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on your computer. This will cause the disk to boot (load
and run automatically). If you turn on the computer
and drive without a disk in the drive, the computer will

keep trying to read the nonexistent disk until you insert
a bootable disk.

Will The VICmodem Work With PET
And 64? _

I have a VICmodem. I was wondering what would
happen if I plugged the modem into a 64 or Com-
modore PET. If it wouldn’t work, what are the

differences between the VIC’s User Port and the
others?

Seth Major

The VICmodem will work with either the VIC-20 or

the Commodore 64. The User Ports of these two com-
puters are nearly identical. The PET/CBM series com-
puters have a User Port also, and that port has the same
edge connector as the VIC and 64. The bottom row of
pins (A—N) has essentially the same configuration on
all Commodore products. However, the top row of pins
(1-12) is totally different on the PET/CBM. Also, the
VIC and 64 have routines in their operating system
ROMs which support serial communication through
the User Port. The PET/CBM does not support in ROM
any type of communication through its User Port. The

VICmodem cannot be used with PET/CBM models.

Whiz Kids And The Real World

I have an Atari 800 computer and 1 wanted to
know if I could connect my 800 with other com-
puters to make one big system. I would also like
to make a computer system that would be able to

talk and do many programs like they do on the
show Whiz Kids.

David Smith

The TV show Whiz Kids 1s sometimes unrealistic.
One episode had them turning on the sprinkler system
in an effort to escape a room they had been locked into
(of course the room had a computer terminal in it).
There seemed to be no concern that the water cascading
from the ceiling would almost instantly short out the
terminal they were using.

Neuertheless, the show does feature current tech-
nology and trends. With a telephone modem and termi-
nal software, you can call up other computers and ex-
change information. There are many small bulletin
boards which distribute information and even free pro-
grams. You can also subscribe to information utilities,
such as The Source and CompuServe. With a telephone
and a modem, most computers can communicate with
each other.

You can also buy a speech synthesizer, such as the
Alien Group’s VoiceBox, SAM from Don’t Ask Soft-
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ware, or the Votrax Type 'n Talk. These devices let
you program your computer to talk, but do not give the
computer any capability for real conversation. Even the

most advanced artificial intelligence experts haven't
solved that problem yet.

TI-99/4A Disk Drives

[s there any company that makes a TI-99/4A disk
drive that does not require accessories?

Eric Chet

T, in fact, manufactures a “stand-alone”” disk drive
which has a built-in disk controller, and thus doesn’t
require the Peripheral Expansion System. This particu-
lar drive actually costs a little more than the disk con-
troller card and the disk drive which are housed in the
Peripheral Expansion System. If you are thinking of
later expanding your system, you may want to spend
the difference on the Peripheral Expansion System since
TI no longer manufactures any other peripherals which
work independently of this unit.

VIC-20 Static

[ own a VIC-20. I use it on a black-and-white tele-
vision. No matter how much fine-tuning I do, I

can’t get sound other than static. Is there any way
this can be corrected? I have the RF Box without
any adjusting screw inside.

Chris Nelson
Could be a bad RF modulator. Try another.

64 Lockup Bug

I am having a problem with my Commodore 64
which occurs when 1 use the DEL key to edit a
BASIC program. While I am deleting, the program
that I am working on RUNSs! Even if I try to use
the RUN/STOP key, it keeps going. Then, when

it gets to an. INPUT statement, the cm‘hputer will

not accept any keys. When I hit a key, even
RETURN, nothing happens. The cursor just stays
still and blinks.

R. Kasturi
You are describing the infamous 64 keyboard lockup

- bug. It occurs when you enter a long line at the bottom

of the screen, then back up to edit it. There is no way to
recover from this lockup short of shutting your machine
off, then on again. If you scroll your line up before you
try to DEL any characters, there should be no problem,
as this lockup will only occur at tHe very bottom of the
screen. |

De Re Alari Error

Attention! Anyone owning De Re Atari, | have
found an error in it. In the section on Display List
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Craig Setera

You don’t have to run away to join the circus. Here’s
your chance to be Head Clown and pop clouds of balloons
by catapulting your fellow clowns all around the big
top. Originally written for the unexpanded VIC; ver-
sions also are included for 64, Atari, and TI-99/4A.
Joystick required for the VIC, 64, and Atari.

The circus has closed for the evening. It’s your

job to help the ciowns remove the cloud of balloons
from the ceiling of the big top, by catapulting them
into the air so they can pop all the brightly colored
spheres. But a prankster has released one balloon

filled with laughing gas. If one of the clowns pops

the laughing gas balloon, he’s out of the game.

Even a clown can’t bounce and pop and giggleat

the same time. | |
When the laughing gas balloon is yellow, it’s
safe to pop, and you are awarded 250 points. But
if it’s black, watch out. Each row of balloons has a
different point value. The blue (bottom) row is

worth 50 points, the green (middle) row is worth

75 points, and the red (top) row has a point value
of 100. -

Whenever you catch a clown on your board,
you get 5 points. An extra man is awarded for

- every 2000 points.

To start the game, press the fire button on
the joystick. As you play, you will notice a block:

L moving left to right below the balloons. This block

will cause your clown to rebound in the direction
from which he came. There also are two platforms,

" one on each side, that keep the clown within reach

of your teeter board. The platforms can be thought
of as constructed with upside-down trap doors.
When a clown lands on top, he will bounce back,

* but if he hits the battom, he will pass through.

