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Sculptor

4GL + DATABASE

RAPID SOFTWARE DEVELOPMENT

This pvo(u;ional-«tn;lily fourth gencration language with integral database
management system developers worldwide is now .nittbk to you
both at home and at work at an affordable price Sculptor features:—

PORT 4. CoCo2 and 3 — four port Serlal 3‘7995
*Serial 1/0. Finally push your CoCo3,

with Level 2, to the max! Run multiple

printers, terminals, modems, includes

all driver patches.

* CoCo3 Multi—pak extender kit. Three 31‘995

picce kit, Finslly all your desk
space recovered.

Hard disk Interface kit — iscl 3‘2995

Interface and drivers for 5, 10, 20,
ZXBEC, WD, DTC, SHUGART controllers.

* VERSIONS FOR 100 COMPUTERS AND A DOZEN OPERATING SYSTEMS
— Suppmin*hom 1 user up to 1000 wsers
-- Available
ANl 68000 machines under OS-9/68K (Atan ST, Amiga. cic)
059 MS DOS (+1.AN) UNIX XENIX QNX VMS ULTRIX UNFLEX etc

or all current Tandy models, all MS-DOS PCs

* TOTALLY PORTABLE APPLIC ATIONS AND DATABASES
— Al versions compatible at program and data level

— Develop at home on your Coco and run the system on your PC. mini. supcmini at
work AND vice versa!

* LOW RESOURCE CONSUMPTION, FAST COMPILE + EXECUTION

== You can begin with as litthe as 128KB RAM + | diskette (hard disk highly
recommened for full performance)

— Compiles and runs lightning-fast, even o small systems
- Fast storage/retrieval in database of millions of recorde

New low price
for OS 9 Level 2 version

of Sculptor et $249.95

* New* Sculptor Starter Pack for the above machines. *New®
Limited-size versions of eath of the above ~ only $69 95

* Total OS9 support. Software programm-—

ing and hardware design. Custom
Sculpture base. Software devclopment
systems available.

BayreapP/L

Telephone: 02-9082030

Available at your local Tandy Store
'O Box 1021, Neutral Bay Junction,
2089, NSW.

MPD Australia Pty Ltd
119 Willoughby Road,
= Crows Nest 2065
Australasian importer and distributor

Professionally built hardware — at a fair price!

| For both CoCo and IBM PC’s etc
i’i‘-iSK‘ \Q;xS = ‘ MODEMS — Phone for details
/'l @HI RES INTERFACES

oS @ ANALOGUE TO DIGITAL
i s CONVERTERS
Tl o O o Rt o

e 05 @ MEMORY UPGRADES

available for COCOSI, 2 and 3 and IBM PC’s and clones
Microcom Dealer

0 TRACK D
TE

,
Y

Phone For
Details

Prices subject to changes without notice. P&P extra

—ZPD 94 Chatswood Rd., Slacks Creek. Q. 4127
Australian Peripheral Developments. P honb' [ 07 ] 208 7 820 S




BLAXLAND COMPUTER
SERVICES PTY. LTD.

SERVICING MODERN TECHNOLOGY

NO 925§

{dent DOS Melp ¥ ge)

ident Wordetar ) P '3 PRINTER PAPER 9-1/2" X 11-2/3" PLAIN A4 per 1000 sheets
WSHELP 4.~ ident Wordster 4 P PRINTER PAPER 11° x 13" PLAIN per 1000

NICROSOPFT WORKS 1~ Intergrated Package PRINTER PAPER 11" x 15" BLUE RULE or SCREEN per 1000
MSDOS 3.3:~ Disk Opecating System NCR 2 PART 9-1/2* x 11" (no catbon cequited) r 1000
REFLEX 1~ Borland Datab RAINBOW PACK 300 each bln.!: tn.plni.ruw -1/23* = 11*
§.0.T. i+~ American Stacvacs Simulation WAILING LABELS llme x 50mm (4 up) pec 1000

G.7.L. Football i~ American rootball Simulation MAILING LASELS 23ms x 89ma (1 wp) per 1000

WINTER GAMES i~ Winter Olymplc Games MAILING LABELS 36ma x 102sm (1 wp) per 1000

CHAMPIOUSHIP GOLY 1~ Golf :Tw;.u... CASSETTE LABELS (white) 10 per wheet, min, order 100

HACKER IT ¢~ Dreak Into Russian Securlty Computers BLANE CASSETTES C-10's (10 win.) $1,10 each. Cc-30's
DEFENDER OF THE CROWN -~ Xhights in Co.l!t Rim, STORAGE CASE, WINGED, LOCKAALE S-1/4* holds 100 $2%; holde 60
ANCIENT ART OF WAR AT SEA ;- Sea Battle Simulation UYOIM.:I CASE, HINGED 3-1/2" holds 60

gl -t sicvialoe Bike aess st T S

BALANCE OF POWER Ceo, Politics Sim e

CRUSADE IN EUROPE 1~ World War 1! Strategic sim, DISK HEAD CLEANING XIT S-1/4°

CONFLICT IN VIETHAN ;- Btrastegic War Sim LARGE RANGE PRINTER RIDBOW/CARTRIDGES (Tandy/mon Tandy)

DECISION IN DESERT (- Desert War Sim. LARGE RANGE PRE-PRINTED INVOICE/STATENENT PORNS AVAILASLE
GUNSHIP s~ Wellcopter Plight Sim, DIsx

ETTE ROTCHER

10th FRAME 1~ Indoor Dowling Game FILE SAFE 5-1/4" DSDO DISKETTES BOX 10
SHANGHAL :~ Computerlzed Mar jong
SHENANIGAWS - Crephlc Adventuce
TREKDOER - ‘ . »
VORTEX FACTOR ¢~ * .
CALIXTO ISLAND - * e
BLACK SANCTUM 4= * 1w
SEA QUEST - > o
BLACK CAULDRON 1~ JD Animated Adventuce
KINGS QUEST IIY i~ * e ¥
MAESTRO 1~ Music Composition for TL000
WORLD TOUR GOLF i1~ Top Goll Game
NICROSCOPIC MISSION 1~ Medical Simulation
F15 STRIXE EAGLE 1~ Jet Simulation
PRINTMASTER
ART GALLERY 1
ART CALLERY 2
NEWSROOM
CLIP ART L
CLIP ART 2
CLIP ART )
PRINTSHOP:~ Graphics Designing
PRINTSHOP LIBRARY 1:~ Artwork for Printshop
PRINTSHOP LIBRARY 2:~ Artwock for Printshop
NENSNASTER (DESKTOP PUBLISHING)
PRODESICN (CAD SYSTEM WITH HI-RES PRINTOUTS)
HATH BLASTER
SPEED READER II

. g * ~ bata Disk
CLIPPER (DBASE LI1 COMPILER)
DAC-EASY ACCOUNTING AUSTRALIAN VERSION
DAC-EASY WORD PROCESSOR
ABILITY - Top value Intergrated Package
IN HOUSE ACCOUNTANT - Zasy to use accounting
FBS ACCOURTING SUITE (Inventory,Debtors,Creditors,G/L)
8BS PAYROLL
FBS BILL OF MATERIALS
FBS JOB COSTING &
Al TYPIST WORD PROCESSOR
PEEXS N' POKES FOR 18BN

EXETER

d Bungzons & Bragons
Expeviense

Color Computer 3

N - $125.00
IBM - $39.00
B $599.00
$250.00
$129.00

$220.00
$195.00
$830,00
$630.00
$630.00

$630.00
$159.00

INSIDE TRACK FOR IBM
SPEEDIT PROGRAM EDITOR
PROXEY

IBM - §66,00
18 - §85.00
18M - §79.00

18N - $195,00

Author: G J Doak

Marketing: Blaxland Computer
Services Fty Ltd
{(047) 39-39303

LR T TRt
BOOKS T1000/18x

LR T Y Y I 2
VISICALC A $19.95
WULTIPLAN APPLICATIORS .
UNDERSTANDING COMPUTER SCIENCE
DBASE II1 TIPS AND TRAPS
GRAPHICS PRIMER FOR YOUR 18M PC
YOUR IBM MADE BASY

PC SECRETS

PC DOS TIPS & TRAPS

YOUR 188 PC

GUIDE T0 USING LOTUS 1-2-3

€ LIBRARY

USING DBASE 111

THE 8086 BOOX

THE SHAREWARE BOOK

MBASIC WANDBOOK

0/ BOOKS T10
LR e T s

Minimum System Reg:

128k Color Computer 3

Program Enhanced with 512K

$39.9%

BLAXLAND COMPUTER

SERVICES PTY. LTD.
134 GREAT WESTERN HIGHWAY,
BLAXLAND 2774 N.SW.

