974-4549 Boston MA 02108 
3116 Concord West Lo!ayett.e. IN 47906 PO . Bax 22244 Bay-Cug • Bahlmo,e Aroo MaJy E McCann 
Sprlngtield. IL 62704 Ross lndeltcato Louisv!lle, KY 40222 Commodore Users (617) 367·8080 
3rd F'n each momh 7pm (317) 743·3410 2nd Tues. or month 4605 Vogt Ave. VIC lnt.errnce Club 
Bifi Eardley IOWA (502) 425·2847 Bolttmore. MD 21206 48 Von CIIII Ave. 
(217) 753-0600 

Co!llmodoro Ucor, Group LOUISIANA 
Michno! M. Broumborg Stockton. MA 02401 

Too Knnltak,-o H~cksrs 114 8th St (301) 325·2166 BernlQ Roblchnud 
RRtl'I Ames, IA 50010 6'1·Club New• Blue TUSK Thu CU, oor Club 
St Anno. IL 60964 5200 Corporate Blvd 700 Bott Joppa Rd '.42 Mulpuf Rd 
Rich Wmerman Comn10•Hawk Commodo,e Uoo,s Baton Rcugo. LA 70808 &ltltno,e . MD 2120-l Lunonburo. MA 01462 
(815) 903.4407 Group Tom Parsons Jim Hnulf John P.O. Box 2724 (SQ.1) 925·5670 (617) 582·4066 INDIANA Cedar Rapids, IA 52406 Hour.a of Commodore 

VIC/64 Users Oroup Vern Rotert 
Commodore 64 Useto Ornup 8835 Saty1 Hill Rd. Eastern Mnssachusetts VIC Users 
P.O. Box 1422 Baltimore. MD 21234 Oroup c/o Delco Remy Dlv. General Ouad City Commodore Compute r Baton Rouge. LA 70821 Ernost J . l'ische, 7 Flagg Rd Moters Club 3rd Tues of month Morlbo10. MA 02173 2401 Cdumbua Ave PO . Box 399<1 Hfchnrd Hood Leno Wnes Compute, Club 

Andert0n. IN 400M Devenport, IA 62908 323 N Chnlles St. frank Ordway 

3td Wod or Thurs ol monlll 3rd Tueo or monrh Commodore PET UrMra Group (C· &l11m0<0. MD 21201 VIC Ull<trt Group 
Richard Cllhon Miko Hooper PUG) O@no Noll c/o Dono Hollmon·Sholar 
(317) 378·3016 (319) 242· MOO 616 N Nl.lgra Cuclu 

Wootingh ouee Owl Comrnodoro Noodh•m . MA 02192 
Gunna . LA 70053 

Commodoro Computer Club Crowford Coumy Commodore 2nd SnL of month At 4p m. Uaor Group Oorkahh o Homo r0< L!ttlo PET 
3814 Tena Tineo Useis Oroup St.en Pape Atln USCHII 

Evan.Milo, IN 4nll 519N . 19th St (504) 394-4928 P.O Box 1693 401 Pomeroy Avo. 
Jahn Patnck Denison, IA 51442 

NOVA 
Balwno, e. MD 21203 Pittsfield. MA 01201 

(81214n.(fl39 Kenneth Haydon Tim Awcier 
917 Gordon St. Asaoc of Personal Computer Users 

Compu1er Workshop VIC 20/64 (712) :zsa.6274 
Now Orleans. LA 70117 5014 Rodman Rd. Berk:shue PET t..owrs CBM Ur:ers 

Club Commodore Computer Use, s Kcnnet11 McOruder Bethesda . MD 20016 a ,oup 
282S 600 W Group of Iowa (504) 948-7643 VIC & 64 Users Group Toconlo !llgh 
Hob,on, !N 46:H 1 Box 3140 l'lttoflold, MA 01201 
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USER GROUPS 
Commodo,e 64 Users Group ol The 
Berl<shtt es 
184 Highland Ave 
Pittsfleld, MA 01201 
Ed Ruclnslo 
Cape Cod 04 Usorn Group 
368 FOrrllllt Rd 
S. Y &mouth, MA 02664 
(ln MA Cftll)),(800) 352·7787 
Jun Clooe 
1·(000) 225-7136 

Commodoro Users Club 
Stoughton High School 
Stoughton, MA 02072 
Mike Lonnon 

MIISIJJ)<ll Commodo,e Users Oroup 
P.O Box 283 
Taunton. MA 02780 
Harry Flaxman 

CUOolMA 
1132 N. Ridge Rd. 
Westfield, MA 01085 
Paul & Jenny 
(413) 568-2228 

Pioneer Valley VlC/&l Club 
34 Bai,,s St 
Westlicld, MA 01085 
3rd n,ur s ol month 
Mruvin Volo 
(413) 562· 1027 

EM 20/64 Usors Group 
36 Buckman SL 
Wobum. MA OHIO! 
John Chaplain 

Commodoro Users Group 
c/o Best Business Eqwpment 
269 Lincoln St. 
Worcootor, MA 01605 

MICHIOAN 

Ann Albor Commodore Users 
G:oup 
Ann Arbor. Ml 48103 
3rd Tues. 7 
An Shaw 
(313) 994-4751 

VlC Users Club 
Umve:s11y ol Mlclugan 
School ol Public Heelth 
Ann Albor. Ml 48109 
John Gannon 
South Compuwr Club 
South Jr. High School 
45201 Owen 
Bellovillo. Ml 48111 
Rooald Ruppert 

Commodore Users Group 
c/o !'arnUy Computer 
3947 W 12 Mtlo Rd. 
Barkley, Ml 48072 

DEBUG 
P.O. Box 196 
Berrien Springs, Ml 49103 
last Thwsday ol month 
Herbert Edward 
(616) 471-1882 

Mld·Mlchlgon Commodore Club 
Claro, Ml 
3rd Mon. 7pm @ Clrue H.S 
VltgllOmhom 
(517) 386·3429 
14361 Woxwlck St 
Deuo>t, Ml 48223 
Dev1d Llem 

Commodore Users Group 
20231 Westmoreland 
Detroit, Ml 48219 
AISouthom II 
(313) 536-4549 

Michigan '• Commodore 64 Uoors 
Oroup {MCUO) 
P.0 Box 639 
E. Detroit, Ml 48021 
William o. Ompotr 
(313) 773-6302 
Michlgen's Commodore 64 Users 
Croup 
P.O. Box639 
East Detroit, Ml 40021 
(313) n2-6J02 
Commodoro Users Oroup 
c/o Eoton 11oplds Modicol Clinic 
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101 Sploemlle Hwy. 
Eaton Rapids. Ml 48827 
Alben Melnl<.e 
Edwardsburo COmmodore Users 
Group (ECUO) 
cto Pr8Sbyt-0don Church 
124 S. Llll<e St 
Edwardsburg , Ml 49112 
3rd Thwsday ci month 
Doug Stringfellow 
(616) 663-2792 

