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School Davys
§oftware

_a 1 0443 N. Cave Creek Road

HOME MANAGEMENT

Bank Street Writer [(Broderbund)

Apple $55.00/Comm64 $55.00/Atari $55.00/IBM %$55.00
Collars & Sense (Monogram)

Apple $77.00 / CommE4 NA / AtariNA / IBM $119.00
Paper Clip (Batteries included)

Apple NA / Commb4 $85.00 / AtariNA / IBMNA
PFS File {Software Publishing)

Apple $85.00 / Commb64 NA / Atari NA / IBM $95.00
Multiplan (Hesware)

Apple NA / CommB4 §59.00 / AtariNA / IBMNA
Sensible Speller (Sensible)

Apple §95.00 / CommG4d NA / AlariNA / IBMNA
PFS Write {Software Publishing)

Apple $85.00 / Comm64 NA / Atari NA / IBM $95.00
Homewaord (Sierra On-Lineg)

Apple $39.00 / Comme&4 §39.00 / Alari $49.00 / IBM NA
Atar Writer {Atari)

Apple NA / CommB4NA / Atari$79.00 / IBMNA
Home Accountant {Continental}

Apple $49.00/Comm64 $49.00/Atari $49.00/1BM $99.00

HOME EDUCATION

Mastertype (Scarborough)

Apple $29.00/Commé&4 $29.00/Atari $29.00/1BM $39.00
Music Construction Set (Electronic Ars)

Apple $39.00/Commé&4 $38.00/Atari $39.00/1BM $39.00
aticky Bear Numbers {Xerox)

Apple $29.00/Comm64 $29.00/Apple $29.00/I1BM $29.00
Math Blaster {Davidson)

Apple $39.00 / Comm$4 $39.00 / AlarINA / IBM $39.00
Kindercomp {Spinnaker)

Apple $22.00/Commé4 $22.00/Atari $22.00/1BM $22.00
Early Games {Counterpoint}

Apple $23.00/Commé4 $23.00/Alari $23.00/1BM $23.00
Mastering the SAT (CBS Software)

Apple $109.00 / Comme&d NA / Atari NA / IBM $109.00
Sticky Bear ABC's (Xerox)

Apple $29.00/Commé&4 $29.00/Atarl $§29.00/1BM $29.00
Kids On Keys {Spinnaker)

Apple $25.00/Comm64 $25.00/Atarl $25.00/1BM $25.00
Kidwriter (Spinnaker) ,

Apple $29.00 / Commb4d $29.00 / Atari NA / IBM NA

ENTERTAINMENT

Fhight Simulator 11 {Sublogic)

Apple $37.00 / Comm©64 $37.00 / Atari $37.00 / IBM NA
Zork |1 Bl {infocom)

Apple $26.00/Comme64 $26.00/Alarl $26.00/I1BM $26.00
Sorcerer (Infocom)

Apple $33.00/Commé4 $33.00/Alari $33.00/1BM $33.00
One On One (Electronic Arts)

Apple $39.00/Comm64 $39.00/Atari $39.00/|IBM $39.00
Pinball Canstruction Set (Electronic Arts)

Apple $39.00/Commé&4 $39.00/Atarl $39.00/I1BM $39.00
Seven Cities of Gold {Electronic Arts)

Apple $39.00/Comme64 $39.00/Atari $39.00/|IBM $39.00
Archon (Electronic Aris)

Apple $39.00/Commb64 $39.00/Atari $39.00/IBM $39.00
Sargon 1l {Hayden)

Apple $39.00 / CommbB4 NA / Atarl NA / 1BM %39.00
Ultima lil ({Crigin Systems)

Apple $49.00/Comm64 $49.00/Atari $49.00/1BM $49.00
Seastalker {Infocom)

Apple $33.00/Comm64 $33.00/Atari $33.00/1BEM $33.00
Temple of Apshai (Epyx)

Apple $26.00/Comm&4 $26.00/Atari $26.00/1BM $26.00
Millipnare (Blue Chip}

Applie $45.00/Commeé4 $45.00/Atari $45.00/1BM $45.00
L.ode Runner (Broderbund)

Apple $25.007Commé4 $25.00/Atari $25.00/1BM $25.00

CALL TOLL FREE

1-800-821-1989
East Ext. 334
SHIPPING CHARGES
S 0-100 S 5
5101 - 200 S8
5201 - 300 $10
S301 - up 515

All prices are for cash or check—
Visa/Mastercard add 3%

LETTERS

PUTTING THE HOME BACK
INTO HOME COMPUTERS

['ve had a computer and have been
reading compuier magazines for
many years. But, the magazines
were very business- or “one brand-"
oriented. I was not very satisfied un-
til I spotted a new magazine on the
stand—FAMILY COMPUTING. After flip-
ping through it, I immediately
bought it, and after reading it at
home, I iImmediately subscribed.

In short, just let me say it's about
time someone got it right. I believe
that FAMILY COMPUTING has put the
home back into home computers.

JOHN P. SAURETTE JR.
Fall River, Massachuseits

BELLS OF PRAISE
How can [ say how pleased | am with
the July issue of FAMILY COMPUTING
and especially the Atari Liberty Bell!
Can hardly wait to show it to my
first and second graders.

I'm eagerly awaiting each new is-
sue of FAMILY COMPUTING.

NANCY LYNCH
Vienna, Virginia

IN SEARCH OF A BBS

I would like to know if you could tell
me where [ could find a bulletin
board system for the Commodore 64

or VIC-207?

AARON SMITH, age 14
Stkeston, Missouri

EDITOR'S NOTE: You can get a lengthy
list of bulletin board systems by
picking up a copy of Compuier
Shopper at your local newsstand
(price: 81.95). The list is updated
every three months. The People’s
Message System, Santee, Califor-
nia (619) 561-7277, dlso provides
names and numbers of bulletin
boards.

PLEASED WITH PROGRAMS

| thank you for the information
about Texas Instruments. In the
May issue, I tried the Mother’s Day
Card. My mom loved it. [ thought it
was funny. One day when I was by
myselt, [ decided, to do the Father’s
Day Card. 1 just could not wait until
my dad came home. I told my dad I
did the Father's Day Card; he said
that he wished I would have waited
for him to come home. When 1 was
on line 930 of the Phone Cost Moni-

tor, my little sister pressed the quit
button. I was so mad, I screamed at
her.

Keep coming out with TI informa-
tion and games, please. Thank you!

JENNIFER NELSON, age 11
Houston, Texas

LOOKING FOR A PEN PAL?
Will FAMILY COMPUTING start having
programs for TRS-80 MC-10? Are
there any MC-10 users who want to
correspond? If so, please write. 1
find your magazine great. Please re-
member to keep it simple.

JOHN R. DROGO
23 Ware St.
Somerville, MA 02144

EDITOR'S NOTE: Sorry, unfortunately
at this time we have no plans to
publish programs for the TRS-80
MC-10. But, we hope some of our
readers can help you out.

THE PERFECT REMEDY

Since [ purchased a Commodore 64
computer, disk drive, and printer, I
have been looking for a magazine
that would help me learn more
about the computer. Until a friend of
mine recommended FAMILY COMPUT-
ING, I was purchasing other publica-
tions that were too technical in their
makeup. I find FAMILY COMPUTING is
just what the doctor ordered. It is
written in a language I can under-
stand, and | recommend it very
highly for any computer owner.

GEORGE B. STEWART
Rutland, Vermont

CORRECTIONS

In the August issue’s Telecomputing
column, we listed an incorrect tele-
phone number for Plume Books,
publisher of The Computer Phone
Book. The correct number is: {212)
397-8000.

In the September "Buyer’s Guide to
Disk Drives,” we inadvertently omit-
ted the price of the Concorde

C-321P drive for the Commodore 64,
It sells for 8389.

FAMILY COMPUTING looks_forward to letters
Jrom all our readers. Please direct your
correspondence to: Letters to the Editor,
FAMILY COMPUTING, 730 Broadway, New
York, NY 10003. Include your name,
address, and phone number. We reserve
the right to edit your letters for length
and clarity.

_




LEARNING LOGO

TOOLS FOR LEARNING (AND DOING)
First, Some Logo Learning Aids Your Family Can
Make. Then, Some New Shor’rcu’rs for Your Logo Turtle.

BY MINDY PANTIEL AND
BECKY PETERSEN

This is the second of six articles on
Logo, a computer programming lan-
guage originally designed for chil-
dren, but powerful enough for users
of all ages. The six-part series in-
cludes:

ISSUE TOPIC

Seplember Meeting the turtle: seven
simple commands.

Octobor  Logo learning aids: turtle
shortcuts.

November Teaching your turtle:
debugging and saving.

Decembor Adding sparkle: programming
Logo colors.

Jomwary Variations on a theme:
changing sizes and shapes.

Febreary Advanced Logo: where to find

out more.

To learn any programming language,
you have to become familiar with a
number of very specific commands,
and then learn what they do when
combined with other commands.
Logo is no exception.

Remembering all these new com-
mands and relationships isn’t al-
ways easy. Youngsters (and adults,
too) often need help—-either to jog
their memories or to visualize how
to accomplish the things they want
to do. We've come up with some
tools that families can use to make
learning Logo easier. Creating these
tools can be yet another family
activity.

HOMEMADE USERS' MANUAL

Write your own users’ manual as
you go. Writing is an excellent way
to reinforce concepts, and it can
help you pick out what you don't
really understand, More important, a
homemade users’ manual can be or-
ganized to help your family quickly
find answers to the questions you
ask most often.

Stenographers’ notebooks are es-
pecially good for this because they

MINDY PANTIEL and BECKY PETERSEN Qf Niwot,
Colorado, are contributing editors for
FAMILY COMPUTING., Both are experienced
Logao instructors.,

can stand up easily on a table, mak-
ing for convenient reference. We'd
suggest that page 1 include a step-
by-step outline of how to load your
Logo program into the computer.
Page 2 might list the seven com-
mands we introduced last month.
Then, you can add a page for each
new set of commands you learn.
Later on, "hard copies™ of your
family’s favorite Logo programs can
be printed out and pasted on back

pages.
TURTLE TEMPLATE

A “template” is an excellent device
for putting information you need at
your fingertips. It is an overlay that
fits snugly on your computer around
the outer edges of your keyboard.
You can write all the commands you

Diagrom No. 1 (Template)

need on it, and refer to them with-
out even having to look up from
your work. (See Diagram No. 1.) Al-
most all home-computer keyboards
can accommeodate templates.

Start by placing a large sheet of
paper over your keyboard. With a
magic marker, outline the perimeter
of the key area. Draw a new line 3
inches outside the first. If your key-
board doesn't extend 3 inches in all

directions, just outline its perimeter.

Now, cut along both the interior and

exterior lines you've made. This
frame is the pattern for your tem-
plate. Trace the pattern onto a piece
of heavy white cardboard. Cut out
the template with a pair of sturdy
scissors or a utility knife.

With a fine-tip marking pen, write
all the Logo commands you want to
keep handy onto the template,
Someone with a fairly steady hand
should be put in charge of this task,
and should leave space for lots of
new commands.

TURTLE COMPASS

Young children often have difficul-
ty determining just how far they
want the turtle to turn, and they

28 FAMILY COMPUTING
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LEARNING LOGO

sometimes torget the difference be-
tween right and left. A turtle com-
pass can help them.

On a piece of heavy cardboard,
draw a circle and divide it into eight
equal pie-shaped parts. Label the
circle in 45-degree divisions. You’ll
have to do it twice: first going clock-
wise from O to 360, and then, using
a different color marker, going coun-
terclockwise. Include an explanatory
key. (See Diagram No. 2.) |

Now make a large, triangular tur-
tle, just like the one on the screen. It
should have a “head” to indicate the
direction it is going in. Punch a hole
in both the turtle and the center of the
compass circle, and hook them to-
gether in a way that permits the tur-
tle to turn in any direction.

Diagram No. 2 {Compuss)

0 2700
225 35
1 55

180 215
| B0

AND ... A MASCOT

If you have very young children,
you might also want to make, or
buy, a stuffed turtle (the Kind you'd
get from a toy store, not a taxider-
mist}. Attach a felt or paper arrow to
the turtle’s back to help young chil-
dren associate the direction of the
arrow with the direction of the tur-
tle’s head. This tool can help little
ones practice moving the turtle be-
fore they're ready to work on the
computer.

A QUICK REVIEW

Here’s a quick review of last
month's lesson. First, we taught you
to “call up” the turtle by typing DRaw
(or, in some cases, SHOWTURTLE). We
taught you to move the turtle for-
ward by typing rD along with the
number of “turtle steps” you want it
to move (e.g. FD 50). To go back-
wards, you type BK plus the number
of steps. To turn the turtle, type LT
or RT and the number of the angle
you want it to turn—from 0 to 360
degrees. To send the turtle back to
the middle of the screen, type HOME.
Finally, to start a new drawing, type
CS (or CLEARSCREEN}. With these com-
mands, you can move the turtle any-
where on the computer screen. Cer-

THE FAMILY
CHALLENGE

Using some of the shortcuts and
the new commnands you've just
learned, have everyone draw their
own initials with the turtle. This is
a task that can be adapted to the
various age levels and abilities of
everyone in your family.

Think out the problem before
you sit down at the keyboard. Old-
er learners might use pencil and
paper to plot out the angles and
lengths their initials will require.
For younger learners, the stuffed
turtle can help. Remember that
you'll need to use the pu and pD
commands to move the turtle to
each new initial so turtle tracks
don’t connect them,

Younger children who've only got-
ten as far as understanding turtle
turns of ‘90 degrees can make their
initials using right angles (with the
commands RT 90 and LT 90). Older
children can experiment with turns
of different sizes. Generally, 45-de-
gree turns work well for beginners.

More advanced IBarners can try
making letters with smaller angles
and shorter forward lines. They'll
be rewarded with a more realistic
looking set of initials.

tain versions of Logo may call for
slightly different commands.

THIS MONTH’'S LOGO LESSON
Now let's look at a few shortcuts to
help you move the turtle a bit more
efficiently.
® The first shortcut is very simple.
Instead of typing each separate com-
mand into the computer and waiting
for the turtle to move before you type
in another one, type several at once.
Logo can process a string of com-
mands just as easily as it can pro-
cess single entries. For example, this
series of commands creates a square:
FD 30
RT 90
FD 30
RT 90
FD 30
RT 90
FD 30
RT 90 .
But you can type all that in one long
line:
FD 30 RT 90 FD 30 RT 90 FD 30 RT 90 FD 30
RT 90
In the first example, the turtle fol-
lows your instructions as you type

L

them in, one line at a time. In the
second example, the turtle creates
the whole square at once.

e pepeat. If within a series of com-
mands there are smalier groups that
are repeated, as in this case FD 30 RT
90, there's an even quicker shortcut:
the REPEAT command. This line does
the same thing as the ones shown
above:

REPEAT 4 |FD 30 RT 90}

The REPEAT command has three
parts. The first part is the word RE-
PEAT, which must be correctly
spelled out in full, The second part
tells the turtle how many times to
repeat the steps you're about to de-
scribe (in our example, the turtle is
to repeat the steps four times}). The
final part. contained in brackets,
tells the turtle exactly what steps are
to be repeated.

(Note: The square brackets used
with the REPEAT command are not
the parentheses on your keyboard.
Sorne computers have specific left-
and right-bracket keys; others use a
combination of two or more keys to
create brackets. Check your users’
manual.}

Try it out on your computer. Use
the REPEAT 4 (FD 30 RT 90] command to
combine several squares into simple
drawings like windows and ladders.
Then experiment with repeating oth-
er number values and commands.

Later in the series, we'll show you
how to invent your own commands
and teach them to the turtle. It will
then be even simpler {o make your
square—and other figures too.

MAKE YOUR TURTLE JUMP
® pgNup. What if you want to draw a
box on the left side of your screen
and a box on the right side, without
having them connected? You'll need
to move your turtle across the screen
without leaving turtle tracks behind.
The command for this is pv (or
PENUP). For example, PU FD 100 would
move the turtle 100 steps forward
without leaving turtle tracks.
¢ pENDOWN. When you want your tur-
tle to start leaving tracks again, type
pp (PENDOWN). This simply undoes the
PENUP command. To have the turtle
stop leaving footprints for 100 turtle
tracks, and then start leaving them
again, you'd type PU FD 100 PD.

Add these new Logo commands to
your homemade users’ manual
or template, so family mem-
bers can refer to them whenever
questions come up. Then, try cur
suggested exercise, “The Family
Challenge.” [

BN T
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BASIC

1 have an Atari 800XL computier
with a cassette recorder. When
entering long programs, can |
type in part of the program and
store it on tape? Can | then re-
load the partial program, finish
typing it in, and record it over
the same part of the tape?
JOSEPH PJURA

Ozone Park, New York

You can store an incomplete pro-

- gram on a cassette and reload it la-
ter to finish the program. The com-
pleted program can then be stored
on the tape in place of the old part
of the program. Your cassette record-
er merely stores any program in
memory at the time of recording, ir-
respective of its completeness.

However, I would suggest you re-
cord the revised program on a new
section of tape. If a mistake is made
in recording you will at least still
have part of the program intact,
whereas if you record over the old
program, you erase it from the tape.
Save the program before running it,
since a single typing error can cause
whole programs to disappear.

Why does this program return
the error statement * DATA ER-
RORIN 107

10 READ ROW, COL

20 CALL HCHAR[ROW,COL,42)

30 GOTO 10 '

40 END

50 DATA 12,16,11,15,10,14

The program is intended to put
asterisks in the locations speci-
fied by the pata statement (on
the TI-99/4A).

JOHN SCOTT

Gardnertgille, Nevada

This is a_common problem for nov-
ice programmers. You have an end-
less loop in statements 10-30 caused
by the GOTO in 30. The READ state-
ment forces the computer to keep
checking for data in line 50 even
though there are only six coordi-
nates. Limit the loop by using FOR
... NEXT statements, such as:

10 FORN=1TO 3

20 READ ROW,COL

30 CALL HCHAR(ROW,COL,42)

40 NEXT N

50 DATA 12,16,11,15,10,14

COMPUTING CLINIC

SAVING PROGRAMS @ DATA STATEMENTS & LONG
PROGRAM LINES @ WHAT'S A MOUSE? e TI EXTENDED

BY JEFFREY BAIRSTOW

If you use more than three pairs of
coordinates in your DATA statement,
change the upper limit number
(here it's 3) for the loop in line 10,
Try to avoid the use of GOTO state-
ments—they make for messy pro-
grams!

When | try 10 vse o program
line that is longer than two
lines on my Commodore 64, |
getl a SYNTAX ERROR message.
How ¢an 1 avoid this?

JAMES RHEA

Peoria, Arizona

Program lines on the Commeodore 64
are limited to 80 characters, or two
lines, on the display. If you have very
long program lines, try taking out
unnecessary spaces, such as those
between commands and variables.
For example, PRINTA will produce the
same result as PRINT A.

If the long lines are DATA state-
ments, you can break them into sev-
eral one-line statements. This is
good programming practice, by the
way. Similarly, if long lines are
caused by using lengthy alphanu-
meric strings, either shorten the
strings or use variables to define the
parts of the string separately. Final-
ly, if you have several statements in
a long line, you can place them in
separately numbered lines. Just be
sure not to alter the logic of the pro-
gram; be wary, for instance, of
breaking up IF. .. THEN clauses.

What is a movse and how is it
used?

STEVE TARDIF

Kensington, Connecticut

A mouse is a device for moving a
cursor or other object (such as a
sprite) around on the screen. Joy-
sticks and cursor keys will also do
the same thing, but in many cases
are not as easy to use. A typical
mouse has one or more buttons on
the top of a small box that can be
moved around on a flat surface. The
box is connected to the computer
with a cord that’s like a tail, so the
gadget does resemble a "mouse.”
“Optical” mice, such as the PC
Mouse, move over a special pad, but
most can be used on any desk top.