“Circus’ is a two-part program for the unex-
panded VIC. The first program contains the cus-
tom character data and play instructions. When it
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is finished running, it will NEW itself, so be sure
to SAVE it before you RUN it. The second program
contains the game. You must LOAD and RUN

the

second program after running the first pro-

gram, because the first program sets up the special |
graphics characters for the second program. -

39
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45

50

60

70

80
85
99
128
119

120

139
140
150
160

179

180
199
200
210
229
230

- 240

250
252
253

- Program 4: Circus, VIC Loader o
- 2@ PRINT"{CLR}{8 DOWN}{8 SPACES}{RED}C -

{CYN)}I{PUR}RI{GRN}C{BLU}JU{RED}S{BLK}" :C
PRINT" {DOWN]} {3 RIGHT}PLEASE HOLD ON... |
"+ GOTOS 2900 -
GOSUB100@
POKE36869, 255 :
PRINT"{CLR}{11 DOWN}{8 RIGHT}{BLK}CIRC ]
us” : o
PRINT" {HOME} {9 DOWN]{6 RIGHT}######&##
$":PRINT" {3 DOWN]} {6 RIGHT]#4$$8¥#E£4"
PRINT" {HOME} {16 DOWN} {6 RIGHT]}#{DOWN}
{LEFT}#{DOWN}{LEFT}#{2 UP}{8 RIGHT}#
{DOWN} {LEFT} #{DOWN]} {LEFT}#"

GOSUB2000 | -
FORT=1TO3:FORP=1T0O7:S=P
FORI=38604T038614:POKEI, S
S=S+1:IFS=1THENS=2:

IFS> 7THENS=0 |

NEXT - -
FORI=38635T038679STEP22:POKEI,S  + &E
S=S+1: IFS=1THENS=2

IFS> 7THENS=0

NEXT
FORI=38702T038692STEP-1:POKEI, S
S=8+1:IFS=1THENS=2

I1FS> 7THENS=0

NEXT |
FORI=38678TO38626STEP-22:POKEI, S

S=S+1 : IFS=1THENS=2
IFS>7THENS=0

NEXT

NEXTP,T

GOSUB1@@G : PRINT” {CLR} {9 DOWN]}";
POKE36869, 24@ : PRINT" {RIGHT } INSTRUCTIO |
NS (Y/N)?";::GOSUB2000 -

254 GETAS$:IFA$=""THEN254

255

IFAS="Y"THEN260




1298 IF PEEK{7&68)=255 THEN 1290¢
1291 GRAPHICS @

1295 GOTD 5

1388 DIM T<¢(2),TA${128) ,TH${(129),TCS ¢
126) , TD${128) ,6%(25)

13@1t IF PEEK(184)=155 THEN CHSET={(PE
EK{18b6)+1) X256: GRAPHICS 17:POKE
756, CHSET/256: RETURN

1365 POKE 1646,PEEK(1046)-5:6RAFHICS ¢
7

1387 POSITION S5,5:7 #&4;"redefining®

1368 POSITION S5,16: 7 #6; "EERIAS"

1389 POSITION 4,15:7 #6; "PLEASE WAI
TII

1313 CHSET=(PEEK{(184&4)+1) %2556

1315 POKE 756&6,CHSET/2568

1324 FOR X=8 TO 1823:POKE CHSET+X,PE
EK{(573448+X)Y::NEXT X

1336 FOR 1I=24 TO 111:READ X:POKE CHS

C ET+I,X:NEXT 1
1378 RETURN
13868 DRTA 28,462,87,63,863,1286,96,0

A ﬂack of birds prov:des a distraction in the TI version nf

1398 DATA 58,58,18,124,16,56, 68, 68 Circus.”
14868 DATA 128,464,32,146,24,.28,38,37
141% DATA 128,64,32,16,8,4,2,1
1428 DATA 1,2,.9,8,.24,54,180,14648
14338 DATA 1,2,4,8,146,32,64,128 @¢1,21)
144 DATA ©,8,8,255,24,24,346,36 186 CALL HCHAR(IX,3,1864,28):: CALL H
145% DATA 6,8,8,255,0,0,0,@ CHAR{4,3,112,28):: CALL HCHARI(S
1448 DATA 176,8%5,170,85,176,85,176,8 - 6311?9 13Y:: CALL HCHAR(S5,1%9,12
S - - &
1474 DATA 255,25%,255,255,255,255,25 199 DISPLAY AT(1, 31-"SCGRE="-EC-TﬂB
5,255 (IB)-"LIVEs-“-LIFE
1488 DATA 176,85,176,85,176,.85,178.,8 208 CALL HCHAR(17,3,183,7):: CALL H
5 | CHAR({(17,24,183,7) | -
i L | 219 DISPLAY ATIY,X):Gs }
Program 35: Circus, Ti-99/4A Version 226 CALL MABNIFY(3):: FOR T=1 TO 3
19 DIM D1(28),E{(20):: RANDOMIZE :: :: CALL SPRITE{(#T,1346,2+RND¥12,
GOTD 118 . . RND294+508, 120,06, RND323+18):: NEX
28 REM BOING! T T
30 FOR VOL=1 TO 3@ STEPFP & ::: CALL & 230 F=RND327+3 :: CALL HEHAR{3,F,12
OUND(-58,VOL+118,V0OL):: NEXT VOL 8)
st 2 RETURN 240 FOR 1I=19 TO S5 STEP -1 :: CALL H
4G REM SCORE CHAR(I+2,EC0L,32,3):: CALL HCHAR
5¢ CALL HCHAR(ROW+DY,COL+DX,32):: C (I+1,C0OL,32,3):: CALL HCHAR{I,C
6LL SOUND<(1@,-5,.1)z: SC=SC+{H=12 OL,128,3):: CALL HCHAR(I+1,17,9
B)E-SP+(H=112)5-7S+{H=104)5-1860+ 6):: NEXT 1
({H=128)2(M1=1)%256):: BAL=BAL+1 258 DISPLAY AT(B,4): "PRESS ANY KEY
&3 IF BAL=84 THEN 159 TO START™
78 1F (M1=8)%{H=128)THEN GOSUB 826 2606 CALL KEY{8,K,S):: IF 5 & THEH_;ﬁm
ELSE DISPLAY AT(1,18):5TR&(SC); &0 | - s hi—
88 MI=INT{(RND%2):: IF Mi=1 THEN CAL 278 FOR 65=4 TO 27 :: CALL HcHnRta
.. COLOR(13,11,1)YELSE CALL COLOR({ 65,32):: FOR J1=1 TO 16 :: NEXT
13,2,1) Ji1 2= NEXT 65 o
93 IF (SC>{(28@FXVAR))YTHEN LIFE=LIFE 288 ROW=& :: COL=COL+1 :: DY=1 33 Dv §
+2 =3 VAR=VAR+1 :: Gl1=1 :: GOSUEB A=0 | '
828 :: Gl=¢ 298 CALL KEY(8,K,8):: IF (K<>44)x (K
198 RETURN | {>4&) THEN 328 - |
1189 GOSUBR 432 308 X=X+(K=44)+SEN(24-X) 3 (K=465)%x~1
120 G$=" abc *. - 314 DISPLAY ATL23,X):56%
138 VAR=1 :: SC=90 | 328 CALL SCHAR{(ROWHDY,COL+DX,H):: 1
1346 LIFE=3 :: V(@)=-1 :: V{1)=@ :: F H=32 THEN 409 | |
viz)=t | 338 IF H=161 THEN CALL HCHAR{(ROW,CO
1S5@ Y=23 :: X=13 :: COL=1é& :3 BAL=@ ' i, 32):s: DX=-DX :: GOTO 29¢&
:: CALL CLEAR :: CALL SCREEN(1 340 IF (H=1063)%{DY=-1)THEN CALL HCH
=) l ARI(ROW,COL,32):: ROW=ROW-2 :z: C
168 MI=INT(RND&2):2: IF Mi=1 THEN CA ALl GCHAR(ROW,COL+2%DX,H):: COL
LI annRt13,11 1)ELSE CALL C8LO =COL+Z2DX+SGN(DX) ¥ {H=13d1):: B6OT
R(13,2,1) ° 0 328 |
176 CALL HEHﬁH(E,E,lEE,Sﬁ):: CALL H 358 IF {(H=188)+((H=183)%(DY=1))THEN §
CHAR(Z24,2,182,38):: CALL VEHAR(  DY=-DY DX=V(INT(RND%x3)):: G B