P.O. BOX 125

PHONE: (047) 39 3903

PRICES SUBJECT TO CHANGE
WITHOUT NOTICE.

VISA
AGC CREDIT LINE

POSTAGE AND PACKAGING
EXTRA




BLAXLAND COMPUTER Tandy

SERVICES PTY. LTD. 3

SERVICING MODERN TECHNOLOGY APea

+++ BI-CEVTENIAL EXTRAS ¢ BI-CENTENIAL EXTAAS + DI-CENTENIAL EXTRAS *4+ CASTLE WOLFENSTEIN L. 0oovicranscssesosssnssasssssasasnsassstssses $19.99
Sessasasasatnctane T e T oy CROSSFIRE . ..uvsnvsevosnsnroracasasansrssnsssresaiosasssnnnnnnes 19.99
ey uu .unuoonun.u-uuoo sennssransren PACTACTICS TRIVIA ... 19.99
© LOW-COST SOPTWARE * LOW-COST 1BM SOPTWARE * LOW-COST IBN SOFTWARE FACT SHOWTINE TRIVIA 19.9
oy uu‘unaouuuuuuonuuunuaounnonouo.n'no GANES PAK 1 ....ve 29.99
GANES PAK 2 ... 9.9
SPREAD SHEET PLUS ...uvvvransnnsnesnsssnsnsassensssacstsrsorsnss $69.99 GANES PAK J . 929,99
TOTAL ANSWERD . ocscsoccecrasncncsssssasssnssssseresscssansensnan 09.99 SPACE GANES - STAR MAXX . 924,99
GREETING CARD MAKBR . ..ovvvvesncacacsssstnnssssasnsnsasacsnneses 29,99 TIC TAC TOB sevrvavsass e 919,99
BIGN & DANNER MARER . vees $29.99 AN/PM RUSIC TRIVIA VOLI .. .. $19.99
STATIONARY MAKER ves $29.99 AN/FN NUSIC TRIVIA VOL2 .. o 119,99
BIS PAR T Lovenes e 329.99 AM/TN RUSIC TRIVIA VOL) suvsvevsvsnonsssassnsssrssnsnsssssnarnne 19.99
BUSINESE CRAPHS . $24.9 BLACKIACK v vnvvessnuossannassnshoasassssrsnarsinsnsnanssensonns 19.99
BUSINESS STRATEGIST 24,99 BOULDER DASH L o.ucuevasnsnanssssnsssssssassssasasnsssstasassans 19,
SUSINESS SOPT TUTORS « $19.99 BOULDER DASH 2 ..uuuuvvnanrnnsasssestssssassstastotsssscnsnnnens $19.99
DATABASE MANAGER ... . 924,99 DIGITAL COMNPACT DISC I ..vvevevsvorsanassnsnssasnsssnsassnssases $19.99
FIMANCIAL WORKSHEET ... . 02499 DIGITAL COMPACT DISC IT ..uvvvensnvnsvesestonssnssnrssnrnnsnnsns $19.99
PRO DISK MANAGER ...... « 824,99 FOOTBALL MAPMAGER .. ..ccuvsensnsnsncansancocnsasnvacsnssnncnbossns $19.9
BUPER TEXT WORD PROCESSOR ...cvccvvvsvnns ceve $20.99 MIND DANCE .. ..vuvvnnannss o 31999
TYPING TUTOR Luvvvrvinsnrasssssstsssstsssssssssrssnessssnssnanne 4.9 ER secvicenvsnsnseasasnns $19.9
—— ARMCRAIR QUARTERBACK $19.99
RiC B, T8 uvvnnnnsvsesassrsnnsasnsanessisssssssssassrnsssssnnns 3.9 THE THING ...vvvvvas $19.99
AIR COMBAT ENULATOR 4.9 THE HOBBIT ...0vevee $44.93
OAMMA GANES ..... 9.9 LORD OF THE RING $44.95
LOTTO CHECKER ... 69.99 HETROPOLIS ... $49.98
MOUTEIUMAS REVENG 39.99 AAARGH! ... $49.95
PACLAND ..cvvvssasonnne 39.99 ROCKEORD .. $49.9%
HUNT FOR RED OCTOBER 9.9 BOP ‘M WRESTLI $29.9%
:au.nwl I3 cecesccoces 29.99 AN o icices $29.95
RYRUIIIBR oo c0oooccsceseoseseessscaresssssnstonseesesesssssssses 34.99 2
BPISRINE 80 ¢ oroivsiincoriseassastodasinssorpusinissonsnsavaren I9.90 | e Ay 4441
B8 iiuiasssiaiaiattatrintitretaiaiatttetaetataiitatetainns 49.99 DIPLOMACY o o.vvesvcoassssancasnsansssnssssessssssssastanssesesne $59.93
BEYOND WOLPENSTEIN ....vvvrasasrsrsnsrsssssasisesescanrnrnsncacs 19.99 ANALS OF MOME ...ccocesscscsasnssansssssescssessssssncnsasassses $39.95
7 \

This Month’s Special ||

| CoCo Disk Drives
| * Latest DOS
| *2 X SSDD .
| * Includes ’
| OS 9 Level 1
Basic 09
X FREE!!

|

|  Hurry! 10 only at
- $699.00

Phone for more details
or to order — sale
definitely ends when
stock is sold.

' BLAXLAND COMPUTER PRICES SUBJECT TO CHANGE
' SERVICES PTY. LTD. WITHOUT NOTICE.
VISA 134 GREAT WESTERN Hg‘:t”iwm,
e U POSTAGE AND PACKAGING
AGC CREDIT LINE PHONE: (047) 39 3903 EXTRA




BLAXLAND COMPUTER
SERVICES PTY. LTD.

Tand

ELECTRE I

SERVICING MODERN TECHNOLOG

R P T T,

2/3 * SOFTHARE COCO 2/) * SOFTWARE €oCo 2/3
.

M T T T e eI T

08-9 LEVEL 2 - Includes Basic 09
RULTIVUE - Unleash
DESXMATE J - For your Coco J

PHANTONGRAPH - S12K Required

ADOS 3 - Advanced pisx Opetating Syest for your
1.M.8.~ 4th Gon tion Langusge Databage (8ingle
SCULPTOR - 4GL Database Multluser (05-9 level 2 ¢

THE WIT - Comsunicatlons with windove (L2 & R$232 teq.)