South East Michigan PET Users 
Group 
Box 214 
Farmington, Ml 48024 
Norm Elsonooro 
Jackson Cornmod<xo Comput.et 
Club 
201 S. Gnnnell St 
Jackson , Ml 49203 
last Thur. ol mo~th 7 
Allred Bruey 

VIC !or Business 
6027 Orchrud Ct 
Lansing . Ml 48910 
Miko MruotUI 

Sbpped Diak 
31044 John n 
MadillOn Holgh\$, Ml 48071 
(313) 583·9803 

SMCUO 
1002 Pfau St 
Manl<ato. Ml 66001 
Dean Otto 
(507) 625-6942 

COMP 
486 Mlchlgon Ava 
Mruysvillo. Ml 48040 
M Oouthlor 
(313) 36'1·6004 

Commodoro Computer Club 
to 106 Eastman Rd 
Midland, Ml 48640 
John Walley 
(517) 835-5130 

SEM 64 
25015 Five MUo #3 
Radford, Ml 48Zl9 
OaryGroeller 
(313) 537-4163 

20050 Wmchochester 
Southfield, Ml 48076 
Steve Lopsetz 363· 1130 or 
(313) 354-7224 

VlC 
8439Aibs Rd 
Uruon Lake. Ml 48085 
BenSeanng 
363-8539 
Commodoro UGor Club 
32303 Columbus Dr. 
Wruren, Ml 48003 
Rebert Steinbrochor 

DAB CompuU!I Club 
P.O. Box 542 
Water.rbet, Ml ~0098 
Dennis BwUngharn 
(616) 463-5457 

Wast Michigan Commodores 
c/o R Taber 
1952 Cl<,veland Avo 
Wyoming, Ml 49009 
GeneTrllBII 
(616) 458-9724 

MINNESOTA 

MUPET (Mlnnoscta Usors of PET) 
P.O. Box 179 
Annandalo . MN 56302 
Jon T. Minerich 

Bnunord Aleo Commodore U"1l1S 
Group 
1219 S.E. 11th St 
Brainerd, MN 66401 
1st TI,urn 6pm & 3rd Sat. 10am 
Norm S<lovedro 
(218l 829·0806 
Lake Super1or Commodore 
1936 Lawn St 
Duluth. MN 56812 
Peter Roufs 
(218) 728-322/l 

Heartland Aroo 

Computer Coopornllvo 
Route 4 
Litde Falls, MN 56346 
Robert Walz 
(612) 632-5511 

Twin Ctuos Commodote Com))<1t.e, 
Club 
6623 Ives Lone 
Maple Grove. MN 66369 
Rollie Schmidt 
(612) 424-2425 
q,.,b 64 
256 · 16th St. 
(Xyar.onna. MN 56060 
Stephen Knudsen 
(507) 451-0128 

MISSISSIPPI 

Commodo,e Compur.er Club 
SOUthern Station Box 10076 
Hatuesbutg , MS 38401 
Andrew Holder 
(601) 268-7585 

Commodore Biloxl Users Oroup 
c/o Universal Computer Services 
3002 Hwy. 90 East 
Ocean Springs, MS 39564 
John Lassen 
(601)875-1173 

MJSSOURI 

VlC IN!'ONET 
P.O. Box 1009 
Oronson. MO 65610 
Jory Sherman 
(417) 334,6099 

Mid ·Missou:1 Commodore Club 
780 East Park Lane 
Columbia. MO 65201 
Jim Whitacre 
(314) 474-2868 

Commodoro Usors Club ol the 
Oznrks 
211 N. Aurora 
Eldon. MO 66026 
Morris Wtlllams 
(3 14) 392-4248 

MOARJ( Commodoro Users Group 
P.O. Box 504 
Golden, MO 65668 
Marshall Tutnor 
(417l 271-3293 

Worth County PET U"1lra Croup 
Onmt Crty. MO 
Dovid Hardy 
(816) 564·3551 

Joplin Commodore Computers 
UsernG roup 
422 S. Florida Ave 
Joplin. MO 64801 
R.O. Connely 

KCPUG 
6214 Blue Ridgo Blvd 
K4n945 City, MO 64133 
Rick Wost 
(816) 356·2382 

Commodore P.A C 
Horac:;1 Mann Room 202 
Maryville. MO 64468 
Pamoa Lucido 
(816) 582-4498 

Cleruwater Club 
Cloorwater School 
Star Routo 
Piedmont, MO 63957 
C<ltolyn Polk 

Co.'Omodoro User• Oroup of 
Spnngfleld 
Box 607 HJS 
Springfield, MO 65801 
Ketth Masavage 
(417) 831 ·6403 
The Commodorn UfW;trs Oroup of St 
Lou\$ 
Box6653 
St Louis , MO 63125 
Don Weidman 
(314) 968-4409 

MONTANA 

l'<lwder Rivor Computer Club 
Pov,'der River County High School 
Broadus. MT 59317 
Jun Sampson 

Commodore Usc,1 Club 
1109 West Broodwoy 
Dutto. MT 59701 
Miko McCarthy 

HlliH SCORES 
Jump into our on-going competition (for Commodore­
manufactured games only). In order to have your 
high score published. you must send in a photo of the 
winning screen showing the score. Ma~e sure your 
name and address are on the back of the photo. If 
your score ls high. we'll run your name and score 
as soon as we can get it in. Be patient. We work far 
ahead putting an issue together, so it might take a 
while for your score to show up. Please note that 
we've retired several old games. since we stopped 
getting new scores for them. 

VIC 20 Games 
CLOWNS 

Jon Kirkbride. Jr .. Cedars, PA 111,560 

COSMIC CRUNCHER 
Kevin Gainu, Bortluville. OK 998 .200 

CORF 
Chad McCubblns. Coatesvllle, IN 998,910 

JUPITER LANDER 
Christopher Champlain, St. Petmburg. FL 207,400 

MOLE ATTACK 
Ryan Phillips. Montpelier. VT 427 

MONEY WARS 
Kevin Thompson, Mishawako, IN 87,100 

OMEGA RACE 
Jim NelJon. S. Elgin. IL 1,502 .300 (5 ships) 

RADAR RAT RACE 
Allen Barber, BeUast, NY 226,040 

RAID ON FORT KNOX 
John H. Kohler, Daly City. CA 15,262 

SEA WOLF 
Alieia Konda!Jld, Toledo. OH 29,500 

Commodore 64 Games 
AVENGER 

Britt Feldhaus. Edlna, MN 

CLOWNS 
Carlo H.eiland. S. Pasadena, CA 

JACK ATTACK 

KICKMAN 
Allen Downey. W. Roxbury, MA 

, LEMANS 
Kim Moser. New York. NY 

OMEGA RACE 

67,370 

94.180 

833 , 400 

339,840 

Jonathan Wells. Watertown. CT 692,950 (5 ships) 

SEA WOLF 
W. Raymond Feoth. Santa Barbara. CA 76,500 

STAR RANGER 

STARPOST 
Justin Taylan. Hyde Park, NY 

WIZARD OF WOR 
Mark Wells. Bismarck, ND 

999,800 

594 ,300 

U your score didn't set a record thil time. keep playing! 
Maybe you'll topple these champion gamesters next time! 

