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Worm Of Bemer

Stephen D. Fultz

Nerm the worm is lost in Bemer Castle and needs your
help to get home. You must guide him through 11 rooms
and help him find magic mushrooms to eat along the
way. The journey 1s a navigator's nightmare, because
you never know where the next mushroom will grow,
and if Nerm hits a wall or gets trapped by his tail, he
loses one of his lives.- Written for the Atari, versions are
included for the VIC, 64, TI-99/4A, and IBM PC/PCjr.
A joystick is required for some versions.

e T R

“Worm of Bemer” is a fast-paced arcade game in
which Nerm the Worm travels through rooms
eating magic mushrooms. Nerm is lost in Bemer
Castle and wants to return home. Guide Nerm to
a mushroom so he can keep up his strength for
the journey. After eating five mushrooms in a
room, Nerm can exit to the next room. You must
guide Nerm through 11 rooms before he finds his
home. You start oul with four lives. If you touch
anything besides a mushroom you will lose a life.

At the top of the screen will be the current
score, what room Nerm is in, how many mush-
rooms Nerm must eat to open the exits, and how
many lives Nerm has left, including the current
life. You get 100 points, plus bonus points, for
every mushroom you eat. Nerm gets a bonus life
after completing the first two rooms and another
for every third room thereafter.

Speclal Features

The game takes advantage of Atari’s graphic
capabilities. Special featurcs include custom-
designed display lists, a display list interrupt, a
redefined character set, and special four-color
graphics mode. .

Nerm uses four custom display lists. The
most iportant display list is for the main screen.
This display list mixes three graphics modes on
one screen. The first two display lines are in
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The player has reached Room 7 in the Atari version of “Worm
of Bemer."”

graphics mode 2. The next ten lines are in a special
graphics mode that allows four-color characters.
The last part of the screen is in graphics mode 0.
A display list interrupt is used to change the back-
ground color. The other three custom display lists
mix modes §, 1, and 2.

A special character set was needed to take
advantage of the four-color character graphics
mode. Characters were redesigned for walls, the
mushroom, and the body of Nerm. The original
set was copied to a location in memory not used
by BASIC, and the new characters added.

Worm of Bewer is written in BASIC with two
machine language subroutines; one makes a fast
copy of the character set, and the other is the
display list interrupt.

Be sure to save the game before running it. If
you make a mistake in entering the two machine
language subroutines, it is likely that your system
will crash and you will have to reboot.



Adding More Features

You can learn alot about programming and games
by modifying the action and settings in Worm of
Bemer. Some features you might add include a
routine to save the high score to disk, adding more
players, or having Nerm go to a different room
depending vn which exit he takes. Simpler en-
hancements would be changing the number of
mushrooms that Nerm must eat or changing his
speed.

Program 4: Worm Of Bemer—Aatari Version

Refer to the “Autormatic Proofreader” aricla hefore typing this
program in,

P85 SCREEN=PEEK (BR)+25&63PEEK (8%)

FFP i@ BOTO SEdad

IP1P8 POKE 335761,8:5=STICK(P):1FOR D=1
TO SPEED:NEXT D

ff 118 IF S=7 BR S=& OR S=5 THEN DXAa=1
:DYA=@:DIR=1:1F ODIR=2 THEN DXAa
=—L:1DYA=P:DIR=2

128 IF S=11 OR S=18 0OR S5=% THEN DXA
=—1:DYA=@:DIR~=2:IF ODIR=1 THEN
DXA=1:DYR=A:DIR=1

IN1TP IF S=14 THEN DYR=—1:DXA=2:DIR=4
:IF DDIR=3 THEMN DIR=3:0Y¥Aa=1:DXA
=3

il 144 IF S=13 THEN DYA=1:DXAa=@:DIR=3:
IF DDIR=4 THEN DIR=4:DBYA=—1:DXA
=0 )

N 145 COLOR 42:FLOT XA, YA:ODIR=DIR

¥ 150 Xﬁ=XA+DXA=Yﬁ=YA+DYA;L=LEN(XA$):
XAS(L+1=CHR$(XAY:YAS({L+1)=CHRS
{YA):LLOCATE XA,YA,Z:1F Z<{>»32 TH
EN 2a@2

1B 1&2 SOUND 2,48,8,46:CO0LOR 1748:PLOT X
Ay ¥YA: IF LI{WORMI THEN 1a9

Nt 398 COLOR 32:PLOT ASC(XA%) ASCLYAS)
tXAS=XAS ()1 YAS=YAS(2):50TO 1¢¢

Pl 28@ SOUND @,2¢0 .16, 14: POKE SCREEN+Y
A4S +%A, 132: B0SUB a&dd: IF < rBU
5 THEN 2468

Bt 219 WORMZ=WORMIZI+1S5+(3¥LOCY:IF WORMZ
>248 THEN WORMI=248

AL 220 XX—RND{(Z)E3&6+2;: X=&ND{1)%18+2:C0
LOR BUGB:LOCATE XX,X,.¥Y:IF v<{>32
THEN 22@ :

il 221 SCORE=SCORE+168+L0Cx7:FOR DEL=8
TO 1&6:SCOUND 0,55,18, 17-DEL: NEX
T DEL

HE 226 HIT=HIT-1:IF HIT<1 THEN EOLOR 1
SB:PLOT 28,1:PLOT 12,20:FPLLOT 2,
12: POKE SCREEN+1Z2¥4@8+3%, 128:HIT
=@: GOTO 196

GE 227 GOSUDB &66@P:PLOT XX, X:SOUND a, 19
B,18,16

FFOE6 GO TO ts@

268 IF Z<>16¢ AND LIVES>)1 THEN CNT
=CNT-1:G05UB 7S588:60T0 298

8K 265 IF Z<>168 THEN CNT=CNT-1:50T0O
E=1-1 ]

M 278 FUR DEL=1 TO 1&6£:50UND #,99,18,1
7—-DEL: NEXT DEL

fFR 271 GOSURBR 79@@d:POSITION ©,23

FEZ7S FOR DEL=1 TO 2Z4:PRINT :SUUND 9,
DEL,18,18: NEXT DEL

5 288 LOC=LOC+1:WORMZ=5:CNT=0¢

ER 285 IF LOCXEXTRA THEN BOSUR 914

(L 298 BRAFPHICS ©;COLOR 3S:POKE 752,1:
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291
FD Z@@

Kl 399
PE 43 @
B 419
16 324
W asa
#ae@

iLa7a
hSog
IFS51@&
¥E D29
1 53¢
i S5e
Ef 5468
KB S7S
% 582
Nt 4B G
A%

i &2¢
4 7e8
EB71e

ey« ]
N Boa
EEH11
a1z
W H13
k3 goa
A 9E8
KBet1a

iLo2a
1068

D119

w1181
iL 1208
w1205
H 1218
izl

W1212Z
1215
GH 1229
FA 1229
M 1230

1249
b 1245

#1250
PE SO0
Pl SAAS
(L2 0% ]

tESP11

LSS

Fr D@20

PUOKE 718#,@:B0SUB &45@A@8:FOKE 712,
1462

POKE 718,ASC{EOL$(LOC))

ON LOC GOTO S@20,409,5008,558, 60
6,790,8008,450,550,1000, 1164, 1240
GO TO 5215

REM SECOND SCREEN

PLDT S5,10:DRAWTO 35,1a

GO TO S@2@

REM SCREEN

PLOT S, 18:DRAWTOD 35, 18:FLOT 18,
S: DRAWTO 18,28

60 TO 5628

REM THE FOUTH SCREEN

PLOT S,S5:DRAWTO 35,5

PLOT S, 146:DRAWTO 35, 1&

GO TO S626

REM FRAME 5

FLOT 7,6:DRAWTO 33.5

FLOT 18,7:DRAWTO 18,20

GO TO 5829

REM FRAM & _
FLDT 1,18:DRAWTO 18,14:PLOT 22,
1@:DRAWTO 38,19

GOTOD S&2%

REM FRAM 7 .

FOR I=&6 TO 14:FPLOT &,I:DRAWTO 1
2,1:PLDT 2¢,1:DRAWTO. 32, I:NEXT I
sO0Tg Seza
REM FRAM 8
FLOT 1,B:DRAWTO 18,8
PLOT 1,1S5:DRAWTO 18,15
FLUOT 15,1Z:DRAWTO 38,12
GOTO S@2¢
REM THE 8 FRAME
FOR I=5 TO 12 STEP 3:PLOT 11,1:
DRAWTL 30, I:NEXYT |
GO TO S82¢

FOR I=2 TO 19:PLOT 1,1:DRAWTO
%8, I:NEXT T:COLDR 3I2:FOR I=2 T
0O 19:FLOT 1,I:DRANWTO 23, 1:NEXT
1:60T0 S@2e
FOR I=2 TO 19:PLOT 1,1:DRAWTO
38, I:NEXT 1:COLOR 32:FOR I=2 T
O 19:FLOT l,IEDRﬁNTU 39, 1sMNEXT
1:COLOR 35

GOTO 396

REM YOU WIN

FOR @Z=1 10 3

BRAPHICS 18

POSITION 4,5:PRINT #&; "NERM®S
HOME ™ '

FRINT #6;* (5 SPACES3THANK YOU™
FOR G=1 TO S

FOR I=1 TO 1@

SOUND 1,I+288,18,16-1

SOUND 8, I+4,10,I+5:FOKE 712, 1%
16

NEXT I:MEXT G ,

FOR I=%1 TO 208:S0UND @,1,18,1%
TNEXT I

NEXT QZ:G0TO 7798

BOSUB 19@A@:REM UP THE GAME
BOSUB 11108:BUG=33

DiM XAS(Z58),YAS(258), XR${250)
SYBS(258) A% (1) ,B${15)
SPEED=35: LIVES=4; SCORE=0:L0C=1
1GOSUB SSO8:HIT=5: WORMZ=5: EXTK
A=2Z

GRAPHICS 9:POKE 752,1:POKE 718
,B: BOSUR &6589:POKE 716, ASC (BOL
$(LOC)):POKE 77,@:PDKE 712,162
KAS=" "1 YAS="": XB$="":YE$=""1 XA



11279
12008

RETURN trem 219
DATA 195,209,#,209,215,0,215,219,22
5,219,225,219,299,@,195,209,9, 209
trem 52
DATA 20%9,90,08,195,191,195,2061,261,19
5,9,9,8,207,287,200 trem 108

Program 4: Worm Of Bemer—&64 Version
Transiation by Kevin Martin, Editorlal Prograrmmer

Refer to the “Automnatic Proofreader” article before typing this
program in.