3,2,181,21):: CALL VCHARI{3,31,1 OsSuUBp 34 GOTO 326
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L 340 IF (H>94) & (H< 188) THEN DX=V{H-97 699 PRINT :: PRINT :: PRINT "AN EXT

B8 DISPLAY AT(22,3):"INSTRUCTIONS
;:;EZ:YM;; 226EPT_ ﬁTczz 23)VALL COMMODORE TIMEX
i 608 IF A$="N" THEN RETURN . 1983 TAX RETURN HELPER

618 CALL CLEAR :: PRINT "THIS IS TH
Y%~ E GAME OF CIRCUS." |

i’ 620 PRINT :: PRINT "THE OBJECT OF T

- )z DY=-DY :: 60SUB 38 :: GOTO RA MAN WILL BE AWARDED" j
L - 480 S 788 PRINT ::: PRINT "FOR EVERY 2660 :
L 3768 IF (H=1¢2) THEN B8O0SUB 8208 POINTS." z: PRINT :: PRINT :: P :
' 380 IF ({H=1@4)+(H=112)+{H=128) + (H= RINT "PRESS ANY KEY TO CONTINUE ;
| 128))2(FL=1) THEN GOSUB S8 :: GO " | ﬁ
. T0O 298 | 716 CALL KEY(8,K, §):: IF S=86 THEN 7 :
390 IF {(H=184)+(H=112)+{H=128)+ (H=1 10
28) THEN G6DSUB S8 :: DY=1 :: GOT 720 CALL CLEAR
4 o 290 738 PRINT :: PRINT “BE CAREFUL OF T
+ 486 CALL HCHAR(ROW,COL,32):: ROW=RO HE BALLOON ON"
. . W+DY :: COL=COL+DX | 749 PRINT :: PRINT "THE TOP ROW WHI
419 CALL HCHAR(ROW,COL,9&) CH CHANBGES®
A28 S0TO 294 . 7389 PRINT :: PRINT "COLOR. WHEN THI
4368 FOR I=¢ TO 3 :: CALL CHAR(1GA4+1 S BALLOON IS” :: PRINT :: PRINT
b £8,"1CIE2F3F3IF7E&LBBB")Y s : NEXT 1 "BLACK, IT WILL BLOW UP IN"
448 CALL COLOR{(18,7,1):: CALL COLDOR 768 PRINT :: PRINT "YOUR MAN’S FACE
... (11,13,1):: CALL COLDR{12,5,1) . IF IT 18"
yiﬂ5g_pqn 1-9¢ TO 929 :: READ A$ :: CA 776 PRINT :: PRINT "YELLOW, YOU WIL
' ”ﬁ%@ﬁhk CHAR(I,AS$) 2 NEXT 1 L RECEIVE 256"
LBATA 3A3A127C10384434, FF3830484 786 PRINT :: PRINT "PDINTYS.”* :: PRI
ﬁ$?9349494-FFﬁEﬁﬂﬁﬁﬂﬁﬁﬂﬂﬂﬂﬂ NT =z: PRINT :: PRINT :=: PRINT T
376 DATA FFAC@C1212212121 AB(18); "6GO0OD LUCK!" |
489 CALL CHAR{(136,"1C@FB763CI1EF7F7F 798 PRINT :: PRINT :: PRINT :: PRIN
. 3FOF@3670F 1EIBOOGEPACEDEFAFEFFF T TAB(4); "PRESS ANY KEY TO STAR
ke CFAESCOCORIASBABA ") L |
BM9¢ FDR 1=1606 TO 163 :: CALL CHAR{(1 806 CALL KEY(®,K,S):: IF S=6 THEN &
. L “AASSAASSAASSAASS"):: NEXT I 93 ELSE RETURN
X 589 FOR T=t TO 2@ :: READ D1(T),E(T 816 REM LIFE-1 -
2 Y:: NEXT T 826 LIFE=LIFE-1 :: DISPLAY AT(1,25)
. 510 DATA 200,523,200,494,180,4564, 10 :STR$(LIFE):: 1IF LIFE=06. THEN 87
- #,494, 100, 466 139 443 zaﬂ 415 2 @ ] |
- aﬁ,x?z,zﬁa 3?& Eﬂﬁ 392 * 838 IF Gi1=6 THEN DISPLAY AT{Y,X):" .
t S20 DATA 200,440, 253 3?2 1606,378,10 (3 SPACES}" :: CALL HCHAR(ROW,C T
g 3,392,13@,3?9,133,349,253,333,2 BOL,32):: ROW=6 :: COL=17 ::DX=g@ |
2 #3,311,280,294,2686,311 2 X=13 :: CALL HCHAR{ROW,COL,9 1 8
WS38 F=1 2: Fi1=7 :2: F2=13 :: F3=5 :: &):: DISPLAY AT(Y,X):6% ;
T T=14 * 846 IF G1=1 THEN RETURN | |
k. 548 CALL CLEAR :: CALL SCREEN(1S) 859 CALL KEY(#,K,S):: IF S=8 THEN &8 : |
} S5 DISPLAY AT(B,.18): "thhpxhpxh" : - 5@ g
& DISPLAY nrtq 1@):"p 868 RETURN :
{8 SPACES»>x" :: DISPLAY AT{1e,1 B78 DISPLAY ﬁTfﬂ 7):"6 A ME ;
k- @):"h CIRCUS p" {3 SPACES}0 V € R" :: DISPLAY ﬁ ;
£ S40 DISPLAY AT(11,10): "% {8 SPACES}h TC11,7):z"PLAY AGAIN (Y/N)?" |
3 " e DIEPLHY ﬁT(lE 13): "hpxhpxh 888 ACCEPT AT{(11,25)BEEP VALIDATE(" ,
& . pxh" | YN"):H$ :z: IF H$="Y" THEN 138 E i
k576 FOR R=1 TD Pz S Fy ROR1S, LSE CALL DELSPRITE(ALL):: cauc |
1 F1,F,11,F2,F,12,F3,F) CLEAR :: STOP I3
8o T2F1 :: F1=F2 t: F2=F3 :2: F3=7 | - u
e :: CALL SOUND(DLI(R),E{R),2):: N L ' :
. EXT R | ]