C 
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HOW TO EDTER PROliRAfflS in Power/Play 
Th e programs which appear in this 
magazine have been run, tested and 
checked for bugs and errors. After a 
program is tested, it is printed on a 
lett er quality printer with some 
formatting changes . This listing is 
then photographed directly and 
printed in the magazine. Using this 
method ensures the most error -free 
program listings possible . 

Whenever you see a word inside 
brackets , such as !DOWN). the word 
repr esents a keystroke or series of 
keystrokes on the keyboard . The word 
IDOWNI would be entered by press­
ing the cursor -down key. If multiple 

vice-versa . Check for semicolons and 
colons reversed and extra or missing 
parenth esis. All of these things will 
cause a syntax error. 

There is only one time a syntax er­
ror will tell you the 'wrong ' line to look 
at. If the line the syntax error refers to 
has a function call (i.e., FN A(3)), the 
syntax error may be in the line that 
defines the function , rather than the 
line named in the error message . Look 
for a line near the beginning of the 
program (usually) that has DEF FN 
A(X) in it with an equation following 
it. Look for a typo in the equation part 
of this definition. 

for missing commas or other typos . 
If the variable is not coming from 

data statements , then the problem 
will be a little harder to find. Check 
each line that contains the variable 
for typing mistakes . 

OUT OF DATA ERROR 

keystrokes are required, the number ILLEGAL QUANTITY ERROR 
will directly follow the word . For ex-

This error message is always re­
lated to the data statements in a pro­
gram . If this error occurs, it means 
that the program has run out of data 
items before ,it was supposed to. It is 
usually caused by a problem or typo 
in the data statements. Check first to 
see if you have left out a whole line of 
data . Next, check for missing com­
mas between numbers . Reading data 
from a page of a magazine can be a 
strain on the brain, so use a ruler or a 
piece of paper or anything else to help 
you keep track of where you are as 
you enter the data. 

ample, IDOWN41 would mean to press 
the cursor-down key four t imes. If 
ther e are multiple words within one 
set of brackets, enter the keystrokes 
directly after one another. For exam­
ple, IDOWN,RIGHT21 would mean to 
press the cursor -down key once and 
then the cursor-right key twice . 

In addition to these graphic sym­
bols, the keyboard graphics are all 
rapresented by a word and a letter. 
The word is eith er SHFT or CMD and 
represents the SHIIT key or the Com­
modor e key. Th e lett er is one of the 
letters on the keyboard . The combina ­
tion [SHFT El would be entered by 
holding down th e SHIFT key and 
pressing the E. A number following 
the letter tells you how many times to 
type the letter. For example, !SHIT 
A4,CMD B3) would mean to hold the 

This is another common error mes­
sage. This can also be caused by a 
typing error, but it is a little harder to 
find . Once again, list the line number 
that the error message ref ers to. 
There is probably a poke statement 
on this line. If there is, then the error 
is referring to what is trying to be 
poked . A number must be in the 
rang e of zero to 255 to be poke-able . 
For example, the statement POKE 
1024,260 would produce an illegal 
quantity error because 260 is greater 
than 255. 

Most often, the value being poked 
is a variable (A,X ... ). This error is tell ­
ing you that this variable is out of 
range . If the variable is being read 
from data statements, the n the prob­
lem is somewhere in the data state­
ments . Check the data statements 

OTHER PROBLEMS 
It is important to remember that 

the 64 and the PET/CBM ·computers 
will only accept a line up to 80 charac ­
ters Jong. The VIC 20 will accept a 
line up to 88 characters long. Some­
times you will find a line in a program 
that runs over this number of charac ­
ters. This is not a mistake in the list ­
ing. Sometimes programmers get so 
carried away crunching programs 
that they use abbr eviated commands 
to get more than 80 (or 88) characters 
on one line . You can enter these lines 
by abbreviating the commands when 

SHIFT key and press the A four times. CHART OF SPECIAL CHARACTER COMMANDS 
then hold down the Commodore key 
and press the B three times. m "IHOMEI'' • UNSHIFTED CLR/ HOME cl "!PURPLE)" s CONTROL 5 ; "[Fil"= FI 

The following chart tells you the C "ICLEARl"=SHIFTEDCLRIHOME [J "IOREENl"=CONTROL6 ~ ''1!'21"=!'2 
keys to press for any word o~ words lj1 "IDOWNl"• CURSOROOWN C "IBLUEl"a CONTROL7 Cl "IFJJ"=F3 
insid e of brackets . Refer tO thlS chart 1.,1 a "!UP)" CURSOR UP II! "[YELLOW)" a CONTROL 6 ~ "IF41" • F4 
wh enever you aren't sure what keys • OW ~ 
to press . The little graphic next to the I] "IRIOHTJ" • CURSOR RIOHT "[ORANOE[" • COMMODORE l u ''IF6l". F6 

D ill "[BROWN)" • COMMODORE 2 ,J .. IF6)" • F6 keystrokes shows you what you will "lU:FTJ" • CURSOR LEFT 1.4 111 
h rn {VJ "IL REDI" • COMMODORE 3 Iii "IF7J" • F7 see on t e screen. • "fRVS1"•CONTROL9 w u 

! r.'I r. "[F81'' • F8 
SYNTAX ERROR "IRVOFFl"=CONTROLO ..:_. "lORAYll''=COMMODORE4 ~ 

ii B ~·.· "[POUND)" = ENGLISH 
Th . . b f h t mon ''[BLACK!" • CONTROL I "[ORAY2)" =COM1v!ODORE 5 1s 1s y ar t e mos corn 

error encountered while entering a (! "[WHITEl"• CONTROL 2 I) "[L. OREENJ" =COMMODORE 6 POUND 

Program . Usually (sorry folks) this ~ "lREDI" •CONTROL J C "IL BLUEi" • COMMODORE 1 ~ "ISHFT ·r = Pi SYMBOL 
t.2 n ff] "J T' • UP ARROW means that you have typed some- ~ ··tCYANl" • CONTROL4 k,i ··tORAY3)"•COMMODORE8 

thing incorrectly on the line the syn- GRAPHIC SYMBOLS WILL BE REPRESENTED AS EITHER THE LETTERS 
tax error refers to . If you get the SHFT (SHIFT) AND A KEY ("[SH FT Q,SHFT J,SHFT D,SHFT SI") OR THE 
message "?Syntax Error Break In Line LETTERS CMDR (COMMO DORE) AND A KEY ("[CM DR Q,CMDR 
270", type LIST 270 and press RE- G,COMDR Y,CMDR HI " ). IF A SYMBOL IS REPEATED, THE NUMBER OF 
TURN . This will list line 270 to the REPITlTlONS WILL BE DIRECTLY AFTER THE KEY AND BEFORE THE 
screen. Look for any non-obvious mis- COMMA ("[SPACE3,SHFT S4.CMDR M2)") . 
takes like a zero in place of an O or 
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HOW TO conro 
you enter the line. The abbreviations 
for BASIC commands are on pages 
133-134 of the VIC 20 user guide and 
130-131 of the Commodore 64 user 's 
guide. 

