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from Bill Gaskills TIMELINE

DECENBER 1988:

In a teleconference on Genie's TI-5IG, Asgard Softuare
ouner Chris Bobbitt outlines the features of the new Press
word processor from Charles Earl. Features include;

o on-screen formatting of text,

o document size limited only by disk space as wirtual
mewory 13 used,

o on the fly spell checking.

o multiple colunn layouts.

o printer drivers.

o a UK Keyboard buffer.

o tiultiline headers and footers.

o macro support.

o un-delete and undo features.

o text blocKing with inuerse video.

In the MNews & Uiews Colunn of the December (983 lssue of

the  lestern Mew Yorl 53ers’ Interface newsletter,

columnist and newsletter editor Harry Thomas Brashear

writes the following about Asgard’s Press word processor,

*The Chicago fair for 1588 is history. Something over 582
people  pald to attend the show and saw thirty-tuwo vendors
hawking their products. Most of the progucts were “old
hat® and a couple that were supposed to wake big splashes
never showed. Jarn |

Never the less, fsgard had & working copy of Fress to show
off and took aorders by the gross. Being quite close to
that product, I can tell you that it will be here soon.
The problen is that [, E. (programmer Charles Earl) got
sick  In the migdle of things and his equipnent screwed up
besides. The last hangup was dus to a bug in the Myarc
disk contrallsr. Fress will be on your doorstep by
Uzcenber, I promiss.”

TI-Base w2.B is released on Decenber 15th, a letter from
Inscebot Inc's Dennis Faherty dated 12/7/88 notifies users
of a patch required to fix & bug found in the RECALL
directive.
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Myarc announces that work on the tape streamer back up
software for the HFOC hard disk controller is scheduled to
begin. John Birdwell, author of the MOMS Disk Manager for

the HFOC, will be the programmer for the project.

Zeno of Pittsburgh, Pennsyluania announces  the
Internal Board , & board designed to be used inside the
Y/H console, that will provide 32K, a clock and more, It
i ultimately dubbed the Eeno Board when it goes into
production in 1989,

Eric

Oonaldson  Softuware, of Guebec, Canada, announces several
new cassette games for the 95/4A, including;

pSuordfish Patral
fonster Castle

alar of the Netheruwaorlds
p5un and Planets

aSpeed Rally

ol Pac-Man

Dick Altman turns the management of his Fairuare List over
to Steve Mehr of Thousand Oaks, California.
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By UAVE HOWELL
LOURTES? OF THE ERiE 99’ ER: PHRT ].LI

FUNCTIONS

It has often been said that mathematics and cowputers go
hand in hand.,  Sowe way arque that one doesn’t have to
understand mathematics or the phusical sciences to waster
the wuse of computers or write programs. In fact, the
experts are now saying that Knowledge of programming is no
longer rnecessary  to operate a computer system or to use
the huge inuentory of software now available to the
consumer.

Historically, however, computing devices hauve long been
used to speed up complicated and tedious mathematical
caleulations required in business and modern technology.
Because of this, most of the older programming languages

provide  for special calculations found In math  and
sclence.  Such special calculations are Known as FUNCTIONS
in BRSIC, Functions that are included in TI BASIC include

logarithus, square roots, random numbers, integers, sines,
cosines, tangents, eto,

INTEGERS and RANDOM NUMBERS

A function in computer language may be thought of as a
conmand  or statement. The INT(x), the integer function,
where ¥ 15 the argument or the number to be acted upon, s
often used to convert decimals into whole nuwbers. By
definition, an integer is a positive or negative whole

number, It contalns no fractions or decimals.  The
nunbers  1,2,3,4 and 5 are integers but 2.349 and 4.5 are
not.  The INT function is used to chop off the fractional

or decimal portion of the nunber, leauing just the whole
nunber - in this case, the integers 2 and 14 respectively.
This is how the function is used in a program:

1A #=45.383k
28 A=INTCH)
38 FRINT A

When this program is run,  the screen will display the
nunber 45, which is the integer of Y45.3896. The decimal
portion has been truncated or chopped off. The aboue
progran may be written in a shorter way:

1A PRINT INTCHG.3896)

Incidently, the nuwber inside the parentheses is called
the "argument.”  Most functions require an arguuent upon
Uoluwe 3 Mumber 12
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which to act,

The INTerger function is often used to round off decimal
nunbers.  For example, to round off  12.394617 to the
nearest hundredths (2 decimal places), the following
progran may be used:

1A LET R=12.334E17
28 PRINT INTC1BAxA+.50/ 1804

First, the number
decimal 1s 1233.4817,

is nultiplied by 188, the resulting

Since B.5 1= the midpoint betueen 2
whole nuwbers, B.5 15 added producing 1239.9617 - not
quite enough to reach the next uwhole number, 1244,
Therefore, uwhen the INTeger of 12339.4617 is found (12390
and the result divided by 186, the number 12.39 becones
the final rounded number.

The same arrangement can be used to round off numbers to
the nearest tenths or  thousandths.  Just nultiply and
divide respectively by 18 or 1888 in line 8.

Another  function in TI BRSIC is RND or randow number, In
its simplest form, END prouides a random decimal between B

and 1. Enter and run this line:
18 PRINT RND
Rurn  the line over and ouer agalin, several times. Note

that the decimal produced 1= the same number each time the
line 15 run., To be truely random, each decimal nunber
should have been different. MNow add this line and run the
progran again:

S RANDOMIZE

When the RANDOMIZE statewent is used at the beginning of a
progran  using RBND functions, the random nuwber generator
in the computer produces a series of numbers selected
conpletelly at random.  There should be no detectable
pattern in the numbers appearing on the screen - even If
the progran is re-run ouver and ouer again!

Decinwals, however, are not the most convenient numbers to
work with, [Generating whole numbers is wuch more useful,
The first step to generate a series of whole nuwbers, for
exanple, from B to 9 is to nultiply the RND by 18, Change
ling 18 in the above program to read as follows and add
line 2@:

1A PRINT 1@%RND
28 GOTO 18

Run the program. Line 28 will cause the program to repeat
printing out a series of random numbers. Use the FCTH-Y
keys to stop  the program. ALl the numbers appearing on
the screen should fall between @ and 5. Now, let's get
rid of the unwieldy decimals. Retupe line 1B as follows
and run the program againt
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1A PRINT INTC1B%RNO)

The INTeger function truncates Cchops off) the decimals
leaving whole numbers between B and 3. If a series of
random  nunbers from 1 to 1B is desired, add +1 to line (B
so that the entire program reads as follows:

S RANDOMIZE
1A PRINT INTCLR%RNOI+]
28 GOTO 18

Simalarly, changing the 18 to 1BA in line 18 will produce
random  nunbers  from 1 to BB, This combination of the
randon and integer functions has wide application in
predicting out- cowes, sinulations and games of chance,
The following program sinulates the tossing of a coin 169
times and prints the results.

18 RANOOMIZE

2A FOR ¥=1 TO 18@A
38 LET A=(Z*END)+1
HA IF A<Z THEN 2B
5@ PRINT "HERDS *;
BA LET H=Htl

78 GOTO 1AA

88 PRINT "TRILS *;
38 LET T=T+]

1B NEKT A

[18 PRINT "HERDS ="3H,"TRIL3
=T

Lines 18 and 38 generate random decimal numbers betueen |
and 3 with 2 being the midway point. Line Y8 picks out
the numbers less than 2 and sends them to line B as
"THILS." The rest of the numbers go on to line GO as
"HEADS.*" Lires B and 98 Keep track of the number of
HEADS and TRILS passing through their respective segments
of the program. Lines 28 and 1B@ repeat the process 16680
times. lhen it's all done, line 118 prints the number of
respective flips accunulated by lines B8 and 98 - which
should be nearly 5B-50 split,