12180

1 POKE32,48:POKES6,48:CLR trem 230
2 POKE5327¢, PEEK(53278)AND15 irem 62
5 POKES5328¢,9:POKES3281,0 srem 138
18 GOTOSARG jrem 95
109 S=PEEK{56320)AND15:FORD=1TOSP:NEXT
trem 98
118 IFS=70RS=60RS=5THENDX=1:DY=@F:DI=1:IF0

D=2THENDX=-1:DY=0:DI=2 srem 18
IF5=110RS=100RS=9THENDX=~1 :DY=@:DI=2:
IFOD=1THENDX=1:DY=@:DI=1 strem 108
IFS=14THENDY=-1 : DX=0 : DI=4 3 IFOD=3THEND
I1=3:DY=1:DX=0 trem 122
IFS=13THENDY=] 1 DX=f ; DI=3: IFOD=4THENDI
=4 ;DY=-] : DX=0 trem 123
PO=1@24+XA+YA*4G:OD=DI:POKEPO,42=POKE
PO+s80,L1 srem 3
XA=NA+DXt YA=YA+DY 1 L=LEN (XAS$) 1 XAS=XAS+
CHRS (XA) 1 YAS=YAS+CHRS (YA) trem @

1208
138
144
145
159

155 Z=PEEK(1024+XA+YA*43) : IFZ <> 3I2THEN 200
trem 73
161 POKESO+1,4@:POKESO+4,17 srem 83

162 PO=1224+XA+YA* 40 : POKEPQ, 42 1 POKEPO+S0,

1@t POKESO+4, 16 s IFL<WOTHEN108 trem 3

192 PO=1@24+ASC{XA$)+40*ASC(YAS) 1LL=LEN{X

AS)-1:1XA$=RIGHTS (XAS,LL) srem 238
191 POKEPO, 32:POKEPO+50,8 srem 43
195 YA$=RIGHTS(YAS,LL)}:GOTOLlOY srem 19

209 POKESO+1,25:POKESO+4,ITIPOKESO+4,16

trem 72
PO=1@24+XA+42*YAs POKEPQ, 42 1 POKEPO+S0,
10:GOSUB66ET : IFZ <>»BUTHEN268 :rem 202
WO=WO+15+3*L0Ot IFNO> 240 THENWO=240

trem 187
XX=INT(RND({1)*36+2) tX=INT(RND(1)*18+3
Vs IFPEEK(1024+XX+40%X) <> 32THEN220
: trem 9
SC=SC+1003+LO*7: POKESO+4, 55: POKESO+4, 1
7 trem 223
HI=HI-1:GOSUBGGOJ: IFHI>ATHEN229
srem 112
PO=1024+28+4@*2 1 POKEPO, 1 68 : POKEPO+50,
Pt PO=1@24+20+21*4F s POKEPO, 168 :rem 2

261

219

220

221
225
226

227 POKEPO+SC,#sPO=1@24+4@%12:POKEPO, 16A:
POKEPO+50;E=POKESO+1,10ﬂ=POKESO+4,17

trem 169

228 PO=1024+40*12+39: POKEPC, 168 : POKEPO+30
. B GOTO1 3 sram 242

229 P0=1524+xx+x*4ﬂ:POKEPO,BUG:POKEPO+SO,
13 irem 163

233 GoTroloe : trem 95
2608 IPZ«<>16QPANDLI>1THENCOSUB7SG0 ; COTO290
trem 242

265 IFZ<>169THEN7SHQ 1rem 146
279 POKESO+1,90:1POKESO+4,17 1rem 89

271 GOSUB7E0Q:PRINT"{AOME} {24 DOWN}"

srem 151
FORDE=1T024: PRINT: POKESO+1 ,DEL: POKESO
+4,17:NEXT:POKESO+4,16 srem 40
280 LO=LO+1:WO=S5piFLU=]12THEN129@ srem 177
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275

399
40¢

L1=Ll+1:IFL1>15THENL1=11 irem 99
IFLO>EXTHENGOSUR9188 srem 29
PRINT"{CLR}":G0SUR 4149 trem 132
GOSUBG6DD srem 231
ONLO GOTOS5028, 400,500,550, 609, 709, 800

+459,550,1000,1192,1200 irem 176
GOTO5@15 trem 169
REM SECOND SCREEN trem 244



70635
7910
7028

7190

7195

7200
7214
7568
7518
7515
7528

7521
7525
7530

7558
7564
7599
7700
7705
771&

7715

7718
7728

7739

7735
7736

7748

7745
7788

7783

7785
7800
7818

7829
78389
7840
7859
7869
7879

7880
7898

7000
7914
7920
15]%3%]
2062
2033

2064
2@95

201G

9029

L=LEN{XAf) srem GO
FORI=1TOL-1 ‘srem 179
POKESO+1, I:POKESO+4, 1 7:FORQO=1TOLlG:N
EXT trem 23
PO=1024+ASC(XA$ )} +40*ASC(YAS ) : LL=LEN(
XA$)-1:XAS=RIGHTS (XAS$,LL) trem 37
YA$=RIGHT${YA$,LL):POKEPO,32:POKEPO+

50,1 sTem 17
NEXT:POKESO+4,16 trem 5
RETURN - trem 170
REM 0QOPS trem 241
PRINT"{CLR} {PUR]" trem 205
Sp=8p-5 trem 183
PRINT"{12 DOwWN}{1l8 RIGHT}OOPS“

trem 182
LI=LI-1 1rem 14R
FORDE=1TO2d :NEXT trem 47

FORDE=1TQ1@ : POKES0+1,DE* 2@ : POKESO+4,
17 :FORQQ=1TO1% :NEXT: NEXT:POKESO+4 16

srom 123
FORDE=1TQ29 :NEXT. trem 45
IFLI<1THEN7720 srem 96
PRINT"{CLR}" : RETURN srem 92
REM THE GAMES OVER trem 60
POKESQO+4,16 srTem 159
PRINT"{CLR}":POKE53276, PEEK(53270 ) AN
D15 arem 121
IF SC*»HSTHENIS=5C;:GOSUBR9A9P: PRINT"
{CLR}ES3" srem 43

PRINT"{6 DOWN]}{18 RIGHT}NERM":rem 74
PRINT" {YEL} {4 DOWN}YOUR SCORE ";SC

trem 31
PRINT"E63{4 DOWNIHIGH SCORE ":HS

trem 241
GOSUB 7804 irem 37

PRINT"{WHT}{2Z DOWN}PRESS THE TRIGGER
TC PLAY AGAIN, Q=QUIT" 1rem 135
FORX=1T0O15:POKESO+1,PN(X) : POKESO+4,1

7 :FORD=1TO10@ : NEXT : NEXT :rem 89
POKESO+4,16 trem 154
5=PEEK(5632@)AND16:IFS=0THENS#11
trem 149
IFPEEK(197)=62THENFOKE198,3:5Y52248
trem 135
GOTO7784 trem 234
REM RANK THE GAMER srem 44

PRINT"{CYN1{2 DOWNI{7 SPACES}YOUR NE

W RANK IS “; irem 158
IFLO=1THENPRINT"ZERO" irem 169
IFLO=2THENFPRINT "ROOKIE" srem 52
IFLO=3THENPRINT "HOVICE" tTem 49
IFLO=ATHENPRINT"AVERAGE" irem 186
IFLO=5THENPRINT "MASTER" irem 61

IFLO=6THENPRINT "GRAND MASTER"

irem 171
IFLO=7THENPRINT"WIZARD" 1irem 79
IFLO=8THENPRINT"GRAND WIZARD"

trem 188
IFLO=9THENPRINT"“SUPER STAR" srem 57

IFLO>9THENPRINT "HALL OF FAME":rem 65

RETURN trem 178
REM NEW HIGH SCORE trem 51
PRINT"{CLR}" trem 47
PRINT"[CYN]}{8 DOWN}{l6 RIGHTINEW HIG
H" irem 158
PRINT"{4 DOWN}{17 RIGHT}SCORE"

srem 75
FORY=1TO3 srem 82
FORN=1TO5 srem 69
FORD—lTOS:POKESO+1 D*2BzPOKESO+4 17:
NEXT trem 22
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2038
@59
9260
9065
2a7a
9109
9l1@
2115
9128
9140
2154
2160
9179
9188
9199
l19e08
l1gaas
1901a
19028
19825
lapgag
12345
1006@
11109
111@9

11118

11129
11184
11185
1119¢
11284
11219
11248
11253
11262
11261
11262
11263

11270
129a9

12108

POKESO+1,N* 30 : POKESO+4,17 trem 254
NEXT srem 13
NEXT irem 14
FORD=1TO3@ :NEXT irem 236
RETURN irem 176
REM EXTRA LIFE :rem 82
PRINT"{CLR}" trem 47
PRINT"{CYN}{12 DOWN}[15 RIGHT}BONUS
{SPACEILIFE" srem 12
FORJ=100T0Q200 irem @
POKESO+1,J;: POKESO+4,17 trem 111
NEXT trem 14
POKESO+4,16 srem 147
EX=EX+3 trem 166
LI=LI+1 trem 149
RETURN sTem 179
DIM PN(15),NN(18):PRINT"{CLR}EBZ"
irem 219
50=542721POKESO+24,15: POKESO+5,17:P
OKESQ+6, 241 : POKESOQ, 100 rrem 253
PRINT"{6 DOWN}{15 RIGHT}WELCOME TO"
trem 139
PRINT"{CYN} {4 DOWN]{14 RIGHTINERM O
¥ REMER" srem 111
PRINT"E13{3 DOWN}{[13 RIGHT}IUSE JO
YSTICK #2" trem 168
PRINT"E63{6 DOWN}{1l1l RIGHT}HIT TR
IGGER TO START" trem 45
5=PEEK (56320 )AND16 1 IFS=0THENRETURN
srem 219
GOTO10d45 ‘ trem 42
PRINT"{CLR}[CYN]}{12 DOWN]}{9 RIGHTIR
EDEFINING{2 SPACES}CHARACTERS"
trem 130
POKES56334,PEEK(56334)AND254: POKE]1, P
EEK(1)AND251 trem 29
FORI=12288T012288+64*8: POKEI,PEEK(1I
+4@960) :NEXTI trem 146
POKEl,PEEK(1)OR4:POKES563134,PEEK({563
34)0R1 ‘ trem 228
FORI=BTO39:READAI1 POKE12288+I+32*%8,A
:NEXT trem 248
FORI=@TO7 : READA: POKE12288+I+42%8 Az
NEXT srem 201
POKES3272, (PEEK(53272)AND248)+12
srem 27
FORI=1TO18:READNN{I):NEXT :ram 183
FORI=1TOl1S:READPN(I):NEXT srem 163
VATA 0,0,0,9,8,9,0,0 trem 198
DATA @,20,85,85,255,49,490,3 :rem 71
DATA 85,85,85,85,85,85,85,85
trem 176
DATA 17@,190,198,199,19%,199,178,17
[} trem 19
DATA 255,255,255, 255, 255,255,255, 25
5 srem 42
DATA &, 2!,255 255,255,255,2¢4,4
trem 223
RETURN irem 219
DATA 33,44,9%,44,50,9,58,56,67;,56,67
.,56,44,8,33,44,0,44 . trem 114
DATA 44,0,9,33,31,33,37,37,33,0,90,8