Fast and easy income tax preparation.

P . ! . - Form 1040 and Schedules A.B.C D,E '
* I"'ijara:.HE GAME IS*" : Enter and modify data on a screem copy of the form.
| 5%‘,,??“ INT == PRINT *» TO POP ALL OF T Works like a spreadsheet - all the lines affected by a change ara in-

- m BAL LOONS ™ stantly updated.

Form 1040 and Schedule A are automatically corelated.

L 640 PRINT :: PRINT "WITH THE MAN. T Price is tax deductible. “'

1 0 CATCH THE" | Cassetite: VIC 20 (16K RAM) or C64
L4658 PRINT :: PRINT "MAN, POSITION T TMEX2008
; HE TRAMFOLI NE" " Disc: VIC 20 (16K RAM) or C64

,_ 48 PRINT :: PRINT “"WITH THE *<* AN (Add $1.50 S & H}. Check, MO or credit card.

. * 845 WELLNER RD., NAPERVILLE, IL 60540, (312) 961-1250
78 PRI NT :=: PRINT ™ ALL BORDERS " BU E | Dealar inquiries waicome

. T THE BOTTOM, "
%688 PRINT :: PRINT "WILL BOUNCE THE
- MAN BACK. " |
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VIC, And Tl

The success of the movie War-

Games has spawned several post-

Missile Command "“end of the
world” games, most notably
Probe 2000’'s War Room and
Thorn E.M.1."s Computer War.
Coleco, which owns the rights
to the title WarGames, has yet to
be heard from. There will cer-
tainly be others.

Computer War is a game in
three parts. In the first phase,
you see a map of the United
States with four American mis-
sile bases highlighted. Also
highlighted is the computer at
- NORAD (North American Air
Defense System). Suddenly,
small white blips move into view,
indicating that nuclear missiles
are headed for American targets.

But wait! Upon closer
examination (of the instructions,
that is), you realize that the mis-
siles aren’t enemy missiles—
somebody has tapped into
NORAD to activate a nuclear
war simulation program. Since
the computer can’t tell the dif-
ference between real missiles
and fake ones, it's going to

launch a volley of American mis-

siles as soon as NORAD head-

quarters is in danger. You've got

to knock out the missiles in the

~ computer's memory banks and

crack the code to shut down the
bases.

Find The Missiles

This first section consists merely
of zooming from the map of the
United States to individual mis-
siles. The joystick controls an
onscreen cursor. When the cur-
sor overlaps the missile blip and
the fire button is pressed, that

area of the map zooms into view.

This exercise is fairly easy. In

- Computer War For Atari,

Dan Gutman

The graphics on the map screen,
however, are the most impres-
sive of the game.

- You will zoom to a close-up
view of the missiles’ target area.
Aside from the mountains in the
distance, the landscape is totally
barren. In fact, you may wonder

just what it is you are defending.

There are no people or buildings
around. Why not just let the
missiles harmlessly explode and
avoid all the complications?

No, the security of the world

is in your hands. The joystick
can swivel your gunsight left
and right and move it up and
down also. A little box on one

side of the screen indicates which

direction to turn to see the mis-
sile, and rapid beeping tells you
it is about to appear. The fire
button launches your fire—two
small rockets that arc across the
sky and converge in the middle.
The missile will zip back
and forth across the screen much
faster than you can turn your
gunsight. This means that to hit
it, you have to fire before it ap-
pears onscreen. If you miss,
you'll turn far past the target

“and have to wait for your slow-

moving gunsight to change di-
rections. The gunsight should
probably move faster, or the
missiles slower.

If you fail at this task, the
missiles will reach U.S. bases
and the DEFCON (Defense Con-
dition) count will deteriorate.

If it reaches DEFCON 1 (it starts
at DEFCON 5), global war will
begin.

Crack The Code

But if you succeed, you reach
the third and most interesting
part of the game. There are two

fact, I would prefer that the blips banks of flashing squares on the

move a little faster to make this
part of the game more challeng-
ing. As it is now, zZooining in on

the missiles is merely a formality.
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left of the screen. Suddenly they
freeze in random checkerboard
patterns. With your joystick, -
you have to match the pattern of

have to rotate the box to complete

Incoming missiles are shown at right in

opening screen of Computer War
(Atart version).

the smaller box with a section of
the pattern of the larger box—

kind of like fitting the peg in the
correct hole. You have just a few
seconds to do this, and you may

the task.