SCREEN STAR - 05-9 Screen Bditor with Smart Spell
05-9 TEXT FORMATTER - use with Screen Stac
RAMDISK & S12K DIAGNOSTIC - plus utilitles

0S-9 DISKFIX & UTILITIES

05-9 UTILITIES & DISKPIX ADVANCED

DYUASTAR/DYNAPORM - 0S-9 Word Processor, Multi-user

COLOR SCRIDE - RS/DOS Wordprocessor

WORD PONER 3 - The Ultimate Word Processor for Coco 3

RGB PATCH
THE WILD WEST - by Tom Mix (Disk)

NUKE THE LOVE DOAT - Adventure valng 512k as ramdiek

MAGIC OF IANTH - Adventure with to
RETURN QF JUNIOR'S REVENGE - A1l t
INTERBANK INCIDENT
EXETER - 128/512x mANDOM CRAPHIC ADVENTURE
ROGUE
RESCUT ON PRACTULUS
KINGS QUEST 111
SUANGHI
SPRINCSTER - ROM PACK
THEXDER ~ ROM PACK
TIN LOVES CRICKET
FLIGHT 16
LANSFORD MANSIOM
CALADURIL FLAME OF LIGHT
BOUNCING BOULDERS
GAUNTLET
KARATE
ENOCXOUT
F-16 MISSION ASSAULT
SHOCK TROOPER
PAPER CHASE
MARBLE MAZE
DECATHLON
MOUEYPOLY
SAILOR MAN
DESERT RIDER
BIOSPHERE
CAVE WALEER
VEGAS sLoTs
KOROMIS RITT
IONE RUNNER
MR, DIC - Diex
ESCAPE: 2012 - 64K Adventure (137 rooms)
TREASURE OF THE ALTECS - 4 volce music, SO hires
ROBOT ODYSSEY -~ 64K Adventure (Dlsk)
COMPLETE RAINNOW GUIDE TO 0S-9 - 2 Disks, no book
FIRST RAINGBOW DOOKX OF ADVENTURES - Rook and Tape
SECOND RAINBOW BOOX OF ADVENTURES -
THIRD RAINBOW BOOK OF ADVENTURES - Book and Tape
RAINNOW BOOK OF SIMULATIONS - Book and Tape
SECOND RAINBOW BOOK OF SINULATIONS
INTRODUCTORY GUIDE TO STATISTICS - Book and Tape
COCO GRAPHICS DESIGNER - print your carde, signs,
it . e ~ 100 pre-drawn pictures
. v = Font disk )1 extra fonts
HICRO ILLUSTRATOR
HWOME PUDLISHER -
COLOR COMPUTER ARTIST -
COCO HEWSROOM - Desktop Publishing Package
COLOR MAX 3 ~ Includes Ri-tes Joystick interface
COCO-HAX 3 - Only tor Cocol, Animatlon plus more
COCO MAX IT Tape or Disk
APPROACH CONTROL Simulstion
ID-GRAPHIMATOR - 3 Dimensional Drawing Design
PROGRAMMERS UTILITY - Commands & Utilitles by ke
Tools
DEPUTY INSPECTOR - RSDOS Mackers Tools
LYRA - The Wusical Coco Max {pull down menuvs)
LYRA CONVERT - Convert Musica 2 flles to Lyra £l
LYRA PRINT - Print your munie
LYRA LIDRARY - (Supplement 1 or 2, $S50each)
SYMPIONY 12 - 12 volce Hardvace Synthesizec
LYRA SYHPHONY 12 ENHANCER
HUSICA 11 DISK Ok TAPE
HUSICA LIBRARY 100/800 EACH SFET
SUPER VOICE - Speech synthe
EARS - volice Recognition System
GEQGRAPNY (Africa,South A-erlc-,Alln,!uropn,U.S.A
COCOTEX VIATEL SOFTWARE
BUSINESS ACCOUNTING SYSTEM
FAMILY TREE OENEOLOGY
SUPER BACKRUP OTILITY
TELEWRITER 64 DISK + TAPE
TELEWRITER 128 pIsk or TAPE -~ Plrst Release
VIP-NRITER DISK & TAPE
VIP-DATARASE DISK ONLY

the power of windows on your Coco 3

Book and Tape

= Dook and Tape

VIP-CALC DISK + TAPE

VIP-SPELLER DISK ONLY cc2 - $717.4
VIP-TERNINAL DISK & TAPE CC2 - S04
CC) - $129.9%5 MAILIST PRO - Ultimate mallist progcam €C2/3 - §19.9%
CC3 - §99.95 DISK LABEL WAKER - Design professional disk labels CC2/3 - §39.9%
C€CJ ~ §129.95 COMPUTERIIED CHEQUE BOOK - Balance your checkbook €C2/3 - $39.9%
CC3 - $89.95 BOWLING SCORE XEEPER ~ Keep track of your bowling scores CC2/3 - §39.95
Coco ) CC) - $69.95 VCR TAPE ORCANIZER - Index your video Cassettes CC2/3 ~ $19.9%
User) c©C2/3 - $250.00
°q.) gg: : ::::'gg R T T R R LI dsnnanan Shbhuenttannne
er CC) - $99.93 ** BOOKS COCO 2/3 * BOOK COCO 2/) * BOOKS COCO 2/) **
€C3 - $69,9% L N L L . . M T Iy}
CC) - $39.95 AMERICAN RAINBOW - Direct, trom USA, month of publication $9.00
CC3 -~ $59.9%5 BACK ISSUE ORDERS - must be pre-paid, allov 60 days $9.00
CCI - $99.95 U.S. RAINBOW JULY'S) (ANNIVERSARY 1SSUE) Special Bonus $7.00
€C2/3 - $180.00 P.C.M, - Portable Computer Monthly/MSDOS month of publlication $8.00
CC) - $99.9% INSIDE 0S-9 LEVEL II - A must for Level 11 $79.00
CC3 - §130,00 THE COMPLETE RAINBOW GUIDE TO 0S-9 LEVEL II - Vol.l Windows $39.95
ccy - BASIC 09 TOUR GUIDE $34.95
cCcy - 500 PEEKS and POXES - for your Coco 2 $33.95
cCcy - R 200 ADDITIONAL PEEKS and POKES - supplement to 500 $19.95
cCy - . 100 PEEKS and POKES for the Coco 3 §19.95
CC) - $59.95 coco 3 racTs - Complled by young Alex from W.A, $19.95%
€C2/) - §69.95  EXTENDED COLOR BASIC UNRAVELLED $79.95
CC) - §29.95  DISK MASIC UNRAVELLED $39.9%
€CI - $69.95  SyPER ECB (Coco 3) UNRAVELLED $49.95
€CI - §69.95  BASIC PROGRAMMING TRICKS $29.95
€CI - $79.95  COCO 1 SECRETS REVEALED . $39.95
€C3 - 349.95  AgSEMBLY LANGUAGE PROGRANMING - by Barden §11.95
€C3 - $49.95  CoMpLETE RAINDOW GUIDE T0 05-9 $39.9%
€C1 - $49.95  NANOS REFERENCE CARD FOR COCO §5.95
CC2 - §33.45 €509 ASSEMBLY LANGUAGE PROGRANNING $41.9%
€C) - §69.95
cc2/3 -
cCc2/3 - . — . — L S I,
€c2/3 - e
cc2/3 -
cc2/3 - .
S 2
cc2/3 - Ou wan 1 .
cCc2 -
€Cc2/3 -
cc2/3 -
cc? -
cCc2 -
cCc2 -
i it
cC2 -
i We can get it
e - 1 . |
cC) -
cC) -
cC2 -
cC2 -
screens cC2 -
[+
Call us!! |
Sk all us
cc2 - P ;
€c2 -
cc2 ~
cCc2 - ——— - ———
or Disk cC2 -
banners €C2/3 -
€Cc2/3 -
cc1/3 -
ccz - .llc.llcl'.tll'.lll'l....l'll“l..‘.l..‘l..l....l....l..t"l'll."'lt..
<3 * HARDWARE * HARDWARE * HARDWARE * UARDWARE * MARDWARE * HARDWARE ¢4+
[ e T T I T T T T I T T . ELE .
CC3 - $99.95 10MEGABYTE WARD DISK DRIVE - Speed €C2/3 ~ §1299.00