As the mouse moves, the cursor
moves correspondingly on the
screen. The buttons are used for
specific actions, as is the “fire” but-
ton on a joystick.

The mouse’s main advantage is
that it can move a pointer around
on the screen with great precision.
On the Apple Macintosh, for exam-
ple, this is very important since
most of its programs have complex
displays with menus or graphic
icons that are selected by moving a
pointer. The mouse is also good at
moving the cursor diagonally, such
as from the center of the screen to
the top left-hand corner. With cursor
keys, you cannot make diagonal
movements.

Mice are available for several com-
puters, including the IBM PC and
the Apple II series. They cost be-
tween $100 and $200. The price of-
ten includes special software that's
needed for the mouse to operate.

What is the difference bhetween
TI BASIC and Tl Extended BASIC
for the TI-99/4A computer?

JAMES WILLIAMS

Detroit, Michigan

T1 Extended BASIC does indeed ex-
tend the capabilities of the TI-99/4A
computer. This optional cartridge
provides more than 40 additional or
“expanded” commands and subpro-
grams to the regular TI BASIC. In
particular, Extended BASIC adds
sprite graphics, speech capability
(with the speech synthesizer), and
provides the ability to load and run
one program from another. It's such
a powerful language that using it is
like using a new computer.

The TI Extended BASIC cartridge
is available from several mail-order
companies, such as 99/4A National
Assistance Group, Box 290812, Fort
Lauderdale, FL. 33329; (305) 583-
0467, for under S100.

JEFFREY BAIRSTOW, a technical journalist
who lives in West Redding, Connecticut.
was a _founder and managing editor of
Computer Decisions magazine. He has
also taught math and computer science
in England. His family, including two
preschoolers, uses a variety of
computers.
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48 FAMILY COMPUTING

Sondak, the book is an excellent introduction
and reference guide. It has chapters on choos-
ing and using software, and on the rudiments
of programming in BASIC and another popular
computer language, Logo.

More advanced users will enjoy Peter Nor-
ton’s Exploring the IBM PCjr Home Computer
(Microsoft, 1984, $18.25, 336 pages). Written
for those who've “become comfortable” with the
PCjr, the book offers 20 chapters of clear, inter-
esting instruction.

RADIO SHACK COLOR COMPUTER/
TRS-80 MODELS Itl/4

New CoCo owners or potential buyers should
lock at Your Color Computer (Sybex, 1984,
$16.95, 342 pages). Doug Mosher discusses
the CoCo’s capabilities and uicludes advanced-
programming tips and lots of program listings.
The book also gives advice on the purchase of
commercial software.

Jerry Willis and others have published CoCo
and TRS-80 Model 4 versions of their inexpen-
sive, popular series, Things to Do With Your
. . . (Signet/dilithium Press, 1983, 83.95, 214
pages). Beginners or potential buyers will profit
most from these books, which contain descrip-
tions of many commercially available software
programs.

If you're locking for BASIC program listings,
look no turther than Color Computer Applica-
tions (John Wiley & Sons, 1983, $10.95, 160
pages). Authors John P. Grillo and J.D. Robert-
son give clear, concise descriptions of their 11
well-thought out, exciting programs.

TRS-80 Models I1I or 4 users can find listings
in 32 BASIC Programs for the TRS-80 Comput-
er (dilithium Press, 1980, $19.95, 266 pages).
This is an early edition of Tom Rugg and Phil
Feldman's 32 BASIC series (see the Atari sec-
tion).

TIMEX SINCLAIR
Douglas Hergert's short, engaging guide, Your

Timex Sinclair 1000 and ZX81 (Sybex, 1983,
$6.95, 159 pages) will show you how to un-
leash your Timex's potential. The author uses a
clever structure—that of a play—io organize
the book. More full program listings would
have been welcome, but on the whole, the bock
provides an adequate introduction to program-
ming for children or adults. Some of the longer
programs will not run on 1K machines.

Learning Timex Sinclair BASIC (CompuSoft,
1983, $14.95, 333 pages), writien by one of the
masters of the language, David Lien, covers all
the essentials, including math functions and
graphics. With a thorough, straightforward
style, the book could serve as a self-paced text
for older children (with parental guidance).

Advanced beginners will profit from David C.
Foyt's The ZX81/TS 1000 Home Computer
Book (Osborne/McGraw-Hill, 1983, $7.95, 350
pages). While not a BASIC programming guide
per se, the book helps users gain a better un-
derstanding of their micros. Many short, in-

structive programs are listed.

TS game players will enjoy Bogglers: 22
Smart Games Programs (2K to 16K) in Timex/
Sinclair BASIC (Byte/McGraw-Hill, 1983,
$9.95, 162 pages). The authors, Graham
Charlton, and other computer experts offer
program listings for 22 games and three home
applications (including an address book).
Some programming notes and explanations
follow each listing. Also, Tim Hartnell's collec-
ion, 70 games for the Timex/Sinclair 1000
and 1500 (Addison-Wesley, 1983, $9.95, 210
pages) contains many elegant programs includ-
ing 24 with moving graphics, 13 board games
and simulations, and many exercises which
are both educational and entertaining.

TI-99/4A

Bill Brewer and Jerry Willis present a quick
intro for Texas Instruments owners in How to
Use the TI-99/4A Computer (dilithium Press,
1984, $3.95, 139 pages). Like others in the
How To series, it is well written and ingxpen-
sive. (See the VIC-20 section.)

T1 users who wish to learn BASIC program-

ming can do no better than Get Personal with

Your TI-99/4A (dilithium Press, 1984, $9.95,

230 pages), by William A. Manning and Lon
Ingalsbe. The heart of the book is its excellent
minicourse in BASIC, which introduces con-
cepts such as algorithms, string functions, and
subprograms. In addition to its optional learn-
ing activities, the book has “chapter chal- :
lenges” at the end of each programing chap-

ter—problems you solve by writing programs.

=several collections of games programs are
available for TI users. You'll find 11 listings in

Fun and Games with Your TI-99/4A (Hayden,

1984, 812.95, 104 pages), in which author Ste- |
phen M. Muncy also includes a brief 40-page .

tutorial on creating arcade-style games.

In Zappers: Having Fun Programming and
Playing 23 Games for the TI-99/4A (Computer
Books/Simon & Schuster, 1984, $9.95, 205 |
pages}, Henry Mullish and Dov Kruger not only
provide lengthy descriptions of each game, they

also analyze the functions of various program

statements, and suggest ways to modify the

games.

Still more games can be found in TI-99/4A
Game Programs (TAB, 1983, $10.95, 214

pages), by Frederick Holtz. Like the games in

Zappers, the 32 games, written in TI standard -
(not Extended) BASIC teach a bit of program-

ming along the way.

HAPPY READING

Our coverage of the fast-growing computer- |
book market is by no means complete. The |
roster of titles is huge and grows every week, |
The books we mention here are sure to shed |
new light on your family's computer. They can |
help you out of the swamp of confusion that |

may be hindering your enjoyment of the ma-

chine. And they can help you to reach new |

heights in understanding its vast potential. [k
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. HARDWARR NUMBIR OF - DIFFICULTY
TITLL'PRICE MANUFACTURER REQINREMENTS PLAYERS OF LEARNING DOCUMENTATION COMMEINTS
Coler Basehull Tandy/Radio Shack For TRS-80 Color 1 or 2 Fasy, except Fair Graﬂhlcs a bit rnu%h:
524.95 1800 One Tandy Center Computer, 16K flelding, which pitching too limited; but
Fort Worth, TX 76102 {cartridge). Joystick(s). is difficult CoCo owners don't have
(817) 338-2395 - much choice.
Bussbell Strategic Simulations Reviewed on Apple II 1 or2 Easy Very good Playing the computer s
839.95 883 Stlerlin Road, series, 48K (disk]. Also an enjoyable option;
Bldg. A-200 for Commodore 64 opportunity to make
Mountain View, CA {disk). Version planned many decisions during
94043 for Atarl. the game.
(415) 964-1353
Computer Feothall Avalon Hill Game Co. Reviewed on IBM PC/PCjr. lor2 Easy Excellent Thinking fan's game; the
Strateyy 4517 Harford Road 64K {disk]. Also for Atari computer is a tough
821 {disk]) Baltimore, MD 21214 Home Computers, 32K opponent. Atari version
816 (cassette) (8OO} 638-9292 (disk or cassette); allows for choosing stats
Commodore 64 {disk or from classic pro teams.
cassette); TRS-80 Models I/
11144, 32K {disk or cassette).
Compuier Strategic Simulations For Apple Il series, 48K lor2 Average Very good/ Challenges would-be
Qverlerback 883 51%&1‘1111 Road. (disk}. Paddle(s). . excelﬁ;:nt coaches; advancedlevel isa
839.95 Bldg. A-200 plus for expert players.
Mountain View, CA
94043
(415) 964-1353 !
Feelhall Triton Products Co. For TI-99/4A, 16K 1 (practice)or Easy Very good Fast, fun game for the
$15.95 P.O.Box 8123 {cartridge). 2 (play game) entire family; even the
San Franclsco, CA novice can learn it easily:
94128 simple format, but still
{800) 227-6900 diverse; good buy.
Mockey Gamma Software For Atari 400/800, 16K 2to4 Easy Good Easy to understand for
$29.95 P.O. Box 25625 (disk or cassette). novices; ﬁvlayers oI Screen
Los Angeles, CA 90025 Joysticks. move well.
{(213) 473-7441
indoor Sotear Triton Products Co. For T1-99/4A, 16K 2 Average Very good Lively game; indoor versicn
$15.95 P.O. Box B123 (cartridge). Joystick(s). Is good twist; graphlics not
San Francisco, CA as realistic as other soccer
94128 games.
{800) 227-6900
internations] Soccor Commodore Bus. Mach. Commeaodore 64 1 or 2 Average Fair Highly entertaining;
$524.95 1200 Wilson Drive (cartridge). Joystick(s). . players have lifelike
West Chester, PA moves; nine skill levels
19380 make it good for family
{(215) 431-9100 play.
1.9. Baseball Davka Corp. Reviewed on lor2 Easy Fair A trivia game—correct
$24.95 845 N. Michigan Ave., Commodore 64 (disk). answers are hits; tough
Sulie 843 Also for Apple [l serles, 3uestinns {two levels of
Chicago, IL 60611 48K {disk). ifficulty); great for
{800) 621-8227 baseball nuts.
Julivs Erving end Electronic Arts Reviewed on Apple 1] l1or2 Average/ Excellent Top-notch action; players
Laery Bird $0 One- 2755 Campus Drive series, 48K (disk). Also difficult have the superstars’
sa-Ome San Mateo, CA 94403 for Commeodore 64 tendencies; takes
540 (415) 571-7171 (disk). Joystick(s) practice; a treat for
recommended. Joystick jocks.
$Starbewl Foelthall Gamestar, Inc. For Atari Home Computers, 1 or 2 Average, except (Good Not overly complicated, a
831.95 1302 State St. 24K (disk or cassette). passing/ plus among football
-Santa Barbara, CA Joystick(s). recelving, games; one-player feature;
93101 which is good graphics.
(805) 963-5487 difficult
$tar I.ur. Gamestar, Inc. Reviewed on Atarl Home 1 or 2 Average, excegt Good Best of baseball-
Basebal 1302 State St. Computers, 32K (disk or batting, whic simulation games;
$31.95 (Atari) Santa Barbara, CA cassette). Also for Apple is difficult excellent view of field;
$29.95 93101 I1 series, 64K (disk); ballpark sounds; easy to
{Commodore)} (805) 963-3487 Commodore 64 (disk or get involved.
cassette). Joystickis).
Stetis-Pro Busehall Avalon Hill Game Co. Reviewed on Apple 1l/1] 1or2 Average Excellent Puts you in dugout as
835 4517 Harford Road lus/Ile, 48K (disk). Also manager of any major-
. Baltimore, MD 21214 or TR5-80 Models IFI1I/ league team; a strategy
{8C0) 638-9292 4, 48K (disk). game for stats freaks.
Super Action ™ Coleco Industries For ADAM (cartridge). 1 (practicej Average, except Good Highly detalled graphics
Basehell 10 Park St. Super Action or fielding, whic are interesting; but,
875 {canonlybuy  Amsterdam, NY 12010 Controllers. 2 (play game) s difficult overall, not as realistic as
w/Super Action {518) 842-0010 other games,; batting-
Controllers) _practice option is fun.
Super Action Coleco Indusiries For ADAM (cartridge). 1 {ofiense Difficult Good/very Takes lots of practice;
Festheall 10 Park St. Super Action practice) good special joysticks full of
834 Amsterdam, NY 12010 Controllers. or options; good graﬁhics;
(518} 842-0010 B 2 (play game) extensive playbocek.
The World's Sromtest  Epyx For Commodore 64 1 or 2 Simulation is  Poor Can play statistics or
Baseball Gume 1843 Kiel Court (disk). Joysticks for difficult/ simulation game: the
839.95 Sunnyvalte, CA 94089 simulation; no joysticks average; latter mode is confusing,
(408) 745-0700 for strategy. strategy 1Is seems unrealistic.
N average
Tovchdown Foothall Imagic For IBM PCjr 1 or 2 Easy Demo Easy-to-learn; sharp color
534,95 981 University Ave. (enhanced), 128K (disk}. copy only aphics; many different
Los Gatos, CA 95030 Joystick(s). at press ormations, fun to play.
(408) 399-2200 time
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Football strategists have two hearty offerings to chew
- on. Computer Foothall Strategy features minimal graph-
ics but is a whopping challenge. Youll need a steady grip
on which plays to call when. (One tip about playing the
computer—it likes to pass, often!) Play-probability charts
are supplied (on all versions except the Atari) so you can
bone up on which offensive formations work against de-
fensive alignments and vice versa. In all, depending upon
field position, you can choose from 23 plays on offense;
there are a standard 10 different defenses you can call.

The game moves rapidly, which is the beauty of using
the computer. In addition, Computer Football Strategy
supplies quarter-time, half-time, and final stats.

Computer Quarterback is the ultimate game for true
football fanatics in your family. It features detailed graph-
ics and two levels of play: “Semi-Pro” and "Professional.”
The Semi-Pro option allows for 18 offense formations and
14 defensive alignments; the Pro version has a hefty 36
and 24, respectively. You can play alone at the Semi-Pro
level, which is a good way to learn the nuances of the
game, before finding human opponents.

The statistical component of this game is impressive.
It offers some surprises, but plays out realistically. Conse-
quently, games can take about an hour if you're playing
regulation 15-minute quarters.

One added attraction of Computer Quarterback is its
“Pro Draft.” Before playing at any level or option, you can
conduct a team selection process where each player is
allotted 83 million to pick a team. You can spend your loot
on a good quarterback and sure-handed pass receivers,
setting up a high-scoring team for yourself, or you can
spend more on defensive players so your team gives up
fewer points. In connection with this feature, the manu-
facturer offers separate disks with data for NFL players
and teams. |

Another intriguing plus in this game is, if you have
the proper printer, you can record every play. With this
alternative, you get hard copy at game's end which shows
how you won or lost: It's something you can study before
playing the same opponent again (just like a pro or college
coach would review game films).

Computer Quarterback comes with advice on how to
set up a league of any NFL teams, which isn't a bad idea.
Except that this game can get habit-forming.

BASKETBALL

Appropriately enough, Julius Erving and Larry Bird
Go One-on-One is the only basketball product we've re-
viewed, for it is in a class by itself. This game has success-
fully combined the excitement of simulation play and the
realism of strategy/statistics games. You have the choice of
being either Dr. J or Bird, with a human opponent or the
computer taking the other role. What happens after you
choose sides 1s—if the Los Angeles Laker will pardon the
expression—purely magic. Or at least hints at artificial
intelligence. _

Each basketball superstar’s on-court tendencies (the
players helped with the design) have been programmed
into the game. If you're the Doctor, you'll have all the fancy
moves inside and be a step quicker. As Bird, you'll be more
physical, rebound better, and play relentless defense.
What's more, One-on-One shows you how tired the players
are getting and who has the hot shooting hand.

As you practice—at one of the four skill levels—you'll
soon be swishing jumpers and spinning in the air like
these stars. Why, you may even hit a point-blank slam
dunk which shatters the backboard, bringing ocut a main-
tenance man to sweep up. This software package nets my
vote for Sports Game of the Year.
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International Soccer
allows you to play at one

of nine skill levels.

HOCKEY

When it comes to the best sports games for the whole
family to play together, don’t overlook fast-paced hockey.
For example, Hockey allows for up to four players. The
main objective: score more often than your opponent (a
defense-oriented approach usually backfires).

Hockey is a sleeper. At first glance, with stick-figure
players on a smallish rink covering only about two-thirds
of the screen, it doesn’t look like much. But the game’s
players move around the ice well, particularly when they're
not carrying the puck. Shooting or moving in any direc-
tion is easily done and you won't lack for goal-scoring with
this product. A lively puck, which bounces off the boards
with power, makes things interesting. However, a smart
player will slow down the acticn a bit.

There are two problems with Hockey: 1) the goalie
only moves vertically and 2) “offsides™ can’t be called,
meaning a player can “camp out” at the opponent’s net.

SOCCER

As more boys and girls play the sport, soccer is fast
becoming the family game. And, similar in ways to the
computer boom, parents are often learning about soccer
after their kids get involved. Although neither of these
pieces of software allows for more than two players, each
moves quickly enough to provide a fast turnover among
participants.

International Soccer could be more realistic, but it is
lively. The players are large (seven to a side) and it’s easy to
see their moves, such as throwing the ball in-bounds,
“heading” it downfield, or slowing down when dribbling.
Players carrying the ball are slowed purposely, to encour-
age downfield passing. The most entertaining feature of
International Soccer is the perky goaltender, who jumps,
dives, and sprawls to make the big save.

Another plus with International Soccer is its nine
skill levels, the highest being a World Class mode that’ll
have you playing like Pelé.

Indoor Soccer brings a new twist to a traditional
game. Just like the American indoor version of soccer
played in ice-hockey rinks, this game’s ball bounces off the
boards with alert players keeping up with the action. The
graphics could be better (players run backward instead of
turning around to chase a loose ball). But Indoor Soccer,
with five players on each team, does keep your interest.
Perhaps it’s that suspense Neil Simon was talking about—
you just never know how it’s going to end up.
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Since word processing is one of the most popular uses for
computers, printers are among the most sought-after com-
puter peripherals. After all, a manuscript or letter doesn't
do anyone much good when it's stuck inside a computer.

While printers are not cheap, prices have dropped con-
siderably in the past year. You can find basic but reliable
printers for less than $300. And in the $300 to $600
range, there’s a whole slew of fast, sturdy, and versatile
printers. You can even find so-called “letter-quality” print-

ers in this price range: a year ago, that was virtually

impossible. Finally, in many cases, printers have become
easier to shop for, as some manufacturers supply special
cables for specific computers.

Here are the three main types of printers, and their
strengths and weaknesses.

THREE TYPES OF PRINTERS

Thermal. Thermal printers work by “burning” visible
dots onto special heat-sensitive paper. They are extremely
reliable, inexpensive, and compact. They are relatively
fast, and very quiet. However, the paper is expensive, not
suitable for most applications, sometimes hard to find,
and the print quality is only mediocre. Now that dot-
matrix printers are dropping in price, there's less demand
for thermals.

A newer version is the thermal-transfer printer, which
actually uses a completely different technology, and is
bringing color printers down to an affordable price. The
Okimate 10 and the forthcoming Apple Scribe (bhoth color
printers), two examples of thermal-transfer printers, work
by heating up ribbon and transferring ink to paper. Stan-
dard paper may be used. However, the ribbon is good for
only one go-through.