If you type a line that is longer than 
80 (or 88) characters , the comput er 
will act as if everytlung is ok, until 
you press RETURN. Then, a syntax 
error will be disp layed 

THE PROGRAM WON'T RUN!! 
This is the hard est of problems to 

resolve ; no error message is dis­
played , but the program just doesn 't 
run. This can be caused by many 
small mistakes typing a program in. 
First check that the program was 
writt en for the comput er you are 
us ing . Check to see if you have left 
out any lines of the program . Check 
each line of the program for typos or 
missing parts. Finally , press the 
RUN/STOP key while the program is 
'running ' . Write down the line the 
program broke at and cry to follow the 
program backward s from this point, 
looking for problems . 

IF ALL ELSE FAILS 
You've come to the end of your 

rope . You can't get the program to 
run and you can't find any errors in 
your typing. What do you do? As al­
ways, we suggest that you try a loca l 
user group for help . ln a group of even 
just a dozen memb ers, someon e is 
bound to have typed in the same pro­
gram. 

If you do get a working copy, be 
sure to compare it to your own ver­
sion so that you can learn from your 
errors and increa se you under stand ­
ing of programming . 

If you live in the country, don't 
have a local user group , or you simply 
can't get any help , write to us . If you 
do write to us , include the following 
information about the program you 
are having problems with : 

The name of the program 
The issue .of the magazine it was in 
The computer you are using 
Any error messag es and the line 

numbers 
Anything display ed on the screen 
A printout of your listing 

Send your questions to: 
Power/Play Magazine 

1200 Wilson Drive 
West Chester , PA 19380 
A TTN: Program Problem C 

How to Use the Magazine 
Entry Program 
T he Magazine Entry Program on 
page 127 is a machin e language pro­
gram that will assist you in ent ering 
the programs in this magazine cor­
rectly . It is for use with the Commo­
dore 64 only and was written by Mark 
Robin using the IEA Editor/ Assem ­
bler. Once the program is in place , it 
works its magic without you having 
to do anything else. The program will 
not let you enter a line if there is a 
typing mistake on it , and better yet, it 
identifies the kind of error for you. 

Getting Started 
Type in the Magazin e Entry Pro­

gram carefully and save it as you go 
along Gust in case) . Once the whole 
program is typed in, save it again on 
tape or disk. Now RUN the program. 
The word POKING will appear on the 
top of the screen with a number. The 
numb er will increm ent from 49152 up 
to 49541, and just lets you know tha t 
the program is running. If everything 
is ok, the program will finish running 
and tell you to type NEW. If there is a 
problem with the data statements , 
the program will tell you where to look 
to find the problem . 

Once the program has run . it is in 
memory ready to go. To activate the 
program, type SYS49152 and press 
RETURN. When the READY prompt is 
displayed , type TEST and press RE­
TURN. You are now ready to enter the 
programs from the magazine . 

Typing the Programs 
All th e program listi ngs in this 

magazine that are for the 64 have an 
apostrophe followed by four letters at 
the end of the line (i.e .. 'ACDF). The 
apostrophe and letters should be en­
tered along with the rest of the line. 
This is a checksum that the Magazine 
Entry Program uses . 

Enter the line and the letters at the 
end and then press RETURN, just as 
you normally would. 

If the line is entered correctly, a bell 
is sounded and the line is entered into 
the computer's memory (without the 
characters at the end) . 

If a mistake was made while enter ­
ing the line, a noise is sounded and 
an error message is displayed . Read 
the error message, then press any key 
to erase the message and correct 

the line . 
IMPORTANT 

lf the Magazine Ent ry Program sees 
a mistake on a line, it does not enter 
that line into memory . This makes it 
impossible to enter a line incorrectly. 

Error Messages and What 
They Mean 

There are six error messages that 
the Maga zme Entry Program uses . 
Here they are, along with what they 
mean and how to fix them . 

NO CHECKSUM: This means that 
you forgot to ente r the apostrophe and 
the four letters at the end of the line. 
Move the cursor to the end of the line 
you just typed and ente r the checksum. 

QUOTE: This means that you for­
got (or added ) a quote mark some­
where in the line. Check the line in 
the magazine and correct the quote . 

PARENTHESIS: This means that 
you forgot (or added) a parenthesis 
somewh ere in the line. Check the line 
in the magazine again and correct the 
parenthes is. 

KEYWORD: This means that you 
have either forgotten a command or 
spelled one of the BASIC keywords 
(GOTO, PRINT .. ) incorrectly. Check 
the line in the magazine again and 
check your spelling. 

# OF CHARACTERS: This means 
that you have either entered extra 
characters or missed some charac­
ters. Check the line in the mag azine 
again . This error message will also 
occur if you misspell a BASIC com­
mand , but create anoth er keyword in 
doing so. For example, if you misspell 
PRINT as PRONT, the 64 sees the 
letter P and R, the BASIC keyword ON 
and then the letter T. Because it sees 
the keyword ON, it thinks you've got 
too many characters , ins tead of a sim­
ple misspelling . Check spelling of 
BASIC commands if you can't find 
anyt hing else wrong. 