142,42,44 srem 198

Program 5: Worm Of Bemer—TI Version

Transtation bv Patrick Parrish. Programming Supervisor

3 DIM NN{Z29)  RANKE (12
5 GOSUB 11883

19 GDBTO 5Sa9d

2¢ FOR I=1 TO LEN{HS%)




TI version of “Waorm of Bemer "

39 CALL HCOHAR(ROW,COL+I,ASC{SEG$ (H%

LI.13))

35 NEXT I

a8 RETURN

186 CALL KEY{(#,K,ST)

185 IF {(E<>68)+{0D=2)THEN 11@
184 DX=1%

187 Dy=¢@

198 DI=1

119 IF {(KL*83)+{0D=1)THEN 115
111 PX=-1

112 DY=93

113 DI=2

115 IF {(E<24F)1+{0D=3)THEN 128
1146 DY=—1

117 DXx=a

118 Di=4

128 IF {£<>B8)Y+{(OD=4)THEN 143
125 DY-—1

138 DX=@

135 DI=3 .

149 CALL HCHAR(YA,XA,136:

145 OpD=DI

158 XA=XA+DX

152 vA=YA+DY

154 L=LEN{XA%)

1586 XAt=XASHCHRS (XA

158 YA$=YASLCHAS{YA)

148 CAtl BCHAR(YA,.XA,ZI)

1642 IF I<>32 THEN 288@

164 LALL HCHAR (YA. XA, 128)

166 CALL SOUND(1,&622.2

168 IF L<WO THEN 1s#g

178 CALL HCHAR(ASCI(YAS),ASC{XA%),32)

172 LL=LENI(XA%) -1

174 XA+=5EGH{XAs,2,LL1)
176 YA$=SEBH{YA®,2,LL>
184 60TO 16¢

208 CALL SOUND{1848,.311,2)
291 CALL HCHARI{YA.XA,128)
203 GOSUER 4400

285 IF ZI{SMUEBH THEN 248
210 WO=WC+15+2%L0

212 IF W0<183 THEN 215
214 WO=1835

215 RANDRDOMICZE

216 XX=RMDXZ28+3

218 X=RMDXx19+t4

228 CALL GCHAR (X, XX, H1}
Z22 IF H1I< >3Z I1HEN 216

92 COMPUTE! April 1984

prpe |
228
239
232
234
238
238
248
Z41
242
243
244
243
256
2468
261
2464
2466
278
272
275
277
279
288
281
282
283
284
285
2846
287
2gg
289
296
364

399
400
416

Py ]
349
459
455
440
499
Soe
ses5
519
549
550
ss55
Sas
599
YT
&1
&29
&99
708
718
715
720
725
7P
849
885
B16
815
999

EC-SC+18@+1.0%7

HI=HI-1

GOSUR 44688

IF HI>® THEN 245

CALL HCHAR{3,17.184)
CALL HCHAR(13,2,184)
CALL HCHARC(1IZ,31,184)
CALL HCHARI(23,17,184)
FOR I=3 (U 39 STEFP 3
CALL SOUND(10@,198@,1)
NEXT 1

G070 168

CALL HCHARI(X, XX,MUSH)
GoTD 198

IF Z=164 THEN 278

IF LI=1 THEN 75@@

GOSUR 7588

GOTO 294

CALL HCHAR(YA,XA,136)
GOSUR 7864

FOR DE=11@ TO 8B8 STEP 32
PRINMT

CALL SOUND(1,DE,2)

CALL SOUND{-1_DE,?)
NEXT DE

LO=LO+1

IF LD=12 THEN 1280

WO=5

Li=L1+1

IF LOEX THEN 188

CALL COLOR{15,1.1,1)
CALL CLEAR

GOSUB 1300

GOSUR L6806

ON LD GOTO S9B@, 400,508,550, 608
TEH, Q88,456 ,558, 1099, 1108, 1260
G0OTO S@8g

REM SECOND SCREEN
£ALL HCHARCIZ,S5,126,24)
BOTO SA8@

REM SCREEN

CALL YCHARI(7,15,1248,148)
CALL HCHARI(9,6,128,22)
GOTO S69@

REM FOURTH SCREEN

CALL HCHAR(S5,5,120,24)
CALL HCHAR{(29,5,128.24)
GOTD 55848

REM FIFTH SCREEN

CALL HCHARI{7,6,120_.22)
CALL VYCHARIB, 15,120, 14)
GOTO Soad

REM FRAME &

CALL HCHAR{(12,3,1248,13)
CALL HCHAR{12_19, 126, 12)
GOTC S088

REM FRAME 7

FOR I=8 TO 18

CALL HCHAR(I,7,128,7)
CALL HCHAR(I,18,126,38)
NEXT 1 -

50TO Sogg

REM FRAME B8

CALL HCHAR(B,3,126,13)
CALL HCHAR(14,12,128,19)
CALL HCHARI(18,3,128,13)
GUIU 50499

REM FRAME 9

149@ GOSUE 1484
1915 FOR T=5 TO 21
1828 CALL HEHAR({(T,4,32,15}



14825 NEXT T S1d9 HI=@

1gZ¢l GOTO SABR 51184 DI=4
1148 SOSUEBE 13840 5115 FOoR 1=2 TO 31 STEPRP 29
111@ FOR T=S TO 21 9428 CALL VYCHAR(3.I1,128,21)
1115 CALL HCHNR(T,4,32,28) S125 MNEXT I
1129 MNEXT T S513@ FOR 1=3 TO 23 STEP 28
1125 GOTO 49@ S135 CALL HCHAR(I,.Z,129,28}
1199 REM YOU WIN''! 5148 NEXT I
1288 CALL CLEAR G145 CALL HCHAR(Z4,3,137,28)
1285 CALL SCREEN(I) S1598 IF HI>@ THEM Si174
12a6 FOR 1I=4 TGO 8 S1585 CALL HCHARZ,17,184)
12847 CALL EOLOR{I,Z2,1) Sit6d CALL HCHARCLR2,2,.144)
1288 NEXT 1 5169 CALL HCHAR(1Z2,31,194)
1218 FRINT TAB(9); "MERM™S HOME'* 5167 CALL HCHAR{ZI,17,184)
1220 PRINT 5171 GOTO 1S9
1238 PRINT 5174 RANDOMIZE
12499 FHINT TAB(I@) ; "THANKE YOU' " S175 XX=RND¥28+3
12568 FOR T=1 TO % 5178 X=RNDx19+4
1268 PRINT 5188 CALL GCHAR (X, XX . H1)
1278 NEXT T 5185 IF H1<>32 THEN 5174
1275 FOR T=1 TO 3 S19@ CALL HCHAR (X, XX,.MUSH)
1284 FOR 1=1i¢ TO 886 STEF 3¢ S280 GO0TO 159
1283 CALL SOUND<(i.1,2) 5569 CAalLL CLEAR
1284 CALL SOUND¢(-1,1,.2) 5585 PRINT TABR(18):;"GET READY '™
1285 NEXT I 3319 FOR T=1 70O 12
1286 FOR 1I=882 70 116 STEP 382 5515 PRINT
1287 CALL SOUNDA(L.I,2) 5528 NEXT T
1288 CALL SOUND{(-1,1.2 5525 FOR I=1 TO 4
1289 NEXT 1 5538 CALL SOUNDCLIdE, NMN{IY 27
1298 MNEXT T D535 NEXT I
1291 CALL SCREEM{(2)} S548 RETURN
1293 BROTR 7744 6592 REM FRIMT SCORE
138@ CalLL CLEAR 6638 HE=8TR$ {5C)
1385 PRINT “SCOGRE :";TAR(26}; "ROOM &6 ROW=1

I 6404 COL=1¢
1313 PRIMT "MUSHRDOOMS " TAB(28) ;"L 44685 GOSUER 24

IVES =" H&&L8ET7 HE=STR& (L O}
1328 FOR T=1 70O 21 LbHA] COL=2
1338 PRINT 4667 GOSUB 24
1348 NLCXT T aH10 HB-STRE(HIY
1358 RETURN 4611 ROW=2
14¢3 FOR T=5 TO 21 L4429 COL=14
14§60 CALL HCHARIT,4,12@,24) 6625 GOSUB 29
1423 MNEXT T HHEIE HE=-STR&{L 1
1433 RETURN 6633 COL=29
4999 REM UP THE GAME 654@ GOSUBR 24
SAA@ GOSUB 1aadd 665@ RETURN
S8@S MUSH=112 679y Hem NEHM LEAVES
S@iE Li=4 7a8e SP=5SF-95
S@1S SC=¢ 7aah GOSUB 4508
S@AZd LO=1 7altg HI=S5
5835 HI=S TOL1S L=LEN{XA%)
S@43 WO=5S 7aza FOR 1=1 TO L
5845 EX=2 7205 CALL SOUND(Z,118+1x%x2,2)
5356 L1=3 7A39 CALL HCHAR(ASC(YAS$) ,ASC(XA%$) .3
Sa35 GOSUR S54é 23
SEsE LAl CLEAR 7A35 LL=LEM{XAt) -1
SE45 Call SCREEN(Z) 7840 XA+=SEG${XA%,2,L1L)
S@A66 FOR 1=3 7O 8 745 YAS=SEG$(¥as$,2.LL)
S5867 CALL COLOR(I,146,1) TASH NEXT I
S@68 NEXT 1 7868 RETURN
Se7¢ GIOSUR 1380 7499 REM ooF !
SATS ROSHER 46806 75660 Cali CLEAR
SR8 XAaE="" 75@5 PRINT TAB{1ZX):;"QOerg"
5481 YAs="" 7514 FOR I=1 TGO 12
S@88%S XA=17 7515 PRINT
S@84 ¥YA—1Q TE26 MEXT I
SA?1 DX=@ FE25 Li=L1-1
SEFIT DY=—1{ 7347 FOR I=t4 TO 224
51643 IF HI<& THEN S147 7549 CALL SOUND(L1&,1xad,2)
5185 HI=S 7SES1 NEXT I
59197 IF HI>~1 THEN Siilg¢ 7353 FOR I=1 TO 3@
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7555
75468
7575
7608
7595
T7aa
77604
77ES
F7d4
771
7728
T7Z1
7722
F723
7725
7728
FT29