The random statement can be used to generate numbers for
arithuetic drills. Consider the following multiplication
drill:

S RANDOMIZE

1A LET R=INTC1HB=REND)+]

2@ LET B=INT(1@R*ENDI+]

38 PRINT "WHAT I3";R;" %%;B;
4a IHPUT &

5@ IF G=R=B THEN 8@

BB PRINT "WRONG. TRY RGAIN!™
78 G0TO 38

88 PRINT "CORRECT! ~HERE'S A
NOTHER.”

98 GOTO 18
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A wery popular use of the random routing is gawing.

Page 2
The

following game of Russian Roulette uses a six-shooter

revoluer contalning one bullet,
to see if the RMD number 1s less than 1 out of E.
then the gun goes off in line 156,
138 Keep track of the number of *clicks.” Uhen the

checks
If =0,
and

That's why line 100

Lines 38, 118

nunber reaches six  without a *bang™, the player wins in

line 184,

1A RANOOMIZE

28 PRINT "RUSSIAN ROULETTE®
38 LET N=A

4A PRINT "TYPE 1 TO SPIN, A
T0 QuIT”

58 INPUT C

EA IF C=1 THEN 94

78 PRINT "CHICKEN!II®

88 GOTO 2348

98 PRINT "LOTSALUCK!™

1A@ IF RND<1/E THEN 15@

118 LET N=N+1

128 PRINT "--CLICK--"

138 IF N=F THEN 123@

148 GOTO 4A

15A PRINT "BANG!!T I'M SORRY.
You LOsE!™

IEA PRINT "NEXT WICTIM, PLERA
SE-”

178 GOTO 2/

188 PRINT "Y0U DID ITID & MI
SSES!I--YOU WINI™

138 FOR K=1 T0 B

2AB PRINT "YERI *;

218 NEXT K

2ed GOTO 248

238 PRINT "GET SOMEONE WHO I
SN'T 50 SMART!®

24A END

S5ER - VOLLME 1+ WUMBER 5
The

Language,
TI-93/4A
Progranming on the home computer is not the sole domain of

I, at least, not any
presently  available  and
(Mini-memoryl, I was

longer,

N
OATA FORCE
Oominic J.
Melf i

HEVIEL BY SAN Fileus

latest TI arcade games are written in 9988 Assembly
and demonstrate the tremendous speed that the
is really capable of.

But Hssenbly Language

with two assemblers
a third one on its way

therefore extremely interested in

seging the first Assembly Language gawe program written by
someone outside Texas Instruments.

The gane
Dominic  J.

15 called Space Station I and was written by
Melfi. It is presently available on disk from

Yesterday's flews

Data Force Inc. for $34.95, and because it's in Assembly
Language, 1t requires Extended BRASIC and the 32K Memory
Expansion peripheral.

Loading the gawe is quite sinple. Just place the disk in
Orive 1 and turn on ygour TI- 99/4A. The BASIC "boot®
program 15 automatically called iny it In turn calls a
special assenbly load program. This special load program
then loads the actual progran.

Why all this rigamarole just to load the progran? Because,
as the author says, It wasn't fair to make anyone wait the
3 or 4 minutes that TI's load program would require for a
program  this size.  How fast s Me. Melfi’s program
loader? To find out, I ran a time comparison of the two
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loaders. Using the Extended BASIC CALL LOAD routine
written in GPL (Graphics Programming Languagel, it took 3
minutes and 25 seconds to load the game after the Extended
BRSIC program started. Using the special load routine, it
took  just 208 seconds from powerup to the start of the
game! This 15 indicative of the pride and care taken by
the author in providing the best possible product for the
user.