If you match the two pat-
terns (cracking the code), you
have earned the right to shut
down one of the U.S. missile
bases. Of course, there are three
more ready to launch everything ~#
they've got, so you've got to
blow up more missiles, crack
more codes, and soon.

- Even though I love shooting
games, | found that the last part
of Computer War—cracking the 4
code—was the most intriguing.
Since Space Invaders, we have
shot down so many enemies
that the whole ordeal has become
a little routine. But when you
have five seconds to find a way
to fit one pattern into another
pattern—that can get the adren-
aline flowing again. Mental
challenges like this can stand up
as games by themselves, and
they should—they’re exciting
and they provide the brain with
a little exercise.

Computer War is a single-
player, single-difficulty level
game. It captures the overall feel
of WarGames without attempting
the complexity of War Room, in
which you must not only stop
the missiles, but also rebuild
cities, control production of
goods and services, and pick up
enemy spies.

Computer War’s graphics are
sometimes good (locating the
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C. Regena

‘ Foreign Languages

As you may already know, Texas Instruments
has disbanded its home computer division. It’s
unfortunate that the TI-99/4A will no longer be
manufactured and sold, because it’s such a good
computer.

However, there are still a lot of people out
there who own TIs. I will keep writing and pro-
gramming for the TI as long as there is a demand
for it. Also, several third-party software com-
panies have announced that they will continue to
publish software as long as there is a market for
it. If you are looking for further support, I suggest
that you get involved with a local user group. If
you are not aware of any in your area, or would
like to start one, you may contact:

Charles LaFara

International 99/4A User Group
P.O. Box 67

Bethany, OK 73008

I have had several requests for programs for
teaching or translating foreign languages. Letters
have come from Southern California specifically
requesting help in using Spanish accents and the
tilde plus the opening exclamation and interroga-
tion symbols.

In my high school days, we used headphones
with an audio system that taught us a dialogue as
we repeated phrases. With the TI computer and
the Speech Synthesizer, you can imitate this.
However, the computer adds branching
capabilities to learning processes. The computer
can determine when you are ready to continue to
the next learning unit-—or you can repeat one
unit as long as you wish.

To use the Speech Synthesizer, you will need
a command module that has speech capabilities.
The Terminal Emulator II command module al-
lows “unlimited” speech—there is no set vocabu-
lary of words—so it is an ideal module for foreign
speech. With the command module in place, press
1 for TI BASIC as usual (not 2 for the particular
module). Any words that you want spoken you
can spell phonetically in your program. Warning;:
Allow plenty of time to experiment with different
sounds and spellings. The Spanish program in-
cluded here presents the option to use speech.
168 COMPUTE! February 1984

AMMING THE T1_

To The Screen
Now to print the language on the screen. You
probably noticed that the TI-99/4A keyboard has a
tilde on one of the keys (FCTN W). It’s the little
curvy mark that belongs above the N in many
Spanish words. The tilde is important enough in
the language to change the pronunciation and the
meaning of words. In Spanish writing you cannot
just ignore the tilde or you may convey the wrong
meaning. For example, Segundo P. I. Acufa
writes, “A MONO is a MONKEY whereas a

MONO is variously a bun, a crest, a chignon, a
tuft.... You would wear a bun in your hair, but
never a monkey!” ‘,

The problem with the tilde alone on a key is
that it really should be above an N. To printan N
with the tilde on the screen you need to print the
tilde on one line, then the N directly below it. The
solution is to design our own characters with the
N and the tilde together and the accents with the
appropriate vowels.

For this example program, I am leaving all
the lowercase letters as is. (They really are small
capital letters, not true lowercase letters, butit
would take too much memory to redefine all of
them to look like the normal lowercase letters.)

To be able to print the N with the tilde and the
vowels with the accent marks, I have redefined
several characters. “

In your own programming, choose regular
characters between 33 and 127 that you would
not otherwise be printing in the program. I chose
to use Characters 91, 92, 93, and 94 for a, €, i, and
0. I redefined the underline, Character 95, to be
the f1. I also redefined Character 35 to be the.
upside-down exclamation point and Character 36
to be the upside-down question mark. Later when
you PRINT “$” you won't see the dollar sign, but
the upside-down question mark.

If you have the TI Extended BASIC command
module, you can find out how the computer
defines the characters by using the CHARPAT
function. Rather than draw my own little letters, 1
used Extended BASIC and my printer to print a
list of the definitions. If you have a printerand
Extended BASIC, you can try the following
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program. Change line 100 for your own printer
configuration.

168 OFPEN #2: "RS232. BA=46508"

11¢ FRINT #2: "CHARACTER"” ,"FPATTERN CO
DE": =

1268 FOR N=33 TDO 126

13¢ EALL CHARFATI(N,CS%) .

14¢F PRINT #2: Nz " ";:CHR$ (N) ,C%*

158 NEXT N

168 CLOSE #H2

178 END

This program showed me that for the lowercase
n, the character definition is 0000004464544 C44.
The next step was to get out the graph paper and
draw a tilde above the given n:

The new character definition is 324C004464544(C44.
Similarly, you can draw the accents above the
lowercase a, €, 1, and o.

The redefined Spanish characters all have the
accents going the same way. In French you will
need the regular e plus € and e. In German you
will need to define vowels with the umlaut marks
above. (Sure, use the same idea for Chinese or
Japanese characters—but I'll leave that up to you!)

The Special Characters

After you have redefined the characters in your
program, you can print them on-the screen—just
remember which symbols correspond to which
regular characters. For example, in the Spanish
program, to print the word “nino”’, remember
that the n is the underline (FCTN U) and use the
command PRINT “ni_o”. As you are programming,
you will see the underline, but when the program
is RUN, the underline will be redetined and you
will see the n.

The main purpose of this Spanish program is
to illustrate how to print the special characters.
All of the Spanish is written with the lowercase
letters—release the ALPHA LOCK key to type
the lowercase letters. To type any symbols on the
face of the keys, use FCTN and the key. Any
phrase in a PRINT #1 statement is spoken with
the Speech Synthesizer. You may want to experi-
ment and change these pronunciations. If you do
not have the Terminal Emulator I module or the
Speech Synthesizer, make choice number 2 at the
beginning of the program for no speech. The vari-
able SP will then equal 2 and all commands in-
volving speech will be by-passed.