UNIDENTIFIED: This means that 
you have either made a simple spell­
ing error, you typed the wrong line 
number, or you typed the checksum 
incorrectly . Spelling errors could be 
the wrong number of spaces ins ide 
quotes, a variable spelled wrong, or 
a word mispelled. Check the line in 
the magazine again and correct the 
mistake . C 



1 PRINT ' "[CLEAR]POKING-"; 1050 DATA 41 , 52 , 45 , 4E , 54,48 , 45,53 

5 P=49152 :REM $C000 1051 Dl\TA 49 , 53 , 00 , C8 , Bl,7A , D0,FB 

10 READ AS: IF AS="END "THEN 80 Ul52 DATA 84,FD,C0 , 09 , 10 , 03 ,4 C, C7 
20 L=ASC(MID$(A$ , 2,l) ) 1053 DATA Cl , 88 , 88 , 88 , 88 , 88 , Bl , 7A 
30 H=ASC(MID$(A$,l , l)) rn54 DATA C9,27 , D0,13 , A9 , 00 , 91,7A 
40 L=L-48 : IF L>9 THEN L=L-7 1055 Dl\TA C8,A2 , 00,Bl , 7A,9D , 3C, 03 
50 H=H- 48 : IF H>9 THEN H=H-7 1056 DATA C8,E8,E0 , 04 , D0 , f5 , 60 , 4C 
60 PRINT"[HOME , RIGHT12]"P; 1057 DATA F2 , C2,A0 , 00 , B9 , 00 , 02 , 99 
70 B=H*l6+L : POKE P,B:T=T+B : P=P+l 1058 DATA 40 , 03 , F0 ,F 2 , C8 , D0, F5 , A0 

: GOTO 10 1059 DATA 00 , B9 , 40 , 03 , F0 , E8 , 99 , 0~ 
80 IF T<>l03233 THEN PRINT"MISTAKE IN 1060 DATA 02 , C8 , D0, F5 , 2Q, D7,Cl , 4C 

DATA--> CHECK DATA STATEMENTS" : END 1061 DATA 56,C2 , A0 , 0B , A9 , 00,99 , 03 
90 PRINT " DONE":END 1062 DATA C0,8D , 3C,03 , 88 , 10 , F7,A9 
1000 DATA 4C , 23,C0 , 00 , 00 , 00 , 00 , 00 HHi3 DATA 80 , 85 , 02 , 20 , lB,C3 , A0 , 00 
1001 DATA 00 , 00 , 00 , 00 ,0 0 , 00 ,0 0 , 00 1064 DATA 20 , 9B , Cl,20,CA,Cl , 20,31 
1 002 DATA 00,58 , Cl, 5E , Cl , 66 , Cl , 76 1065 DATA C2,E6 , 7A, E6 , 7B,20 , 7C , A5 
1003 DATA Cl,83 , Cl , 8F , Cl,EA , EA, EA 1066 DATA A0 , 00,20 , AF , C0 ,F 0 , CD, 24 
1004 DATA 4C,83 , C0 , A2 , 05,BD , lD , C0 1067 DATA 02,F0,06,20 , D7 , C0 , 4C , l2 
1005 DATA 95,73 , CA, 10,F8 , 60 , A0 , 02 1068 DATA C2 , C9 , 22 , D0, 06,20 , BC, CO 
1 006 DATA B9 , 00 , 02 , D9 , 3C,Cl,D0 , 0B 1069 DATA 4C,12 , C2 , 20 , E7 , C0 , 4C,l2 
1007 DATA 88 , 10 , F5 , A9 , 01,8D ,l 0 , C0 1070 DATA C2 , A0,00 , B9 , 00 , 02 , 20,A3 
1008 DATA 4C,1F , Cl , 60 , A0 , 03 , B9 , 00 1071 DATA C0 , C8 , 90 , 0A,18 , 6D, 09 , C0 
1009 DATA 02 , D9 , 38 ,C l , D0,E0,88 , l0 1072 DATA 8D , 09 , C0,4C , 33,C2 , 88 , A2 
1010 DATA F5,A9 , 00 , 8D, 10,C0 , 4C , lF 1073 DATA 00 , B9 , 00,02 , 9D,00 , 02 , FO 
1011 DATA Cl , 60 , A0 , 03 , B9 , 00 , 02 , D9 1074 DATA 04 , E8 , C8 , D0, F4 , 60 , l8 , AD 
1 012 DATA 34 , Cl , D0 , E0 , 88,10,F5 , A0 1075 DATA 0B,C0,69 , 41 , 8D,OB , C0 , 38 
1013 DATA 05 , B9 , A2 , E3 , 99 , 73 , 00 , 88 1076 DATA AD, 0C , C0 , E9 , 19,90 , 06 , 80 
1014 DATA 10,F7,A9 , 00 , 8D,l8 , D4 , 4C 10 7 7 DATA 0C,C0 , 4C , 60 , C2,AD , 0C,CO 
1015 DATA 1F,Cl , E6,7A , D0,02 , E6 , 7B 1078 DATA 69 , 41 , 8D,OC , C0 , AD, 05 , CC 
1016 DATA 4C , 79 , 00 , A5 , 9D,F0 , F3 , A5 1079 DATA 6D, 37 , C0 , 48 , AD,06 , C0,6D 
1017 DATA 7A , C9 , FF ,D 0 , ED, A5 , 7B , C9 1080 DATA 08 , C0 , 8D, 0E,C0 , 68 , 6D, 0A 
1018 DATA 01 , D0 , E7 , 20 , 5A, C0 ,AD, 00 108 1 DATA C0 , 8D, 0D , C0 , AD, 0E , C0 , 6D 
10 19 DATA 02,20 , A3 , C0 , 90,D~ , A0 , 00 1082 DATA 09 , C0 , 8D , OE, C0 , 38 , E9 , 19 
1020 DATA 4C , EA, Cl , C9 , 30,30 , 06 , C9 1083 DATA 90 , 06 , 8D , 0E,C0 , 4C , 96 , C2 
1021 DATA 3A, 10 , 02 , 38 , 60,18 , 60 , C8 1084 DATA AD, 0E , C0 , 69 , 41 , 8D, 0E,C0 
1022 DATA Bl,7A,C9 , 20,D0 , 03 , C8 , D0 1085 DATA AD, 0D , C0,E9 , 19,90 , 05 , 8D 
1023 DATA F7 , Bl,7A , 60 , 18 , C8 , Bl , 7A 1086 DATA 0D, C0, 4C , AB, C2 , AD, 0D,CO 
10 24 DATA F0,35 , C9 , 22 , F0 , F5 , 6D, 05 1087 DATA 69 , 41 , 8D , 0D, C0 , A0 , 01,AD 
1025 DATA C0 , 8D, 05 ,C 0 , AD, 06 , C0 , 69 1088 DATA 0B , CO, CD, 3C,a3 , D0 , 20 , C8 
1026 DATA 00 , 8D,06,C0,4C , BD, C0 , 18 1089 DATA AD,0C , C0,CD , 3D, 03 , D0 , 17 
1027 DATA 6D, 07,C0 , 8D, 07,C0 , 90 , 03 1090 DATA C8 , AD, OD, C0 , CD,3E , 03,DO 
1028 DATA EE , 08,C0,EE,0B,C0,60 , l8 1091 DATA 0E , A0 , 0E , C0 , CD, 3F , 03,DO 
1029 DATA 6D , 0A , C0 , 8D, 0A,C0 , 90 , 03 1092 DATA OG, 20 , G4, C3 , <1C, 7A, C0 , AD 
1030 DATA EE,09 , C0 , EE,0C , C0 , 60,0A 1093 DATA 10 , c0 , 00 , 11 , 9a , 48 , 6B,4C 
1031 DATA A8 , B9,ll , C0 , 85 ,F B, B9 , l2 1094 DATA F7 , C0 , AD,10,C0 , F0 , 01,n0 
1032 DATA C0 , 85 , FC,A0 , 00 , A9 , l2 , 20 1095 DATA A9 , 04 , 4C , F7 , C0 , A4 , FD, l\9 
1033 DATA D2 , FF,Bl , FB , F0,06,20 , D2 HJ96 DATA 27,91 , 7A, A2 , 00 ,C8,BD,OB 
1034 DATA FF , C8 , D0,F6 , 20 , 54 , C3 , 20 1097 DATA C0,91 , 7A,C8 , E8 , E0,0 4, D0 
1035 DATA 7E , C3 , 20,E4,FF , F0 , FB, A0 1098 DATA F5 , A9,00,91 , 7A, 20 , 64 , C3 
1036 DATA 1B , B9 , 3F , Cl,20 , D2 , FF , 88 1099 DATA 4C,7A , C0 , A0 , 00 , B9,"~ ' 02 
1037 DATA 10 , F7,68,68,A9 , 00 , 8D , 00 1100 DATA FO, ll , C9 , 28 , D0, 03 , EE,03 
1038 DATA 02 , 4C , 74 , A4 , 4B , 49 , 4C , 4C 1101 DATA CO, C9 , 29 , D0,03 , EE,04,C0 
Hl39 DATA 54 , 45 , 53 , 54 , 41,44 , 44 , 91 1102 DATA C8 , DO,EA , l\D , 03,C0 , CD, 04 
1040 DATA 9l , 0D, 20,20 , 20 , 20 , 20,20 1103 DATA C0 , D0,01 , 60,A9 , 05 , 4C , F7 
1041 DATA 20 , 20 , 20 ,2 0 , 20 , 20 , 20 , 20 1104 DATA C0 , A9,20 , 8D , 00 , D4 , 8D, 01 
1042 DATA 20 , 20,20 , 20 , 20 , 20 , 91,0D 1105 DATA D4, A9 , 09 , 8D,05 , D4,A9 , ~F 
1043 DATA 51 , 55,4F , 54 , 45 , 00,4B,45 ll OG DATA 8D, 18 , D4 , G0 ,20 , 41 , C3 , A9 
1044 DAT.I\ 59,57,4F , 52,44,00,23 , 20 lln? DATA 81 , 20,77 , C3,A9,80,20 , 77 
1045 DATA 4F , 46 , 20,43,48 , 41,52 , 41 1103 DATA C3 , 4C,71,C3 , 20 , 41 , C3,l\9 
1046 DATA 43 , 54 , 45 , 52,53 , 0~ , 55,4E 11 C,9 DA'rA ll , 20,77 , C3 , A9 , 10,20 , 77 
1047 DATA 49,4 4, 45 , 4E,54 , 49,46 , 49 urn DATA C3 , A9 ,0 0 , 8D,04 , D4, 60 , 8D 
1048 DATA 45,44 , 00,4E,4F,20 , 43 , 48 1111 DATA ~4 , D4 , A2,7D,A0 , ~0 , 88 , DO 
1049 DATA 45,43 , 4B , 53 , 55,4D , 00 , 50 1112 DATA FD,CA,D0 , FA, 60 , END 
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Subscribe Now! 
Get the inside story 
on Commodore 
computers. Discover 
all the latest develop­
ments in software, hard­
ware and books ... learn 
more about computing . . 
get many programs to type and save. You get all 
this and more when you subscribe to Pow er/ Play 
and Comm odore Microcomput ers. 