The game disk comes with 5 pages of documentation. The
first 3 pages present the space gane’s scenar lo-providing
the history for the years 2BBB-2828, and then explaining
what the purpose of the game is and why it reacts as it
does. The last two pages explain how to play the game. The
basic idea of the game is quite simple: Your job is to
protect & space station which is shown revoluing in the
middle of your screen,

Missile-firing alien ships attack in groups of three. You
have four forpedoes with which to shoot down the aliens,
by wusing a Joystick or the arrow Keys on the Keyboard to
control &  target cross-hair. Pressing the fire button or
the ENTER key launches a torpedo. Hs soon as  gour
torpedoes  are used up, they are replenished. Rfter each
wave 15 destroged, another wave of aliens attack.They cone
from wvarious directions to the left, right, aboue and
below the space station. In addition, a mother ship
(usually invisible) runs across the top of the screen, and
at certain times, 1t is subject to attack.

To tell you the ftruth, I sKipped very quickly over the
documentation, and instead uwent right to the game. This
was a big mistake because I immediately got lost truing to
follow the gawe. I suggest that gou do read the
documentation before you play.  And read it carefullyl
It's quite possible to miss some iwportant details that
will affect your understanding of the game. This is really
the only cowplaint I have with an otherwise enjoyable
product. HAn improuvenent in documentation would definitely
be in order.

The actual program is well thought out. For exanmple, you
press  the ENTER Key to start 1t up. At the same tine,
pressing the Key has told the program whether gou have the
TI-99/4 or 99/4R. M= soon as you are ready to go, just
press  the ENTER Key again Cif you are using the Keyboard)
or the fire button Cif gou use the jousticksl). This
starts the game and tells the computer whether to read the
keyboard or joysticks for the rest of the game.

Once you get  the hang of the ganme, one fact stands out:
Assembly Language games are fast! The graphics are uery
smooth, and there 15 no hesitation no delays while the
progran 15 running. The game speed 1S euven fast enough for
you to lay down a spread of torpedoes. This s possible
because you don’t have to Lift up your finger from the
fire button for the program to obey the cross-hair
movement cowwmands. In TI BASIC, of course, you cannot get
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your  prograw to read two Keys from the Keyboard

sinultaneously.

The game becowes very intriguing as the pace speeds up. It
develops the feel of a real arcade gawe. In fact, if I had
better joysticks, this game would have become addictive to
me. (Here at 9%r  headgquarters, uwe noticed quite an
improvenent with both the rnew TI Jjoysticks, and Rtari
Jousticks with the Denall Data adapter Ed.) I also had a
hard time controlling the direction Keus when I used the
keyboard instead of joysticks: it seemed to require more
manual dexterity than I'wm personally capable of especially
when the action began to really speed up.

The graphic characters are well done. The game screen s
slightly cluttered with all the combatants mouing around
l.e., the space station, alien attackers, mother ships,
comets, target cross-hairs etc. It takes a while until you
learn to  ignore the uniwportant clutter, Until you do it
is rather difficult to react to the alien attackers
quickly enough to suruive very long.

To sunmarize, this product has some very good points. For
ong thing, it really shows what the 9988 Assenbly Language
in the hands of a good prograuwmer is capable of doing., The
graphics are well done and the program is well thought

out. It has the speed needed to make this Kind of gane
yery challenging., The only real complaint I had was with
the  documentation.  Ouerall, this 15 a wvery good

arcade-tupe product. If you liKe these Kind of games, giuve
it a try and see what a Joy 1t Is to play an original game
instead of just another rehash of Space Inuaders.

EDWFUTEF - flueusT 1563 - Review B¢ Towe AOBERTS
Space Station I mixes the sprite movement and sound

abilities of the TI-93/4R with an interesting space-attack
scenario to produce & fluid and challenging  arcade-
quality game.

The program, available on disk or cassette from Oata
Force, requires that your TI be equipped with Extended
BRSIC and extra tnemory,

The action takes place in  the year 2628, An inuisible
alien force has attacked and defeated a secret military
outpost orbiting Saturn, and has turned its attention to
Earth, which you nwust defend. The battle at Saturn,
however, took  its toll on the alien force, weakening its
fire-power, damaging its tactical computers, and making
its drones visible 39 percent of the tinme.