The first part of the program draws pictures
and shows the Spanish word or phrase. If you
have speech, the computer will say the word or
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phrase and you may repeat it. If you want to hear
the phrase again, press the space bar. To continue
after each presentation, press the ENTER key.
The last section of the program presents Spanish
phrases with the English translation.

It you prefer to avoid the typing, you can
receive a copy of “Spanish”” by sending $3, a blank

cassette or diskette, and a stamped, self-addressed
mailer to: |

C. Regena

P.O. Box 1502
Cedar City, Utah 84720

Program Explanation

110200 Print title screen; define special Spanish characters.
210-250 Printoption for speech and receiveal or 2.
[t""no speech’”is chosen, SP will equal 2.

260-290 Print instructions..

300-310 Ifspeech optionis chosen, OPEN the device to
allow speech. You must have the TI Speech Syn-
thesizer and Terminal Emulator II to use speech.

320-370 Define graphics characters for characters num-
bered 128 to 137. Be sure to type all the commas as
shown. If you RUN the program and getan error
message for line 330 or 340, there is probably a
typing error in lines 360-370.

380-390 Define colors for graphics.

400420 Wait for user to press any key to begin.

430-570 Draw a boy on the screen and present the Spanish
phrase for “Iamaboy.”

580690 Draw agirl and say the phrase fora girl.

7001470 Clear screen; draw face. CALL CHAR statements
define graphics, and CALL HCHAR and CALL
VCHAR statements draw on the screen. W$ con-
tains the Spanish word to be printed. PRINT #1
statements use the speech synthesizer tosay the
word.

1480-1890 Present Spanish phrases with English translations.

1900-1950 Subroutine used for each word or phrase. If the
space bar is pressed, R=2 and the phraseis-
repeated. [f ENTER is pressed, the program
continues.

1960-1990 Subroutine to print the word on the screen with-
out scrolling. W$is the Spanish word, and Xis

15

146

174

184

154

the row for printing,.
2000-2030 Clear screen; close speech device; end program.
-
Learning Spanish
198 REM SPANIGSH
118 CALL CLEAKR
120 PRINT TAR(14);:"SPANISH"
138 CALL CHAR(S,"3Z24Caa44564544C44"
)
148 PRINT ::TARB(18) s "espa_ol "z

CALL CHAR{P1,"#8380838447C45444"
éﬁLL CHAR (72, "gB3QEE7CAG78487C"
éﬁLL CHAR(9Z, "#83AC@EB1IA1IOIA38"
éﬁLL CHAR (94, "@B308@7C44444470"
EQLL CHAR(3S,"4@31 0061318181818

T CALL CHAR(SS , Y"odgd3a@aglo2al2i0"

)




214

22

—
e

24
=S
260

27

289

296

REC20
Sl
328
RIS
24
RE

26

S 7

RE=§%
R AL
9 i
41
4 2 i
q 5
4 4 o
4oa
458
474
485
4 7 4
o 7
=1
=23

o5l

o444

SO

 5&
576

580
S
& @

640
&S

H&E

&7a
&8
594
7y
714

CAaLL

- CALL

FRINT “DO YOU HAVE THE SPEECH

{5 SFACESISYNTHESIZIER AND":"TER

MINAL EMULATOR TI7v -
PRINT = * 1 YES, INCLUDE SPEECH
. 2 WO SPEECH®

CALL KEY{d,K,S)

IF (K<49)+{E 53 THEN 2358
SP=K-48

Colil CLEAR

IF SP=2 THEN 2%

PRINT "PRESS THE SF&ECE BAR TO H
EAR THE WORD (R PHRASE AGAIN. ":
FRINT "PRESS <ENTER:> TO CONTINUD
E":"AFTER EACH WCRD OR PHRASE. "

L - =
- & w

IF SF=2 THEN 26

DFEN #1:"SFEECH",.OQUTPULT
FOR C=128 TQ 137

KEAD C%

CALL CHAR(D.CS:

NEXT C

DATA ZCTECICICICITEIL, daag@rer
F,181818BFFFF181218, 1581813181813
SCEC, DO @ASHERI B1EIaD

DATA 46542078181, 80000d008pBaCH4
BEAABLIET8T7HERC , B2 EIFIBICHERT
B, FFFFFEFFFEFFFFEF

CALL COLOR{1Z.S5,1)

CALL COLOR{14,5,1)

PRINT "FPRESS ANY KEY TO HEGINM.”
CALL KEY(#,E,5)

IF S<1 THEN 41#

CalLL CLEAR

CALL HCHAFR(17.16,128)

CALL HOHAR{18,15,129,3)

CALL HCHAR{13,14, t3g)

CALL HCOHAR{(19,1&,131)

CALL HCHAR{(Z2®,15,132)
HEHAR{ZH, 16, 123}

CALL HCOHAR(2¥,17,134)

CALL HCHAR(Z1,1S,135)

CALL HCHAR(21.17,138&)

FRINT TAB(2):;"Soy un i _o."

IF 3F=2 THEN S5&8

FRINT #1i:"50Y UN ~NEEN YO."
GOSUE 1983

IF R=2 THEN =40

CALL COLOR(13,7,1)

CALL COLOR(14,7,1)

CALL CHAR(133,"7E7EFEFFFEFFFFFF
tF }

CALL CHARI{I13S, "9 78 7@8F1FIF7FFFEF
ri }

CAtt HCHAR(Z2¥,15,137)

CALL CHAR(13&6, "EAERFIFB8FCFEFFEFF
")

CALL HCHAR(2Z,11,32,12)

FRINT TAR{(9) ;"Soy una ni1_a."

IF SP=2 THEN &8¢

PRINT #1:"50Y DOONA “NEEN YUH. "
GOSUR 19

IF R=2 THEN 6466

CALL CLEAR

CALL
Hi }
CALL CHAR{(145,"8340201 8880487231
"y ﬁ

CHAR(1446, "@1@204081G268468 "
)

CALL CHAR(147,"FEF")

759
764
776
7806
796
BoO
810
820
839
843

EHﬁH(I##,“EFDFFQQ?FFEDFE?F'

CALL.