7758
7748

7743
7745
7758
7755
7766
FFia
7775
7788
7785

779e
7TFIS
7738
TIeT
7758
J8aa
7885
7888
781a

FE15
7816
7817
7824
7836
7844a
7845
7858
P37
F16a
7114
9128
FLZES
9138
F132
9134
Y136
Fi138
F14%5
156
14866
16881
19@83
19306
19010
16815
198206
18821
1aad22
18823
18@a25
10828
1aa3a

NEXT I

IF LI<t THENM 7784
GOSUR i13@@

RETURN

REM THE GAME ENDS
CALL CLEAR

FOR I=3 TQ 8

CaALL COLOR{I,16,1)

MEXT I

IF H5>SC THEN 77S8

H5=5C

FOR I=1 TO S

PRINT

NEXT I

FRINT TAB{(B):"NEW HIGH SCORE"

FOR T=11¢ T0O 17468 STEP S50

CALL SOUND(Z,.T,.2)

NEXT T

FOR 1=1 T0 S

FRINT

NEXT I

FRINT TAH{7);"YODUR SCORE: ";SC

FRINT

FRINT TAR(7);"HIGH SCORE: ";HS

FOR 1=3% U A4

PRINT

NEXT 1

PRINT TAB{(S);"YOUR NEW RANK IS
T

PRINT

FRINT TAB(9);RANKS (LO)

FOR I=15 TO 29

CALL SDUND{1@@,NN{LI).,2)

NEXT I

PRINT

FRINT

FRINT

FRINT "{(C TO CONTINUE @ TO au
Ity

Flik T=% TO A4
PRIMT

NEXT T

CAalt KEY(A,E,S5T)

IF QT=¢ THEM 782

IF (K<>&7)%(K<>B1)THEN 7828
IF K=67 THEN S@@p
STOP
M EXTRA LIFE
CALL CLEAR
PRINT TAE(11);"BONUS LIFE”
FOR I=1 TO 12
FRINT
NEXT I
FOR I=1 TO 3@ STEF 2
CALL SOUND(186,1175,1)
NEXT I
EX=EX+3
LI=LI+1
GOTO 287

CALL CLEAR

FOR T=3 TO 8

CALL COLOR(T,Z.1)

NEXT T

CALL COLDR(14,3,1)

CALL SCREEN({15)

FRINT TAR(1¢);"WELCOME TO"
FOR T=1 TO 4

FRINT

NEXT T ‘

PRINT TAEB(8);"NERM OF BEMER®"
FOR T=1 TO 9

PRINT

18832 NEXT T

16@34 PRINT "USE E,S.D, % X KEY¥YS TO
MOVE"

19836 PRINT

1E@EA3 CALL HCHAR{(21,%,13&,4)

19947 CALL HCHAR{Z21,8,128)

18045 FOR I=1 TO 22

19847 CALL HCHAR{(Z1,6+I,134)

18858 CALL HCHAR(DL,711,120)

18452 CALL SOUND{18,422,2)

16095 CALL HCHAR(2i,2+1,32)

16857 FOR T=1 TC 2@

19958 NEXT T

19860 NEXT 1

18665 FOR T=1 TO 188

19873 NEXT T

18 /5 REJUKN

18999 REM REDEFINE CHARS

11663 FOR I=1¢4 TO 134 STEP 8

11615 READ A%

11628 CALL CHAR(I,AS$)

11825 NEXT I

11838 DATA FFFFFFFFFFFFFFFF, 187EFFF
F18181818,FF81BDASASEDBLIFF

11432 DATA B8142243C7ESASCI8,387CFEF
EFEFE7C38

11933 CALL COLOR({1@®,2,2)

11935 CALL COLOR{11,14,1)

11848 CALL COLOR{12,2,18)

11645 CALL COLOR(13,7.1)

1195@ CALL CHAR(137,"FFFFFFFFFFFFFF
EE")

11468 FOR I=1 TO 9

114565 READ RANK$(I)

11678 NEXT I

11875 FOR I=168 FO 12

11988 RANK${I)="HALL 0OF FAME"

11685 NEXT 1

11898 DATA ZERD,ROOKIE,NOVICE,AVERA
GE

11692 DATA MASTER,GRAND MASTER,WIZIA
RD,GRAND WIZARD

11494 DATA SUFPER STAR

iiige FOR 1-41 TO 27

11118 READ NN{I)

11128 NEXT I

11139 DATA 262,349,390808,34%9,392,408
GEe, 3FZ, 49,525,449, 523,446, 3
47, 4HAAE

11135 DATA $49,40800, 38008, 262,247,
262,294,294, 262, 48000, 40000, 4
AAPP, 336,339, 349

11148 RETURN

Program 6: wWorm Of Bemer—PC/PCjr Version
Translation by Patrick Parrish, Programming Supervisor

DEF SEG=0:POKE 1047,80:S5CREEN 0,1
WIDTH 40:KEY OFF

DEF SEG=4HBHUO

DIM RANKS (12):GOSUE 11000

10 GOTO S000

100 A$=RIGHTS (INKEY%$,1):FOR D=1 TQ SP:NE
XT

110 IF A$=CHR${(77) THEM DX=1:DVY=0:DI=1:I
F OD=2 THEN DX=-1:DY=0;DI=Z

120 IF A$=CHR$(75) THEN DX=-1:DY=0:DI=2:
IF OD=1 THEN DX=1:DY=0:DI=1

130 IF A$=CHR$(72) THEN DY¥=—1:DX=0:DI=4:
1IF OD=3 THEN DI=3:D¥=1:DX=0

140 IF A$=CHR#${B0) THEN DY=1:DX=0:DI=X: I
F OD=4 THEN DI=4:DY=—1:DX=0
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long and 1D is a two-character identification code. Be-
cause of the way the format command works, this should
be done only when the disk is new, or when the files on
the disk are no longer needed.

As you can see, when a disk is formatted, any
programs that were on that disk are {ost, \

Tl LIST And RUN Protector

I'would like to know if there is a way to put an
access code on a program for the TI-99/4A. In my
family I do all the work and everybody else does
all the playing; but they cannot play if it has a
code on it.

Aaron Rawn
C. Regena replies:
At the beginning of your program you could try these
lines:

tA¢ As="HELLOY

119 INFPUT "ENTER CODE: ":C%

1200 1IF C$=A% THEN Z3¢

13¢ PRINT "S0ORRY, CODE MNOT ACCEFTED
143 STOF

2@ PRINT "FROGRAM CONMTINUES. ™

When you RUN your program, the computer first asks
you to enter the code. If you type in the correct code
name the program will continue; otherwise, the progran
will stop. We used HELLO for the code name. Note
that anybody can just LIST the program and get your
code name. Instead of HELLO between the quote marks
type in your own code word, but hold down the CON-
TROL key (to the left of the space bar) while you are
typing. Now if someone LISTs the program they can’t
read what your word is—it’s either spaces or some
funny-looking characters.

VIC Memory Requirements

Say a VIC program requires 11K, and you have
only a 16K memory expansion cartridge. Will the
program run with the extra memory, or are you
required to use the exact memory needed?

My second question is about word processing,.
When typing with or using a word processor, do
you actually need a printer? All I'd really like to
do is store my information on disk.

Dwain Young

When a program or article states requires 11K, His
means it needs 11K bytes of menmory or more. Both the
VIC and 64 have painters that manage BASIC memory.
Examples are memory locations 45 and 46, which point
to the start of BASIC variables (the end of the BASIC |
program proper), and bytes 55 and 56, which point to
the highest address used by BASIC. These pointers
automatically manage the extra memory for you.

However. on the VIC you have another thing to
consider—screen and color memory locations. In the
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unexpanded VIC, the screen, color, and BASIC memory
areas start at locations 7680, 38400, and 4096, re-
spectively. When you plug in a 3K expander (like the
Super Expander cartridge), these locations do not
change. Howeuver, when you plug in one of the larger
expansion cartridges (like the 8K or the 16K), these
memory locations do Chunge, t0 4096, 37888, and 4608,
respectively.

This is important with programs that perform
POKEs or PEEKs to color or screen memory. Forex
ample, a program that POKEs or PEEKSs screen or
color metmory and states needs 3K expansion might
not work with an 8K expander hecause of the relocation
of these memory blocks.

On the other hand, a program written for the un-
expanded VIC that contains no POKEs or PEEKSs to
screen or color memory should run with any memory
expansion. If you LOAD a program and it doesn't run
properly, simply turn off your VIC, change memory
expansion cartridges, and rel. OAD your progra. This
will not harm the BASIC program. Just be sure you
SAVE your BASIC programs before turning off your
VIC.

No, you don’t need a printer to use that word
processor, if onscreen viewing and storing the text to
disk or tape are all you require.

Extra Functions For SuperBASIC 64
The “SuperBASIC 64" program (COMPUTE!, De-
cember 1983) is very interesting and helpful. One
of its good features is the clarity with which it is
laid out. This makes it easy to write and test
modifications.

Two sample modifications are given below.
To use themn, simply LOAD and RUN SuperBASIC
64, then enter and RUN the modification as a nor-
mal BASIC program.

The first program creates a new function,
[SCRN. [SCRN sets the background, border, and
text colors in one operation. For example,
[SCRN12,11,1 sets up a light gray background,
dark gray border, and white letters.

1 REM CREATE [SCRN FUNCTION
18 FORI=@TO9:READA; POKE52168+1,A:NEXT

20 DATA32,57,195,32,66,19%95,32,218,197,96
38 FORJ=0TOS5:READA: POKE49892+J,A:NEXT

4@ DATA83,67,82,78,199,203

The second program modifies the [DRAW
command, allowing it to either draw or erase lines.
In its new version, IDRAW must be followed by
either 1 or 0. [DRAWL, x1,y1,x2,y2 will draw a
line from x1,y1 to x2,y2. [DRAWO,x1,y1,x2,y2
will erase the line between those coordinates.