Dot-matrix. Dot-matrix printers, like thermals, use the
dot process to form characters, but do so by striking a
typewriter-style ribbon against regular paper, either sin-
gle-sheet or fanfold. Fanfold paper has holes along each
side which fit into a pin- or tractor-feed mechanism on the
printer. Dot-matrix printers are the fastest around, and
many can also print out graphics. If you need to do a lot of
printing, either of manuscripts or program listings, dot-
matrix printers are the best buy. Many users don’t think
dot-matrix_output is good enough for formal use, but if
the printer has a “double-strike,” or “emphasized,” mode,
it's pretty close to letter-quality.

Lotter-quality. Often known as daisywheel printers,
letter-quality printers are ideal for correspondence. They
offer the most handsome text output available, trading off
this look against speed and price. Individual “dies” for
each character are mounted on a small, removable plastic
or metal unit, called a daisywheel, thimble, or ball. Be-
cause the print elements are removable, it's easy to ex-
change one set of characters for another.
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Daisywheel printers can feed single sheets of paper (dot-

- matrix printers often can't), so that formal letterhead or
. special paper can be used. However, unless you buy a
_ sheet-feeder, which is expensive, you'll have to feed the
. printer one sheet at a time. In most cases, a pin- or

tractor-feed mechanism is standard or can be added later,
to allow use of the perforated, fanfold paper. Also, daisy-

- wheel printers usually have wider carriages than dot-ma-

| trix printers, often allowing 132-column (or character)

printouts. For printing out spreadsheets and other spe-
cialized formats, this expanded carriage is a real bonus.
Daisywheel printers, however, are very slow. In the un-
der-8600 range, you won't find any faster than 25 charac-
ters per second (cps}, and most are much slower, At this
speed, a 20-page, double-spaced report will take half an

 hour to print—for the frequent user with lots of copy, an

annoying waste of time. So, a daisywheel printer may not
be your best bet, unless you need a printer for formal

- business correspondence.

'POINTS TO CONSIDER WHEN SHOPPING

Paper. What kind of paper do you want to use? If it

" doesn't matter, then a thermal or dot-matrix printer is
. fine. (But don't forget that thermal paper is expensive,) If
- you want special letterhead paper, then a daisywheel is

virtually a necessity. If you want to use fanfold, perforated

- paper on a daisywheel—for large print jobs—then you'll

need a pin- or tractor-feed mechanism. Finally, on any
printer, have the salesperson show you how to put the
paper into the machine and try it yoursell. Is it awkward?
Some tractor-feed mechanisms resemble a Chinese ring
puzzle! Does the cover swivel (preferable) or must it be
removed from the printer {(awkward)?
Ribbon/Printheads. The ribbons (on dot-matrix and
daisywheel printers) will need to be replaced. Ribbon re-
placement can be expensive (see ribbon costs on chart).
And, if you want to try new character sets on your daisy-

. wheel printer, you'll need new daisywheels. So, you want

to know that your particular printer uses a standard dai-
sywheel. Qume and Diablo are the standards—ribbons
and daisywheels of this type are easy to find.

Cables. You buy a printer, bring it home and . . . Wait!
How do you connect it? You need a cable, and there’s only
one that will work. Make sure you solve that little mystery

. before you buy. Some manufacturers (such as Alphacom,

Axiom, and Star Micronics) now make special cables for
specific computers. If such cables don’t exist, then a stan-
dard Centronics or RS-232C serial cable should work—if
your computer has either of those interfaces. In some
cases, you'll need to buy an interface card (or circuit
board) to give your computer a printer connection. But,
there’s something funny about standards in the computer
industry—don’t trust a connector until you see it work -
with your own eyes.

Compatibility. You want to make sure a certain print-
er works with your computer. If you can connect it, you've
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generally got a match. But, more important, you want to
make sure it will work with your favorite piece of software.
Most word-processing programs, for instance, are de-
signed to work with two or three printers—beyond those,
you may be on your own. Features such as underlining,
boldface, subscript (H.0}, and superscript (x'°) might
work well with one printer and not at all with another.

And, don’t assume that just any printer will print out
your computer’s graphics characters. Most printers have a
self-test function, so that you can see all the characters
featured by that particular model. Also, remember that a
special interface is sometimes needed to print out the
graphics. Conversely, don’t assume that your computer or
software will be able to take advantage of all the features of
a certain printer.

Speed. Daisywheels are the slowest printers, dot-ma-
trix are the fastest, and thermals are in-between. Speed is
measured in characters per second. To churn out long
reports, youll want something in the 100 cps range,
though 60 c¢ps should do close to two double-spaced pages
a minute. Anything under 25 c¢ps is considered slow-—but
if the printer meets your other needs, it's bearable.

Noise. Except for thermals, computer printers are not
especially quiet. Printer noise levels are measured in deci-
bels (db). While acceptable noise levels will vary with per-
sonal taste and the situation, figure that anything in the
50—65 db range is fairly average. Above that, hold on to
your earmuifs!

And now, some quick reviews of some of the top per-

' formers in the under-$600 category.

PRINTERS REVIEWED
Abati LQ-20. This low-cost, letter-quality printer

| (3479) is a pleasant surprise. It produces good letter-quali-

ty output, and its print wheels and ribbons are standard
Qume products, so they should be easy to replace. Two
sets of DIP switches (a row of tiny switches used to control
different printer functions) allow configuration to most
any computer. A smoked plastic cover that swivels to allow
access to the ribbon and print head helps to reduce print-
er noise to a very respectable 58 db. However, speed is not
a strong point of the Abati. At 18 ¢cps, it's not intended to
be used for extensive 'production” work.

Early shipments of the printer included a confusing
owner's manual, but an improved, expanded manual
should be available soon. And, if you have any troubles,
Abati answers its service phone! The LQ-20 is a quality,
no-frills printer that should produce clean copy for years.

Alphacom 42 and 81, Alphacom Alphapreo. Alpha-
com’s two thermal printers are inexpensive, reliable, and
have special interfaces (845—S60) for Atari, Commodore.,
IBM, and Texas Instruments computers. The Alphacom 42
($119) prints two 40-column lines a second, and can print
uppercase and lowercase letters. The 81 (8169} prints 80-
column lines at 100 ¢ps. In addition, the 81 is capable of
printing fairly sophisticated graphics, and can be connect-
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ed to the Apple Macintosh. Neither includes interfaces.
Both printers use a friction-feed mechanism to hold ther-
mal roll-paper.

Now, Alphacom is trying to bring its expertise for high-
performance, low-cost printers to a letter-quality printer,
the Alphapro ($399). This daisywheel printer, which uses
standard Diablo- and Qume-compatiable print wheels and

ADDRESSES OF PRINTER
MANUFACTURERS

Alphacom, Inc.
2323 S. Bascom Ave.
Campbell, CA 85008
(408) 559-8000

Apple Computer, Inc,
(see your local dealer)

Atari, inc.

1312 Crossman Road
Sunnyvale, CA 61657
(408) 745-2820

Axliom Corp.

1014 Griswold Ave.

San Fernando, CA 91340
(818} 365-9521

Brother Industry, Ins.
5698 Bandini Blvd.
Bell, CA 90201

{714) 859-9700

Cardeco In:.

300 5. Topeka
Wichita, KS 67202
{316) 267-6525

Commodore Business
Machines

1200 Wilson Drive

West Chester, PA 19380
{215) 431-9100

Epson America, Inc.
3415 Kashiwa St.
Torrance, CA 90505
(800) 421-5426

Ergo Systoms

1360 Willow Road
Menlo Park, CA 94025
(415) 322-3746

Hewlett-Packard
1000 N.E. Circle Blvd.
Corvallis, OR 97330
(800) 367-4772

Inforunner

Airport Business Center
431 N, Qak 5t.
Inglewood, CA 90302
(213) 453-6688

C. I3oh Electronics Inc.
5301 Beethoven St.

L.os Angeles, CA 90066
{800)] 348-1984

Juki Industries of America
299 Market St.

Saddle Brook, NJ 07662

{201) 368-3666

Kaypro Corp.

533 Stevens Ave.

Solana Beach, CA 92075
(619) 481-4300

Mannesman Tally
8301 5. 180th 5t.
Kent, WA 98032
(206) 251-5524

Micro D

17206 Mount Cliffwood Circle
Fountain Valley, CA 92708
(RO 854-6801

MNEC Home Electronics
Personal Computer Division
Elk Grove Village, 1L 60007
(312) 228-5900

Okidata

532 Fellowship Road

Mt. Laurel, NJ 08054
(609) 235-2600

Olympia USA

Route 22, Box 22
Somervilie, NJ 08876-0022
(201) 722-7000

Panasonic Co.
One Panasonic Way
Secaucus, NJ 07094
(201} 348-7292

Sitver-Reed Americn, Inc.
19600 S, Vermont Ave.
Torrance, CA 90502

(213) 516-7008

Smith-Coronu

65 Locust Ave.

New Canaan, CT 06840
{203} 972-1471

Star Micronics

200 Park Ave., Pan Am Bldg.
New York, NY 10016

(214) 456-0052

Tandy Corp./Rudio Shack
1800 One Tandy Center
Fort Worth, TX 76102

(817) 390-3944

Tronstor

Box C-96975
Belevue, WA 98009
(206) 454-9250
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UNDER - $600 PRINTERS

PRINTER MFR./ PRINT
MODIL DIST. INTERFACE METHOD
Abati LO:20 Micro D P/S Daisywheel
Alphucom 43 Alphacom, Inc. P/5 Thermal
Alphatom 81 Alphacom, Inc, P/S Thermal
Alphapro Alphacom, Inc. P/5 Daisywheei
Atari 1025 Alari, Inc. S Dot-matrix
Atari 1027 Atari, Inc. 5 Rotary head
Brother HR:15 Brother Industry* P/S Dot-matrix
Cordco LQ-2 Cardco Inc. P Daisywheel
Commodore 1526 Commodore Bus. Mach. S+ Dot-matrix
Delte-10 Star Micronics P/S Dot-matrix
DMP-120 Tandy Corp./Radio P Dot-matrix
Shack
Huctrone Olympla USA P/S (opt.) Dot-matrix
Compact NP
Epson FX-80 Epson America, Inc, P/S (opt.) Dot-matrix
Epsen RX.30 Epson America, Inc. P/S {opt.) Dot-matrix
EXP 400 Silver-Reed America, P Daisywheel
Inc.

EXP 500 Silver-Reed America, P/5 Daisywheel

: Inc.

Fustext80 Smith-Corona P/S (opt.) Dalsywheel
Gomini 10X Star Micronics P/S (opt.) Dot-matrix
Gomini 13X Star Micronics B/S (opt.) Dot-matrix
GP.100T Axiom Corp. S Dot{-matrix
¢P350 Axiom Corp. B/S Dot-matrix
CP-TOOAT Axiom Corp. S Dot-matrix
HP 2215C Hewlett-Packard P Ink-jet
HUSH 80P Ergo Systems P Thermal
HUSH 805 Ergo Systems 5 Thermal
Imagewriter Apple Computer, Inc, S Dot-matrix
Jukl 6100 Juki Industries P/S {opt.) Daisywheel
Kaypro Letter Kaypro Corp. P Daisywheel
Quulity Prinfor
XX-P1090 Panasonic Co. P/S (opt.) Dot-matrix
Microting 92 Okidata P/S {opt.) Dot-matrix
NEC PC.-6021 NEC Home Electronics P Therrmal
NEC PC-8027 NEC Home Electronics P Dot-matrix

: Okimate 10 Okidata S Thermal

| Prowriter C. Itoh Electronics Inc. P Dot-matrix

! 8310-AP

: Ritemon Plus Inforunmer P Dot-matrix
$pirit 80 Mannesman Tally P/S (opt.) Dot-matrix
Yronstar 120 Transtar P/S Daisywheel

| CPS = Characters Per Second . Db = Decibels

ribbon cartidges, prints 18 cps. An Intelligent Cable Inter-
face (849) adapts the Alphapro to computers with RS-
232C serial or Centronics-parallel ports; there's also an
interface for the Macintosh. The Alphapro offers boldface,
double strike (emphasized), superscripts, and subscripts.
We have yet to try it out, but it sounds promising.
Brother HR-15, Comriter CR:11, DPynax DX.15. The
Brother HR-15 (8599}, also sold under the Comriter and
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KEY T0 CHART P = Parallel 5 = Serial *Also sold as Comriter CR-11 and Dynax DX-15.
NA = Not Avallable or Not Applicable

PAPER PRICE
SPRED $OUND WIDTH PRINTER/
(CPS) {Ph) {n.) RIBBON FEATURES
18 58 13 479/10 Special character wheels
avallable
80 NA 4.33 119/N A Atari, Commodore, and Apple
compatible
80 NA B.75 169N A Friction feed; interface for
Macintosh {optional)
18 NA 13 399/5 Intelligent Cable Interface;
Diablo-compatible
40 66 13 399/6.50 Cable included; direct serial
cornection
12/20 68 13 349/7.95 Cable included; direct serial
connection '
13 65 13.5 559/ 5K buffer
2.35-3.40
12 62 8.7 349/7.95 Optional battery pack: interface
for PCjr, Commodore
30 66 B.5 300/8.95H Interface for Commodore
160 74 10 549/2.45 Special character sets; 8K
buffer
120 70 3.5 499/17 Pin/friction feed; text and
graphics
100165 65 10 499/6.9bH Tractor feed: bidirectional; very
fast
160 68 10 599/9-14 Pin/friction feed; many styles
100 64 10 399/9—-14 Pin/friction feed; graphics
12 65 12 399/ Boldface; sub/superscripts
3.65-7.25
16 65 13 549/ Diablo-compatible
3.6b-7.25
80 63 11 259/9.50 Friction feed; bidirectional
120 74 10 399/2.50 Pin/riction feed
120 74 15 549/2.50 Pin/Ariction feed; 8K buffer
50 B2 9.5 309/10 Tractor feed; direct-connect
cable for TI-99/4A; graphics
86/43 60 8.5 319/14.95 Near letter-quality mode
50 82 9.5 2899/20 Direct connect cable Atari;
graphics
150 a0 12 495/7.95 International character set
80 56 8.5 159/NA Includes interface, cable, and
rotl-paper; portable
80 D6 8.5 159 NA Includes interface, cable, and
roll-paper; portable
120/80 NA 10 0485/10.50 Pirviriction feed; graphics and
text
17 62 13 599/5.95 Proportional spacing; add-on
buffer available
18 62 13 599/ Optional pin feed
1.68-3.75
8O 72 10 399/6.70 Pin /friction feed. graphics
160 67 9.5 599/3.15 Pin/friction feed; optional
acoustical cover: international
character set
40 54 4.5 249/NA Friction feed
120 NA 10 499/6.79 Pinv/friction feed; portable
60 50 8 239/6 40 celors; software included
120 65 10 495/6.79 Additional character sets: pin/
friction feed
120 64 .75 399/8.50 One of several models
80 64 10 399/8.80 Pin feed: text and graphics
14 65 12 550/ Autoload
6.95-8.95H

**Special Commodore or Atari interface

Dynax labels, has a lot of pluses and one minus. The latter
is a turtlelike print speed of 13 cps. Beyond this, the
Brother/Comriter/Dynax is a great buy, because many of
its features are so well executed. A tractor-feed mechanism
($139.95}, an inexpensive (8259.95) cut-sheet feeder (for
single-sheet paper), a choice of four types of ribbons
(850570 for 12), and 26 cassette-style daisywheels
should be enough incentive to send most printerless com-
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puter owners to the nearest store for a closer look—if you
want letter-quality output.

Cables do not come with the printer, but are standard
and available at many stores. In addition, an attachable
typewriter keyboard is available ($200), so you can use the
printer to type up an envelope without loading in a word-
processing program, formatting, etc. Overall, the unit is
handsome, civilized, and a pleasure to use.

Epson RX-80 and FX-80. You can't go wrong with an
Epson printer—at least not that we know of. They are
extremely well-built, and will do most anything you ask of
them. Expanded, compressed, and italic print styles are
standard, as are subscripts and superscripts. The FX-80
(6599} and RX-80 (8399) are both durable, fast, and ver-
satile; the FX-80 is somewhat faster and produces slightly
crisper letters than its sibling. Both can print graphics
characters and international character sets. Again, the
FX-80 has slightly better definition. If you're wary of mak-
ing a purchase mistake and want to buy a proven perform-
er, Epson must be near the top of everyone's list. The
documentation is more than adequate, though getting the
DIP switches properly adjusted for your particular needs
takes a little experimentation.

Juki Model 6100. The Juki is an attractive and solid
daisywheel printer that is compatible with existing acces-
sories. Replacement IBM cartridge ribbons can be found
in most stationery stores, The 100-character daisywheel is
available in a number of print fonts and styles. A 2K buffer
is standard, and can be expanded in 2K increments (S28
each from Juki) to 8K. (A buffer, a storage space inside the
printer, allows a computer to send several pages of a docu-
ment to the printer and free itself up for other tasks.)
Though the output is clean and crisp (and includes graph-
ics), the Juki is relatively slow, at 17 cps.

The 6100 uses a 13-inch platen, which will allow use of
oversize paper and multipart forms. A tractor-feed is avail-
able (8149), allowing use of perforated fanfold paper.
Front-panel controls program the printer for 10, 12, or 15
characters per inch, along with proportional spacing.
Word-processing users will be glad to know that subscript,
superscript, underscore, boldface, and shadow printing
are standard features. The manual is superb. Complete
setup instructions for some popular computers and word-
processing programs are provided.

Mannesman Tally Spirit 80. The Spirit 80 is one of
the lower-priced (8399), full-featured, dot-matrix printers
around. Its film ribbon accounts for the clean, crisp, and
fully formed characters. It prints at 80 cps—about two-
and-a-haltf pages per minute. Both serial and paralle] ver-
sions are available; both accept standard cables that
should be available at most major dealers.

The Spirit's smoked plastic cover lifts off to allow access
to the ribbon and print head. This design feature, how-
ever, is a slight nuisance. Hinged covers don't add that
-much to the cost of a printer, and make threading paper,

changing ribbons, and cleaning the print head easier.
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The Mannesman manual is unusually short {it is a 50-
page, half-size book}), but contains all the information
necessary to hook up the printer to just about any com-
puter. One pleasant surprise is the clear explanation given
for setting the DIP switches.

Okidata Microline 92. This dot-matrix printer ($599)
does not represent the latest in printer technology, and it's
not the darling of the computer-show circuit—but it hap-
pens to be an excellent value.

The Microline 92 is small, so it's ideal for the home or
crowded office desk. Two built-in character sets make it
versatile; and its top speed of 160 cps makes it incredibly
efficient. Furthermore, the print output is sharp.

Loading new paper is a breeze. You may select between
pin-feed rollers and standard friction feed. Finding new
ribbons will never be a problem. The standard spool rib-
bon can be found in most computer stores.

Two drawbacks: at 67db, it's a little noisy; and setup is
a little difficult because the DIP switches are accessed by
removing the upper casing. This lack of user consider-
ation is somewhat surprising for a machine that offers so
many other convenient features.

Okimate 10. Once regarded as inferior in quality to
daisywheel and dot-matrix printers, thermal printers have
blossomed with new technology. An example is the new
Okimate 10 (8239}, a quiet thermal-transfer printer that
is capable of full-color printing in more than 40 shades. A
printer of this capability at this price is an unbelievable
accomplishment! The Okimate 10 can be used with Atari
and Commodore computers, and print out any graphics
the computers can produce. Two programs—a learn-to-
print and a color-screen kit—are included.

Users get about 10 pages of color printing, and about 75
pages of text from one ribbon (about $6). High-gloss paper
is recommended, but not necessary, for color printing.

‘The printer produces graphics at 18 cps, and text at 60

cps. The text is very clear.