CALL
CALL
CALL
CALL

EALL
CALL
Al L
CALL
CALL

HCHAR(8, 19,1434, 7)
HCHAR (9,18, 144)
HCHAR (9,26, 144)
VCHAR(19,17,144,8)
VCHAR(14,27,144_8)

HCHAR (18,18, 145)
HCHAR (18,24, 1485)
HCHAR(19,19,145)
HCHAR (19,25, 145)
HCHAR (28,208,147, 5)

838 PRINT TAR(17):"cabeza"
IF SP=2 THEN 88¢

B6©

870 FPRINT #i:""CaA BAY Tga. ¢

88¢ GOSUR 1996

IF R=2 THEN 8686
CHAR (152, "gF 192040808387 8F

898
P85

718

F2B

? 4
S0
7464
7a
78
994d
196G
19148
1929
134
1943
1a59
1860
1874¢
19849

1496

1160
1114
1124
1135¢
1143

115

1164
1179
118
1199
124

12164

1228
1234
1240
1256
1260
127@
128¢
1293
1569
13148
1326

S35

caLL
")
CALL
")
CALL
)
CALL
")
CALL

CHAR(153, "FEABO4@201C1ERF 1

CHAR (154, "4FAF4F2F2F2F 748"

CHAR(135, "F2F2F2FA4F4F 48731

COLOR{(1&,5, 1)

FOR 1=28 TO 23 STEP 3

CALL
EALL
CAL L
CALL

HCHAR(11,1,152)
HEHAR(11,1+1,153)
HCHAR(12,1,154)
HCHAR(12,1+1,15%)

NEXT 1
We="ojasg"

X=12

GOSUR 1966
IF S5P=2 THEN 1d&¢
PRINT #1i:""~0 HOES.,"

G05UB

1@

IF R=2 THEN 1@49
CHAR (134, "RG043 4G88816102

CALL

.II}

CALL

ll)

CALL
CALL
CALL

CHAR{(137,"284340808338C93s6

COLOR(14,10,1)
HCHAR (13,22, 136)
HCHAK(14,22,137)

WE="npariz"

K=14

GOSUR 1769
IF SF=2 THEN 1Z2@8

FRINT #1:"

MAR —~DHIZ."

GOSUB 19646
IF R=2 THEN 11&3
CHAR(128, 204N 1 GA8HLE L "

CALL

)

LALLE

E")

EALL
CALL
CALL
CALL

CHAR{129, "B0diaRdg0araagaast 7

CHAR (138,
HCHAR (16,21, 128)
HCHAR (14,22, 129)
HCHAR (146,23, 138)

WE="boca”

X=1&

GOSUR 194@
IF SF=2 THEN 1316
PRINT #1i:"~RO CA."
GOSUR 198

IF K=2 THEMN

129

"H4A2A85HB13HBB")

CALL CHAR(148, "@aga8@@gC42222272

EII]

CALL CHAR{(149, "ao@aao@agidlalar

II}
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1358

1369

1374
1389
153949
146806
14188
1420

. 1436

1440
14350
14869
14703
1480

1490

159

1514

15238
oy
1546

1554
1564

1576

1588
1598

1 &G0
1610

146528
1654
1646

1558
1664

1674
1680
15L94

17480
1714

17249
175&
1744

1750
1768

17749

1780
1799

1896

1814

1820
1838
184@

1839

1868
187¢
1880

CALL

CALL: CHAR ({150
4" )

y OB AGABLANARARG

CHAR (151, "S083GA3A4244444
5" )
CALL

EALL

HCHAR (1@, 28, 148)
HCHAR{18,21,14%9)
EALL HCHAR(18,23, 158)
CALL HCHAR(18,24,151)
We="pestu_a"’

X=104

GUSUB 1948

1F SP=2 THEN 14546
PRINT #1:"PES “TUNE YA."
GOSUB 1989 -

IF R=2 THEN 144@

CALL CLEAR

PRINT "Buenos dlas,
Good day, Sir." |
IF SP=2 THEN 152¢ |
PRINT #1:"~BWAY NOSE THEE AS.
_SEEN YOR."

GOSUR 19aG09

IF R=2 THEN 15¢@

s or."»2:="

18906
1988

1919
19220

1930

1949

19359
1960
1978

1989
199¢&
2008

2014
2A20
2039

GOTO 2063

R=1

CALL KEY{(@®.K,S)

IF K=13 THEN 1958

IF K<>32 THEN 191¢

=2

RETURN

FOR I=1 TO LEN{WS) |
CALL HCHAR (X, 4+ . ASC{(SEGS (WS, I
., 13))

NEXT 1

RETURN

CALL CLEAR

IF SP=2 THEN 28308

CLOSE #1

END | (@)

FRINT ::"Buenas tardes, Ee_nraL
"1 "bood afternoon, Madam. "

1F SP =2 THEN 15749

FRINT #1:""BWAY NAS. TAR DES,
~SEEN _¥0O RA."

GO0SUR 19ad

IF R=2 THEN 1556 _
FRINT ::"Buenas noches, se_ori
ta."::"6ood evening. Miss."

IF SP=2 THEN 1&28

FRIMNT #1:""BWAY NAS NO CHES, _
5EEN YO REE T7TA."

GOSily 1946 |
IF R=2 THEN 1&64¢

FRINT :::"%Habla usted espa_ ol

2" Do yvou speak SpanishTH
IF SP=2 THEN 14878

FRINT #1:""ABLA 00 _STED 5 FA
N YOLET?"

GOSUR 198f

IF R=2 THEN 14&5%

PRINT :::"#Yo hablo espa_ol ?":
:" 1 speak Spanish!'”®

I1F SP=2 THEN 1728

PRINT #1:""Y0 ARLO
] 0

GOSUR 194846

I1F R=2 THEN 1748
FRIMT z:z:"$C*"mo estl usted?":
" How are vou?"
IF SF=2 THEWN 1770

PRINT #i: "~COE MOE
_STED?"