DON'T MISS ANOTHER ISSUE! 
Use the subscription card enclosed to 

SUBSCRIBE NOW! 
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COMMODORE 64 t,n 

SOFTWARE 

35 PROGRAMS 
(SORRY~ DISK ONLY) 

$1 2-95 
plus $2.00 shipping and handling 
(foreign, except Canada - $3.00) 

These are selected public d01ain 
prograas developed especially for the 

C!lffl1JDORE 64. 

GAMES, UTILITIES, 
BUSINESS, EDUCATION 

GRAPHICS, & MUSIC 
(DOCUNENTATION INO..UDEDl 

send check or 1oney order to 

SMADA SOFTWARE 
PO BOX 1382 Dept M 
Bell evue, NE 68005 

COHNODORE 64 is a trademark of 
C011modore Electronics Ltd 

Circle Reader Service No. 38 

SOLARFOH 
Contin ued from pg. 91 

the reflexes you must depend on. 
Playing the regular Solar Fox racks 

at low spe ed requires an understa nd­
ing of the points available from each 
object . After aU. with the vortexes zip­
ping all over the grid and thrustors 
scanning around the borde r, you 
must pick and choose a bit. The 
deadly vortexes ca n be destroyed 
with the lase r. yielding 300 points. 
There are plenty of them. but your 
tim ing mu s t be good . The red 
thrustors are worth 100 points (hardly 
worth bothering with), while the yel­
low ones are 200 points. There are 
obstacles called stationary energy 
fields tha t look like tiny spirals. They 
appear with the fuzor rack pattern 
and will throw your spaceship into a 
spin if you run into one. You can get 
rid of them with the laser. rece iving 
100 points for each energy field. 

The real points are available from 
two objec ts called a pulzor and a 
freezer. Th e pulzor looks like a 
vibrating star and myster iously ap­
pears and disappears at random spots 
on the gr id . The pulzor score is 
equally mysterious . You can get up to 
800 points and your score appears in 
the pulzor's place momentarily when 
you shoot it or run over it. The freezor 
is worth 800 points , but is very diffi­
cult to destroy. It skitters across the 
grid from out of nowhere. appearing 
as an insect head. If you manage to 
dest roy one. it will immobilize the 
thrustors for about six seconds and 
they will not shoot vonexes at your 
spaceship for that time. The points 
availab le from these objects allow 
building a high score without even 
clearing a rack or paying much atte n­
tion to the fast challenge racks . 

But if you are like me, you will trust 
superior reflexes and fast play to get 
those gargantuan scores. You thrill in 
completing high speed corners and 
clearing the racks in record time. The 
real challenge will be in accumulating 
droves of spare spaceships . The abso­
lute ultimate is doing it faster and 
better than anyone else . 

What's that? l think I hear some­
body laughing in the next room. I'd 
better prac tice up a bit . After aU, it 
takes time to build ultra-fast reflexes 
and a keen eye. She won't be able to 
beat me so eas ily next time! C 
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volume provides a guide to setting 
goals and analyzing the performance 
of various investments . Most interest­
ingly, the program has provisions for 
"what if" simu lations. 