€C3 - $135.00
€C) - $150.00

20MEGABYTE NARD DISK DRIVE = L4 Busine
512k COCO 3 UPGRADE Includes P.D Softwace

€C2/3 - §1599,00
€Cc) - $220.00

CC2 - $100,00 TEAC DSDD DRIVE 40T PLUS CONTROLLER - Double Helght C€C2/3 ~ $6130,00

CC2 - $49.95 TEACx2 DSDD DRIVES 40T PLUS CONTR, - Equal to 4 Tandy. CC2/) - $900.00

CC2 - §79.95 PBARE TEAC DSDD 40T DRIVES - Wi-tech rellabfl{cy €C2/3 - §270.00

yattoke CC2 ~ $39.95 DBARE TEAC DSDD BOT DRIVES - ], 4MD Storege per drlve €C2/3 - $300,00
CC2 - §39.95 TI1000 20MB INTERNAL HD - 1 year wArranty, formatted T1000 - $1399.00

C€C2 - §39.95 T1000 CoMBl RS232/640K/CLOCK/CALENDAR TI1000 - §750.00

€C2/3 - $110.00
€C2/3 - $29.9%
CC2/3 - §59.9%
CC2/3 - $69.95
€C2/) - $140.00
€C2/3 - $39.95
€C2 ~ $%9.00
CC2 - $59,95%
€C2/3 - $160.00
€C2/3 - $190.00
CC2 - $99.95
€C2/3 - $79.95
CC2 - $112,95
CC2 - $3).45
€C2 ~ $59.95%
CC2 - §84.45
€C) - $140.00
CC2 - $99.95
CC2 - $84.45

e

N ]

THONSON AMBCR/GREEN COMPOSITE MONITORS WITH SOUND ALL - $300.00

TANDY 1000 TX $2299.00
TANDY 1400 LT PORTANLE $3299.00
HI-RES INTERFACE €C) - §19.95

TANDY COLOUR COMPUTER 3 - 128k

TANDY 102 PORTABLE

TANDY 200 PORTABLE

MULTIFAR INTEREACE - SWITCHARLE COCO 2/3, LED ON/OFF

€€ - §370.00
T102 - §999.00
T200 - $1)99.00
CC2/3 - $199.95

VIDED DRIVER WITH SOUND c€c2 - §38.00
VIDEQ ORIVER WITHOUT SOUND (If your monitor has sound) €C2 - §32.00
MODIFIED ARCHER JOYSTICRS - SUIT COCO 2/3 €Cc2/3 - $27.00
STAR NX-1000 DOT MATRIX PRINTER = NEAR LETTER QUALITY ALL - $525.00
CITIZEN 1200 DOT WATRIX PRINTER - EXTRA TYPRPONTS ALL - §%99.00
DMP-106 DOT MATRIX PRINTER ALL - $399.00
DHP~130 DOT MATRIX PRINTER ALL - $599.00
AVIEK MINI MODEM - 300 & 1200/75 baud, economy plus ALL - $250.00
TANDY INTERNAL MODEM - 300 & 1200/75 ¢ VIEX2 software TICOD - §699.00
NICE MODEM If ~ auto ans/dial, Nayes compatible ALL -~ $749.00
WYSE 30 TERMINALS €C) - $999.00

VISA
AGC CREDIT LINE

BLAXLAND COMPUTER

SERVICES PTY. LTD.
134 GREAT WESTERN HIGHWAY,
BLAXLAND 2774 N.SW.

P.0. BOX 125

PHONE: (047) 39 3903

PRICES SUBJECT TO CHANGE -
WITHOUT NOTICE.

POSTAGE AND PACKAGING
EXTRA
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Join in the fun.

\

Koonjewarre, Gold Coast, Qld.l

Conf '88 1s at Koonjevarre on
the Gold Coast of Queensland.
The dates are 1st and 2nd
October - that 1Is, during the
October school holidays.

Expo '88 will still be on at
this time, s0 you can come up
for Conf '88 and then see Expo
'88.

Despite Expo ‘a8, ve've
managed to hold prices to the
same level as last year - quite
a feat glven the accommodation
price rises during Expo in
Queensland.

The Program:

This  year, the theme |Is
"Computers in the Family", so
we're encouraging you to Involve
your family in the weekend.

Apart from the education
themes, we'll have activitlies
for the children, and something
also for those who would prefer
less computer lnvolvement.

Koonjewvarre offers some
beautiful bush wvalks and a
unique gathering of broad
varieties of animal life for you
to discover.

On the tutorial front, we'll
have tutorials on all the usual
subject areas covering both the
Tandy CoCo and the M8 DOS
vorlds.

Subjects such as 08 9 will be
covered 1In detall, as vill
computer communications, Baslc
Basic, Advanced Baslc, Pascal,
C, Forth and much more. 5

There'll be the usual
presentation dinner on the
Saturday nlght where the winners
of the prizes in the varlous
competition categories will be
announced,

And finally, there'll be an
opportunity to renev friendships
or make nev ones; to meet some
of the authors from our
magazines; and to £ind the
ansver to those problems you've
been experiencing all year.

October 1st and 2nd

Bargalins!

Traditionally, advertisers £from our magazines use Conf to
move stock - so Conf '88 Is the place to £ind the bargains!
Bring some spending money!

Accommodation

Accommodation is in camp style rooms. Usually,
about 10 beds to a room,
early bookings.

Last year, those vho shared the large rooms had a balll!

there are
but there are a few family rooms for

Rates:

Accommodated
ONe POXBON sesvescovoveves vesvevene «..587.00
FARLLIY OF B o 'ioininniveamanmmeswvoes ...8155.00

Additional famlly members .........ee....$52.80 ea
This price includes supper Friday evening, breakfast, 1lunch,
dinner and supper on Saturday, and breakfast and lunch on
Sunday. PLUS accommodation on Friday and Saturday nights!

Non Accommodated

One Day Two Days
One Person ....eseees e anmemavmemsisece 4800 $58.499
Saturday Evening meal ......ccveeveneen $12.00
Additional Family Members ..... ssesvese $31.580 $45.508ea

This price includes morning tea, lunch and afternoon tea.
Payment

You may pay the total price vhen booking, or pay a deposit of
$20 and pay the rest off by 7th September, 1988,

Phone:....cceecveeesees. Number of people:..........

I am interested In attendlng tutorials on the following

subjects:....... eevvesnes sevesesaseeneee AR oo ansin .
Please find enclosed §.......c0000vun .

(Chg/Money Order/Bankcard/Visa/Mastercard)
CAEA MO ciinssvmiisonsrnes omoomeevseenae e Ve sineueepee
Bignature:......ccoevevevvvnne sesacsss secse sevese
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Ta-dah ... just vhen you
thought wve wveren't going to make
it In time - wve're back! You
see, ve thought ve'd keep you in
suspenders, for a vhile anyvay.

HMany people ask (oxr I hear
them say), "What's the
difference betveen a utility and
an application?™.

The reply that you could say
(1 do) is, "A utility s
something you use on your
computer to eventually use the
results of that utility Iinto
something productlive for use in
the running of your computer.”

Confused? Try the other side!