Star Micronics Gemini 10X. Star Micronics has a
wide range of printers for less than 8600, and all are solid
performers. The STX-80 (8199) is a fast (60 cps), quiet
thermal printer with a standard Centronics-parallel inter-
face. The two Geminis, the 10X (8399) and 15X ($549]},
are dot-matrix printers. Both offer friction and tractor
feed as standard items, but can also use single-sheet pa-
per. They print at 120 cps, and can print italic, con-
densed, enlarged, emphasized, double-strike, and interna-
tional characters. The output is extremely sharp in any
style. Both come with a Centronics-parallel interface, and
offer an RS-232C serial interface as an option. The only
difference between the two printers is that the 15X fea-
tures a 15.5-inch carriage, making it ideal for spreadsheet
printouts.

Finally, the Delta 10 {8549) keeps all these laudable
features and adds another—speed. It prints at 160 ¢ps, so
is ideal for large-volume printing. Star Micronics also has
more printers at the high end of the price scale. ¢
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As Pl‘ﬂfﬂ&ﬁﬂr Understﬁne
_stood at the entrance to

-mid, his heart fluttered.

-His lifelong dream was..
‘about to.come true. For |

- 1'years, Professor Under-
- . | stone had been scoffed and
1 harrumphed at by his r

] pompous, stuffy colleagues
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| where he- taugh

“in the 'archamlugy df:part}'.'
t. Now, he
- would finally collect the ev-
- idence that would reveal -
~one of the greatest histori-
“cal inaccuracies of all”
time-that the wealth

" and power of ancient
-Egypt’s boy king Tut-
ankhamen was 1n$1gnifi

Tut's semnd _cﬂus_in twic_f:

I rétﬂaved"“Muchincnmmnn -

cle] owned Egypt's largest
pyramid construction com-
pany. He died leaving

| Much the richest and mm's.t-:

powerful boy in Egypt.
Much never got the atten-
‘tion nor the press that Tut
received, because of his
stinginess and surly dispo-
sition. Much was so stingy
‘that the slogan of his pyra-
mid construction company
read: "You Can Take It
With You—As Long As It's
Well-Sealed!” The rivalry
between Tut and:-Much

| was s0 great that Professor

Understone even un-
“earthed hieroglyphics
“about the fe:udmg relatives
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Dayy ONE

in the parking lot of what

is now an Egyptian fast-

food restaurant: McTut's.
Seconds after Professor

~ Understone entered the

pyramid, a thundering
crash shook the walls and
sealed the only deoor back
to the outside world.
Armed with only a Canteen
of water, five peanut but-
ter-and-jelly sandwiches, a
few matches, and a dispos-
able lighter, Professor Un-
derstone began to explore

carefully studying the hi-
eroglyphics on 24
ancient Egyptian water
jugs, his lighter flickered
and died.

Professor Understone’s
heart sank. A day passed.
He was just about to give
up all hope of escape when
a strange thing happened.
The pyramid door opened a
crack, throwing a ray of
sunlight on the 24
water jugs. Goose
pimples rose on the profes-
sor’s neck when he realized
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that several of the jugs had
shifted position! New jugs
had appeared in place of
those that had moved.
Suddenly, as quickly as it
had opened, the door
slammed shut.

The same thing hap-

pened during Professor Un-

derstone’s third and fourth
days in the pyramid. Each
day the same jugs chianged
position, and the door
opening grew wider. Pro-
fessor Understone waited
with baited breath for the
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fifth day, when, if every-
thing went according to se-
quence, the door would
open wide enough for him
to escape. But nothing
happened.

Down to his last peanut
butter-and-jelly sandwich,
Professor Understone
racked his brain for all he
could recall about Muchin-
common. The ancient
Egyptian loved puzzles,
and clearly had a stake—
selfish as it may be—in re-
leasing the Professor and
securing his name in his-
tory. But Much was as

‘mean and stingy in his af-

terlife as he had been in
his heyday. He was going
to make the Professor work
for his release. Somehow,
the Professor had to dis-
cover the pattern in which
the jugs were moving, and
move them to their fifth
and final position himself,
thereby triggering the
opening of the door.

HOW TO PLAY

Make sure your comptut-
er is set for all uppercase
letters before you type in or
RUN this program. The il-
lustration (page 64) shows
the arrangement of the
jugs when the Professor
first entered the pyramid.
When you run Mummy
Maneuvers, you will see

the new arrangement on
Day Two. {The jugs will be

represented on the screen
by their hieroglyphics.) To
see the jug arrangements
for days three, four, and
five, press the space bar.

Note that the arrange-
ment on day five is exactly
the same as that of day
four. It is up to you to
place the jugs in their final
position and thereby per-
mit the opening of the
door. Use your “I" (up), “J
(left), "K” (right), and “M"
(down) keys to position
your cursor over a jug.
Then input the appropriate
jug hieroglyphic. Repeat
this procedure until you
are satisfied that all the
jugs have been placed in
the correct position.

Now type "D to try the
door. If your arrangement
is correct, the door will
open and the program will
end. If your arrangement is
incorrect, you can get a
helpful hint by typing the
“"H” key. Pressing the space
bar returns you to the fifth
day so you can corttinue
with your experimenting. If
you need to go back and
study the jug arrange-
ments on the previous
days, use your space bar.
(This will not affect your
jug arrangement.) There is
no limit to the number of
times you can try the door,
but hurry; Professor Un-
derstone is down to his
last sandwich!

Base Version (IBM PC) Mummy Mancuvers
10 DIM DAYS(Z2,6) ,58(24) :WL=80:WH=12:XP=32:YP=4:WIDTH W

L:KEY OFF:LOCATE ,,0

20 CLS:TRU=-1:bT=100:TZ=0:TX=1:T1$=CHR$(178)
30 M=(WL-2D0) /2+TZ:W3=INT(WL/3) :DP=2:BLS=""
60 FOR I=1 TO 6:READ DAYS(1,1) , TH:C=ASCILEFTH{T$,1))-6

A

70 FOR Z=2 TO LEN(TS$) tN=ASC(MID$(T$,Z,1))~C
80 IF N+(C<64 THEN N=N+TRUX28*x(N<36):G0T0 100

Q0 N=N+TRU*Z26% (N<65)

100 DAYS(2,1)=DAYS{2,1)+CHRS(N) :NEXT Z:NEXT I

110 FOR I=%1 TO 20:L8=L$+"-":NEXT 1

120 FOR 1%1 TO W3+1:DRS=DR$+T1$:BLS=BLS+" ":NEXT I
130 BL3=LEFTS(BLS W3-1):W3=W3+TZ

140 FOR I=1 TO 24:58%(I)=MIDS(DAYS(2,4) ,1,1):NEXT 1
120 CLS:IF DP<>5 THEN FOR bdL=1 TO DT: NEXT DL:GOTO 180
160 DAYS(2,DP)=""":F0R I=1 TO 24

170 DAYS(2,DP)=DAYS(2,DP)Y+S$(1):NEXT I

180 Q$=""DAY "+DﬁY$(1,DF) GOSUB 1000:PRINT

190 FOR X=0 TO 3:PRINT TAB(M);L$:PRINT TAB(M);

200 FOR Y=1 TO 6:PRINT ™

" MIDS(DAYS (2,DP) ,X*6+Y,1);

210 NEXT Y:PRINT:NEXT I:PRIHT TAB(M) ;LS
220 PRINT:R$="PRESS":IF DP<>5 THEN 240

TO TRY DOOR, ORY -

R$="USE <I>, <J>, <K>, AND <M> TO MOVE CURSOR, <bh>

260 RS$=RS$+" <SPACE BAR> TO MOVE FROM DAY TO DAY.,"

250 GOSUB 2000:IF DP=5 THEN PC=1:G0SUB 3000

260 GOSUB SOND:KS=INKEYS:1F KS$<CHRS$(32) OR K$>"ZI" THEN
260

70 IF X$<>CHR$(32) THEN 290

280 DP=DP+1=-TRU*4x{DP=5) :GOTC 150

290 IF DP<>S THEN 260

300 1IF K$="D" THEN 370

310 RD=TRU* ((K$="M")=~(KS="I"}) :C0=TRUR{ (K$="K")-(KS$=")
ll})

320 IF RD+CD=D THEN 360

330 PC=PC+LD+RDAS

340 PC=PC+2L4xTRUX{ (PC<1)-(PL>24))

350 GOTO 260

360 S$(PCIY=K$:60SUB 5000:60T0 260

370 CLS:FL=0:T$="":FOR I=T TO 24

380 FL=FL+{S${I)=MIDS{DAYS(2,1),1,1)):NEXT }

390 FOR I=71 TO WH+1:PRINT TAB(W3);DRS:NEXT I

400 PRINT TABC(W3/2);DRS$;DRS$:PRINT:IF ABS(FL)=24 THEN 5

10

410 SOUND 50,1:50UND 37,2

420 R$="WRONG ARRANGEMENT: DOOR DOESN'T BUDGE!"

430 RS=R$+"™ PRESS <H> FOR A HINT OR <SPACE BAR> TO CON

TINUE,."”:605uU8 2000

440 KS=INKEYS:1F KS=CHRS$(32) THEN 150

450 IF K$<>"H" THEN 440

460 CLS:PRINT:R$="TRY LOOKING AT A "+DAYS(Z2,6)+" ..."”

470 GOSUB 2000:PRINT:PRINT:PRINT

4B0 R$="PLEASE PRESS <SPACE BAR> TO CONTINUE.":60SUB 2

000

490 KS=INKEYS$:IF K$<>CHR2(32) THEN 490

500 GOTO 150

510 R$="RUMBLE RUMBLE ...":605UB 2000

520 FOR A=40 TO S00 STEP 30:SO0UND A,.1,15:NEXT A

530 X=1:Y=WH+5:608U8 4000

540 RS$="SUCCESS! THE DOOR SLOMLY RISES. YOU'RE FREE!"

550 GOSUB 2000:X=W34+2~TXsFOR Y=WH+2 TO 2 STEP -1

560 60SUB 4000:PRINT BLS;

570 FOR A=.5 T0 O STEP ~.1:SCUND 50C,A,15:FOR B=1 T0O 10
:SOUND 40,.01,15:NEXT B:NEXT A

580 NEXT Y:Y=WH+7:X=1:605UB 4000:END

1000 PRINT TAB((ML-LEN(QS))/2+T1);Q%;

1010 IF LEN(QS)<WL THEN PRINT

1620 RETURN

2000 IF LEN(RS)<=WL THEN G$=R$:GOSUB 1000:RETURN

2010 J=ML+1:K=1:FOR I=ML+1 TO 1 STEP -1 -

2020 1IF MIDSCRS, I, 1)=" " THEN K=0:J=I:1I=1

2030 NEXT I:Q$=LEFTS(RS,J-1):G605uB 1000

2040 R$=RIGHTS(RS_LEN(RS)-J+K):G0T0 2000

2000 Y=INT({(PC~1)/6) : X=(PCHkY-1)*x3+XP

3010 Y=Yx2+YP:GOSUB 4000:RETURN

4000 LOCATE Y _ X:RETURN

5000 IF DP<>5 THEN RETURN

5010 GOSUB 30D00:PRINT " “;CHRS$(29);

5020 FOR DL=1 TO 25:NEXT DL:PRINT S$(PC);:RETURN

6000 DATA ONE,"VO>R'SALSXS(1)TIPHVTEBY 24"

6010 DATA TWO,"T<PX>Y27UWS/ "RYNGTSS6ZE=H"

6020 DATA THREE,"W?S(XB5S6&TV2*xU:G7W8T9Z;S)"

6030 DATA FOUR,"K3GBSPIXLHJEQIGE+K N~Q/4Y"

6040 DATA FIVE , NONE,SIX,FIUSVGYY

Atari/Mummy Mancuvers

10 DIM DAYS(30) ,DAY1$(130) ,R$(5) ,R18(25),L$(20),a$(200
) ,DR$(40) ,BLS(14)

20 PRINTY CHR$(125) pP=2:0PEN #1,4,0,"K:":POKE 752,1

I0 DAYS=" ":DAYS(30)=DAYS:DAYS(2)=DAYS:LE$=""-":13(20)=L
$:0.8(2)=LS

40 DRS=CHR3(160) :DRS(4D)=DRS:DRE(2)=DRE:BLE="" ":BLS(14
)=BLS:BLS(2)=BLS

S0 FOR I=1 TO 6:READ RS, RT1$:DAYS(Ix5-4 ,I%x5)=RE:C=ASC(R
1$(1,1)) =64

60 FOR Z=2 YO LEN(RTS$):N=ASC(R1%(Z,Z))-C

70 IF N+C<64 THEN N=N+28%(N<36) :G0TO 90

80 N=N+26%(N<65)

90 DAY1SC(LENC(DAY1$)+1)=CHRS(N) : NEXT Z:NEXT 1
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100 Dh71$(121}”DAY1$(100 LEN(DAY1S))

110 DAY1$(97, 120)=BAT1$(?3,96)
120 PRINT CHR$(125)

% | 130 POSITION 16,0:PRINT “DAY-*;DAYS(DP*5-4 ,DP#5)
| 140 POKE 82,10:PRINT :PRINT :FOR X=0 TO 3:PRINT LS

.1 150 FOR Y=1 T0 6: PT=DP*24 +K¥6+Y=24 :PRINT "
[, PT;

e

"+DAY1E(PT

160 NEXT Y:PRINT. -uExT X:PRINT: L$*PﬂKE 32 L0
G$="PRESS": IF DP<>5S THEN 190

.l 180 $="USE <I>, <>, <K>, AND <M>. TO:MOVE CURSOR, <0>

B znu

TOTRY DOOR, OR"

QS(LEH(ES)*1}“" {SPAEE HRR> Tﬁ HGVE FRCM DAY TC DA

PRINT Gosua 2UBD IF BF*S THEH PGKE 752,0:POSITION

1 goto 120

::f"zzn 1IF DP{)& OR K<33 OR x>9a THEN 210

:waf'”f-CHﬂstqu;:Gayﬂ 210
i 260 PCEPCHLDARDHG PE*PE+2&*{(pc<g7) {PE}120))

- EBD

SR L)
. BRS
| 310

o -gfﬁf330

H=PC*9? T=INT(N!6) K=3*{H*6*Y}+12 YHZ*T+4

PRIHT:£HR$t125)_PQKg_?5z 1: FGR X=1 TO 15
~Pﬂﬁ£v&5-12*PRIHT'uR$(1 16)*HEXT X:POKE 85,0:PRINT

IF BAT1${1 2#)-DAY1$(9? 120) THEH 410

ﬂ$=“HRﬂHG kRRAHGEHEHT DUGR DGESH‘T BUDGE! PRESS <

'i:fff¥%asa iF K<>7z THEN 3&0 SRR
0 1360 PRINT CHRS(125).208="TRY LOOKING AT A
1370 ﬁ$(LER(Q$}+1)=DAY1$£121 1273 Q${LEN(Q$)+1J-" "1GOS

0B 2000 .
- 380 POSITION . G 10 Gi-"PLE#SE PRESS <SPA£E BAR> TO CONT

TRl INUE &5 GOSUB zﬂeﬂ
ST e 390 GET #1KGIF K<}32 THEN 390
S 400 6OTO 120
1410 ﬁ$“"RUHBLE RUMBLE .;." GBSUH 2000

| 420 FOR VL=D ro 15:FOR VC=0 TO 3:SOUND VC,250,8,VL:NEX
lorve
1 430 FOR D=1.TO 100 NEXT D: NEXT VL

] 440 Q$="SUCCESS! THE. DOOR SLOWLY RISES. YOU'RE FREE!™:

-1 'POSITION D,18:G0SUB. 2000 -
. 450 FOR 1=16 TO 2 STEP ~1: PﬂSITION 13,1

| 460 PRINT BLS;FOR D=1 TO 100:NEXT D:NEXT I

1 - 470 FOR .VC=0-T0 3:SOUND VC,0,0,0:NEXT VC
480 POKE 82 ,2:POSITION 0,21:POKE 752,0:END

| 2000 IF LENCGS)<=40 THEN POKE 85,(40-LEN(RS))/2:PRINT

“j 90

6020
6030

~{ " @$zRETURN
2010
2020
2040 43=$(J+K LEN(AS$) ) :60T0 2000

Jn41*ﬁ=ﬁ‘FOR 1-40 TO 1 STEP *1

NEXT I:POKE 85, (40~4)/2:PRINT T a$C1,4=1)

DATA ONE, u>n'saa5x5(1)TGPﬁv?aaw 24
DATA TWO, T<PX>Y27UNS/ *R7TNAT5$6 28=H
DATA THREE MIS(XBSARTV24U: QTWB9Z;$)
DATA FOUR vna*saasusu1(T195V??aB 24
DATA FIVE NONE,SIX,FIUSVGYY

6000
6010

6040

Tt

- -'I'I-’HMA}Mummy Maneyvers
|- 10 DIM DAYS(2,6),58(24)

ZD.CﬂLL CLEAR =
29 REM ~—MAKE. SURE {ﬁLFHA LOCK> KEY IS DOWN=~-

- 50 CALL CH&R(130 “FFFFFFFFFFFFFFFF")

40 DP=2

- 50 FOR 1=1 TO &

60 READ DAYS$(1,12,T8
70 C=ASC(SEG$(TS,1,1))=64
80 FOR 2=2 TO LEN(TS)
N=ASC(SEG$(TS,2,1))-C
100 IF N+C>=64 THEN 130

110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430 R
TO
440
450
460
470
430
490
500
510
520
530
540
550
260
570
580
590
600
610
620

- 630

640
650
660
670
680
630
700
710
720
730
740
750
760
770
780

N=N-28 % (N<36)
GOTC 140
N=N=26% (N<&5)
DAYS(Z2,I1)=DAYS(2, I)&CHR$(N)
NEXT £
NEXT 1 R
FOR I=1 10 24
S$(I)=SEGS(DAYS(2,4),1,1)
NEXT I
CALL CLEAR
IF DP=5 THEN 250
FOR DL=1 T0 200
NEXT DL
GOTO 290
DAYS (2, DP)="""
FOR I= 1 TO 24
DAYS(2,DP)=DAYS(2,DP)ESH(1)
NEXT 1
A$="DAY "&DAYS(1,DP)
R=2
GOsuB 2000
FOR X=0 T0 3
R=5+X»2
CALL HCHAR(R-1,6,45,20)
FOR Y=1 7O 6 |
CALL HCHAR{R,543*Y, ﬂSC(SEGS(OﬂY$(Z DF), I*6+Y T))}
NEXT ¥
NEXT X
CALL HCHAR(1Z2,6, 45 20)
R=16
RE="PRESS"
1F DP<>5 THEN 440 | |
R$="USE <I>, <J>, <K> AND <M> TO MOVE EURSGR <p>
TRY DOOR, DE" | S
R$=R$E" <SPACE BAR> TO MOVE FROM DAY TO DAY."
Gosus 3000 .
IF DP<>5 THEN #?B
PC=1
GOSUB 4000
CALL KEY(0,K,S)
1F DP<>% THEN 520
Gosus 5000 |
IF (K<32)+(K>F0)THEN 4%0
IF K<>32 YHEN 540
DP=DP+1+4x (DP=5)
GOTO 200
If DP<>S THEN 490
IF K=68 THEN 660
RD=(K=73)~(K=77)
CO=(K=74)~(K=75)
IF RD+CD=0 THEN 640
PC=PL+(D+RD*6
PC=PC-24%x ((PCL1)~(P(>24))
GOTO 480
S$(PC)=CHRI(K)
GOTO 480
CALL CLEAR
Fi.=0
FOR I=1 TO 24
FL=FL+(8$(I)=SEGS(DAYS(2,1),1,1))
NEXT I
FOR I=3 TO 16
CALL HCHAR(} 11,130 12)
NEXT 1
CALL HCHAR(17,6,130,22)
1F FL=-24 THEN 930
CALL SOQUND(100,-7,0)
RI="WRONG ARRAHGEHENT DOOR DGESH'T BUDGE!"
R$=R$L" PRESS <H> FOR A HINT OR <SPACE BAR> TO CO

NTINUE."