1 REM MODIFY [DRAW TO ALLOW ERASURE



I the newer versivns of the 64, there is no defuult
filling of color memory. When you POKE characters to
the screen (locations 1024-2047) in the newer 64s, you
also have to POKE values to the corresponding location
in color RAM (bytes 55296-56319). For example, if
you POKE 1025,1 (the second position in screen RAM)
you also need to POKE 55297 . x (the corresponding
second position in color RAM). The x can be a value
from 0 to 15, corresponding to the 16 character colors
available on the 64.

1t's good practice to always POKE color memory
when POKEing screen memory. That way, your pro-
grams will run on any version of the Commodore 64.

Modem Tariff Updale

I am happy to report that Southwestern Bell has
eliminated the requirement that modem users
obtain Information Terminal Service for their
modems. While the problem has been taken care
of here in Oklahoma, I have not heard anything
which rescinds rumors of similar tariffs in other
states. Therefore, I would like to extend an invita-
tion to your readers to telephone me should they
experience similar problems with their local tele-
phone company.

Robert Braver

MCI Mail: RBRAVER
Source: STY801

Telex: 650-116-9625
Telephone: (403) 360-7462

Robert Braver is the author of " Guest Comnu’nhm/
The High Cost Of Personal Telecommunications™
(COMPUTE!, November 1983). His commentary dealt
with the then-unresolved question of whether South-
western Bell, and other telephone companies, should
charge honie computerists a higher rate (tariff) to connect
modems to their residential telephone lines.

Automatic LOAD And RUN For

Commodore

I own a Commodore 64 and would like to know

if, after LOADing a program from tape or disk,

there is a way to make it automatically RUN with-

out having to actually type in the RUN command?
Jeffrey Stevens

On Commodore computers, you can LOAD and auto
matically RUN a program from disk or tape. For tape
LOADs, simply hit the RUN/STOP key while the
SHIFT key is depressed. The first program that is found
on the tape will LOAD and RUN. If you wish to LOAD
and RUN a program other than the first one, type in
LOAD *Program Name” ,1: and then press the RUN/
STOP key with the SHIFT key down. In this case, the
program designated by Program Name will LOAD and
automatically RUN.

A similar procedure can be followed if you are using
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i dish drive. Type LOAD """, 8; und then press SHIFT
RUN/STOP to LOAD and RUN the last program.ac-
cessed (if no program resides in memory, the first pro-
gram listed in the directory will be LOADed). For pro
grams other than the first one on the disk, type LOAD
“Program Name”' ,8: and press SHIFT RUN/STOP.

Tl Cartridge Loading Problem

In answer to Charles Smith’s inquiry (COMPUTE!,
January 1984) regarding difficulty in repeated
loading of TI-99/4A cartridges, several of usin a
user group have had the same problem. It is the
result of TT's use of a right-angle adapter for the
cartridge socket.

The horizontal socket is mounted 90 degrees
to a vertical connector board, which then plugs
downward into the motherboard. Continued
horizontal motion eventually loosens the pin ten-
sion in the motherboard socket. Unfortunately,
the solution requires disassembly of the computer
to gain access to the motherboard socket.

Charles Smith will have ta decide whether he
wants to tackle this on his own (possibly voiding
his warranty), or refer the job to an authorized
service center.

Donald C. McMahon

Long Commodore Tape Saves

With long programs itis often not possible to finish
typing in a listing in one sitting. [ have been saving
part of the program on tape and when I continue
the second part, I erase the first part on the tape
and rerecord the whole thing.

I would like to just continue recording with
the next line number of the program. Please advise
if there is a way.

1. K. Blundin

When you SAVE to tape, the computer first writes a
header which contains information such as program
name and starting address. Then the program is saved
twice, and an end-of-file marker is written when the
tape file 1s closed. (Conmedore computers save programs
tevice as a safety Hieasure.)

These SAVE procedures make it impossible to
position the tape and append the second half of the pro-
grant onto the first. Attempting this would probably
result ina DATA error, and both halves might be lost.

During lony typing sessions, you should SAVE
your incomplete program necasionally (every hour or
so). This way, if some sort of catastrophe happens, you
won't lose the entive program. You can load the last
version you saved and continue fyping.

Also, it's not a good idea to continually rewind the
tape and keep saving programs over the same section of
the tape. Saving programs consecutively will afford
another safety measure—you'll always have backup



PROGRAMMING THE TI

C Regena

Part 2: File Processing

I have had lots of requests for programs that

use TT Extended BASIC and peripherals (printers,
the RS-232 interface, and disk drives). In these
next two columns I will try to satisfy those readers,
plus the readers who have requested file proc-
essing, by discussing a report writer that uses
disk files and a printer.

Keep in mind that there are many ways to
program (as many ways as there are program-
mers). I'm going to show you one method I use to
set up a file, then generate several reports from
that file. For an example, I'm going tu use a
hypothetical situation—a teacher has divided the
class into three reading groups. The students are
given the goal of presenting one oral book report
each week of the term (for this example the term
is ten weeks). The teacher will grade the students
on how well the goal is attained. These reports
keep a tally of the book presentations. As part of
the necessary school paperwork, the teacher also
needs to keep track of each student’s address and
phone number. As a personal touch, the teacher
also wants to be able to acknowledge the students

on their birthdays. We'll get to these last two pro-
grams next month.

Writing A Data File

First, a data file is set up using Program 1, The
student information is listed in DATA statements
within this program, and the program will gener-
atc a data file on diskette. You could use DATA
statements within a regular program which also
writes the report, but with many students a short-
age of computer memory conld be a problem.
Also, I'm going to use this data for several pro-
grams, and I'll only have to type it once—in this
data file generator program. All reports will use
this one data file.

Program 1 READs the information in from
DATA statements, then writes it directly outon a
disk file. Line 130 is the key statement to set up
the disk system for storing the data. The OPEN
statement says device #3 (you can use any
number) is disk drive number one, and the file of
data will be called SAMPLE. The data will be
stored in internal format as output and can have a
variable length of 192.

To use this program with cassette instead of
diskette, use this line:
138 OPEN #3:7"CS1", INTERNAL,QUTPUT,F

IXED 192

In later programs change any DSK1 and titles to
51 within quotes, and change the VARIABLE to
FIXED since cassettes can handle only FIXED-
length files.

Reading The Data

Line 140 reads the data in the following order for
our situation: group G, last name N$, first name
F$, address A%, phone number P$, birthday ex-
pressed as a number BD, report R$, and comments
C$. Line 150 prints the same information onto the
diskette. Lines 160-180 stop the process if the
name read is 777", which indicates the end of
the file. Line 170 counts the names.

Lines 190490 contain the data. Notice that
the last DATA statement contains “ZZ7"" for N$,
the last name. These names are sample names
only and arc not meant to represent any real
people. The other information is also made up for
purposes of illustration. The DATA statements
are in order by last name.

The first number in the DATA statement is a
group number—the sample class is divided into
three reading groups. We're assuming the stu-
dents all live in the same city, so only the street
address is stored as A§. The phone number P} is
stored as a four-digit number because they all
have the same prefix. You can change this if you
wish. Since the variable name is P$, you may in-
clude a hyphen in the phone number. The birth-
day BD is expressed as a number which consists
of the month number then two digits representing
the day number. For example, September 24 is
month 9 and day 24 for 924. November 25 ig 1125,
October 5 is 1005 for month 10 and day 05.

Encode The Special Cases

The next series of numbers represents whether
the student presented a book report or not. I com-
bined all the weeks into one ten-digit number. A
1 means Lthe studenl gave a report thal week and
0 means he or she did not. A dash means the stu-
dent was not enrolled. You may have a report
that uses other symbols for other purposes—an
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asterisk for a different assignment, for example.
The comments C$ are just to illustrate more ver-
satility in later reports. | used AUDIT to represent
a student who will not be counted for credit, and
MOVED indicates the student is no longer in the
class.

To try the sample programs this manth, start
with a new initialized diskette. Type in Program 1
then save it with a command such as SAVE
DEKI.LIST1 or SAVE DSK1.NAMES or whatever
label you wish. Next RUN this program with the
diskette in the disk drive. The drive light will blink
on and off as data is being recorded. The screen
shows how many names have been processed.
This program only sets up the data files—it does
not write any reports.

Generating A Roster

Now go on to Program 2. This program will read
information from the data file we created previ-
ously with P’rogram 1 and print out a roster of
information—the student, which group the stu-
dentis in, the address, the phone, the birthdate,
and any comments.

Lines 130-150 contain a procedure that reads
the month names, which are later used in printing
the birthdays. Line 16U initializes some variables,
Note that Extended BASIC allows several variables
at once to be set equal to zero. The variable I is
used to count the total number of names. N is the
number of auditing students, and MM is the

number of students who have moved. L is a line
counter.

Printer Features

My printer has a feature that will skip over perfo-
rations at the end of a page. In case your printer
does not automatically do that, I have included
this method. L is used to count the lines that have
been printed. Line 360 can then check to see if it
is time to change pages. PRINTing CHRS(12) goes
to the top of a new page. If your printer cannot
PRINT CHR$(12), you can put in a pause so you
can reset to the top of a new page. (The sample
data included here does not go more than one
page. Add more names if you want lo see Lhis
part work.)

Line 180 defines the printer configuration for
device #2 (use any device number). Use the
parameters you need for your particular printer.
Consult the R5-232 manual and your printer man-
ual to figure out your configuration. Line 190 is
the OPEN statement for device #3 (any number)
to read in the data. Notice that this statement
matches the OPEN #3 statement in Program 1,
except we use INPUT instead of OUTPUT because
we will be reading in data.

Lines 200-240 print the heading. Line 250 is
an INPUT #3 statement that tells the computer to

136 COMPUTE!  April1984

READ data from device #3. This statemnent is just
like using READ and DATA statements within
the program, only we use data files instead of
program staterments to slore lthe data. The itemns
listed may be read in as needed or all on one line,
but must be in the same order as we previously
saved them.

Ordering The Data

Line 260 skips the name on the roster if the student
has moved and counts the number of people who
have moved. Line 270 skips a line when the name
starts with a different letter of the alphabet. By
listing the original data in alphabetical order, this
roster and other reports will automatically be in
alphabetical order. A blank line is printed between
groups of names starting with different letters.
Line 280 checks for the last data item.