"An application is a program
that you use to fligure out

something In real 1ife so you
can use the results in a vay
that it willl eventually NOT
help you 1In the running of the

computer in any vay."

What are some examples of
both? Belov are some programs
that will explain each:

The application programs:
* Quill

* Dice

* Tables

The utility programs:

* 40 track disk drive

* High speed sector seeker
* Disk file data

there
every

is an
rule, and

of course,
exception to

this program (as an example)
doesn't really £it into either a
utility or an application!

* Customising your keyhoard

80 therel

3
Competitions

There's only a fev weeks left
in each of the competitionsl!
Just to remind you of what could
possibly be yours:

Last year, Cralg Stevart send
in "Pursuit" for the CoCo 3. He
wvon the games competition and
got royalites for his effort.

This year, you could be that
person getting royaltlies for
entering your program in the
competition. Who knows?

Would a couple of thousand
make any difference to your
pocket money?

Remember, the above vas for
the games competition, and wvas
sponsored by Tandy. We have
plenty of prizes to glve avay
for best programs, tool

Ptoqilu-lng, Last Notes

* An elephant is a mouse with
an operating system.

* Who cares If it doesn't do
anything? It wvas made vith our
nev Triple-Iso-Blfurcated-
Krypton-Gate-MOS process ..

* If you put garbage in a
computer, nothing comes out but
garbage. But this garbage,
having passed through a very
expensive machine is somehow
enobled and none dare criticize
it.

®* One good reason vhy computers
can do more wvork than people is
that they never have to stop and
ansver the phone.

* On a clear disk, you can seek
forever.

* r"gystem going down at 5 this
afternoon to install nev
scheduler bug.

* Baslic: the only high-level
language vhich can be mastered
in less time than any program
vritten in 1t will take to
execute.

* pata: a vital collection of
variables vhich, wvhen held in
memory, leave no zxoom for the
program.

So there!

SEE PAGE 4
FOR DETAILS

N
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Dear Dr CoCo,

In CoCo Nevs (May '88), there
vas mention of the Tandy Koala
Pad. I bought one of these pads
recently.

The artwvork on the box
suggests that .it can be used for
"freehand" draving on the
graphic screen, or as a control
device 1in lieu of a joystick or
a mouse. The leaflet inside the
box says what it can do, but
does not say howv.

1 have managed to get a fevw
scfatchy 1lines 1in the top left
hand eighth of the screen
together wvith a lot of garbage
vith this listing:

10 PMODE 4,1:PCLS:SCREEN1,1
20 X=JOYSTK(0):Y=JOYSTK(1)
30 PSET (X,Y) X

40 GOTO 20

If you know of a listing which
vill enable me to drawv lines
over the vhole screen vith the
Koala pad, then I would be
grateful. I am still using an
old grey case CoCo 1, with tape
and T.V.

Keiran Kenny,

Ryde, NsW.

Kelran,

Anything that you plug into
joystick port must all have

one thing in common: they must

all be in the same 64 x 64 grid

format.

This means that joysticks,
both deluxe and standard, mice
both new and old versions, as
vell as Koala pads must be in
this 64 x 64 grid format.

When you PSET something to the
Screen, you should realise that
the graphics screen Is much
bigger than 64 x 64; its actual
dimensions are 256 x 192.

The ansver is simple: amplify
the signals recelived by the
Joystick port.

The program:

the

10 PMODE 4,1:PCLS:SCREEN1,1
20 X=JOYSTK(0)*4

25 ¥Y=JOYSTK(1)*3

30 LINE-(X,Y),PSET

35 GoTo20

To explain:

* Line 20 amplifles anything by
4: that means that you can get
as far as 252 across the screen.
(63%4=252),

* Line 25 amplifies anything by

» and not by 4. There are only
192 (0-191) pixels vertically
dovn the screen. So the further
most you can get down the screen
is 189. (63*3=189).

* Line 30: Instead of PSET'ting

it as you have done, you will
need to drav lines between each

point, othervise you won't be
able to '‘connect the dots'
properly.

There's going to be a 4 pixel
difference in each dot - this

means a lot of space betveen
each dot, if wve vere to PSET
everything.

Dear Dr CoCo,

I have an EDTASM ROMpak which
I use malnly to type in an
occasional assembly language
program from the magazines.

The instruction books say
that EDTASM can be used to edit
Basic programs, but does not say
how.

I have an old grey case CoCo 1
vith a recorder and a Tv.

Keiran Kenny,

Ryde, NSW.

Kelran,
Dldn't ve just talk?
¥hen EDTASM saves source code

onto “the tape, it saves it in
ASCII. We know (by reading the
book) that we can save Basic

programs in ASCII, by adding the
",A" option, eg

CSAVE"BLAMAN" , A

For this experiment to work
properly, we have to save the
program to tape.

Steps to edit a Basic program
using the EDTASM ROMpak:

1. save your program in ASCII.
2. Turn off your CoCo, put In

your ROMpak, turn your CoCo on.
3. Type:

L <the aame of your program>

4. You can nov edit your
program.
Last notes: 1 personally

wouldn't vant to do this, mainly
for the time it takes to do wvhat
you vant to do with it,

Basic has a very good editor,
and I would recommend you learn

it.

Dear Dr CoCo,

I Dbought the CoCo 3 part 3
tape and for four weeks I have
been trylng to 1load "SUNSET"
from this tape.

After I load it in, all I ever
get is ?UL error in 110, and the
program disappears.

The same problem appears when

I save something. It says
"Finished"”, and 1 get an ?UL
errxor in 110. ’

Please help me in solving

these problems!
Waddy Juraszek,
Liverpool, NSW

Waddy,
I have heard that you are not
the first to mention this bug.
We are going to get in touch
vith the author regarding this
bug and ve should have something
vithin the next few months.
Hovever, on the lighter side
of things, the disk version
vorks perfectly, eg saving and
loading to and from disk
encounters no problems vhat so
ever!
Food for thoughtl

Dear Dr CoCo,
I have just recently bought a

disk system for my cool Colour
Computer 2 which rarely makes
mistakes.

I have already typed in "CoCo
Address Book" by Wayne Kely
(December CoCo, P58) and had
decided to make It read and

vrite to the disk drive.

Well, I have changed it as
much as I could and kept on
getting an ?1E error (input past
end of file) in line 590.

Could you please help me with
this. Keep up' the good vork.

Wayne Marrlot,
Traralgon, VIC.

Wayne,

For some reason, CoCo doesn't
like having records written in
the following manner:

PRINTHL, A$,B$,C$

«++» malnly’ because you can't
read It {n the same vay, le

INPUTH1,AS$,B$,C$
So the best thing for you to

do Is to wvrite each string
separately, 1le
PRINTII,AS:PRINTII,BS:PRINTll,Cﬂ

o and vhen you vant to read
the same data in again, this is
how you would vrite the code:
INPUTR1,AS: INPUT#1,BS:INPUT#1,CS

And there you have it (or, as
Alex would say ... )

S0 there!




Dear Graham,
1 am in the process of setting
up a User Group in the Riverland

of South Australia, and would
appreciate If you could include
us In the contacts of CoCo and
Softgold.

Our first meeting wvas in April
and wvas more an expression of
interest than anything else. The
response has been astounding and
it seems that such a group ls
long overdue for this area.

e & 5 you could give me any
advlice, guldelines or
suggestions, I would appreciate

all help given at thls stage, as
1 have no experience in this
type of group.

Lauren Brown,

Loxton, 5333

Lauren,
I'm glad to hear to a User

Group 1is finally starting up In
your area.
Each group has its own

character and dynamics, so it ls
difficult to prescribe a formula
vhich will vork for every group.