790
800G
810
820
830
840
850

GOSUB 3000

CALL KEY(0,K,S)
IF K=32 THEN 200
IF K<>72 THEN 800
CALL CLEAR

R=S

R$="TRY LOOKING AT A "8DAYS(2,6)%" ...

i e

AR T T T T w
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830
1910 IF K<»3200
920 60TO 200 "
. 94D R=21...-
| 960 Rs=
L'I-qan:x 12

7372050 R'R+1

| 2060 RETURN

) ;{1“3&4& 1=33

"1? “; 30?9 J I .......
SRR . ¥ £4 1% I £ ERRERE I
B R NEXT- 1

70 LET: Xiﬂ""

| BDLEY Lg=""
- 90 LET A!ﬂ"“

870 R=R+g,.TJLH;

I 890 Gosus 3000
900 CALL. KET(B,K,S)

T 950 sosua Sllﬂ
?Q?E”GQSUB 33!! -----

l_au DIM SS(ZG,?)HvNﬂ.jfifii?fii}?éffyﬁff;]}:f::-

- 'fazu;ns-"nunsaa ﬁunaLE ..;'

...............................

b 3000 1F LEN(RS}?33”THEN 3ﬂﬁﬂ PR DT
[ oFooaseRs ool ;

| 3020 cosus zuuu """"" L
t- 3030 RETURH e e e i

P

120 LET DP=2 R . _..1_:~..~h"£i
140 LET DJ=1

150 FOR I=1 TO &

160 GOSUB 5000

170 LET ES(I)=XS$

180 GOSUB 5000

190 LET TS$=XS$§

200 FOR 7Z=2 T0 LEN TS

210 LET N=CODE T$(1)~CODE T$(1)+37
220 LET N=N+531#(N<13)

230 LET D${1,1~1)=CHRS N

240 NEXT 1

250 -NEXT 1 |

260 FOR I=1 1O 20 | o 3;; %:£pﬁﬂﬁcf:Hfg.i
270 LET LS$=LS$+CHRS 131 iy
300 LET AS=AS+CHRS 128 S S T TR SRR St
310 LET CS=CS+™ ® o .:?;g]; .ﬁ;fjﬁ%:f'ﬁiﬁfﬁﬂﬂﬁff'
250 NEXT 1 | | e e

330 LET C$=C$({ TO %)
340 FOR I=1 TO 24 , | L e Y
350 LET SS(I)=D${4,I) | - B T
560 NEXT I | - e o R
370 SLOW - LR
380 CLS L SR ﬁffﬁﬁﬁff?zhgi;
390 IF DP<>5 THEN GOTO 430 I O P A E T o
400 FOR I=1 7O 24 o SRR e L
410 LET OS{DP,1)=88(1I3 ST S AR [
420 NEXT 1 T R T PSS SE SRR b

430 LET Q$="DAY "+E${DP) SR 3ffﬁﬁfﬁfﬁ3?ﬁﬁfﬁﬁei_
440 GOSUB 2000 B ERTR IS TRy
450 PRINT | NS EHRTRRS o
460 FOR X=0 T0 3 | ST ES LTSRS SN
470 PRINT TAB 6}Ls | . - :'j';¥757;;¢;7:;;:f.:
480 PRINT TAB 6; : S A BN PN
490 FOR Y=1 10 & . S S
500 PRINT " ";DS$(DP X*6+Y);
510 NEXT Y
530 NEXT X | S ; . ﬁf[“d.FTTN:L.E
S40 PRINT TAB 6;L% SRS I
550 PRINT S O R ANEEE RN o
560 LET R$="PRESS" RECICETERULIFRRELT RIS SRS
570 IF DP<>S THEN GOTO 590 TS A
580 LET RS$="USE <I>, <J>, <K>, AND: <H> Tﬂ HO?E CUREOR
<p> TO TRY DOOR, OR" | DTN
590 LET RS=RS$+" <ENTER> TO MOVE FROM BAY ) DA ...... ;n;gjjg
&00 60O5UER 3000 . ”.;”fn-L.f”

610 IF DP=5 THEN LET PC=1

620 GOSUB 6000 : P |

640 IF K$="" THEN GOTO 620 | IR S ST TS ¢
650 IF K$<>CHRS 118 THEN GOTO 680 e e
670 GOTO 380 L T e s
680 IF DP<>5 THEN GOTO 63D o N U TRETINIRR -
690 IF K$="D"™ THEN GOTO 780 L epernEe e BB
700 LET RD=(K$="M"}~(K$="1") T S T “
710 LET CO=(K$="K")-(K$="J") | S L T
720 IF RD+CD=D THEN GOTO 760 R EERE NN R
220 LET PCoPC+CDARDRE - RN 1
740 LET PL=PC+24*x{({PC<T1)~ (PC>24}3j DT L TSR PPRR e i
750 6070 620 : B ___Jn&j;_ﬁﬁQiahf{ﬂﬁ
760 LET S$(PC)=K$ [ T NPT
770 60TO 620
780 CLS

790 LEY FL=D - SRR P 1
810 FOR I=1 TO 24 S
B20 LEY FL=FL#(S$(1)=D$(1,1)) | e

830 NEXT I

840 FOR 1=1 TO 13
850 PRINT TAB 10;AS
860 NEXT 1




 PUZILE . ' AUTUMNPROGRAMS

iBM Ptiﬁﬂnmmr Mﬂnﬂuvers B AR ..............
I Use the bHSE version. E}{Cﬂpt change line 10 to read as THE BLACK § . Z._ - ':';:f_..f SR
follows: BY JOEYLATIMER . 0 0. i)

'KEY OFF LGCATE r,U

o | TRS:80 Color Compuier/Mummy Maneuvers
.1 Use the base version, except change lines 10, 20, 180,
410, 520, 570, 4000, and 5010 to read as follows:

<] 10 CLEAR 500:DIM DAYS(2,6),58(24) :WL=32 ;WH=T7 : XP=91YP=3
| 20 CLS:TRU=-1:DT=400;:TZ=0:TX=0:T13=CHRS(128)
180 Q$="DAY "+DAYS(1,DP):GOSUB 1000
410 SCUND 20, 1 snuun 1?,1
| 570 SOUND 1 1: sounn 2,1:FOR DL=1 TO 100:NEXT DL
L] 4000 PRINTA (Y~ 1>*up+x-1 " s RETURN
5010 GOSUB 3D00:PRINT " ";CHRS(B);

TRS-80 Model H/Mymmy Manevvers === | S . ., .. 3
‘Use the base version, with the folowing alterations. De- | ask e SN %
lete lines 410 and 520. Also, change lines 10, 20, 570, Who is that stranger in VERTRNUEAIRL P LTI RY 3-'?f_f_' L
4000, and 5010 to read as follows: your living room~the one .' disguis& am:l catch-t-he ait'-'. M
10 CLEAR 500:DIM DAYS(Z2,6) ,588C24) :WL=64 :WH=6XP=25:YP= wearing The Black Mask? RS AN

20 CLS: TRU=-1 Lo eyes Pai |
20 CL$:TRU=-1:DT=400:TZ=0: TX=0: T1S=CHR$(191) ok at those beady eyes  borhood this Halloween! All |

570 FOR DL=1 Tﬂ- 200:NEXT m_ - darting back and forth be- you: have to do ls'type i:n )

o 5310 GOSUB 3000 PRINT ™ ", 1GOSUB 3000 | Why do they look so suapi-- and plat:e ynur Cﬂmputﬁl‘-::-.::.:;E;_f;}i;

cious? Exactly who is hid-  in your front window or in- .|
ing behind that black mask? your foyer on the 31st; And. . g
SRR o - Why, it’s your computer, look cloaety Sﬂmetimes the_--’._?:- ar
.| YRS-80 Model 4/Mummy Maneuvers that’s who! Now you can .eyes Cro8sl. . i
+.- .1 Use the Model Il modification instructions, except PR i '-__j;:_'_:-;_-;_-;;;-;:_ i
.-} change lines 10, 20, and 4000 to read as follows: S i_ o

10 pIM- nj,ys(_z#f,_) S$C24) :WL=80:WH=6 : XP=33:YP=4 :PRINT CH ADAM/The Black ﬂﬂk I

] rsasy 9 REM —INITIALIZE ?ﬁRIABLEE AND cLEAR scaezu—* --------------- L
- Zﬂ CLS:TRU=-1 _:DT=5[30:TI=D=W“U:T1$=CHR$(191) 10 pt = 1D | e ﬁ
.| 400D PRINT(Y=1,X~1);""; :RETURN 20 p2 = 28 o -}:~"aaa;fﬁi*7”?¥ﬁi

- 30 v =1 s

40 q=0 SEREETEE TR NIRRT -
- ViIC-20/Muommy Maneuvers &0 HOME T e e B
. .| Use the base version, with the following alteratinns Add 70 6R | RSN UEI SIS 5
line 40: : 79 REM ~PAINT BACKGROUND ﬂRMGE-- S ey
- | 4D POKE 36878,15 80 COLOR = 9 N =_f' B ¥
S | | L _. _ 90 FOR x = 0 TO 39 L e T L eten a
.1 Change CLS to PRINT CL$: in lines 150, 370, and 460. Fi- 100 HLIN 0,39 AT x T PR ET ¥

t nally, change lines 10, 20, 260, 410, 440, 490, 520, 5650, | 410 NEXT x. | | S B
570, 4000, and 5010 to read as follows: | 119 REM ~~DRAW LEFT AND RIGHT SIﬂES ﬂF HASI{“-
10 DIM DAYS(2,6),58(24) :ML=22 :WH=12:XP=4 : YP=3; EL$-CHR$ 120 COLOR = O B TR )
(147) 130 FOR x = 10 T0 29 STEP 19 S R R
20 PRINT CL$:TRU=-1:DT=300:TZ=0:T1$="" 40 p =7 | S A PRS-
-] 260 GOSUB 5000:6ET K$:1F K3<CHR$(32) OR K$>"I" THEN 26 150 FOR y = 8 TO 24 S R I FEPORPEE: - -
~ | 410 POKE 36877,128:FOR dL=1 TO 100:NEXT DL:POKE 36877, 170 IF y < 10 THEN p = p+1 S T PP SEERRE TR | -
o] 440 GET K$:IF K$=CHR$(32) THEN 150 - 190 NEXT y,x S e
1 490 GET K$2IF K$<>CHR$(32) THEN 490 | 199 REM ~-DRAW HHITES OF E?Es-~ SO 1=
| 2E RORE 877,295 200 COLOR = 13 " g
.} 550 6OSUB 2000: x~u3+z FOR Y=WH+2 TO 1 STEP -1 210 605UB 1000 e e e
, -t 570 POKE 36877,180:POKE 36877,200:FOR DL=1 TO 200:NEXT 219 REM ~-PRINT pUPILs___ L

SR T e T R T T e T e T e e e T e T e e e et et - .

oaw T g e e T T R TR e T e e

R - bR i L} )

...........

S e T T R e

| . DL:POKE 36877,0 220 COLOR = &
1 4000 POKE 214,Y~1:PRINT:PRINT TAB(X-1):RETURN 230 PLOT p1,14 L _
1 5010 GOSUB 3000:PRINT CHRSC1B):* ":CHR$(146);CHRS(157) 240 PLOT p2,14 | RV 13
U 249 REM ~~PAUSE (LONG IF PUPILS CENTERED OR caassea}-ﬁgﬁﬁﬁi

| | . . { 250 IF pt = 10 OR (p1 = 13 AND pz - z?} THEH q.%1000 - ] 3
‘| 260 FOR D = 1 TO auu(1)*1snﬂ+q TR
270 NEXT d g o
_ - 289 REM —-ERASE PUPILS=~ S 5

290 COLOR = 13
300 PLOT p1,14
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30 P1=10
40 P2=28
50 V=1
60 e=0
T0 FL=0
- 80 PRINT CHRS$C14T) | ”
89 REM --SET BACKGHGUHD AND BORDER CBLOR TO YELLOW——
90 POKE 53280,7
100 POKE 532817 . .
109 REM ~-DRAW LEFT AND RIEHT EIDES OF MASK—
110 FOR x=1n”rn 29 ﬁTEP 19
120 P=7
130 FOR Y=4 TO 20
140 FOR 2=X~P TO X+P
150 POKE SB+Z+40*Y,1&E
160 POKE tB+I+40*T 0
70 NEXT 2 =
180 IF Y<6 THEN: P=P+1
190 1IF Y>14 THEK P=p-1
200 NEXT Y, X '
209 REN -QHHH WHITES OF EYES-_
210 KOs -
220 60SUB 1000 = |
- 229 REM ~~PRINT PUPILs-
230 POKE SB+P1+400,81
240 POKE CB+PI1+400,6
- 250 POKE SB+P2+400 .81
260 POKE CB+P2+400,6
269 REM —=PAUSE (LONG If PUPILS CENTERED 0& CROSSED) ~~
270 IF¥ P1=10 OR (P1=13 AND P2227) THEN Q=1000
280 FOR D=t TO RND(1)*1500+G
290 ugxr b . .
309 REM -"ERASE PUPILS-
310 POKE SB+P1+400,160
{ 320 POKE CB+P1+400,7 -
{ 330 POKE 5B*P2+4ﬂﬁ,163
~ 340 POKE CB+P2+400,7
349 RER ~-BLINK SOHETIHES-* L
350 IF P1<)ﬁﬂ OR Rﬂbtﬂﬁﬂﬂ 7 THEN 410
36D KO0=6 -
370 &0SUB 1000 -
380 FOR D=1 TO 453
- 390 NEXT b
400 60TO 210 . '
409 REN ~-COMPUTE HEH PGSITIQHS (P1,P2) FOR PUPILS~~
410 IF PIs7 OR P1=13 THEN Vs-V |
420 IF FL= Aﬂb P1=1ﬂ TﬂEH FLID.EUTD 640

440 P1aPleV |
450 IF FiwQ YHEN P2=pRIV
460 IF FLxf THEN P2aP2~V -
470 GOT0.230
1 999 REM -«FILL EYES HITH Cﬂhﬂﬂ Kﬂ**

1000 FOR Zx7 10 13

1010 POKE CB+Z+400,K0
1020 POKE CB4Z+400+1 s,xo

1030 NEXT 7

1040 RETURN

 1BM PC w/Color Graphics Adapter & IBM PCJrThe
Black Mask |

10 RANDOMIZE -

20 WIDTH 40

30 KEY OFF

40 SCREEN 0,3

SO COLOR ,7,7
59 REM ~-INITIALIZE vARIABLEs AND CLEAR SCREEN--
60 P1=11 |
70 p2=26

80 v=1

90 a=0

100 FL=0

110 CLS

119 REM --DRAW LEFT AND RIGHT SIbES OF MASK-—~

T

120
130
140
150

COLOR O '

FOR X=11 YO 26 STEP 15

P=5

FOR Y=5 70 19

160 FOR Z=X-P TO X+P

170 LOCATE Y,Z:PRINT CHRS(219)
180 NEXT 1

190 IF Y<? THEN PaP+1

200 IF Y>15 THEN P=P-1

210 NEXT Y,X

219 REM --DRAW WMLITES OF EYES--
220 COLOR 7

230 60SUS 1000

239 REM —PRINT PUPILS»~

240 COLOR O

250 LOCATE 10,.P1:PRINT "o¥
260 LOCATE 10,P2:PRINT “O" SRR
269 REM ~-PAUSE (L.ONG 1F PUPILS CENTERED OR CEUSSE#)** '
270 IF P1=11 OR (Pi=15 AND P2=23) THEN Q=1000 |
280 FOR D=1 TO RMNO (1)%800+4

290 NEXT b

300 Q=0 |

309 REM ——ERASE PUPILS~~

310 COLOR 7

320 LOCATE 10,PY1:PRINT CHRS${(219)

330 LOCATE 10,P2:PRINT CHRS$(219)

339 REM ——BLINK SOMEYIMES-~

260 IF PI<O1T OR RND(11)<.5 THEN 400

350 COLOR 12

360 GosuUB 1000

370 FOR D=1 TO &00

380 NEXT D

190 6070 220 T
399 REM --COMPUTE NEW POSITIONS (P1,P2) FOR PUPILS#* -
400 1IF P1=8 OR P1=14 THEN V=~¥ . .

410 IF FL=1 AND P1=11 THEN FL=0:60T0 430
420 IF P1=11 AND RND(1)<.2 THEN FL=1:V=t
430 Pi=P1sy

440 IF FiL=0 THEN P2=p2+V

450 IF FL=1 THEN P2xP2-y

460 60TO 240

999 REM ~~FILL EYES WITH CURRENT COLOR~--
1000 LOCATE 10,8:PRINT STRINGS(7,219)

1010 LOCATE 10,23:PRINT STRINGS(7,219)
1020 RETURN

TH99/4A/The Black Mask

10 RANDOMIZE |
19 REM ==INITIALIZE VARIABLES AND CLEAR SCREEN~~
20 Pi=11

- 30 pe=22

40 v=1

S¢ Q=0

60 FL=0

70 CALL CLEAR

80 CALL SCREEN(12)

89 REM ——NOTE: MAKE SURE ALPHA LOCK IS DOWN--
90 AS="FFFFFFFFFFFFEFFFY

100 CS=“3C7EFFFFFFFFTEIC"

110 CALL CHAR(128,A$)

120 CALL CHAR(136,AS)

130 CALL CHAR(144,($)

140 CALL CHAR(152,AS) ,
150 CALL COLOR(13,2,2)

160 CALL COLOR(14,10,1)

170 CALL COLOR(15,5,1)

180 CALL COLOR(14,12,12)

189 REM =-DRAW LEFT AND RIGHT SIDES OF MASK~-
190 FOR X=11 70 22 STEP 11

200 pP=3

210 FOR Y=4 TO 19

220 FOR IsX=-P TO X+P

230 -CALL HCHARCY,Z,128)

240 NEXT 2
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| 510 FL=0

lllfllhﬁlllIﬂﬂllitillllllﬂi

250 IF Y>—6 THEH 2?0
- 260 P=P+1

270 IF Y¢=15 THEH 290

280 p=p~1 .