H Simulations 

must make their decisions and draw 
conclusions as a virus spreads 
through the human body . The levels 
of virus difficulty, the disease's rate of 
reproduction and the speed at which 
it travels are options. 

by your imagination. 
In Infocom's (55 Wheeler Street, 

Cambridge, MA 02138) The Witness, 
a man calls upon your help when he 
thinks his life is threatened. Of 
course, there are the usual distrac ­
tions: the beautiful daughter, a wife 
dead by suicide, the threatening 
not e. Other interactive fiction by 
Infocom includes: the Zork trilogy, a 
fantasy series; Deadline, a murder 
mystery; and P/anetfall, a science fie· 
tion comedy . 

ES has released two excel­
lent simulations for the 64 called 
Project : Space Station and Cell De· 
fense. ln Project: Space Station, users 
launch a space station taking into ac· 
count budget problems , unfavorable 
media coverage and bad weather. 
Time pressures overshadow the con­
struction of the space stat ion and 
when completed, a mission must be 
chos en from studies on air pollution, 
astronomy projects, moon base con· 
struction, development of computer 
chip factories in spac e and a summer 
camp for kids. 

And, of course, there is SubLogic's 
(713 Edgebrook Drive, Champaign , IL 
61820) well-known Flight Simulator II. 
lf you've ever dreamed of flying, jump 
into this cockpit and take off. Nice 
graphics and full flight controls lend 
themselves to a true flight of the 
imagination. Solo Flight for the 64 
from MicroProse and IFR Flight Simu­
lator for the VIC 20 from Academ y 
Software are two other flight simula­
tors that make excellent gifts. 

Spinnaker (1 Kendall Square , Cam­
bridge, MA 02139) has released the 
Trillium series, interactive fiction in· 
spired by the novels of science fiction 
authors such as Arthur C. Clarke, 
Robert Heinlein and Michael Crich­
ton . In these, players assume the 
identity of the characters to embark 
on adventures. Programs like these 
certainly offer creativity and intellec­
tual stimulation . 

Interactive 

Cell Defense is one of the first 
interactive human biology computer 
programs . In this program, users 
must defend the body against disease 
and adverse conditions caused by 
age, stress, drugs and alcohol. Users 

I Fiction 
n interactive fiction, the user 

controls the course of a story by re­
sponding to it in conversational Eng­
lish. There are no graphics, because 
words create the images. The story 
can lead in any direction, limited only 

Why Blank "Cheat" Sheets? 
O..K. So now you've got lhe Because They're 
best Commodore 64 In . - - -·-· - Better Blank 
the world. and lots of -:...~ ~ -
complex software to ~~--- ~ ·- - -- --- ~. 
run on It. One prob· ---~ 
!em. Unless you work 
with some of these 
programs everyday 
or are a computer genius. 
who can keep al l those commands 
straight? "FS" In one program means 
one thing. and "FS" In another program means 
something else. A few companies do otter a solu· 
tlon ... a die cut "cheat" sheet that attaches to your key· 
board with all the commands of one program printed 
on it. Great idea, unless you need them for 10 or 20 
programs. You could purchase another disk drive tor 
the same Investment. Our solution? Simple . A pack of 12 
lined cards. die cut to m your keyboard and Just 
wa iting to be tilled with those problem comman ds you 
forget most often. Simple? Yes. bu t ettectlve . Now you 
can have all your program commands right at your 
finger tips on YOUR VERY OWN. custom designed 
"cheat " sheets. Order a couple packs today! 

----------------------~ Nnd 11\e the followSng1 
Qiy. Item Pl1ce 
_ sets of 12 C-64 Keyboard Che at Shee ts @$15.95 $ __ 
_ 2 Packs C24 She ets) tor $24.95 S 
Total for Merchandise Shipping an d Handling S ~ 
5-Yo State T<IlC (WI Residents only) $ _ _ 

TOT AL ENCLOSED $ 
D Please Charge to, D MasterCard D VlSA -
Number Expires __ _ 

SlDP TO, Name --------------
Address ---- - - ----- - - ­
City -- -- - - -- ---- -- ­
State/Z ip 

Dealer Inquiries Invited 550 N 68th Street 
'Q.,m,c & t),i,_,_. Inc. Wauwatosa. WI 53213 JJ¥ IJ'C.w I:~~ , 414/257-1214 ~----------------------~ Circle Reader Service No. 41 

So, as you can see, there really is 
life after games . Put aside that 
joystick and embark on a new adven­
ture . Alternatives to games can be 
just as much fun. C 

graftek software 
presents 

STOCK MONITOR 
for the COMMOD ORE 64 ,M 

This user-friendly stock portfolio software package will gi ve you 
the needed edge in morkot analysis. 

STOC K MONITOR Includes: 
• Displays Bar Charts of all you r Stocks 
• Stock Price Analysis includ ing: 

Linear Regression / Polynomial / Moving Averages/Smoothing 
• Calcula tes Key Co rporate Performance Ratios crucial to the 

Investor 
• Prints Charts and Analysis (Pri nter Optional) 
• Adjusts Prices for Stock Spl its and Stock Divide nds 
• And More 

STOCK MONIT OR is only $24.95 plus Two dollars Shipping and 
Handling : available on disk only . 
Commodore 64 is a Traaemark ol Commodore Buslneu Mach,nes. Lia . 

NAME _ _ __ _ _________ __ _ _ 

ADDRESS _ __ ___ _ _ __ _____ _ 

C ITY _ __ __ ___ STATE __ __ ZIP __ _ 

Charge to VISA O or MASTERCARD 0 

CARDNO . EXP. DATE __ _ 

PHONE NO. - --- ---- - - -- -- ­
SIGNATURE 

OPTIO NAL PRINT ER, SPECIF Y: 
1525 or MPS-801 0 1526 0 

SEND $26.95 (OHIO Residents add 5~% Sales Tax) TO : 
GRAFT EK SOFTWA RE 

P.O. B0X94 • SUGAR GROVE, OH IO 43155 

Circle Reader Service No. 42 POWERPLAY 129 
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New Book Explains Sprite 
Graphics for the 64 
Sprite Graphics for the Commodore 64 written by Sa.l]y Greenwood Larsen 
and published by Prentice Ha.11, is an excellent book for anyone who is interested 
in usl.ng sprites . The book has some of the best explanations of how sprites work 
that I ha.ve seen anywhere a.nd covers almost everything you need to know to use 

p c R s . · th.1.8 graphics feature . This is a good book for beginners because you need almost 
t1 f" a - _ no programm1.ng knowledge to use it . . 

=ss:s=:si= 

Each chapter covers a. different aspect of using the sprites, such as building a.nd 

8 moving them. The book expla.1.ns bit mapping, bit switching and binary no~tion 
so anyone can understand them. Included a.re definitions, simple programs and 

... _ ___ _____ _ ___ useful hin ts . All the programs a.re easy to read and well expla.1.ned. The book a.lso 

inc ludes data for example sprites th.at you can use in your programs. 
One of the best chapters is the one on multicolor sprites. It explains how you 

give up a. little of your resolution to get the multiple colors. The chapter gives 
excellent examples to illustrate its points and is extremely useful . 