Nonetheless, there are some
thoughts that I would like to
share with you.

Flrstly, in the area of
setting up the group, the
traditional wvay has alvays been
to advertise in all the local
computer shops, newsagents with
computer magazines and schools.

Some groups are able to get
free community advertising in
their local newvspaper.

Getting the people to your
group is the easy bit,
malntalning their intefest 1is
more dAlfficult, 1f you feel that
numbers are important.

I say this because there are
tvo phllosophies regarding User
Groups -~ one says that the more
people you have, the more
successful you are - the other
says that quality is more
important than guantity.

1f you go for the guantity
theory, then you need lots of
activitles, contests, vorkshops,
outings, and entertainment.
You'll have a 1lot of fun and
you'll certalinly be very busy.

If you lead a falrly busy life
already, you may be inclined to
follow the second theory.

The loglc of which is that if
people really wvant your help,
they'll come along to your
meeting, they'll tell you vhat

appreclated.

they need and they will provide
the impetus for the topics
discussed.

In reality, most groups
operate somevhere between the
tvo extremes.

Unfortunately, many people
expect to be spoon fed or
entertained. If you have the
time to deal vith such people,
then I'm sure you'll reap the
benefits in terms of personal
satlisfactlion. g

Good 1luck with your venture.
We look forvard to seeing the
grovth of {interest 1in CoCo in
your area as a result of your
group's existance.

Dear Graham,

My name is Neville Hughes, and
I am 13 years and 7 months old.
I own a "Tandy 64K Colour
Computer 2%,

My family and I 1live in
Tannymorel (near Warwick) in
Queensland. My friend (Brendan
O'Mara) and 1 are trying to
start a TRS User Group and I vas
vondering 1f you have any hints,
ldeas, Iinformation, posters or
anything you have that would be
of help to me.

It wvould be greatly
Neville Hughes,

Tannymorel, 4370

Neville,

It's very interesting to see
the growth of a second group in
your area.

It's not hard to tell wvhere
the good Tandy shops arel

All that I have said in the
letter above applies, and 1in
addition I would cautlion agalnst
any User Group becoming a
"Softwvare Copying Club", or even
a "goftvare Reviev Club"™; that
is, a club vhere all you do is
look at nev softwvare.

Copying and revieving of
softvare do not provide any
basis at all for a long-term
group.

The only reason Tandy groups
have been as strong as they have
been over the last nine years,
ls because with most of them,
the emphasis has been on
teaching the members about their
computer. .

Whilst it is true that one or
tvo teaching groups have dropped

out, virtually no softvare
copying clubs of flve years ago
are still in existance, vhereas
many teaching groups vhich
started up to nine years ago
still run to this day.

In any case, copying of
softvare to give to others
amounts to theft, unless the
softvare speclifically includes
the notation that it is "Public
Domain®™.

We've sent you some posters. 1
hope they will help you to get
your group started.

Graham.

Dear Graham,

Recently I sav a movie called
"War Games". It wvas about a boy
vho tapped Iinto various other
computers wvith the use of a
‘modenm'.

Is thils possible, and 1f so,
hovw does it work and hov did he
do 1t? what steps would he take
to get Into another computer?
What process vwould he take?
Could a Tandy CoCo do this?

Please tell me as much as you
can!

Chris Dawvson,
Narrandera, NSW

Chrlis,
There's this bridge I have for
sale

In theory, vhat happened in
"War Games" might be possible
under sone very freakish
conditions.

In practice, although we hear
a lot about "Computer Hackers",
most of the talk is just that -
talk, and nothing more.

A modem is a device that you
attach to your computer, vhich
allovs your computer to use the
phone system to interface with
other computers.

The theory says that a good
programmer, once he has a phone
number of a computer database
could set up his computer to
contlinually access that computer
until he “cracks"™ an ldentity
number on the system.

There's a couple of flawvs in
that loglc. The major flav is
that you'd have to be prepared
for a telephone bill that would
run into the thousands of
dollars, because most computer
databases only give you three
goes at ldentifylng yourself
before they throw you out.

And even glven a limitless
supply of phone money, most
identification systems are
almost impossible to break.

Take Viatel (please). Viatel
provides 1ts subscribers vith a
ten dligit identity number which
remains yours whilst you remain
a customer. You also get a four
digit password, wvhich you are
able to change at any time.

Now Just think about the
combinations avallable to users
to keep others ‘out of their
Viatel account. To crack my
Viatel account, you first have
to happen upon the ten digits
vhich Viatel have given me, and




then you have to also enter a
four diglt passvord, each dlgit
of which can be any of the 26
lovercase characters of the
alphabet, or any of the 26
uppercase characters of the
alphabet, or any of ten digits
(0 - 9), or any of the symbols

avallable on the videotex system
(#, =, ®, :, ate).

In truth, most "Hackers" break
into a computer the easy vay -
they are told or given an
identity and passwvord.

But even once you are in a
computer database, there are
levels of security - so you can
see that it would take someone
VERY special to be able to
achieve the type of thing shown
in the movie, especially given
that the computer he allegedly
broke into belonged to a defence
institution.

Your CoCo nonetheless, is very
capable of communicating on a
phone line vwith other computers.

A manuval modem, such as the
Avtek mini modem, vwvhich |s
avalilable from Blaxland Computer
Services for around $200, will

allov you to "talk" to most
major databases, provided you
have some softvare wvhich turns

your computer into a terminal.

An ideal package is Ron
Wright's SuperTex, which wve have
avallable for $39.95.

Using a computer
information can not only be
educational, but also a great
deal of fun. Perhaps ve'll see
you on Viatel one night?

Graham.

to obtain

Dear Graham,

I wvant to thank you and all
the people vho submlt articles
and programs to Softgold and
CoCo. As a relative nev owvner of
a CoCo 3, I have £found both
magazines invaluable in helping
me understand my CoCo a little
better, although I still feel it

vill be some time before I am
ready to submit anything
vorthwhile.

I would in particular like to

mention Johanna Vagg of Forbes
wvho has helped me immensely to
unravel the maze of informatlion

avallable. I spoke to Johanna by
phone after reading many of her
articles in your magazines and

she sent me a disk £ull of
programs by herself and her son
- I was truely amazed at the
things she had done with the
CoCo.
Keep up the good wvork,
Johanna.
I was Interested to read in
8oftgold (July 1987) a letter

from Di Souphandavong of Tennant
Creek vho is using a Brother CE-
50 Daisy-Wheel Typewvriter as a
text printer with her CoCo 2.

As I have the same
typevriter, I would like to know
1f I can do this with my CoCo 3,
and 1f so, vhat do I need?

I have Disk Scripsit and the
‘VIP Library.

I would also 1ike to thank

Darren Reed for a hint in CoCo
(May 1988) that has saved me the
cost of a monlitor. His tip on
changing the disk of Deskmate
and 08-9 is fabulous. I have had
both for over three months and
have not been able to use thenm
until now.

I also have the same type of
problem vith another program
called "Newspaper Design Systen"
from Spectrum Projects.

It 1s a section of the progranm
called "Type-up" and {t s
wvritten in Machine Language.

Yours Sincerely,

Lauzen Brown.

Loxton, 5333.

Lauren,

You are right, of course.

Johanna Vagg has wvon more
friends through her articles in
the magazine than anyone else
that I know.

Her concerned interest in one

i1s all the more amazing vhen you

realize wvhat a busy 1life she
leads.

As a mother of elght, Johanna
really only gets near her
computer late at night.