290 NEXT Y

{ 300 NEXT X

309 REM ~=DRAW HHITES OF EYES~-~
310 K0=152 -

320 GOSUB 1000

329 REM =-PRINT PUPILS-~

1 330 CALL HCHAR(10,P1,144)
340 CALL HCHAR(1Q,P2,144)

|. 349 REM --PAUSE (LONG IF PUPILS CENTERED OR CROSSED)=~-

- 350 IF (P1<>11)*((P1<}14)+(P2€}19)}THEH 370

| 360 9=1000

- 370 FOR 0=1 TO nuo*500+n
380 NEXT D |

| 390 a=0

399 REM ~~ERASE PUPILS~~

| 400. CALL HCHARC1Q,P1,152)

410 CALL HCHARC10,P2,152)

419 REM —-BLINK SOMETIMES--

&20 IF tP1<>11)+(nﬂn<n TITHEN 480

430 X0=136
440 GOSUB 1000 -

450 FOR D=1 TO 300 :

- 460 NEXT D

470 GOTO 310 - |
479  REM =~COMPUTE ‘NEW POSITIONS (P1,P2) FOR PUPILS-~

| 480 IF (P1OB)*(P1<>14)THEN 500
. 490 vy=-y

500 1F (FL€}1)+(P1<?11)THEH 530

' 520 GOTO 560 "'1'. '
530 IF. (P1{}11)+(RHD>D 2) THEN. 560
540 Fi=1 --;;_,~

‘| sso Vel
1. 570 IF L=t THEN 6ﬂﬂ

80 P2=P2+V°
590 GOTO 330
600 P2=p2-¥
610 GOTO 330

| 999 REM ~~FILL EYES WITH CHARACTER KO-~

1000 CALL HCHARC10,8,K0,7)
1010, CALL HCHAR(1U,19,KU,?)
1020 RETURN

'I'Imax SImlqlr IMI# w/16K RAM Pack & Timex
Sinclair 'ISIMI The ﬂlm.'k Mask
10 FAST
20 RAND
30 DINM PS(Z,?} -
39 RENM --IHITIALIIE UhHIABLES““
40 FOR X=1 T0O 7 '
50 LET P$(1,H)=CHR$ 0
60 LET PS(2,X)=CHRS 135
70 NEXT X
80 LET P1=9
90 LET P2=2¢
100 LET v=1
110 LET a=0
420 LET FL=0 .
129 REM —-DRAW LEFT AND RIGHT SIDES OF MASK--
130 FOR X=9 TO 22 STEP 13
140 LET P=4
150 FOR Y=2 TC 17
160 FOR I=X-P TO X+P
170 PRINT AT Y,Z:CHRS 128
180 NEXT 2
190 IF Y<4& THEN LET P=P+1
200 IF Y>12 THEN LET P=P-1
210 NEXT ¥

220 NEXT X
230 SLow

239 REM --DRAW WHITES OF EYES-~

240 LET KO=1

¢50 GOSUB 1000

259 REM =-PRINT PUPILS-~

260 PRINT AT 9,P1;CHRS 52;AT 9,P2;CHRS 52

269 REM ~~PAUSE (LONG IF PUPILS CENTERED OR CROSSED)=~ | |

270 IF P1=10 OR (P1=12 AND P2=25) THEN LET Q=5
280 FOR D=1 TO RND*2(+Q

290 NEXT O

300 LET Q=0

309 REM ~-ERASE PUPILS~~

310 PRINT AT 9,P1;CHRS 0;AT 9,P2;CHRS O
319 REM =-BLINK SOMETYIMES~-~

320 IF P1<>9 OR RND<D.? THEN GOTO 380
330 LET KO=2

340 GOSUB 1000

350 FOR D=1 TO 5

360 NEXT D

370 GO0TO 240

379 REM ~-COMPUTE NEW POSITIONS (P1,P2) FOR PUPILS--'

380 IF P1=6 OR P1=12 THEN LET V=~V
390 IF FL=0 OR P1<>9 THEN GOTO 420
400 LET FL=0

410 GOTO 450

420 IF P1<>9 OR RND>0.2 THEN GOTO 450
430 LET FL=1

440 LET V=1

450 LET P1=P1+V

460 IF FL=0 THEN LET P2=P2+V

470 IF FL=1 THEN LET P2=P2-V

480 60TO 260

999 REM ~~FILL EYES WITH P$(KO)=--
1000 PRINT AT 9,6;P$(K0);AT 9,19;P$(KO)
1010 RETURN

TRS-80 Color Computer/The Black Mask

9 REM —-INITIALIZE VARIABLES AND CLEAR SCREEN--
10 P1=8 :
20 P2=23

30 V=1

40 a=0

S0 FL=0

60 CLS(2)

69 REM ~~DRAW LEFT AND RIGHT SIDES OF MASK~~

70 FOR X=9 TO 22 STEP 13

80 P=S

90 FOR Y=2 TO 13

100 FOR IxX-P TO X+P

110 PRINTOZ+324Y,CHRS(128);

120 NEXT 2

130 IF Y<3 THEN P=P+1

140 1F Y>8 THEN P=P~1

150 NEXT Y,X

159 REM ——DRAM WHITES OF EYES—-

160 KO=159

170 60SUB 1000

179 REM —PRINT PUPILS—

180 PRINTSP1+224,CHRS(175);

190 PRINTAP2+224,CHRS(17S) ; | -
199 REM ~~PAUSE (LONG 1F PUPILS CENTERED OR CROSSED)=-
200 IF P1=8 OR (P1=1 AND P2=19) THEN G=1000
210 FOR 9=1 TO RND(500)+Q

220 NEXT b

230 Q=0

239 REM —-ERASE PUPILS—-

240 PRINTBP1+224,CHRS(159) ;

250 PRINTBP2+224,CHRS(159) ;

259 REM ~-BLINK SOMETIMES--

260 IF P1<>8 OR RND(0)><0.7 THEN 320

270 KO=191

280 GOSUB 1000

290 FOR D=t TO 600

300 NEXT D

310 6OTO 160
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o Bt E gwe them a tmck tn sﬁhre!
< Name That Monster! is’ ac

_ :_'f'f;befﬂrﬂ RUNI‘IiIlg the ----- L

S :hquiﬂg on. the 315‘: and

“word-scramble game that
- g featurﬂa ﬁve Jumbleﬂ

- | 'behind a. black elnud moi.ré
‘your computer near yuur-
front door, type:in Name: . -

Su when the wind ﬂtarts

That Monster!, and. ymu'l] o

O 1 suhﬂtitutiﬂns or. additiﬂns )

| be ready when the ﬁrst
B w&rewnif calls! -

e .ﬁsubstituting yﬂur own ﬁve
| monster names, be sure to
.| keep.the same line

| numbers and the word
o BMA Follnw this with an

| __'anrambled VE‘I‘SiﬂI‘l nf t_hE__ |
- | same name, another
- :comma and a hint.

B monﬁter names fullﬂw the-

(Nﬂie It IS Eaﬁjr .t{} ﬂlake' N .

‘same procedure, only add
..... - new line numbers. Then
E _;-:chan_ge Nw=5 in line 10 to
- reflect the new total of
~monster names. For
‘example, if you've added

‘the program, it should
read Nw=8, TI-99/4A

- owners will also have to
change the number 5

- wherever it appears in line

- 20'to reflect this total. The

above instructions won't
work with the Timex
version.)

If you're adding extra

o :_ml“ Varﬂﬁil (ﬂ;g.m :qlur Computer)/Name That

<

| 29

.'*.Bﬂ-

_Maurfar!

9 REM ——NW = uunaen oF uunns~-"

10 CLEAR S00:NW=5
DIM NE(RW) , S$(NW) HS(NN) '
REM. ~~READ IN HORDS AND HINTS”"
FOR X=1 TO N |

~ & READ HS{K) 3$(X),H${x)
REM -<PRINT TITLE AND INSTRUETIOHS*-

170 CLs
PRINT TﬁB(?)'"HlHE THAT MONSTER!"™
90 PRINT

400 PRINT “GUESS THE SCRAMBLED MONSTERS”

110 . PRINT "AND GET. A HALLOWEEN TREAT!"

120 PRIHT "PRESS <RETURN> AFTER TYPING IN"

1#0 PRINT -~ -

149 REM ~~DO MAIN LﬂﬂP QHCE FOR EACH WORD—~
150 FOR X=1 TO NW |

159 REM <-DISPLAY SCRAMBLED WORD~-

160 PRINT "MONSTER HUHBER" X;7IS “,88(X) ;"
170 PRINT

179 REM ~~GIVE A HINT-~-

180 PRINT "HINT:"

190 PRINT H$(X);".”

200 PRINT | |

209 REM ~~GET PLAYER'S GUESS-~

210 INPUT "WHAT I8 YOUR GUESS™;G$

220 IF GS=WS$(X) THEN 280

229 REM --RESPOND TO WRONG ANSWER=--

230 PRINT

240 PRINT ™URONG! IT WAS "-us(x)-"

250 PRINT "PRESS ANY KEY TO cauTxnus "o

260 K$=INKEYS

270 IF KS$="" THEN 260 ELSE 330

279 REM ~~INCREASE SCORE s RESPOND TO CGRRECT ANSHER-—
280 S=S+1

290:CLS

300 FOR T=1 TO 120

313 PRINT "YQU &OT IT! ¥,

320 NEXT T

x30 CLS

340 NEXT X

349 REM --PRINT SCORE AHD GUOB*BYE MESSAGE-~
350 PRINT "YOUR SCORE WASY;S;“OUT OF";NW;'"~-~'"
260 IF S=NW THEN PRINT "n_1nux PERFECT SCORE!":G0TO 40
5 _ |

370 IF S>NWx,4 THEN PRINT "YOU REALLY KHGH YOUR MONSTE

RS!{":GOTO 400

380 PRINT "YOU'D BEYTER STUDT TGUR"

390 PRINT "MONSTERS."

400 PRINT

410 PRINT "THE TRICKS ARE OVER;"

420 PRINT “NOW YOU GET A TREAT!"™

430 PRINT | .

440 PRINT “SEE YOU AGAIN NEXT YEAR!Y

450 PRINT .

460 PRINT “PRESS ANY KEY TO BEGIN AGAIN.":

469 REM ~-AFTER KEY 1S PRESSED, BEGIN AGAIN=~

470 K$=INKEYS

480 IFf K$="" THEN 470 ELSE 60 . |

1000 DATA WITCH,THWIC,USUALLY SEEN WITH A BROON

1010 DATA VAMPIRE ,RIPVAME,DON'T LET ONE KISS YOUR NECK
1020 DATA TROLL ,LORLT,OFTEN LIVES UNDER A BRIDGE
1030 DATA GHOST,STOGH,DON'T CHASE ONE THROUGH A WALL

1040 DATA WEREWOLF ,FLOWWEER,BARKING MAN IN NEED OF SHA
VE

ADAM/ Name That Monster!

9 REM -—~SET NUMBER OF WORDS—-
1I0ne =5

20 DIM wS{nw),s${nw) hs(nw)

29 REM ~-~READ IN WORDS AND HINTS--

0 FOR x =1 10 nw

40 READ w3(x),s$(x), h${x)

S50 NEXT x

60 s = ()

69 REM ~~PRINT TITLE AND INSTRUCTIONS--
70 HOME

80 PRINT TAB(S);"NAME THAT MONSTER!"™

90 PRINT

100 PRINT "Guess the scrambled monsters®
110 PRINT “and get a Halloween treat!™

120 PRINT

130 PRINT "Press <RETURN> after typing 1n"
140 PRINT “your guess.”

150 PRINT

159 REM ~-D0 MAIN LOOP ONCE FOR EACH WORD--
160 FOR x = 1 TO nw

169 REM —--DISPLAY SCRAMBLED WORD=—

170 PRINT "Monster number ";x;" is ";s$(x);"."
180 PRINT

189 REM -—GIVE A HINT~~

190 PRINT "Hint:*

200 PRINT hs(x);"."

210 PRINT

219 REM ~-GET PLAYER'S GUESS~~

' 84 FAMILY COMPUTING
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| 220 INPUT "Hhat 1: ynur”guyss?“ g$ e 270 FOR X=1 TO NW |
230 IF g$ = wSix) THEN 300, ;-9;f- j 279 REM =—DISPLAY SCRAMBLED WORD~- SR
| 239 REM. --RESPﬂHB Tﬂ WRONG: ausueau-zu,ag“' 280 PRINT "MONSTER NUMBER *:X;" IS *; sSCP(x,1),ch,2)}1ﬁ |
| 240 PRINT e S EE A S S i | . R
250 PRINT. "Hrnng' It uas “‘HS(:)'" Mg T 200 PRINT . . N
260 PRINT ERR I Ny L 299 REM ~<GIVE A HINT-~ . S
| 270 PRINT "Press any_kgy_tq_nnnt1nug."ﬁ*“ff 300 PRINT “HINT: “-HS(P(K,SJ,P(I,GJ)-" '
280 GET k8 [T S AL “.m_q__,.;: - 310 PRINT -
290 60TO 350 '“j“ SETPSER R LR el 319 REM —-GET PLAYER'S GUESS--
299 REM —~1ncRELSE scone & RESPnnu Tﬁ cnakecr ANSWER-- | 320 PRINT “WHAT 1S YOUR GUESS";
300 s = s#1 B B 330 :INPUT GS
1 310 HOME -;~-“- L r:x,jﬁ;;_f,¢g~r=";j., - 340 IF GS=WS(P(X,1),P(X,2)) THEN 410
| 330 PRINT "vau GﬂT IT! L L L I 350 PRINY
340 NEXT t P *:eﬁﬁhﬁ;ﬁ;ﬁﬁfﬁﬁﬁpw..s 360 PRINT “MRONG! IT WAS ™:u$({P(X,1) P{!,Z} 2"
P 360 NEXT x - oooi s 2 TEEEL T 380 PRINT “PRESS ANY KEY TO anTIHUE ",
369 REM -~PRINT -SCORE AND Eﬁﬁn—aYE nsssa&s-— 390 GET ¥1,K
370 PRINT “Your score was" ... 00 400 60TO 460 R
380 PRINY 5;" out: nfﬂf,nﬂ;&”f“"gffffjgﬁﬂﬁﬁ5* | 409 REM -~INCREASE SCORE & RESPOND TO CORRECT- AusuER~~..f._a
| 39{3 PRIHT o . 410 g $+1 | . | R |
I 400 IF 5 = nw THEH'PH:HT “a 1ﬂqxnpgrfect scnrel"-soro 420 PRINT CHR$(125);
430 R L 430 FOR T=1 TO 75
1 410 IF s ». nu*ﬂﬁ THEH PRINT "?ﬂu”rqatty knau yuur mons 440 PRINT "YOU GOT IT! “;
ters!MiGOTO 430 N LR - 450 NEXT 7
i 420 PRINT. “Better”stuﬁy yuur'manﬁtars.“ o 460 PRINT CHR$(1253;
430 PRINT. O 470 NEXT X
440 PRINT "The tr1cks are: nvarfﬂ_ﬁgnavq;“,:<_ 479 REM -—PRINT SCORE AND GOOD~BYE MESSAGE-— SR
450 PRINT "now you: gat~a~treat'" -~f“-“*i_,' 480 PRINT "YOUR SCORE WAS “;8;" OUT OF “;NW;" ~+" " """
460 PRINT & - oo i e 490 IF S=NW THEN PRINT "A 100! PERFECT SCORE'" GDTU 52 |
470 PRINT “Seeuygu again next year!“ 3”'3_ 0 o
- 480 PRINT oo S 500 IF S>NW*0.4 THEN PRINT "YOU REALLY KNOW YOUR nnHST'_=~'g
490 PRINT “Prest any key to. hagin aga1n.“, - ERS!":60TO 520 L :
499 REM: -—AFTER KEY- 13 FREESEB, BEEIH AGAIN-- 510 PRINT "YOU'D BETTER STUDY YOUR MONSTERS." .
S00 GEYT ks . SR i 520 PRINT :
510 GOTO. 60 ..;;**-“f*tf; _____ o | 530 PRINT "THE TRICKS ARE OVER;"
1000 DATA WITCH,THWIC UBUALLY sEEu WITH A BROOM 540 PRINT "NOW YOU GET A TREAT!" E
1010 DATA vAnPIRE,RIvaHE,bQN T LET ONE KISS YOUR NECK | 550 PRINT | o RN
4020 DATA: TROLL,LORLT,OFTEN. LIVES UNDER ‘A BRIDGE 560 PRINT "SEE YOU NEXT YEAR!™ . SR A
1030 DATA GHOST,STOGH,DON'T CHASE ONE. THROUGH A WALL 570 PRINT o i
1040 DATA HE&EHOLF,FLGHHEER BARKING MAN IN MEED OF SHA | 580 PRINT "PRESS ANY KEY TO BEGIN AGAIN." -
VE S o TR 589 REM ~~AFTER KEY IS PRESSED, BEGIN nsaxn—~
. ST =”j3:;uqarc;] : S90 GET #1,K
| Mﬂri!ﬂ#mé ﬂwf Mmmrf.. S L 1000 DATA MITCH,THWIC,USUALLY SEEN WITH A BROOM = B
9 REM —-SET uunagg uF unansﬁ-;” .;usfif,:-_; - 1010 DATA VAMPIRE JRIPVAME ,DON'T LET ONE KISS Youa_uﬁcm.j;;ﬁi“““
I 5 s o 1930 SATA Shosr-Eoscr oouet cukee e hocer vy |
| * * N s $(20) ,R ’ ’ .
$2(§5§,§§§?§u§f§3§f§§§réiizﬁ§‘””*5?’1f‘_ f‘? tsc200, 1040 DATA WEREWOLF ,FLOWWEER,BARKING MAN IN NEED GF SHA
30 OPEN #1,4,0,"Ks™ = . oo R VE L
39 REM -=~SET. LEFT SCREEH naaaxu—- | -
i POKE B2.0 - .. s T
:g REN -Eiﬁgn N uﬂnns ma m'rs-- - Y1-99/4A/Name That Monster!
50 FOR X=1: TO N& R 9 REM ~~SET NUMBER OF WORDS=--
60 READ R1S$ azs,nss T 10 Nw=5
70 PCX,1)=LENCWS)#Y. ... oo 20 DIM W$(5),88(5) HE(H)
80 P(K;23=P€X;1)+Lﬁﬁfﬁ1$}-1 ST 29 REM ~~READ IN WORDS AND HINTS—-
90 WSCP(X,1))=R1$. - ' ._;:néz-**:”E ; 30 FOR X=1 TO NW
100 SS$(P(X,1))=R2% -.;-;<u~“-*3' 40 READ WS{X),S53(X%) HS(X)
110 P(X,3)=LEH(H$)+1 ...... R 50 NEXT X
I 120 P(x,4)=P(x,3}+LEN(R351+1 ~--1*__ | 60 $=0
130 HS(P(X,3))=R38 ~ . . . 69 REM -~PRINT TITLE AND INSTRUCTIONS=-
140 NEXT X - 1-_ ...:;.f S - | 70 CALL CLEAR
150 =0 =~ RS 80 PRINT TABC6) ;"'NAME THAT MONSTER! "
159 REM ~~PRINT TITLE nuo IHSTRUCT10H5- | 90 PRINT
160 PRINT CHR$(125) . IR R 100 PRINT "GUESS THE SCRAMBLED MONSTERS®
170 POSITION 11,0 S | 110 PRINT “AND GET A HALLOWEEN TREAT!"
180 PRINT “NAME nm musrsal" 120 PRINT
190 PRINT . ) _ 130 PRINT "PRESS <ENTER> AFTER TYPING"
200 PRINT “GUESS THE SCRAHQLED nﬂusTERSﬁ 140 PRINT "IN YOUR GUESS."
210 PRINT “AND GET A HALLnHEEn TRE!J!" - o 150 PRINT
220 PRINT -« . "+ { 159 REM ==DO MAIN LOOP ONCE FOR EACH WORD~~-
: 230 PRINT “PRESS CRETURN>. AFTER T?PIHG IH“ | 160 FOR X=1 TO NW -
" 240 PRINT “YOUR GUESS.™ . . . | 169 REM ~-DISPLAY SCRAMBLED WORD--
i 250 PRINY -~ fi;f .If;;- ~;r; 170 PRINT “MONSTER NUMBER";X,"IS ";S$(X);"."
g ) 260 PRINT . e | 180 PRINT
[ 269 REM —~bO HAIH LﬂbP QHCE Fﬂﬁ EhtH WORD— - 189 REM --GIVE A HINT~~




| 380 PRINT “ouT ﬂf"-nw-"~~ﬂ-;ﬁr--

1 430 IF S<NW#D.4 THEN 460 oo

 "4?0 PRINT L
480 PRINT "THE TRItKS na£ uvﬁnlu.,y R

| 520 PRINT

S g MR e T T e T T T T T T T T g "y e e " am "am "

210 PRINT. B ““'Lff“jh:s;i

1.T219 ﬂEH~r*GET PLiYER's ﬁugsgm-zg5gv~*-i

' '--faoﬂ §=S+1 R R A

310 CALL CLEAR -ﬁ%ﬁififgaﬁf*ﬁ”S?er;”“ )

320 FOR T=1 TG ‘l'B """ . :' BTN : " o

1330 FHINT "\"UU GOT IT* “‘ R

"1376 PRINT “YOUR SCORE WAS";$ -~.w; ;;__f"”

390 PRINT .t -~vﬁ?ﬁ“7fff[¥5**““”f_f
40{! IF s{ﬂu THEN QB‘B ___________ R _
410 PRINT "A 100% PERFEcT scanat" B

420 GOTO 470 e

440 PRINT “You' SURE KNOW- YﬁUR nausrsas'":'"

.490'PRINT "nuu vou GET n TaEATt“

510 PRINT "SEE ?ﬂU iGﬁIH HEKT YEHR‘"

530 PRINT "PRESS AH? KEY Tﬂ EEGIH" "AGAIN."

339 REM -~AFTER KEY 15 PREﬁSﬁh BEGIH”AEAIR**_

540 CALL KEYCO,K,RY o i

| 550 IF R=0 THEN 540 ELSE 60 '*Tf? ..... e

1010 DATA HAHPIRE RIP?&HE,B&H'T LET GHE KISS YOu

| 1020 DATA TROLL,LORLT,OFTEN LIVES UNDER A BRIDGE
1030 ﬂATA GHﬂST,srusH,boﬂ T CHASE. ONE IHTB A unLL

9 REH *—SET HUHBER OF uunos—~- o

10 LET Nw=5 B __:;..

20 FAST -s.----j*:]j',;; SR

30 DIM WNW) o

40 bIM sitﬂi,al L
50 pIm. us:uu,ai~:~""

80 LET Pe=1 R

£9 REM ~~WORD AND HIHT DATA- BT

90 LET D$=“THHIC,HITCH,U$UALLY SEEN WITH A BROOM,RIPVA

ME,VANPIRE,DO NOT LET ONE KISS YOUR HECK,L&RLT,TRGLL,&

FTEN LIVES UNDER A BRIDGE,STOGH,GHOST,DO NOT CHASE ONE

THROUGH A HALL,FLGHHEER,HEREHBLF,B#RKIHG'HAH IN NEED
OF SHAVE,” = o

110 GOSUB 1000

120 LET s:tx>=vs -

130 60SUB 1000 .