.Ai3 a whole, Sprite Graphics for the Commodore 64 is a good introduction to 
spri te graphics. The book shows how you ca.n use sprites in a program a.nd how 
to incorporate them into games. It 1s a va.luable r eference. BY MIKE HINSHAW 

Microcomputer Software Numbering System 
Dr. Karl W. Neubauer , Director of the International ISBN Agency in West Germany, notified a.11 ISBN .Agencies, in 42 

countries worldwide , to offic1a.lly confirm the "inclusion of microcomputer software numbering within the scope 
of th e ISBN System." 

The ISBN 1s an Internat1ona.l Product Identiflcation Code consisting of ten digits. The ISBN system 1s used for 
distribution, sa.les and inventory control, functioning s1mila.rly to the UPC system. 

More than 6,000 microcomputer software publ1shers and producers have been assigned ISBN numbers for use on 
their software products. Computer software producers , such as Ashton-Tate, D111th1um, Scarborough, as well as 
traditional book publ1shers such as Prentice -Hall, McGraw-Hill, John Wiley, Random House and Simon & Schuster, 
a.re already using ISBN's on software . 

Micro-Cleaner 
A revolutionary n~ tool for micro-cleaning, the Mini-Vac is a light-

weight, quality-constructed vacuum cleaner tha t 1s designed to 
remove minute particles of dust and debriS from hidden and ha.rd to 
reach areas. Unlike compressed e.i.r, which simply diaperses the 
pollutants, Mini-Vac vacuums them a.wa;y permanently. 

M1n1-Vac is the tool for a.11 reasons and seasons. It 1s perfect for 
computers, camera equipment , tiYJ)ewriters, stereo equipment, arts and 
era.ft.a, automobile s and home uses. Mini-Vac is equipped with two 
interchangeable wands, two fine bristle brushes, a cloth vacuum bag and 
the motor is DC-powered (the 9-volt a.lka.llne battery is not included). 
Manufactured by The Pine Cone of Gilroy, California, it 1s compact, 
portable and versatile, sel11n.g at the price of $29.95. 

Universal 
Modem 
Adapter 
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rtlh e Univer sal Modem Adapter from Applied Systems and Products of Santa 
J. Ana, California, allows a VIC 20 or a. Commodore 64 modem to be used with 
any type of phone. The adapter will support modular as well as nonmodula.r 
pho nes, including one-piece electronic phones with built -in d1all.ng. It does not 
require modiftcation to your phone and modem and you do not have to purchase 
additional hardware , such as the RS232 interface and the RB232 acous tic 
coupler. 
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NEWS RELEASE 
Commodore's introduction as a book publisher will begin with the Commodore 
Library, a. set of eight books dedicated to BASIC applications on the Commodore 
64. These include: 

ADVANCED PROGRAMMING TECHNIQUES covers BASIC 
routines and aids to assis t you in writing programs. This 
becomes a handy reference on debugging, short.cuts, logic, 
st r ings, INPUT and GET statements, error trapping, DATA 
man1pula.t1on, and much more. 

COMMODORE 64 ADVENTURES teaches the creative pro­
cess of developing a.n exciting adventure story complete 
with sprite graphics and music. A complete listing of the 
working program is included. 

ARTIFICIAL INTELLIGENCE shows how to make your C64 
simulate the thinking process of a. human brain. Use the 
techniques to convert your compute r into a "thinking" 
ma.chine. 

PROGRAMMING FOR EDUCATION includes numerous 
practical programs useful in a teaching environment. 
Topics cover numbers, words, stories, and simulations 
of ideas through graphics. 

MATHEMATICS ON THE COMMODORE 64 covers a. wide 
range of mathematical techniques for your programs, 
everything from aligning decimals to calculating dates on 
a.Julian ca.lenda.r. Learn how to use cryp tography to create 
the ultimate secret code. 

BUSINESS APPLICATIONS develops useful programs for 
business applications including accounting, inventory 
control, word processing, and mall1ng lists. Also clarifies 
the concepts of sequential files, fields, and records. 

GRAPHIC ART shows you how to create high resolution 
turtle graphics 1n BABIC. A handy reference of BABIC 
routines for your graphics programs. 

The Commodore Library books a.re encased in Commodore blue and ident!fled by 
the Library logo (an open book). 

Mario Eisenbaoher, Commodore's book editor reveals tb.a.t the books are distribut­
ed through Ingram Book Company and are available at your local bookstore 
reta.111ng for $10.95. 

subsequent to the introduction of the Commodore Library, an eighth book joins 
the series-The 1641 DISK COMPANION, a complete and easy to read explanation 
of a.11 the different disk files, directories, error channels, and disk operating sys­
tem. THE text if you are looking for a comprehensive bible on the 1641 disk drive. 
Also at $10.96, 1t is a.vatiable at your loca.l bookstore. 

p1ogrammlng 
fo, education 
.. ... - 64 

commodo,e 1541 
disk companion 
seaeta of the 1541 
disk d,lve 
dawldla- f:!:l 
anclacwll'englo,ld 0r- .:=. 
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DEHTfflODTH 
Watch for These 
Upcoming Issues 
Commodor e Microcomputer s , January/ 
February: You're not a programmer and you're 
tired of games. What do you do with your 
Commodore computer next? Is the new "self-help" 
software safe for you to use at home? Did you know 
you can take college courses at home using your 
computer and modem? Get the full story on all this 
and much more in the next exciting issue of 
Commodore Microcomputers , featuring 
Computers in the Home. 

Pow er/Play, February/March : If you ever wanted 
to know who thinks up those game programs and 
how they do it, don't miss our Game Programming 
issue. Get the behind-th e-scenes scoop on how 
Commodore's Bally/Midway arcade conversion, 
Sol ar Fox, evolved , handy information to help you 
create your own games and an exclusive interview 
with the designer of some of the first adventure 
games, 31 year-old multi-millionaire Scott Adams . 

And , as always , you'll find plenty of reviews 
of the newest in hardware , software and books, 
programs to type and save, and the latest inside 
information on what's happening in the world of 
microcomput ers. 

WATCH FOR REGULAR COVERAGE OF 
COMMODORE'S NEW PLUS/4 AND COMMODORE 
16 COMPUTERS COMING SOON 

DON'T LEAVE US 
BEHIND after your next move 
M ake sure you send in your change of address so 
Commodore Microcompw ers will arrive at your new 
home when you do. Just fill out the form and attach your 
label, then send it to our subscription office. 

name 

address 

city Stutc 

ATTACH LABEL HERE AND MAIL TO : 

Commodore Microcompu ters 
Subscript ion Department 
Box 651 
Holm es, PA 19043 
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