We haven't heard of Dl in
Tennant Creek, for a 1little
vhile, but 1I'm sure a letter
addressed to her simply to the
post office there would £ind
hex. So far as I know, L{f the

modifications she described work
on the CoCo 2, there should be
no problem vorking on a CoCo 3.

I do not krow the program you
refer to in the last part of
your letter, perhaps one of our
readers can enlighten us.

Graham

Dear Graham,

Hi, howv is everyone? I haven't
vritten for a wvhile, so I
thought it was time, as I've got
a couple of things to mentlon.

Firstly, the nev format of the
magazines 1s great! Now those
vith a certain computer don't
have to pay for tvo magazines to
get one magazines' worth of info
($4.50 1isn't a lot I know, but
it all adds up vhen you're
involved in this hobby).

A couple of constructive
criticisms.

* The Com-Stat 642 column could
turn out to be a great source of
information, 1f it folloved some
sort of organized format. Very
often the ansver to problem is
found, but the origlnal question
is not Included, making it very
unclear wvhat the solution |is
for.

* It is also annoying to have a
ongoing* discussion scattered
haphazzardly over the twvo pages.

* In May, there vere 6§ Viatel
pages betveen 'Tony' and 'Jeff',
but they wvere spread  but all
overl i

* The Panasonic printer sounds

great, but I feel when you rap
things 1ike that, you should
elther Investigate and report,
or warn (especlally newcomers)

printers, as they may not work
vith many programs, eq the "Home

Publisher” recently released by
Tandy 1s no use to me as I have
no 0S-9 drive for my Amust
printer.

Other than that, the magazine
is looking better all the time.

I would also like to comment
on the letter from Harry Tuplin.
You all knov my views about
Tandy as a company, but I have
to sag that in 5 years my grey
case as NEVER ever hinted at
problems and my CoCo 3 is nearly
12 months old and (touch wood!)
I haven't yet had problems wvith
it.

1 am not doubting Harry's
problems for a moment - I Jjust
£ind 1t surprising!

Even before computers, I've
also found other Tandy products
to be of excellent quality -
EXPENSIVE, yes, mainly due to
exorbltant makeup, as is
evidence by the incredible (!)
sales they can have - but still
good quality. .

¥hilst on the subject of Tandy
though, my local agent informs
me that Tandy won't take back
stock from stores that have had
thelr wvrappers opened. This may
be to stop piracy, but it will
also turn avay nev customers as
it means they will have to buy
the product sight unseen (or
untried)!!

Well, that's it. Hope to see
all again soon.

Barry Sidebottonm,

Sunbury, 3429.
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Welcome to the July 1988 edition
of Australian CoCo Magazine.

It was
of the death of Greg Wilson, the
founder of our magazines. It was
his death that catalysed the
beginnings of Goldsoft.

Greg not only laid down the
principles under which Goldsoft
still operates today, but he
foresaw and indicated the way a
successful computer supplier
must operate in Australia,

Basically, Greg maintained - and
the subsequent years have more
than proven him correct - that
the supplier must keep in touch
with his users. He must react
to their needs, and he must be
seen to react to their needs.

The users also havé to make the
effort to communicate with the
supplier. They have to KNOW him.

In short, in the world of home
and small business computing,
there must be a real partnership
between the supplier and the
user.

Greg’'s theories have been proven
correct in the case of all major
players in the business. They
are guidelines &t 483 well teo
apply to the future.

We miss Greg. He was a goad,
sometimes an embarrassment (as
all prophets are), but above
all, he was very much a friend
to computer users,

The Tandy Programming Contest

Last year, Tandy sponsored this
contest to find a commercially
viable program for both the
MSDOS computers n‘nd for the CoCo
3's.

A prize was not awarded in the
MSDOS section, but an excellent
program for the CoCo 3 was
produced by Craig Stewart called
"Pursuit”, which just blew the
opposition away.

Craig won a contract with T

for the game and Tandy are still
selling this excellent program
in their stores.

in July 1984 we learned.

This year, the contest closes in

September (15th) and we have
some nice programs already. But
we do not have anything quite as
amazing as Craig’s program from
last year.

So if you want to enter, we need
a commercially viable game for a
CoCo 3 and a commercially viable
game for MSDOS computers and you
could very much, still be a
winner.

The winner will be announced at
Conf '88 and the prize is fgain
a contract with Tandy. So far
Craig has done very well from
his contract - to the tune of
several thousand dollars. So if
you'd like to be a winner this
year, get your thinking cap on
now - time as they say, is
running short. -

Other Contests

In addition to the Tandy
programming contest, there will
be the usual contests and prizes
for other forms of programs and
articles.

Prizes will be awarded for
Games, Utilities, Education
programs, Hardware articles,

Machine Language programs, and
80 on.

Our magazine depends on you to
send programs and articles for
publication. The contests are
one way we reward you for your
efforts.

Conf ’88

I spent a pleasant Sunday with
my wife Annette and daughter
Katie recently, walking some of
the tracks around Springbrook in
preparation for the promised
bushwalks at Conf '88 this year.

And what walks there are in the
areal X

Springbrook Falls drop some 700
feet into dense rainforest just
a mile or so from our conference

site. You look up and you can
see virtually all the Gold
Coast, all the way to North

Stradbroke Island.

Another lookout is called "Best
Of All" lookout, and it really
does live up to its name. On the
way to Best Of All you pass
through a small Antarctic Beech
forest. These trees are over one
thousand years old.

It is an unbelievable

experience to be in the presence
of one thousand year old trees.
I was glad my secretary Karen
wasn’'t there - she has been
known to hug trees, an activity
I find peculiar, but almost
gross when dealing with someone
one thousand years old!

For those who develop a taste
for this sort of thing, (not the
tree hugging) Purlingbrook Falls
offer a really beautiful walk
which culminates in a cave right
underneath the waterfall.

As for the computer side of
conference, I've 'spent this
month working with Tandy to get
some really excellent prizes for
the various contests.

Next month we will be in a
position to announce most of the
tutorials and perhaps even offer
an indication of what times each
tutorial will take place.

During our recent visit to
Springbrook, we called into
Koonjewarre and were once again
reminded that this site is well
able to cope with what we have
planned - a family camping
atmosphere.

Those members of your family who
do not share your interest in
computing will have something to
keep them amused all weekend.

You’ll have tonnes to keep you
amused; and every now and then
the two interest groups can get
their heads together and zip out
to one of these great local
attractions. So plan to be here
in October, this is the big onel

Good-bye Joe Tanner

As mentioned by Wilfred in last
month’s magazine, Joe Tanner,
Intertan’s previous Managing
Director, returned to the US in
June,

This magazine wishes Joe well.
We have shared some very
constructive conversations
during Joe’s stay in Australia.
I can’t recall a visit with Joe
that did not produce something
gainful. Something really
helpful to the magazine or to
Tandy’s computer users.

Intertan is most fortunate to be

able to draw upon the services
of such men,

Hello Mal Williams

Mal Williams has been strongly
committed to the growth and
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maintenance of a strong Tandy
presence in the Australian
computer market for as long as I
care to remember. (I'm getting
old; I'm not liking it; and I'm
NOT revealing how long back I
can remember this occurrence
because in so doing, I’11 remind
Mal how old he is, and he might
suddenly decide he doesn’t like
my magazine anymore!)

Mal fostered the halcyon years
in Tandy’'s computer history, and
I believe he will lead Tandy
into yet another prosperous time
- much of that prosperity being
based on a strong computer

business.

We look forward to his time as
Managing Director with
excitement.

New Low Cost Point of Sale Unit

We have been fortunate to see a
new "Point of Sale" product by a
Gold Coast company - Sherileah
Business Machines. Sherileah’s
system is both low cost, and it
will work simply, even with your
own Basic programs.