Line 290 combines the last and first names.
Lines 300-310 determine the birthday from the
number BD. Line 330 combines the common prefix
586- with the data P$ for the phone number,

Lines 320 and 410 are IMAGE statements,
a feature of Extended BASIC which makes the

module worth its price if you do lots of reports.
An IMAGE statement allows you to specify how a
line will be printed.

You can also use IMAGE statements PRINT
USING statements to line up columns of money.
For example, $###.## will print a number in
dollar format with the cents rounded off. Line 340
uses line 320 to print the information.

Lines 350 and 360 increment the number of
names and number of lines printed. Line 370
checks for a student who is just auditing the class.
Line 380 causes the computer to branch back to
the INPUT statement to read the next data items.

Typing Errors

If you get a data error, the most likely causc would
be mistyping the DATA statements in Program 1.
When the program stops with an error, you can
PRINT N$ to see which was the last name that
was accepted. Use that information to try to pin-
point a typing error in Program 1. (Be sure to SAVE
Program 2 before you go back to Program 1.) You
also need to make sure the data items in line 250
of Program 2 are in the same order as the data
items in line 150 of Program 1. You may use dif-
ferent variable names if you wish, as long as the
strings and numeric variables are in the right
order.

Lines 390460 print the totals information.
Line 470 uses CHRS(12) to tell the printer to go to
a new page. Line 480 CLOSESs both devices used

in the program.

Program 4: write Data Files

89 REM T1 EXTENDED BASIC
9¢ REM DISK, PRINTER



isa
119
129
139
149
158
1468
17a

1284
19

296

219

228

238

240

2608

278

296

36d

3la

328

338

44

308

369

378

8¢

399

q@H

41e

428

b
A
5

H
b
18

£1-1

478

REM WRITE DATA FILES

€ALL CLEAR

DISPLAY AT(12,5):"WRITING DATA
FILES"

OPEN #3:"DSKi.SAMPLE", INTERNAL,
QUTPUT,VARIABLE 1972

READ G,N%,F%,A%,P%,BD,R$,C$
PRINT #3:G.N$,.F%,.A%,F$,BD,R$,C$
1IF N$="ZZZ" THEN 188

I=I+% :::z DISPLAY AT(Z23,3):1 ::
607G 140
CLOSE #% == STOP

DATA 1,ADAMS,JENNIFER, 12487 W 84

g 5,2314,924,1681118111,""

DATA 2,ALLEN,MICHAEL,284 N 388

W,3273,1125,85014881131,""

DATA 3,ANDERSON,PAM,112 S 358 E
»1122,129, 1161181161,

DATA 2,BAKER,MICHELLE,31¢ S 358
E,4954,1885,1181118111, "

DATA 2,BROWN,JUSTIN,971 EVERGRE

EN,9656,212,1131131113,""

DATA 1,CARTER,JODI,918 JUNIPER,

g8a8:5,58)7,011143113121, """

DATA 3,CHRISTENSEN,WES, 1884 5 B

B8 W,3102,726,1118111811, "
DATA 1,DAINES,BRETT, 123 § 356 E
,A47565,1028, 1641118111, "

DATA 1,GIFF,BEAU, 222 CARBAGE LA
NE,S5733,961,-——11@11111,""

DATA 2,HANSEN,GRANT,289 N 384 W
,89956,425,111166111—, MOVED

DATA 3, JENSEN,CINDY,?32 EVERGRE
EN,7532,415,1@11181181,""

DATA 2,JENSEN,NATALIE, 428 S 140
E,3487,512,,""

DATA 1,JOHNSON,ROCHELLE,3SS S 1
68 E,9217,116,1181111188,49"
DataA t,J0NFES,CHERY, 1562 CEDAR, O
157,862, 1111111111, ""
DATA 3,LARSEN,BOB, 128 S
674,516, ——1111111,""
DATA 1,LARSEN.BILL ,S& §
299,528, 1111111111, "”

DATA 3,MDRRIS,TERRY,37S5 E 186 N
WS667,118,1111611116, AUDIT

DATA Z,NELSON,RDGER, 13462 N 1788
E,4355,1865,11681111~-, MOVED
DATA 1,NIELSEN,TOM,23&6 E S6@ N,
5678,806,.68111111814, 4"

DATA Z,D0LS50N,RICHARD,S%1 W 382
5,4587,5,1108881111,""

DATA 3,PETERSON,RANDY, 233 E Se¢
N.9GB87 ,382,1111113113_»»

DATA 2,RICH,BRITTANY,725 E S25
5,5683,407,13116116111, AUDIT
DATA 2,S5AWYERS,JILL,BG66 W 286 N
12611,18181816811,9"

DATA 3,8MITH,JEFF,30% S 356 E,7
789,315,1114111118, " "

DATA 2,SMITH,TROY,B5S5 S 388 E.b

824,722,111 —-—-111131,""

DATA 3,SORENSON,GREG, 315

5,8379,164,1111111134,""

DATA 2,TAYLOR,CAMILLE, 225
5,3225,826,1111901181,""

DATA 1, THATCHER,DDN,S34 SPRUCE,

2758,4627,1116811181,""

DATA 1,WHITE,DEANNA,289 CEDAK,S8

453,121,11161081808,""

309 E.8

@G F, 1

E 523

E 525

488 DATA 3,WILSON.ED,342 S 348

25,8,1881131181 ¢

49% DATA 5,2Z1,712,,,0,,""

Program 2: Roster
8¢ REM TI EXTENDED BASIC

284 REM DISEK,

149
11¢
12a

13
144

153

1564
1743
184
1949

20a
214
224

259
2468

274

284
2948
389

S1a

T30

344

=l
ThHa

378

=aa
394
& B8
416
G520
438
444
A5d@
460

474
486
494

PRINTER

REM ROSTER

CAatlL CLEAR

DISPLAY AT{12,5):"FRINTING ROST
ERII

DIM M${12)

FOR I=1 TO 12 ::
EXT 1

DATA JAN,FER,MAR,.AFR,MAY, JUN, JU
L,AUG,SEF,0CT, NOV,DESD

I, N, MM, L=@8 :: L&="a"

REM FRINTER CONFIGURATION

GPEN #2: "RS23Z.BA=6G@A"

OFEN #3X: "DSHK1.S5AMFPFLE" , INTERNAL,

READ M&{(I):: N

INFUT ,VARIARLE 192

FRINT #2:TAB(324); "5AMPLLC CLAGO™
FRINT #2: :TAB(3I7);"ROSTER"
FRINT #2: :TAB{(3I3);"AFRIL 15, 1
84"

FRINT #2: : :"{3 SFACESINAME";T

AB(25); "PHONE " ; TAB{34) ; "ADDRESS
“;TAB(61) ; "BIRTHDAY " : TAB{(71) ; “C
OMMENTS™"

FRINT #2:"- " TABIZS) ; ———
~—";TAB(34) 3" ——————— “rTAB{61) ;"
———————— MITAR( 7Y 3 ————————"
INFUT #3:6.N$.F$,A%,P$,BD,K%,C$
IF CH="MOVED" THEN MM=MM+1l :: B
0TO 258

IF SEG$(N#%,1,1)<>L% THEN PRINT

#2 23 LE=CEGS(NGE,1,1r:: L=L+1
IF N$="Z17Z" THEM 393

MNE=MN$%L", "LF4$

IF BD=¢ THEN BD&%="——-—-" :: D=g& :
: GOTO 358

D=YAL {SEG$ (ED$, L
EN(ED$)—-1,2)):: M=VAL {SEGS (BDS,
1. LEN{ED&) —-2)) BD$=M$ (M)
IMAGE # EEEE L EEEE 252 28 22 8 #3#
HARBED  BHABBHARED RSOV AR HUR IS
## {3 SPACES: ### #¥{3 SPACESI ##%#
BHABHEH

PEa=rcaL g F4 :

#2,USING 320:5.N%,F$,A%,H

BEDE=STR&(BD) : :

FRINT

D&,D,.C%

I=1I+1

=L +1 =+ IF L=49 THEN PRINT #1-
CHR&{(12):: L=@ =:2: GOTO 28

IF SEGS(CH,1,3)="AUDIT" THEN N=
N+1

coTO 254

FRINT 8#2: : :

T=I—-N

IMAGE ##4 HEHHBHEABE A BRI S HAH

FRINT #Z,USING 419: 1, "NAMES"

FRINT #2

FRINT #2,US5ING 418:N,."AUDIT"

FRINT #2,USING 41d:MM, "MOVED"

FRINT #2,USING 413d: 7, "FRESENTLY
ENROLLED"

FRINT #2:CHR%(12)

CLOSE #2 :: CLOSE #3

END Q
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Tl Tricks And Tips

Michael A Covington

Here are 13 ways to get more out of your TI-99/4A and
Extended BASIC.

Here is a collection of handy hints for TI-99/4A
programmers.

1. You can get while characters on a black
screen, for the duration of a program run, by exe-
cuting statements such as:

19 FOR 0 = 1 TO 14
268 CALL COLOR(I,16,1)
38 NEXT 1

48 CALL SCREEN(Z)

The results look rather good on a color TV, but
bad on a black-and-white set, because scan lines
break each letter up into separate dots. (The most
readable black-and-white display is obtained by
executing a CALL SCREEN(15), making the screen
gray while leaving the characters black.)

2. In both 11 BASIC and Extended BASIC,
you can use * for the logical operator AND and +
for OR. For instance, the statement IF (X=0)+
(Y=0) THEN 1500 means “if X = 0 or ¥ = 0 then
go to line 1500.” The parentheses are essential to
show that you don’t want to add 0 to Y. Extended
BASIC allows you to use the alternative notation
IF X=00R Y =0 THEN 1500.

3. In Extended BASIC, but notin TI BASIC,
pressing any key while a program is being LISTed
temporarily halts the listing; pressing any key
then causes the listing to resume. In each case the
key must be held down for half a second or so in
order to get any response.

4. If you RESEQUENCE a program that con-
tains references to nonexistent lines, those refer-
ences will be changed to references to line 32767.
For instance, if you have a GO TO 500 and there
1sn't a line 500, a RES command will change that
statcment to GO TO 32767 '

5. In Extended BASIC, the command RUN
“C51” loads a program from the cassette drive
and immediately runs it. It is equivalent to OLD
(51 followed by RUN. With a disk drive and Ex-
tended BASIC, you can use RUN “DSKI.
filename”, where filename is the name of the pro-
gram on disk that you want to LOAD and RUN.