EUSURBR 19d@

IF R=2 THEN 1759

"PRINT 2::"No s\N."2:"1 do not k
now. "

IF SP=2 THEN 182XZ4d

PRINT #1:""NOD Sﬁ?.

G0SUB 1980

IF R=2 THEN 18&@&

PRINT :2:::"#Adi"s!":3:"Goocd bye

- m a &

IF SP=2 THEN 1878
PRINT #1:" ~AWDHEE DSE!"”
GOSUB 1988

IF R=2 THEN 185%

_5 PAN YOLE

_ S5 TAW U
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Whenit comes to Flexible Disks,

nobody does it better than Wabash.

‘MasterCard, Visa Accepted.
Call Free: (800) 235-4137

PACIFIC
EXCHANGES

100 Foothill Blvd.
San Luis Obispo, CA
93407 (In Cal. call
(805) 543-1037) -

. . Fulfill the
el expansion needs
~.} ofyour computer
with the

RAM-SLOT
MACHJNE

This versatile memaory andﬁslnt expansion peripheral
for the Commodore Vic-20 Computer consists of a
plug-in cartridge with up to 24KBytes of low power
CMOS RAM and 3 additional expansion slots for
ROM, RAM and 1/Q. The cartridge also includes a re-
set button (eliminates using the power-on switch)
and an auto start ROM selection switch.

#RSM-B8K, BK RAM + 3 siots.
#RSM-16K, 16K'RAM + 3 slots ...
#RSM-24K, 24K RAM + 3 slots ...

'$ 99.50
' $119.50

We accept checks, money order, Visa/Mastercard. Add
$2.50 for shipping, an additional $2.50 for COD. Mich-
igan residents add 4% sales tax. Personal checks—
atlow 10 days to clear. ® Trademark of Commodare.

.‘rIQzELECTHONICS DESIGN CORPORATION

3990 Varsity Drive « Ann Arbor, Mi 48104 « (313) 973-6266
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Modifications Or Corrections To Previous Arficles

- ‘Chopperoids | |

Here’s how to produce a working version of the
“Chopperoids” game.described in the December
1983 issue (p. 122): o
1. Load the MLX program shown on p- 216 of the
December issue. - | |

2. Add or change the following lines in the MLX

. « program. (Note: These changes are for fixing

Chopperoids only; they do not alter the MLX pro-
gram. Be sure not to make any permanent changes
to MLX.) |

For tape users:

940 CLOSE #2:TRAP 32767:7 "Finished.":?
950 IF NOT READ THEN END
955 BUFFERS (FIN-BEG+24)=CHRS (%)

: BUFFERS (
.. 25)=BUFFER$(55)

:LET .READ=06:GOTO 360
For disk users:
1185 BUFFER$(31)=BUFFER$(61)

3. RUN MLX using the starting, ending, and run/
-Init addresses specified in the Chopperoids article.
Disk users should again choose to make a boot
disk. Use the MLX Load function (CTRL-L) to
load the Chopperoids data from the December
issue. If you use the Display command (CTRL-D),
you will see that all the data has been moved up
five lines. That is, the data in lines 3584-3608 has
been eliminated, so the data formerly at line 3614
is now at line 3584, and so forth.
4. Use the MLLX New Address command (CTRL-N)
to begin typing at line 6092. Add the following
lines: - -

6392:197.325.2EB;252,169;EBE;#26
6393:133,148;376;146,&23,163,128
'6194;395,166,142,169,535,157,9&7
6113:135,325,232,136,238,249,178

".6116=141.995,2ﬂa,141,936.233,169

61221996,333,353,555,339,333,974

5. After you type the last line, MLX should create
a boot tape or disk which is a working version of
Chopperoids.

.f -Aﬂﬁwlchmsnnuemu;e |
- In the Atari version of this utility from the De-

. cember 1983 issue (p. 86), delete lines 280, 290,
k. and 450 and change the following lines:

279 ? “{CLEAR}"
449 A=130-MG*2

T Get The Gold

- To load Program 2 of this two-part game from the

December issue (p. 132), type in NEW, then OLD
CS1.-Reader Mark Leair suggests these improve-
ments, which allow Program 1 to load Program 2:

For console BASIC:

799 PRINT "loading":"After load type.RUR
- then Enter"

839 OPEN #1="C81",INTERNAL,GUTPUT,FIXED
816 CLOSE #1 |
For Extended BASIC:

796 PRINT "Loading"
800 RUN "Cs1*
818 REM

Goodbye Charlie For 64 And VIC

In both these versions of this game from the
November 1983 issue (p. 68), change the
5=CS5+10in line 515 to SC=SC+10.

64 Crazy Climber |

The logical AND in line 1440 of this game from
the November 1983 issue (p. 80) should be re-
placed with an OR. -

64 Sound Tesier

The final Release stage of the ADSR envelopes
generated in this program (November 1983,

p- 187) is not realized because the program ends
each note by POKEing the trequency to zero rather
than by turning off the gate bit. To correct this,
change the POKE W, in lines 250-280 to X= and
change the following lines:

‘318 FORI=1TO15STEP2: POKEW,X: POKEHF,SO((

I,A{(2)): POKELF,SO(I+1,A(2))
311 O=04+1: PORN=1TOD(@): NEXT: POKEW,X-I:Q:
NEXT: FORI=1T010000: NEXT

Then eliminate the NEXT in line 315. The new
FOR-NEXT loop in 311 allows time for the Release
to be heard at the end of the tune. Our thanks to
Arthur Hunkins for this correction. | |

Stock Market Analyzer For VIC/64 And Atari

In both versions of this utility from the November
1983 issue (p. 54), the following line must be

changed to plot stock prices higher than $10 per .
share: |

628 FORT=1TOINT (15/HI*TP(X)):PRINT"{UP}";
st NEXTT

In line 652 of the VIC/64 version, insert a colon
after the first semicolon. |

Timex/Sinclair Making Change
A typographical error in the machine language
loader (Program 1) for this article from the Sep-

tember 1983 issue (p. 252) causes the program fo
crash. The twentieth character in A$ in line 20 o

should be 8 rather than 6. )
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