140 LET W(X)=LEN V§ =
150 LET we{X)=v§ -~
- 160 GOSUB 1000

170 LET H$C(X)=VS

(7180 NEXT X

190 SLOW

200 LET $=0 o

209 REM --PRINT TITLE AND IHSTHUCTIQHS*“:' .
210 PRINT TAB &6;"NAME THAT MONSTER."

220 PRINT | T
230 PRINT "GUESS THE SCRAMBLED MONSTERS"

240 PRINT “AND GET A HALLOWEEN TREAT." -

250 PRINT SO
260 PRINT "PRESS <ENTER> AFTER TTPIHG IN"

270 PRINT “YOUR GUESS." -

280 PRINT - | SR
289 REM --DO MAIN LOOP ONCE FOR EACH uonn- o
290 FOR X=1 TO NW -

299 REM --DISPLAY SCRAMBLED WORD-—

300 PRINT "MONSTER NUMBER ";:X;* IS "-ss(x Tn u(xJ)-"

310 PRINT

319 REM ~-GIVE A HIﬂT-*

320 PRINY "HINT:™

330 PRINT HS(X)p"."

340 PRINT

349 REM -~GET GUESS FROM PLAYER=~-

350 PRINT "WHAT IS YOUR GUESS?™

260 INPUT G$ | |

370 1F WS{X, TO W{X))=G$ THEN GOTO 440

379 REN -—HESPOHD TO WRONG ANSWER-~

380 PRINT

390 PRINT “WRONG. IT WAS "*Httx, To H{x)};“.“

&00 PRINT |

410 PRINT

420 PRINT “PRESS ANY KEY TD CUNTIHUE "

430 LET K$=INKEYS |

440 IF X$="" THEN GOTO 430

450 GOTO 510 | |

459 REM ~~INCREASE SCORE/RESPOND TO EBRRECT ﬁNSHER-—
460 LET 3=5+1 -
470 CLS

480 FOR T=1 TO 49 -

490 PRINT "YOU 60T 1T *;

500 NEXT T .

510 CLS

520 NEXT X

529 REM ~-PRINT SCORE AND GOB%-EYE MESSAGE=~ -
530 PRINT ™YOUR SCORE WAS ";S;" OUT OF " Nu;" it
540 IF S<NMW THEN GOTO S7D - |
550 PRINT "A 100 PERtEHT PERFE:T scnnE W

560 GOYD 590

570 IF S>NW«0.4 THEN PRINT "YOU. REALLY KNOW YOUR MONST
ERS. "

580 IF S<=NuWx0D.4& THER PRINT "YQU BETTER STUDY YOUR MON
STERS. "

590 PRINT

600 PRINT

610 PRINT “THE TRICKS ARE QVER:"

620 PRINT “NOW YOU GET A TREAT."

630 PRINT

640 PRINT “SEE YOU AGAIN NEXT YEAR."

650 PRINT

660 PRINT “PRESS ANY KEY TO BEGIN AGAIN.“
669 REM —~AFTER KEY IS PRESSED, BEGIN AGAIN.-—
670 LET K$S=INKEYS |

680 IF K3$="" THEN GOTO 670

- 690 CLS

700 GOTO 200

999 REM ~-SINULATED READ STATEMENT--
1000 IF DSC(P1)="," THEN GOTO 1030
1010 LET P1=pi+Y

1020 6070 1000

1030 LET V$=DS(P2 TO P1-1)

1040 LET P2=pP1+1

1050 LET P1=P2+1

1060 RETURN

VIC-20/Name That Monster!

9 REM —-SET NUMBER OF WORDS~~
10 Nu=5




AUTUMN PROGRAMS

20 DIM WSINW),S$(NW) HS(NW) |
29 REM =—-READ IN WORDS AND HINTS--
30 FOR X=1 TO NW

1. 40 READ WS(X),58(X) , HE(X)

50 NEXT X

60 $=0

69 REM ~-PRINT TITLE AND INSTRUCTIONS~~
70 PRINT CHR${14?} TAB(2) ;"NAME THAT MONSTER!"
80 PRINT

90 PRINT "GUESS THE SCRAMBLED"

100 PRINT “WORDS AND GET A"

‘110 PRINT "HALLOWEEN TREAT!"

120 PRINT

130 PRINT "PRESS <RETURN> AFTER"

140 PRINT "TYPING IN YOUR GUESS."

150 PRINT

| 159 REM ~=DO MAIN LOOP ONCE FOR EACH WORD--

160 FOR X=1 TO Nu

169 REM ~~DISPLAY SCRAMBLED WORD=--

170 PRINT “MONSTER NUMBER";X

180 PRINT "IS “;S8(X);"."

190 PRINT

199 REM «<~GIVE A HINT-~

200 PRINT “HINT:"

210 PRINT HS$(X);™. "

220 PRINT

229 REM --GET PLAYER'S GUESS~~

230 PRINT "WHAT IS YOUR"

240 INPUY "GUESS";:GS

250 IF G3$=WS$(X) THEN 350

259 REM ~~RESPOND TO WRONG ANSWER~~
260 PRINT

270 PRINT “WRONG! IT WASY

280 PRINT W${X);". "

290 PRINT

300 PRINT "PRESS ANY KEY TO"

210 PRINT “CONTINUE,Y;

320 GET KS$

330 IF K$="" THEN 320

340 GOTO 400

349 REM ~-INCREASE SCORE £ RESPOND TO CORRECT ANSWER~~
350 S=5+1

360 PRINT CHR$(147);

370 FOR T=1 TO 90

380 PRINT "YOU GOT IT! %;

390 NEXT T

400 PRINT CHR$(147);

410 NEXT X

419 REM ——PRINT SCORE AND GOOD-BYE MESSAGE~—
420 PRINT “YOUR SCORE WAS":S

430 PRINT “OUT OF";Nu;''=-

440 PRINT
450 IF S=NW THEN PRINT "A 100X PERFECT SCORE!":GOTO 49
0 _ T | ,
460 IF S>NW«0,.45 THEN PRINT "YOU REALLY KNOW YOUR":PRI
NT "MONSTERSI™:G0TO 490

470 PRINT ™YOU'D BETTER STUDY"

480 PRINT ™YOUR MONSTERS,™

490 PRINT

SO0 PRINT "THE TRICKS ARE OVER;"

510 PRINT “NOW YQU GEY A TREAT!"

520 PRINT

530 PRINT-"SEE YOU AGAIN NEXT"

540 PRINT_"YEAR!"

550 PRINY

560 PRINT "PRESS ANY KEY TO“

870 PRINY “BEGIN AGAIN.”

ST9 REM ~~AFTER KEY IS PRESSED, BEGIN AGAIN--
580 GEY K$

560 IF K$="" THEN 580
600 GOTO 60

1000 DATA WITCH,THWIC ,USUALLY HAS A BROOM
1010 DATA VAMPIRE ,RIPVAME ,AVOID KISSING HIM
1020 DATA TROLL,LORLT, LIVES UNDER A BRIDGE
1030 DATA GHOST,STOGH,FLOATS THROUGH WALLS

QQ1G4U DATA HEREHOLFfFLDHHEER,HE BARKS AT THE MOON

lﬂlﬂﬂﬂ!ﬂ(ﬂlﬂiiﬂﬂﬂiIﬂﬂlll"iﬂﬁllIﬂlllﬂﬂﬁiiﬂlﬁi

Apple/Name That Monster! - . - -
Use the ADAM version, changing all characters tﬂ upper- -
case. Change line 340 to read _

340 FOR T = 1 TO 120

Commodore 64/Name ﬂmt Alansurf S
Use the VIC-20 version, except change hne 37(} tD read

370 FOR T=1 T0O 120

IBM PC & PCir'Name That Monsteﬂ

Use the base version, except change lines 10, 80 and BER

300 to read:

10 WIDTH 4L0:Nu=S | | o
80 PRINT TAB(12);"NAME THAT MONSTER!"™
300 FOR T=1 Y0 120

read:

80 PRINT TAB(23);"NAME THAT HGHSTER'"-”'j:”:l...
300 FOR T=1 1O 1&0 -

e g

PROGRA

Corrections to previous mon‘rhs progrclms

ADAMNM/ rop Secrof (Apn! pages 83 88}
you can improve the way the prngra'n‘i'l'ﬂﬂks on the
screen. The change to line 540 will avoid fmstratimn fﬂr

100 PRINT "What 1s your code name”,
540 IF a$ <> CHRS(13) THEN 530
720 VTAB 5

Cnmmadnm 64/Brain Tawﬁi (August, pﬁgég '39’3 gg)' |

dore will accept for a program line. To snlve th;s prnblem,_
divide it into two lines: -
120 PRINT ) SR
125 R$="PRESS A ZONE KEY (A, B, C, £, Fo M, P, 5, 7,0

R V) TO ACCESS MEMORY" ' -

- TL99/4A/Broin Yerrain (August pages 86 88) .
Line 230 is incorrect as published. It ,shnuld read as. f{}I- N

lows:

230 R$="PRESS A IONE KEY (ﬂ, Bf C’ E’ F, H'j- :P;_ .Sf T,ru' _

R V) TO ACCESS MEMORY"

han
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WHAT'S IN STORE

in time. Quite a game, though like
its predecessor, its graphics still
don't do justice to its play system.
And there’s still an infuriatingly long
loading time. These drawbacks pale
in comparison to the numerous spe-
cial touches—the sense of humor
(you can't steal some paintings be-
cause they're “too surrealistic”), in-
genious use of sound effects, includ-
ing blood-curdling screams and
computer-generated German voices,
and the same sort of edge-of-your-
scat excitement found in the first
game. Success takes practice, but
playtesters ages 10 and up didn't ob-
ject to 6-hour sessions.

Congolomerates Collide
HARDWARE REQUIREMENTS: Apple II/II
plus/lie, 48K (disk).

MANUFACTURER: RockRoy, Inc,
PRICE: $39.95

One of my playtesters, a high-school
senior whose computer game inter-
ests generally run to Infocom text
adventures, introduced me to this
one. He and his friends came over to
play Conglomerates Collide between
regular playtesting sessions, and I
couldn't resist watching over their

SOFTWARE REVIEWS

shoulders. Within 10 minutes I un-
derstood enough to play along.

This is the most accessible finan-
cial game we've tested to date, an
easy-to-understand, fast-moving
simulation of big-time corporate fi-
nance. You start out with one com-
pany. Purchase and manipulate oth-
er firms, get loans from the bank,
buy and sell stocks, try to forecast
market trends—ali to accumulate
more wealth than the other human
or computer players by the game's
end (when all remaining companies
have been bought up).

Conglomerates avoids the lengthy
rule books, long turns, and complex
play systems of games such as Car-
tels and Cutthroats or Qil Barons.
As a result, this is the first game
we've seen that doesn't require all
but an MBA to play. The trick is in
its simplification of the corporate
scrambie into an casy-to-follow se-
ries of set moves, an approach
which allows financial analysts to
enjoy it, and newcomers 10 and up
to play and learn.

Like other financial games, Con-
glomerates’ excitement lies in play-
ers’ manipulation of huge sums of

—

| T—

ARUBBER RAFT
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First, you need a reason to use
arubber raft, (That's a snapif s
you've got ZORK?™ I, the classic

8 fantasy story from Infocom’'s

Interactive fiction line. Because
you'll be hunting twenty fabu-
lous treasures while dodging

il | designed so that whatever you
x % choose to do makes the next
thing happen. And you won't
run out of things to do, either.
The underground empire of
ZORK 1s so huge, your adven- |
turc can last for weeks or

:
ik
|

every kind of evil under the earth.)
J Next, type in your command: BLOW
UP THE RUBBER RAFT WITH THE
AIR PUMP. .. But watchit, or you
might just blow up the raft until you
blow yourself to smithereens!

There’s no telling what will happen
next in ZORK [—hecause, like all of
Infocom’s interactive fiction, ZORK's

JE— —— —— —

even m(mthb (
S0 1f you want the closest thing on a
disk to realty exploring an underground
world, get ZORK I*. But brace vour-
self for the action—it'll blow you away!

INFOCOM

"It comnpatible with almost every popular h{]IHt nm[mtu
ZORK s a remstered tradenuark of Enfocom,
— e T Ny e — ————
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money. Youre dealing with the green
stuff, not spaceships or six-shooters.
It's an intellectual exercise, but man-
ageable because it takes only a cou-
ple of hours to play. For the most
part, graphics are restricted to lists
of companies and their varying
price/earnings ratios, and general,
variable economic factors, like the
prime rate. While it doesn't offer the
excitement and graphics of other
computer games, it's one of the most
appealing financial games around.

SunDog: Frozen Legacy
HARDWARE, REQUIREMENTS: Apple II se-
ries, 64K (disk). Joystick.
MANUFACTURER: FTL Games

PRICE: $39.95

SunbDog: Frozen Legacy is a compel-
ling and absolutely enchanting pro-
gram, a new kind of role-playing ad-
venture which combines text,
animated graphics, and arcade skKills
in one of the most absorbing games
on the market today.

You're a future hero invaluable to
a human colony that’s being found-
ed on a distant planet. Having inher-
ited an armed cargo vessel from an
uncle who died under mysterious
circumstances, you must complete
the work he started, delivering goods,
and colonists who are frozen in sus-
pended animation, to the outpost.
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wuccess in this tough, one-player
adventure requires a combination of
analytical skills and patience. You'll
have to navigate around several solar
systems, trade skillfully in a variety
of alien markets, exercise good
judgement on the quality and value
of interstellar trade goods, and
charm unscrupulous alien purveyors
of “hot” merchandise and informa-
tion. Stay out of trouble when possi-
ble, but be prepared to shoot skillful-
ly in situations in which there's no
choice. All this on top of the fact
that you have no prior starship-fly-
Ing experience.

All in all it’s a long interstellar
route, but one I guarantee will keep




The Words is a glossary of commonly used computer terms.
s>ome are well-known English words, such as read and write,
that have been incorporated into computer language and
given ditterent meanings. {Note: All italicized words in the
definitions are defined in full elsewhere in the glossary.] Other
terms that refer to a computer’s inner workings are not often
used in common speech, but are important because they are
used in manutfoacturers’ specifications and ads. Don't be awed
oy them. Remember the delight with which Americans took to
the new NASA language over 20 years ago, when John
Glenn tirst orbited the globe.

To retrieve deata trom a

storage place in the
compuaier system. Ac-
cess time is the amount
of time it lakes to oh-
tain the data. Also re-
ters 1o the action of con-
necting a terminal to g
remotie computer, as in:
"l use my computer 1o
access CompuServe.”

Address

A specific location in the
COMpPuUter's memaory
where a picce of infor-

The ability ol a comput-

CT'S MICFOProcessor 1o
address two memory
banks, though nol al
the same time. For ex-
ample, some 64K RAM
COMpUiers can use
bank-switching (o ac-
ress 128K RAM, but
only 64K atl a time.
Bank-switching allows
YOLU 10 run more power-
ful software, and gives
you a larger "work
S5PACe N Memory.

Code. A popular. casy-
to-learn programmuing
language widely used
with microcomputers.

Bavd

Uits per sccond. A unit
ol measurement that
describes the rate at
which deata are trans-
mitied from one device
lo another. such as
cormputer to printer, or
compulter to compulter.

Bit
The smaliest unit of in-
formation a computer

THE PRIMER rue woros

nipulates data in clus-
ters of 8 bils.

Board

Printed circuit board. A
llat. thin, rectangular
component of a comput-
cr Lhat includes one or
more layers of printed
circuitry to which chips
and other elecwonic
parts are attached. As
an add-on to an existing
computer, somelimes
called a card.

Boot

Derived from "boot-
strap.” To start or re-
slart a computer system
by reading insiructions
from a storage device
iNnto the computer’s
Mernary.

Buffer

A temporary slorage
area to hold data dur-
ing a transfer from one
part of a compuler sys-
tem to another. The
buffer may be in the

computer, in the periph-

eral device, or it may be
a separate, stand-alone

computer prograrm that
prevents il from run-
ning properly. Bugs can
cause a4 program to
“freeze up.” that is, to
repeat the same opera-
tion cndlessly. Finding
and correcting the error
is called debugging.

Bulletin board

An area. rcached by di-
aling a remote compulter
system via modem,
where you can leave or
read messages electroni-
cally. Bulletin boards
are usually set up on
computers in people's
homes, or at informa-
lion services such as
The Source or Compu-
Herve,

Byte

One byte conlains cight
bits, enough to stand
for one character of En-
!lish. or one number.

Thus, it generally lakes

more than one hvie to
make up a word. "Cat,”
tor instance, requires
three bytes.

maltion is stored. Each BASIC uses. A bit is either the uinil. CAl
address is identified by Beginner's All-purpose digit "0" or “1." An Bug Computer-Assisted In-
a number. oymbalic Instruction “B-bit” processor ma- An error in the logic of @ | struction. A term ap-
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HOWTOFEED | .
A SEA MONSTER E_,, ﬁ

SLASH YOUR DISKETTE
COST BY 50%!

Make use of the back
of your 54" Diskettes -
and SAVE.
o NIEBBLE XOTCH
tools make it easy
® Adds the precise
notch where it's needed.
® Doubles diskette space
or MONEY BACK.

WIBBLE NOTCH |

Cuts square notch for Apple, L, It+, lle, I,
Franklin and Commodore.

only $1 4 95

add $1.50 each P&H / {$4.50 each foreign P&H)

DISK OPTIMIZER® SYSTEM
SOFTWARE FOR APPLE, Il Il 1, lie, Ii & Franklin

* 469% FASTER Than Similar Programs!
® Cenifies your “new” disk 100% Error Free
& Removes Bad Sectors ® Adds 36th Track
¢ Perorms Disk Drive Speed Check
® Adds DOS and More

Oty $24.95 each

add $1.50 each P&H / {$4.50 each foreign P&H)

- QR BUY BOTH ..
only $29.95

add $2.50 each set P&H / ($6.50 foreign P&H)
SATISFACTION GUARANTEED OR YOUR MONEY BACK
*Florida Residents Add 5% Sales Tax"

ORDER TODAY!

1 CALL TOLL FREE 1-800-642-2536
OR SEND CHECK OR MONEY ORDER TO:

NIBRBLE NOTCH
COMPNTER PROWICTS

J CIVISION OF COATRAN INTERNATIONAL !

t

,,5

._
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First, locate a sea monster,
(The best place to find one i1s in
SEASTALKER.the brand-new
undersea story from Infocom’s
Interactive fiction line.)