Once  the battle began, the Saturn outpost lasted only 34
seconds, but during that time, the station’s tactical
defense computer was able to transmit information back to
Earth. The computer’s report, uwhich is printed in the
instruction panmphlet, includes clues for developing the
strategy you'll need to stave off the attackers.
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On  your scanner screen, you see Space Station I, orbiting
quietly. Tuo green boxes are drawn around it. Press
ENTER, and the sprite display begins. The alien drones,
attacking in groups of three, swoop iny misguided missiles
and bombs fly past: an orange alien cowwand ship may
appear from out of nowhere,

Using the kKegboard or a jousticK, you bring your target
beam into play. Place it over an alien ship or missile and
fire a torpedo. The torpedo, which is released from the
bottow of the screen, flies to the point designated by the
target beam and detonates. The beam can be moued to & new
target before the first torpedo detonates.

Most of the alien missiles are harmless. Those released by
the drone ships or  the command ship, however, are not.
Your main concern s stopping the drones. They attack in
groups of  three, and sometimes hide off the edges of the
screen, You 11 learn to listen for the characteristic
sound that tells you the drones are nearby.

The drones will fire only from within the inner green
boundary, and once a missile Is fired, the drones are
helpless until the missile hits Space Station I or flies
past the boundary area. If a missile is off course, It is
best to attack the drones while they are helpless, then
drop back on defense. Your station can suruive five hits
before the game ends.

The Commond Ship

Your other concern, the command ship, has neither lost its
inuisibility nor its  long-range firing ability, It nust
becowe visible to launch an attack, but after It fires, it
disappears again. The command ship's foghorn- 1iKe sound,
however, Is its weakness. When you hear it coming, search
for 1t with your targeting beam (you 11 see its shadow if
you find it), and fire,

Space Station I starts out rather slowly, giving you a
chance to find your way around. But with each 18,680
points uou accumulate, the aliens step up the attack. If
you tanage to accumulate 188,880 points, your hit counter
will be reset to one, giving you four chances to play at
high speed.

To play the game successfully, you'll have to develop a
sound  strategy, and you 11 have to be capable of reacting
to assaults from all parts of the screen. Challengingl

™
[Cont inued from Fage§)
318 NEXT ¥ ¢t RETURN
298 PRINT #7:fA% :: A$=B% :: 320 PRINT #7:CHR$(255)LCHRSC
IF SEG$CB$,1,1)=CHR$C255IAND  2550:: CLOSE #1 :+ CLOSE &7
SEG$CBS,2, 10=CHR$C2EEDTHEN =+ PRINT & ¢ @ ¢™ENTER °NEW®

32@ ELSE 184 THEN MERGE THE™:"COMPRESSED

268 U=@ :: FOR ¥=1 TO NU :: FILE INTO MEMORY.PROGRAM MA
IF X$=U$CHITHEN U=¥ +: RETUR ¥ THEN SAUED IN  WORMAL MAN
N NER."
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DJE[_I.L@ Extended Software Company CESC)

Progranmert Manuel Constantinidis

Depending  upon how well you plan your moves, Oiablo, from
Extended Software Company, could Keep uou at the console
for hours! Derived from the European game, DIRBLOTIN, your
screen 15 filled with 232 sections of track, two trackKs on
gach of 116 mouvable panels. The purpose of the game is to
keep the ball mouving on & continual course. It's much
harder than it sounds!

You have one blank section with which to work. When you
move  your section UP, the section you replace moves DOUN,
and so on. Each section has a different pattern, and
mowing the sections creates a new pattern each time. You
must plan ahead and position your track to enable the ball
to continue to roll.  The game inwolues strategy and
intense concentration for serious plagers.