6. TI BASIC gives you 608 more bytes of avail-
able memory than Extended BASIC. However,
you can usually write your program more com-
pactly in Extended BASIC, so the difference is of
little practical consequence.

7. Built-in subprograms that require integer
arguments, such as CALL HCHAR, CALL
VCHAR, CALL SOUND, and the CHRS$ function,
will in fact accept numbers that are not integers.
The argument is rounded to the nearest integer
before being used, so that for instance CHR$(10.8)
is the same as CHR$(11). CHR$(10.4) would be
equivalent to CHR$(10).

8. In TI BASIC, you can include multiple co-
lons (for example, :::::) in PRINT statements to
produce multiple line skips. A TI BASIC program
using this feature which is loaded from disk or
cassette under Extended BASIC will run correctly,
but you cannot type multiple colons while in [x-
tended BASIC unless you want them to be taken
as statement separators (::). Put spaces between
the colons, as in PRINT A - : B rather than PRINT
A :: B, and they will work correctly.

9. In Extended BASIC, you cannot have more
than four sprites visible on the same line at the
same time; additional sprites will be temporarily
invisible. The problem is worse with double-size
sprites (CALL MAGNIFY(3) or (4)), since then
only part of the sprite generally disappears, dis-
torting its appearance.

10. When you execute a CALL SPRITE state-

ment, the sprile will somelimes momentarily pop
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into existence at a random screen location and
then jump to the location that you specified. To
prevent this, create the sprite with a color of 1
(transparent) and then alter its color with a CALL

COLOR statement.

11. The loss of resolution on the screen that
occurs with certain color combinations is inherent
in the way color is encoded onto the video signal
and does not represent a defect in the TV set or
modulator. For greatest sharpness, use black on

gray or cyan.

12. The TI-99 sound generator will produce
frequencies from 110 to 44733 hertz (cycles per
second), well above the limil of human hearing.
However, the response of the sound section of
most TV sets falls off markedly above 2000 (or, at
best, above 10,000) hertz. This means that you
cannot, as is sometimes suggested, use the TI-99
to test the upper frequency limit of your hearing.
It also means that tones above 2000 Hz—still well
within the range of human hearing—will sound
markedly different on different TV sets.

13. If you want to transmit lines of more than
80 characters to the printer, open it as “R5232.CR”
(or “PIO.CR") rather than “R5232" (or “PI1O").
You must still end your line of output (by execut-
ing a PRINT statement that does notendina

comma or semicolon) before more than 80 charac-
ters have been transmitted, but doing so will not
cause the printer to start a new line; the printer
will stay an the same line until you explicitly trans-

mit a carriage return, CHR$(13), and a line feed,

CHRS$(10).

This is particularly useful when you are using
a dot-matrix printer in graphics mode, using each
character code for a single vertical row of dots
and putting hundreds of them on a line. o
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_CAPUTE!

Vicdificotions Or Comractors 1o Prevous Articios

Calorie Cop For Atari And Tl

In the Atari version of this activity plannmg pro-
gram from the December 1983 issue (p. 52), the
GOTO 470 in lines 540 and 552 should be changed
to GOTO 475. Also, lines 250 and 420 can be
deleled,

In the TT version (Program 3), linc 360 can be
deleted and the following lines should be added
or changed:

445 PRINT : )
447 PRINT "({OR HIT ENTER FOR MORE)"
758 IF MIN=@ THEN 878

Atari @uatrainment

The characters which appear as ! ¢ in line 20020 of
Program 1 (February 1984, p. 78) should be Lhe
vertical line character, obtained by pressing SHIFT
and the = key.

The Beginner’s Page: Program Forms

Line 560 from Program 1 of this February column
(p. 102) should read:

560 DATA GALLONS,3.785,LITERS

VIC 3-D Drawing Master
Uscrs of this program (February 1984, p. 146) will
encounter a syntax error in line 1803 when at-

tempting to load a picture file from tape. The line
should read:

1803 IFLEFTS(INS,1l)="T"THENIN=1:GOTO18@5

64 Sound Tester

There were typographical errors in the corrections

to this program (November 1983, p. 187) which

appeared in the February “CAPUTE!” page. The

modified program lines should have read:

31@ FOR I=1TO15STEP2: POKEW,X: POKEHF,SO{I
+A(2)): POKELF,SO(I+1,A(2))

311 0=0+1: FORN=1TOD{QO): NEXT: PCKEW,X-l:
NEXT: FORI=1TOlB@@@: NEXT

Hidden 64 Memory

If you use the techniques outlined in this article
(January 1984, p. 172) to access the RAM under
the Kernal ROM, you should be aware that at
least one of the 64’s Kernal routines writes to the
RAM beneath it. Raymond Quiring notes that the
Kernal routine RESTOR at address 65418 (SFF8A)
writes to the RAM from 6481664846 ($FD30-
$FD4E). The RESTOR routine is called when the
RESTORE key is pressed, or when a BRK instruc-

tion is encountered in machine language.

Making Cents

The February “Readers’ Feedback’ suggestion for
a program line which formats numbers as dollars
and cents (p. 10) produces improper values in
those cases where the number is negative or zero.
David Gamache suggests instead the following
line, which warks for both pogitive and negative
numbers and zero:

V$=STRS (X+(.PPL1*SCGN (X)) ):VS=LEFTS$(V$, LEN(
V§)=1):IFX=.THENVS="@.08"

Program Line Addresses For VIC And 64

The instructions given in January “Readers’ Feed-
back” (p. 10) for appending this program to an
existing BASIC program work only tor the Com-
modore 64. For the unexpanded VIC, you should
use POKE 44, 16 instead of POKE 44,8 in step 4.
The proper value for the 3K expanded VIC is POKE
44,4, and with 8K or more expanston you should
use POKE 44,18.

VIC Modem Save And Download

There are still bugs in this program (November
1983, p. 215) after the corrections in the January
‘CAPUTE!” page. Load your version of the ter-
minal program {Program 2 with the data from
Program 1 added). Type POKE 45,49:POKE 46,20
and RETURN, then make the following changes
and additions, suggested by Larry Flohaug:

1390 PRINT"{CLR}{DOWN}1-SAVE TO TAPE":PRIN
T"2-PRINTER":PRINT"3-TAPE & PRINTER"

149 PRINT:PRINT"WHICH?"

173 DPENd,4:FORK—GGSGTOPEEK(0)*256+PEEK(l
):PRINT#4,CHRS (PEEK{K)AND127) ; :NEXT

175 PRINT#4:CLOSE4

208 GOT0225

After making the modifications, type POKE
45,1:POKE 46,26 and save a copy of the revised
program. The test of the Program 1 data in the
original article (p. 216} will insure that the data
has not been affected by these changes.

Colorbot

When vou lose your last man in the VIC or 64
version of this game from the fanuary issue (p. 84),
the screen clears immediately. Cliff Tener suggests
adding the following line tc either version to create
a sufficient delay to check your final score:

352 FOR T=1TO 2000: NEXT

Atari XL Compatibility Problems

Based on mail we have received, we suspect that
the “Polycopy” program from the November 1983
1ssue will not run properly on any of the new
Atari XL computers. The following programs work
on the 1200XL, but apparently not on the 600 or
800XL: “Chopperoids’ (December 1983), “De-
mons Of Osiris” (January 1984), and ““Circus”’
(Tebruary 1984).
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NEWSGEPRODUCTS

Color Computer
Cassette-Based
Games

Radio Shack has produced sev-
eral cassette-based computer
games for the TRS-80 Color Com-
puter with Extended BASIC for
children seven years of age and
older. The three games require
joysticks and encourage players
to work together.

Peanut Butter Panic! is a two-
person game in which players
jump for stars to make peanut
butter sandwiches. By working
together, players are able to catch
the most valuable stars.

In Taxi, players get behind
the wheel of a cab. By maneu-
vering around the street grids
based on city maps, players try
to deliver as many passengers as
possible before time runs out.
When played cooperatively, the
game encourages communica-
tion and division of labor.

Star Trap is a maze game in
which players altempl o Lrap
stars by blocking their paths.
Two players working as a team
are more effective than one
player.

Each of these games is priced
at $19.95.

Another game now available
from Radio Shack for the Color
Computer on tape is ZAXXON.
The player becomes the pilot of
a fighter spacecraft on a mission
to meet and destroy the deadly
ZAXXON robot. Points are
scored by destroying a variety of
threats from enemy planes, base
missiles, firing gun emplace-
ments, and radar towers.

The game sells for $34.95

and requires a joystick.
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Tandy Corporation/Radio Shack
1800 One Tandy Center

Fort Worth, TX 76102

(817} 390-3300

Games For
Apple 11, Atari

Kangaroo, Inc., has released two
new games, Jeepers Creatures and
My House My Home, both for the
Applell and Atari.

Jeepers Creatures takes chil-
dren through a zoo of 30 basic
animals, with interchangeable
heads, torsos, legs, and tails.
More than 20,000 different com-
binations are possible for chil-
dren to create.

My House My Home is an
electronic playhouse. A moving
conveyor belt with furniture,
pets, and people can be con-
trolled by either a joystick or the
keyboard. The user can furnish
a cutaway view of ahouse in a
variety of different ways.

Jeepers Creatures and My
House My Home are priced at
$34.95 on disk.

Kangaroo, Inc.

322 South Michigan Avenue
Suite 700

Chicago, I1. 60604

(312) 987-9050

Atari Tape
Interfaces

RC Systemns, Inc., has introduced
two models of tape interfaces
which allow a standard cassette
recorder to be used for loading
and saving programs with any
of the Atari computers.

The models are the AA-2

and AA-1, the second of which
operates with the Atari 400 and
800 computers. The AA-1 has all
the features of the AA-2, but
incorporates additional circuitry
to duplicate and rejuvenate pro-
gram tapes (a second recorder is
required for this).

The assembled and tested
AA-2 cassette interface board is
priced at $27.95. In kit form, it is
available for $19.95. The AA-1is
priced at $39.95; in kit form,
$29.95,

RC Systems, Inc.

121 West Winesap Road
Bothell, WA 98012
(206) 771-6883

Filing, Malling
Systems For Tl

TI File, TI Mail, and T1I File Junior
are three packages developed

for the TI-99/4A computer system
by Kinetic Designs.

TI File is a multipurpose
filing system which allows the
user to construct, sort, maintain,
and print out a variety of files for
home or business.