Next, type in vour command; 1Bk
GET OUT OF THE SUBMARINE
AND FEED THE CATALYST CAP-
SULE TO THE MONSTER. Then,
swim for vour life! Because the trou-
ble with feeding sea monsters 1s, the
monster mught decide to {eed on you!

There’s no telling what will happen
next in bLAblALKFR Because, like

all of Infocom’s mteractive fiction,
SEASTALKER’s designed so that

T e T T e —_—

what happens next depends

on what you decide to do. And
you'll be doing plenty, too—
your voyage can last for weeks
or even months.

L S0 get the closest thing

on a disk to going on a real-bfe sea
adventure. Sink vour teeth mto SEA-
STALKER™ But when you do—watch
out! —or vou mught just find out some-
body has a sweet tooth for you!

INFOCOM

"I congpatibbe with alioeest every popular hore compuater.

SEASTALKEE =4 tradetnark of Infocom, ing.
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4211 NW 75th TERRACE, - DEPT. 6 8
LAUDERHILL, FL 33319

ALL THADEMARKS ARE ACKMNOWLEDRGED

PAT. PEND.
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FAMILY COMPUTING cannot be re-
sponsible for the accuracy or de-
scription. but will attempt to screen
out misleading and/or incorrect
statemnents.
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'Apple Ilc, Macintosh, ImageWriter

much more! Send for cat. 3A. DCA,
445 N. Pine, Reedsburg. WI b3959

FRER 68p. computer catlg.
1000s of items including diskettes,
supplies. software & hardware, at
great discount pricing. Callwrite:
A. P. COMPUTER PRODUCTS
214A E.Main Sireet, Dept C1
Patchogue, NY 11772
(516) 654-8811

SOFTWARE

IBM PC Software Free List!
Paradise Computer Works R.D. 1
Box 273A, Newark Valley, NY 13811

TERMINAL TRIVIA
Owver 1000 ?s on 3 disks, additional
? disks available; 3 levels of dif-
ficulty. Play TERMINAL TRIVIA . . .
It kill ya! Apple II/+/e/c 48K
Only $39.95+52.50 p+h. Call free.
1-800-368-3238 1-800-542-.2224 (VA)
MC/V1 H.U.M.A.N.8. ING.

N.F.L. PREDICTIONS
72% winners 1982-83 seoson
creates weekly statistical data
base. Includes stats up to week
ordered. Send $39.95 for C 64 disk
S.A.L. STATS
8624 Kennedy Blvd.
North Bergen, NJ 07047

Wizardry “Clone” your

best characters; acquire huge
stocks of gold, weapons, magic
items; SAVE apparently

doomed characters—WITHOUT
CHEATING. No software required.
Send 85 for step-by-step In-
structions to Wizard, POB 337,
Gale Ferry, CT 06335

3 81C REASONS T0 BUY
Software From Soft Source-R
1. Top Apple, IBM PC—AIIl recrea-
tlonal & educational (20-40% off)
2. Money back guarantee
3. FRER shipping on prepaid orders
FRER brochure (specify cnmputer}
Soft Source-R, Dept D, ¢
Box 2931, Joliet, IL 60434

Astrelogy casts your accurate
birth chart, & interprets it in
1500 + words! ASTRO-SCOPE
530 on disk for Apple H/TRS5-80/
C 64. Also professional astrology
soltware for IBM PC/CPM. etc..
AGS, Box 28, Dept 1,

Orleans, MA 02653

(617) 255-0510 MC/Visa

EDUCATIONAL GAMES FOR
APPLE COMPUTERS make efiec-
tive learning fun for your kids in
many subject areas incl. foreign
languages. FREE CATALOG.
SCHOOLHOUSE; 290 Brighton.
Elk Grove, IL 60007

FREE C 84/T1-99/CoCo/MC 10/VIC-20/
Timex pro ! Send stamps!
Ezraezra, BX 5222, San Diego, CA92105

FREE CATALOG of TESTED
EDUCATIONAL SOFTWARE for Apple/
Atart/C 64/TRS-80cc/TI-99/VIC-20
Maoses, Bx 1 1038, Huntsville, AL 35805

Coloco ADAM PROGRAMMIRS:
We can market your D-Pack
Call E.S.C. (513) 825-6645

72 Eamon Adveniures for Apple.
Great Adventures at super prices!!
SASE to: Eamon, Box 216, M1, WA 98040

CLASSIFIED

Give Your Product or Service a Boost

with cl-ulﬁed EKP““"'

HP-130 SOFTWARE
Home and business applications

Suite 109, San Mateo, CA 94403

dwSargent Company 55 W. 20th Ave.,

Bible Games for Timex, VIC

Free Flyer CHRISTIAN SOFTWARE

Box 547, Bettsville, OH 44815
(419) 986-5217

FAMILY TREK: Genealogy
Program for the Commeodore 64 or
VIC-20. Will print Pedigree Charts,

Family Records, etc. $49.95
GENEALOGY SOFTWARE,
P. 0. Box 1151, Port Huron, MI 48061
(516) 344-3990

Educationul software for
your hungry child. € 64
Apple/IBM our spocialty.
Write for free pricelist:
CHILDREN'S MENY
P.0. Box 175
Staten Island, NTY 10314
TAKE A BYTE AND SR

FOREIGN LANGUAGES
Over 100 programs which make learn-
ing French, Spanish, German fun.
Apple, PC, 64. Free catalog. Gessler
Educational Software, Suite L, 900

Broadway, NYC 10003(212)673-3113

SUPER EXTENDED BASIC
100+ Assembly Language Subroutines
for use with TI-99/4A X-Basic, XM.
Disk $99.95. J&KH Software, 2082 5
Abingdon Si., Arlington, VA 22206
820-4131. VCR Titling Pgm., 529.95

TRY BAFORE YOU BUYTI!
T1-99/4A Users save money by
renting soltware from the
SOFTWARE USERS EXCHANGE;
Dept. B; POB 49; New Cumberland,
PA 17070 Free Brochure!

APPLE Owners, 64K [+ /lle
Business/Science Graphics $14.95
SAT-Math Exam/Instruction Set
329,95 (1 disk §20.95). Free
information. Reitz Video Products
Dearborn, MI 48121 Box 82

CROSSWORDS
Over 13,000 3- to 12-letier words.
Will find words with letters
missing. Example: _h_a s. For C 64
Disk only $19.95. Send check or
money order to Mary Funke, 602
Woodland Ave.. Northvale, NJ 07647

TI-99/4A, VIC-20, C 64: Software cas-
settes under S8. Education, enter-
tainment & more. Free brochure!!

PROTEUS PROGRAMMING®™
P.Q. Box B94-M, Bala, PA 19004

.FREE catalog of educational &
personal software & hardware at
fantastic savings! SBCC, Dept F,

Thousand Oaks, CA 91360
(B05) 492-9391

GIVE CHILDREN THE BRST!H!
Commodore 64. Guaranteed. Improves
Spelling Grade. Easy Uses. School
Words. Self Teaches. Help Now Only
$26 Tape/Disk. LWH., 7131 Owensmouth,
Suite €60, Canoga Park. CA 91303

FREE SOFTWARE.

Earn bonus §s for free software,
books, & supplies; catalog 81
(refundable w/order) Specify model.
Computer Discount Cntr inc,, Dept FC,
Box 1548, Springfield, VA 22151

SINCLAIR TIMEX programming
tricks revealed. Get programs that
put that computer to work, expla-
nations that enlighten. Send for
FREE catalog. THOMAS B. WOODS
CO., RT. 2, Jefferson, NH 03583 - .

ADAM owners. 10 super graph-

ics games & programs. Send $5. to:
C4.C DISTRIBUTERS

Box 76; Stratford, NJ 08084

Multilingual/Educational, for Apple.
FREE CATALOGUE PROFESSOR
959 N.W. 53rd St., Ft. Lauderdale,

FL 33309; (800) 222-1399

Discount Hard/Software TI-99/4A
Sundisk Software, Inc.
POB 1424, qual Oak, MI 48073

CLONE w/UTILITIES for C 64. Duplicates
protected disks in4 minutes 819 +
82 s'h EDUCOMP 2139 Newcastle

4 Cardiff, CA 92007 (619) 942-3838

SOFTWARE CATALOG
Hundreds of itemns, many hard to
find, mostly educational for grades
K—12. Largely APPLE but other pop-

%] ular machines represented as well.

that is caster than L&S‘*ﬂr ASIC,

System includes game:s, c:ulnr graph

ics, seif-paced on-screen tutor,.
colorful manual, c;;_rpyab

much more.

nrmdﬁsfnr ;
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{?‘ﬂﬂl 433£?33
];11 1l Mt ﬂﬁntﬂn Pikﬂ,
VA 2280F
. For Apple. H Series, € ﬁﬂi« i

MA:I‘H FLASHASTRONAUT . .
Super-effective TI-99/4A

Catg, 51 MAPLE LEAF MICRO WARE

Bx 13141, Kanata, ONT K2K 1X3

AT THE TOP OF THE CLASS
FREE Cutlg. The Kducational
Softwore Ce. 303 Cathedral
$t., Raltimere, MD 21201

TRIVIA For TR99/4A 57 cass.
Disk $8. For game & sample Q's.

Write your own Q's or buy more.
“TRIVIA" Box 2493, Orient, OH 43146

TI-89/4A SW/HW Dealer
ARIZONA DISCOUNT SOFTWARE
POB 5398, Glendale, AZ 85312
(602) 938-2540

Educational & Recreational Software
Apple/Atari/C 64/IBM Discounts & mo.
Speclals Free Cat. Corbit/Smartkids
Box Q. Brightwaters, NY 11718

SOFTWARE SALE € 54/VIC-20
Educational & Entertainment from:
Tronix/subLogic/Access/Synapse/etc.
FREE catalog! Schwartz's Software
RD1, Box 310, Glasshoro, NJ 08028

The Checkbook Pregram ior pecple
who hate to reconcile is here! TI-99/4A

.Cas. 524.95Disk539.95. Rockelman.

41044 San Pablo Dam Rd., El Sobrante,
CA94803(415)222-1626

Over 100 just for KIDS!
Fun, Educational, Inexpensive.
Commodore 64 and TI-99/4A, Write
for brochure KlDware: Box 9762,
Moscow, 11X B3843

US $8 up! Over 700 pcs.
famous Apple/IBEM PC
business/games/ed etc. Catalog

US&1. RELIANT; POB 33610,
Sheung Wan. Hong Kongd
COMMODORSE 64 OWNERSTH
Rent software with option tobuy.
Low prices and no membership fee.
Hundreds of brand name p
Call or write for free catalog to
Contsible Software
P.O. Box 263
Stevensville, MI 49127
Phone: (616) 465-6632

Datapack software for ADAM
Free list. ADAMWARE: 711 Pecan,
Dept F-7; Texarkana, AR 75502

85 Software for TIF99/4A, TS 1000
Free Catalog NYBBLES & BITS
Bax 1 180, Reserve, LA 70084

TI-99/4A owners. Free catalog, new
exciting low cost sw. TYNAMO;
Box 690, Hicksville, NY 11801

. $14.E}5.

Send $2.00—refundable on first
order—to Microcutalog, LAY Inc,,
Pleasantville, NY 10570

Games to Learn By .
Timex Survivors Flyer
Call [203)673-7089 or (413} 268-7505
We have over 40 titles for both
TS 2068 & TS 1500; games, education
home/business, Timex's and our pwn.

O have manulacturing rights for
e disk. and | viga LI
by Ph. Bmth B
- team of. Educatﬂrﬂ and mm;mtgr L
j-i pmfeasimaia o

VU-3D, VU-File, VU-Calc. For more
information call for our flyer!
Box 78, Collinsville, CT 06022

TS 1000:-2K Face Odyssey & other
fun learning for ages 4-12
Free Brochure! SASE to:

RED BALLOON SOFTWARSE:
17016 N. Madison Rd., Mead, WA 99021

TI1-99/4A EDUCATIONAL SOFTWARE
Have [un while learning! Also
available: Adventures, Arcade

games & more! Free brochure,

Write: MARS MERCHANDISING, Dept. 21
15 W. 615 Diversey, Elmhurst, IL

60126 (312) 530-0988

MISCELLANEOUS

Join the #1 Adam Users Group! Be a
charter member, TI Group also. Jay,
Box 3761, Cherry Hill, NJ 08034

WE WILL BEAT ANY PRICE! S5DD
Maxell: MD-1, 18.95/10, Dysan: 104/
1D, 21.95/10, DSDD Maxell: MD-2,
29.95/10, Dysan: 104/2D, 30.95/10;
1-800-245-6000; TAPE WORLD 220
Spring, Bx 361, Butler, PA 16001

“*ASK ME ABOUT MY NEW COMPUTER"
Bumper Stickers, 52 HICUT. Box
420007, Dept C2, Houston, TX 77242-0007

Ouk Computer Furmniture
Hand-built. SAVE!! 25-40%
Wood River Ing.

3204 N. Prospect, Colo. Springs, CO
80907; {(303) 633-6768

BUY SELL OR TRADN! FREE AD
5 mo. subscription earns (ree ad in:

Nationol Computer Exchange
a monthly publication of used and
new computers, peripherals, soft-
ware, etc. Send $6 {+ free 26-word
ad. Over 25 words add $.50 a word):

National Computer Ixchange
/o Sotex, Box 108, Yoahkum, TX 77995

ADAM ADAM ADAM
Compatible, preformatted blank

data cassettes. 1 thru 9, for 84.95 ea.
+81.50 s/h per order, 10 for $41.50.
Cassette w/4 Educational programs
$7.95. Nylon covers for keybeoard &
printer §13.95 set. Printer legs &
front mounted switch activator set
§22.95 +82 s/h. For info. SASE
DATA BACKUP, Box 335, lona, ID 83427

Adam’s Apples Club for Adam
Newsletter and club all in one.
55 write: Adom's Apple,
4836 Edsal, Cleve., OH 44124

BOOKS & MANUALS

APPLE DMP USERS IT'S HERE!
Here's the book you've been wailting
for. How to Program your Dot-maftrix
Printer. New 70-page manual gives
all printer commands in Applesoft
BASIC. Great for Beginners.

Detailed instructions, examples and
glossary, plus 16 ready-to-run pro-
grams. $7.95 ppd. Money-back guar-
antee. FREE DETAILS Write: DMP
TIMBERLING PRESS, INC.
P.O. Box 211326, Denver, CO 80221

JOIN ADAM USERS of AMERICA
Monthly Newsletter, CBBS, Discounts
$184r, 83/Current "Garden of Adam”
Bx 6307, Huntington Beach, CA 92615
AUA Hot-Line: (714} 841-1771 Visa/MC
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DIRECT ACCESS is .a unigue advertising section. Created for
mail-order advertisers, it serves as the shopping guide for the
more than 375,00 computer using households reached by
FAMILY COMPUTING. Each month the newest and best in
computer related products and novelties can be found in

Home is
where the computer is.
Reach your target market
directly. Advertise in
DIRECT ACCESS.

To Place Your Ad in
DIRECT ACCESS
Catl (212) 505-3636
FAMILY COMPUTING
730 Broadway
New York, N.Y. 10003

!

DIRECT ACCESS.

SPECTACULAR
JILOWEST PRICES

Mmaxell pisks

LIFETIME WARRANTY

$ lggea MD-1 5%" s 2 49&&
+ (S5O
| MD-2 54 Oty 30
5

(DS —

va" MDI-DDM S5/DD/O6TPI . . $2.65
54" MD2-DDM DS/DD/9ETPI . . $3.30
8" FD-1 S5/5D or DD
8" FD-2 DS/DD

1-800-328-3472

Dealer inguiries invited. COD'’s and charge
cards accepted. All orders shipped from
stock within 24 hrs.

North Hills Corporation,
3564 Rolling View Dr.
White Beat Lake, MN 55110
MN Call Collect 1-612-770-0485

Software That Works
For Generations

6 Types of Charts and Sheets

Notes,

Indices
User Fields
Footnotes and Sources
No Limits

Adapts to Your Hardware

Comprehensive
Easy to Use

And Much, Much More

Send for brochure Other genealogy soft-
and sample printouts. ware also available.
Family Roots in- \ ’ Price $185.
cludes detailed ’l ® Satiafaction
manualand 2 full .w. Guaranteed

M MENCan L
i g Vien & Magtercard

Acceptad.
hpph I]‘ 1BM ’ \ F Trademashs Mo Mgk o
PC, Commodore e, e Il B
64 and CP/M." F & gt
QUINSEPT, INC.
P.O. Box 215, Lexington, MA 02173 / (617) 641-2930

A 16K Word Proc

TI1 99/4A

for Cassette or Disk
{does not require 32K m

o NAMESIY
16K Mail List/Data Base

for Cassette or Disk
- Contro] & Print: labels, lists, flies.

ER DI

" A PERPETUAL DISK
Ingert digk into drive; it is catalogued and filed.

SCREEN/DUMP

Print the screen to an 8-dot addressabie, 8 bit

printer. Does not require memory expansion!

" All Games Available on Cassette or Disk
Write orcall fordetailed FREECATALOG

VISA & MASTERCARD ACCEPTED }

FXTENDED SOF TWARE (07

' G87 CEDARCHELK DRIV

CINCGINNATL OHIC) asirarn
PR T

a1 PHOGRAMS IN FATENDED BASIC

children
CES sHow
CAS
well e @ @ *WARD WINME:

VOCABULARY CHALLENGE
Build a powerful

‘t‘?’ vocabulary that sticks!

3000 words jn 4 challenging games
for ages seven to adult. Designed to
help users associate words with their
meanings. Special Editor lets you _-if
add words— Perfect for test

review. $39.95

» Apple 1 Series.

* Inciudes disk and
User's Guide,

To order or receive
complete FREE catalog (v g

call- 1-800-645-6564
1-516-621-1540

Satisfaction Guaranteed

LEARNING WELL™

Leadsrs in Educational Sofiware

FUJI FILM
FLOPPY DISK

The Heavy-Duty Disks
MD1D-Single Sided-Double Density

box

Reg. $46.50 Special 1 7.95 / mﬂ;a.

MD2D -Double Sided-Double Density

hox

Reg. $70.50 Special 21 -90 / mn;a.

P

Precision Data Products
P.O. Box B367

Grand Rapids, Ml 49508

Qutside 1.5 A, {616) 452-3457
Michigan 1-800-632-2468

Outside Michigan 1-800-258-0028

@ C.0.D. @

Add 10% surcharge for less
than 50 diskettes. Shipping
and Handling $3.00/100 or
tess diskettes. M ressidents,
add 4% sales tax. C.Q.D. —
add $2.00.

REAL SPEECH SYNTHESIZER
only ( VOICE

qu . 95 MASTEL

Complete

The best speech synthesizer

available becouse it talks in '
your own volce! 5Speaks in
any longuoge—even sing-
ing! You can even odd spe-

cigl eftects. Easily programs o_l
in BASIC using new com-

mands. Children find it utterly foscinating.
Imagine putting your own voice (or somaone
else's} into education, business, and game pro-
groms. These are just o few of the many rec-

sons why the Vpice Maoster system wos select-

ed ot CES as one of the most innovotive consumer
electronic preducts of 1984!

Avoilable for Commodore 64, Apple lle, Atori 800X1L,
RS CoCo, and IBM PC. Word recognition software
available separately.

Sae Your Deoler Now for a Voice Master Demonstrotion

Or call us ot {(503) 342-1271 for a telephone demon-
stratlon. Pleoase include $4.00 shipping/handling when
ardering from the factery. Visa, MC, MO, or check.
Call or write for further information.

COVOX INC,

&675-D Conger 5t., Eugene, OR 97402
Telex 706017

114 FAMILY COMPUTING