Each time a section is traversed by the ball, the section
disappears, thereby elininating track footage. Should your
ball roll off the end of the screen, or travel to the end
of a section with no continuous path in sight, the ball
will roll down to the bottom of the screen and the gane
will be ouver. Once BB sections have been eliminated, the
track turns green and a wraparound screen may be utilized.
When the ball goes off one end of the screen it will
appear at the opposite border, prouvided there 15 &
conpatible track to receive it. You only get one chance
per screen, so stay on your toes!

Simplistic  strategic challenge and excellent graphic
resolution make this game truly worth its $19.95 price.

M
J

By Warren Aoee  []ICROPEMDILM 16785

Progranming in Extended BASIC can be confusing at times,
Since BASIC 1= not a structured language, GOTOs, GOSUBS,
and wvariables are often scattered throughout prograns,
mak ing things wessy and hard to read. The only help an
Extended BRSIC programmer has had in the past uas
Progranming Aids III, a cross-reference program that was
g-s-slow and very cunbersome to use, and Neatlist, a
freeware offering which does make listings easier to read
but with few features.

Utilitee Software, & brand new company frowm the Detroit
area, has Just come out with XB Detective, which is simply

the most uwseful wutility a BRSIC or Extended BRSIC
progranmer  could have in his toolbox. It is written
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entirely In  assenbly language, and auto-loads  from

Extended BRSIC.

Once  the program s loaded, you may load in any BASIC or
Extended BRASIC program, or begin to tupe in your own
progran. Detective resides in memory with your program.
The following is a list of options which gou may perform
on the BRSIC program once the utility is loaded into the
machine:

17 List Uariables

2) Find Variables

3) Find Reserved llords
4y Delete Lines

51 String Search

B) Return to BASIC

For instance, if you select option 1, KB Detective will
list all of the wariable names in your program within
seconds.  With option 2, you may choose the wvariable nane
for which you want to search, and the line nuwber with
which to  start the search, and KB Detective will
instantaneously list to the screen (or printer) all of the
line nuwbers containing that wariable. Find Reseruved
Words works in exactly the same way. ODelete Lines allows
you  to quickly and easily delete an entire block of line
nunbers,  instead of typingt line number to delete,
(enterd, line to delete, Centerl.

Lastly, with String Search, you may choose to search for a
string that is enclosed in quotes, In a data statement, or
i a CALL statenent. For example, suppose you want to find
all the occurrences of R5232/2 in a program; gou want
these changed to your printer specification, say P10, ALl
you do 15 select String Search, then search for a string
in quotes, namely R5232/2. KB Detective will list to the
screen all occurrences of R5232/2 In your prograwm. You may
optionally print out the results. Now, perhaps, gou want
to find all the occurrences of the CALL LORD statement.
CALL LOAD  is not available under the Find Reserved Words
option, but 1t 15 under String Search. Just select In a
CALL statement, then enter LORD for the string. Similarly,
you way search  for CALL CLEAR, CALL COLOR, CALL SPRITE,
etc.

Performance: HB Oetective operates flawlessly. I could
horestly  find no bugs whatsoever, It does exactly what it
i supposed to do. It is very fast and efficient.

Ease of Uset Here is the best partt this program is
INCREDIBLY easy to wuse. With practically all of the
assembly utilities up till now, one had to use cumbersone
CALL LIMNK statements to access the new functions. Hot
here. ALl that ugou need do his kit FCTH-T CRIOD and you
are presented with the nenu of options. From here on
everything 15 uenu driven. Once you select option B
"Return to BASIC®, the screen is restored to the condition
it was in when you hit FCTH-T,
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Finding & deficiency in this program is uvery difficult,
though I believe one minor drawback is that not euvery
reserved word can be searched with KB Detective. Most of
the major ones are present on the menu, but not all. For
instance, FRANDOMIZE and RMD are not available for the
search. A function that I found missing Cnow I am getting
picky) is an Oops Keu. This would recover a progranm lost
by typing NEW. I aw told that this program uses up every
bit of the B Kilobutes of space allotted for assembly
language in the expansion memord; 1f more ngmory were
used, 1t would infringe on the size of the Extended BASIC
program you are editing! Having that limitation would be
worse than not having an Bops Key.,