TI File requires Extended
BASIC, 32K memory expansion,
and cassette deck. Options in-
clude disk drive and printer. It is
available on tape for $14.95 and
on disk for $17.95. A $2 postage
fee should be added.

TI Mail is a mailing list man-
agement system which also re-
quires Extended BASIC, 32K
memory expansion, and cassette
deck. An optional heading al-
lows the user to keep track of
expiration dates, scores, or any-
thing else related to those listed.
TI Mail is available on cassette




for $10.95 or on disk for $13.95,
A postage fee of $2 is additional.
T1 File Junior is similar to the
TT File, but requires only a stand-
ard 16K TI-99/4A and a cassette
deck. It is available on cassette
tor $9.95, plus a $2 postage fee.
Kinetic Designs
P.O. Box 1585

Orange Park, FL 32067
(904) 264-6777

Desert Game
For Apple

Sands of Egypt, a desert adventure
game from Datasoft, has been
introduced for the Apple 11, Ile,
and II+ computers.

The game incorporates ac-
tion with riddles using a split
screen image. It follows Lord
Charles Buckingham III, a desert
traveller, as the player attempts
to find hidden treasure by
answering a series of riddles
and by dodging dangers and
obstacles.

The game is priced at $29.95,
and is also available for the Atari
400, 800, and 1200 computers.
Datasoft, Inc.

9421 Winnetka Avenue

Chatsworth, CA 91311
(213) 701-5161

Basketball
Simulation Game

Electronic Arts has introduced
One-on-One, a basketball simula-
tion game that pits Bostan Celtics
star Larry Bird against Julius

(Dr. J) Erving of the Philadelphia
76ers.

Itis available on disk for the
Applell, I+, and lle, and will
be available this year for the Atari
and Commodore 64 computers.

Statistical tables reflecting
the players’ strengths all over
the court have been buill inlo
the game. The two players also
advised the game creators on
their individual strategies and

maneuvers. Among the features

are a 24-second-shot clock, a

game clock, and a scoreboard

that shatters when a slam dunk

is made. The game also has hot

and cold shooting functions,

instant replays, and visible meas-

ures of player fatigue.
One-on-One has a suggested

retail price of $40.

Electronic Arts

2755 Campus Drive

San Maieo, CA 94403

(415) 571 7171

Commodore 64
Checkwriting,
Accounts Package

COMP-U-CHECK is a check-
writing and accounts servicing
package designed for personal
or small business applications by
Hot Data Software Development.
The package requires a
Commodore 64 computer, disk
drive, and a printer.
COMP-U-CHECK provides
checkwriting, check account
balancing, credit account man-
agement, letter writing, auto-
matic bill paying, and form letters.
Also included are tax time re-
ports, constant balance and totals
paid to date, new year accounts
reset, and user support through
a direct-help phone number.
The package is available on
disk for $64.95.
Hot Data Software Development
1021 Lincoln Boulevard
Santa Monica, CA 90403
(213} 393-6405

Popular Games
Released

Atari, Inc., has released 12 of its
games for competing computers
and videogame consoles in a
new line of software called
ATARISOFT.

The initial entries in the
new line include Centipede, De-
fender, Dvig-Dug, Donkey Kong,

HARMONY

VIDEQ & COMPUTERS
TO ORDER CALL TOLL FREE
800-221-8927 OR 800-441-1144

2357 Coney |sland Ave.
Brooklyn, N.Y. 11223
(212} 627-1000

Open Daily 9-5:30
Sunday 10-4
Friday 9-2

Sany SL2410
Sony 512400 360.95

Sany SLz000 449,95

SL 2500 Wiraless  539.95

Sany 512700 Hi-Fi Call

HEW! SL5200 Hi Fi 676.86 JVC HRD 100

Sony HYG2800 B82.95 JVC HR2650
HVC2500 Autefocus B8.B5 JVC HR7100

Sony HVC2400 489.95 JVC GX70V

Sony HVC2200 409.85 JVC HR7650
384,50 JVGC HRC3 Compact
75495 JVC GXNS

42405 JVC €263 Compam  £80.95
55485 FCA VJPOOG Rebale  789.95
#0495 ACA VT 749.95
869.95 ACA VJT2r5

PV5400 Porfable  $79.50 RCA VJT500

Panasonic 500 729.895 RCA VIP170

NEW! AutofocusS57 559 95 RCA Q12 Camera
Panasanic PKEO3 RCA 07 Camora

RCA 030

Hitachi VKG3400

Hitachi VT184

Hitachi VT19A

Hitacht VT7P

Fisher 516

NEW! Sanya 1600

Sanyo 7300

Sanya 4300
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WE CARRY A FULL LINE OF SONY TV & PROFEEL

COMPUTERS

APPLE 2E
with Disk Drive

Monitor & Column
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SYSTEM a
¥1849.95 m:! 139.95

2249.95 C. |TOH Star witer  949.95

C. [TOH Pro writer 8510 305,86
NEC 3550 779.85

95 Gemini 10
Gemini 15

22495 Epcon EX 100

Epson FXB0
Qlidata 834
Ohidata 93

95 Banana Printer

IBM pc
STARTER

79.95 i
19%.85 Alar 1200 Rebate
188.85 Atari 600XL
174,95 Afan B0 Rebate
29.95 1030 Modem

1625 Printer
1027 Priner

49,95 105D Driva
Indus Drive

1701 Manitor
1530 Data Sette

For Info Dial {212) 627-1000 No dealers on advertised spe-

cials, please! Ta order simply dlal toll frae B0O-221-8327 or]

B00-441-1 144 with your MastarCard or ViSA and your order]

will arrive via UFS of send certified check or maney order only

to: HARMONY VIDEQ AND EIL ECTRONIGS, 2357 Conay Js-

land Ave., Bruoklyn MN.Y. 11223, and add appraximate ship-

tage and inautancechavgea Customer Service {212)

n-Fri. 9-5. Gradit cards for phone ordars anly. All

ices and availabilit subj‘;ftto change without natice. Dealer.
quiries invhied!! Mi Prices valki thay March 3.
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Pac-Man, Robotron, Stargate, Pic-
nic Paranoia, Protector, Shamus,
Super Storm, and Galaxian.

The first seven games will
run on the Apple Il and Ile, IBM
PC, Commodore 64, VIC-20,
and Texas Instruments 99/4A
computers. The remaining
games, except Galaxian, will op-
erate on the Texas Instruments
machine. Galaxian, Centipede,
and Defender will run on Col-
ecoVision, while Centipede, De-
fender, and Pac-Man will operate
on Intellivision.

The computer games carry
suggested retail prices of $34.95
for disks and $44.95 for car-
tridges. Suggested retail for the
ColeccVision and Intellivision
versions is $40.95.

Atari Incorporated
1265 Borregas Avenue
P.0O. Box 427
Sunnyvale, CA 94086
{408) 743-4810

War Strategy
Games For Apple,
Atari, 64

Strategic Simulations Inc. has
produced several war strategy
games for the Apple, Atari, and
Commodore 64 computers.

Carrier Force is a simulation
of the four major aircraft carrier
battles fought in the Pacitic
during World War II—Coral Sea,
Midway, Eastern Solomons, and
Santa Cruz. Every major warship
and plane is accounted for and
rated in the game. Weather,
time of day, visibility, inaccurate
sightings, and other aspects of
actual naval warfare conditions
are recreated.

The game comes with two
maps, rule book, and 48K disk
for the Apple Il with Applesoft
ROM, 11+, Ile, and I1L. It is also
available on 40K disk for the
Atari 400/800/1200. The price is
$59.95,

Battle for Normandy is a
simulation of the D-Day invasion
and the 24 days that followed.
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Now available for the Commo-
dore 64 computer in a 64K disk
and a cassette format, the game
includes all historical details.
The player may be the Supreme
Allied Commander or com-
mander of the German defenses.
A solitaire option is available,
with the computer directing the
German defenses.

The game comes with two
player-aid cards, maps and rule
book. Versions are also available
for Atari, TR5-80 models | and
III, Apple, and IBM PC com-
puters. Battle for Normandy is
priced at $39.95.

Tigers in the Snow is a recre-
ation of the World War [I Battle
of the Bulge, Germany’'s last
major counteroffensive. The
game is now available for the
Commodore 64 computer.

In the simulation, the Ger-
mans attempt to destroy the
Allies” stronghold while the out-
numbered Allies try to hold until
their reinforcements arrive. The
forces are division/regiment
scale, Both sides command in-
fantry, artillery, and air power.

The price for the game is
$39.95 on 61K disk for the Com-
modore 64. It is also available for
the Apple, Atari, and TRS-80
computers.

Strategic Simulations Inc.
883 Stierlin Road, Building A-200

Mountain View, CA 94043
{(415) 9641353

Color Graphics
Packages For 64

Sophisticated Software of America
has released Grafix-Artist, a high-
resolution color-graphics pack-
age for the Commodore 64, and
Grafix-Printer, a high-resolution
graphics printer-dump for use
with printers/interfaces which
emulate the Commodore 1525E
printer.

Grafix-Artist was created to
introduce children and adults to
computer graphics and to pro-

gramming by allowing them to
use either a specially designed
language or a joystick to control
the onscreen graphics capabil-
ities. The product can be used to
create detailed screens which
can then be included with other
programs written in either
BASIC or machine language.
Design layouts, storyboarding,
and ad displays are among the
uses of Grafix-Artist.

Available on disk, Grafix-
Artist has a price of $39.95. Grafix-
Printer is available for $29.95.

Another Sophisticated Soft-
ware product, Lesson Designer,
which allows free-form lesson
design, will be available this
spring,.

Sophisticated Software of America
198 Ross Road

King of Prussia, PA 19406
(215) 265-2277

Educational
Games On Disk

Unicorn Software has produced
four educational games available
on digk for the Atari, Commo-
dore 64, IBM PC, and Apple
computers.

Ten Little Robots is composed
of five learning games that intro-
duce children, from ages two to
seven, to the computer. They
include Little Robot Story, an
interactive nursery tale that pre-
sents the concept of subtraction
and aids in reading preparation;
Robot Letter Match, which
teaches upper- and lowercase
letters; Count The Robots; Robot
Addition; and Robot Sketch,

Ships Ahoy is a series of four
games for children from 5
through 13 years of age. These
four games include Ships Ahoy
and Mine Sweeper, two math
skills programs; Treasure Hunt,
a maze game included as a re-
ward; and Sailing Sketch, a
screen painting program.

Race Car 'Rithmetic, for those
five years old to adult, is a math
game designed for Lthe enlire