Ualuet For $19.85, this program can not be beat., In
addition, 1t 1is designed to be fully cowpatible with the
I, CorComp, and Myarc disk controllers. If you are an
auld BRSIC or Extended BRSIC programmer and you have a
fully configured system, you will find yourself reaching
for KB Detective time and time again. And euven 1f you are
not heauily into progranming, just think of how wany tines
you wanted to modify someone else’s program to fit gour
systen., KB Detective makes the entire process much
Basier.
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1@ DISPLRY ATCY4,BIERASE ALL
BEEP:"PROGRAM COMPACTOR": :

¢ +"lSES R PROGEAM 'SRVED® I
N MERGE FORMAT®: :"USE A D
IFFERENT WAME FOR THE *COMPRE
S3ED* FILE!™ ICOMPRESSL

28 1BY J R DEW

38 | COMPRESSES THE LINE NUM
BERS FROM A MERGE FILE PROGR
AM

4A OEF GLMCK$)=HSCCSERSCHS, ]
y |1 )¥25B4RSCOSELECRE, 2, 1))
5@ R$=CHR$C2A1D1 LINE NUMBER
REFERENCE

BA OIM U$C2AA)

78 INFUT "FILENAME: DOSK1.":F
§ +: OPEN ®1:"03K1,"4F%,0I5P
LRY ,INFUT ,URRIRBLE 13

88 LINPUT #1:L% ¢ LN=GLNCLS
)

98 IF LN=ES535 THEN 15@

1AA 55=1

118 P=POS(L%,R$,55):: IF P=A
THEN BA ELSE K$=5EGS(LS,P+]
y2J

128 GOSUB 2AA@ :: IP=l ¢ TF
U=@ THEN MWU=NU+1 ELSE 148
138 USCHD=K$

14@ 55=p42 :: GOTO 118

15@ RESTORE #1 :: PRINT *COM
FRESSED” ++ INPUT "FILENAME:
O5k1,":C$ +: OPEN &#7:"D5K1,
"LC,0UTPUT,URRIRBLE 163

N
16@ LINPUT #1:A% :: IF GLNCH
$)=E5535 THEN PRINT ®#7:R$ ::
GOTO 32A
118 IF POSCR%,CHR$CI4T), 1D
@ THEN PRINT #7:R$ :: GOTO 1
EA | DATA
188 LINPUT #1:B% :: P=POSCRS
;CHR$C1323, 105+ IF PR THEN
23| | IF
138 IF POSCR%,CHR$CISYD, 1DC
A THEN 238 ELSE IF POSCRS,CH
R§C1310,12¢>@ THEN 298 | REM
R |
2Af IF GLW(B$)=E5535 THEN PR
INT #7:H% & GOTO 320
218 H¥=5EGH(ES, 1,20+ GOSUB
388 :: IF U<oR THEN 230
228 IF POSCES$,CHR$C1SA), 104
A THEN 238 | NEXT
238 IF POSCES,CHR$CIE1D, 104
A THEN 298 | SUB
248 IF POSCES,CHRECISHD, 104
A THEN 298 | REM
258 IF POSCES$,CHR$C1S1D, 104
A THEN 234 |
6B IF POSCES,CHRSCIMT), 1040
@ THEN PRINT #7:R$ :: PRINT
#7:8% :+ GOTO 16A | OATA
278 IF LENCR$J+LENCES] =162
THEN 238
288 A$=3EGHCAS, 1, LENCREI-104
CHR$CI3AILSECSCES, 3, LENCES)-
2J+ GOTO 15@
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