The system consists of a cash
drawer which connects to your
printer port. Its that simple.
Every time you write to the
printer port - say to write a
cash docket, the drawer opens.

At $650 from Goldsoft, the
product is REAL value.

Of course, for those who want
ready to run software, Sherileah
can provide that too.

Doctor’s Database for Sculptor

The Sculptor package which is
advertised {in our magazine,
often draws comment either
because it is perceived as being
too dear, or because it really
brains people with its power!

I guess you can‘t have it both
ways -~ a powerful package is
almost certainly going to cost
you more than a less powerful
one.

CoCo owners are lucky because a
lower price for Sculptor was
announced in May. MS Dos users
will find the price for their
package commensurate with other
equivalent 4GL systems.

And now a new medical practice
package  has been released
written entirely in Sculptor.

Called
includes:

* a Cash Book,

* a whole sub-system to
account for Worker'’s
Compensation,

* a sub-system to account
for Medicare,

* a Veteran’s Affairs
sub-system,

RECALL, the system
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* a sub-system to monitor
and describe practice
growth,

+ a sub-system to assist
with practice building,

* a word processor shell

and finally,

* a patients medical records

sub-system.

Because the system is written in
Sculptor, it can be transported
between a huge range of
computers including the CoCo 3,

MS DOS computers and most main
frames.

Contact us here at Goldsoft

should you require more
information about RECALL.

Our CoCo 3 Blows a 68091

Recently Alex bumped the
multipack interface on his CoCo
3 whilst it was on, and we blew
a CPU.

Tandy were great - they had the

computer to Sydney for repair
and back in a week. -

Not bad service is it! Having a
top man at the. local Tandy store
helps - 1I'm sure some of those
sleepy Victorian stores couldn’t
do as welll

What do YOU Want From
Computer?

Your

Doing the work I do puts me in
contact with a range of computer
users.

There are people who use
computers at work. Usually these
people operate within just one
or two programs.

There are people who build hard
and software for the industry.

There are people who use their
computers to extend what they do
during the day, at night.

There are teachers and parents
who use computers to extend
their children’s education.

There are sales people who have
to know a lot about a lot of
systeir ;.

And there are home users who
like to dabble a 1little in a
lot!

Quite a range of people isn’t

it! And believe it or not, ALL
of them from time to time,
express dissatisfaction with

their computer!

As far as I can tell, the
dissatisfaction comes because as
we compute, we learn. And as we

learn, we begin to want to do
more.
Usually this results in us

pushing the capabilities of our
current computer to the outer
limits. Once there, we’'re on
shaky ground!

I think it helps to understand
where the limit of our computer
is. You can still push those
limits, but so long as you know
you're doing it, it doesn’t hurt
so much when the thing 3just
won’t co-operate.

How do you find those 1limits?
Well that could be a whole
different packet of worms for
you! The easy answer is to join
a User Group. You independent
characters out there who don’t
want to join User Groups will
just have to fall into the traps
and read a lot!

This Magazine

This month is our Utilities
issue. Utilities are definitely
easier to use if you have a disk
drive.

But tape users probably need
utilities even more than disk
users.

A utility helps you get a job
done more efficiently.

Usually you’ll want to modify a
(or is that "an") utility to do
your own work your own way.

We hope the programs you find
here this month are of real
value to you.

See you next month.

Graham
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version

Battleshlps,
played as a two
computer game.

A computerised
of the board game
vhich can be
person, twvo

It can also be played as a
single person game using one
computer. As further options, . it
can also be set up as a zero
person game on one or tvo
computers, or as a single person
game on tvo computers.

The game vas developed mainly
to 'try out' some of the options
available for tvo computer
games, and no attempt has been

made to apply any of the
advanced graphics or sound
options vhich might appear
natural for this game.

The CoCo seems to have the

capabllity to approximate the
sound effects produced by the
electronlic verslion of
Battleships, and could provide
sultable graphlcs to match.

While these have not been
attempted, the program has been
designed to allov these features
to be added.

The program uses graphic
characters on the text screen to
display the progress of the game
for the players. This display is
intended to represent the two
grids wvhich can be seen by each
player vith the board game.

The colours and symbols used
for the dlfferent functions are
set to sult a black and vhite TV
set, but can be easily altered
to be more colourful.

The game play is controlled by
numeric arrays and does not
depend on the display format.

The Game Itself

The general structure of the
game of Battleships should be
vell known.

It requires tvo players, vhere
each player sets up his ships on
a 10x10 grid and then flres
shots at his opponents grid
until he sinks all his opponents
ships. The results of all shots
are made known to both players.

The first player to sink all
of his opponents shlps wins the
game.

The rules for the game here
follow the optlions glven for the
board game, vith some
varlations.

The grid is 10x10, treferenced
by a character and a number, le
rovs A-J and columns 0-9,

Each player has five ships,
each vith the followving point
score ...

Carrier --5 points
Battleship - 4 points
Crulser - 3 points
Submarine - 3 points
Destroyer ~ 2 points

Optlions for play are

* Normal battleships - each
player £ires one shot for each
round

* Balvos - each player fires 5
shots for each round (one for
each ship)

* Advanced salvos - the nunber
of shots fired by each player
for each round equals the number
of ships remalining, eg each
player starts vith 5 shots. When
one of his ships is sunk, the
number of shots |Is reduced by
one. .

Shot Exchange Sequence

There are two basic options
for the sequence in which shots
are exchanged ...

* Sequential - player 1 sets up
his move wvhile player 2 vaits.
The results of player 1's move
are scored and displayed In both
machines before player 2 starts
the setup of his move.

With this sequence, the number
of shots avallable for the
advanced salvos
number of ships remaining after
the enemy has fired his shots.

b Simultaneous - with this
option, both players set up
thelr move at the same time.
When both players have finished

thelr set up, the exchange of
shots takes place, and the
results for both players
displayed. i

With this sequence, the number
of shots avallable for the
advanced salvos game is the
number of ships remaining before
the exchange of shots. v

GAME
by GEORGE McLINTOCK

game is the’

Time Limit On Moves

This is an option which can be
appllied to the simultaneous

exchange sequence for either
salvo game.
The basic 1idea is that wvhen

one player has completed his set
up, the other player has a
limited time to complete his set
up before the exchange of shots
takes place. The time limit is
variable.

1f the second player has not
finished his set up vwvhen the
time has explired, then the
exchange of shots takes place
anyvay for the number of shots
vhich have been set up at that
time. A minimum of one shot will
alvays be fired, and {f no shots
have been set, then the first
shot from the previous exchange
vill be used.

With a short time limit, this
provides a mechanism to even up
the advanced salvos game |{f
desired, eg if one player is
lucky and has say 5 shots to his
opponents 1 or 2, then the
second player can 1limit the
number of shots his opponent can
set up to fire for each round by
setting his shots as fast as
possible.

Even with a longer time limit,
it can keep a game moving 1f one
of the players tends to be a bit
slov in setting up.

Mixing Options

With tvo computers, most
options can be different in each
machine, eg one player can play
advanced salvos vhile the other
plays normal salvos, etc.

The only mixture that is not

alloved is one computer
sequential and the other
simultaneous.

For the single computer game,
the computer plays the sanme
options as the player.

Number of Computers/Players

Battleships 1Is a two person
game and alvays requires two
players. This program is written
to allov it to be played by
zero, one or tvo players using
one or two computers.

With one player, the computer
plays the game for the second
player, while for zero players,
the computer plays the game for
both players,

¥hile the zero player option
may appear a bit pointless, it
is a natural extenslon to some

of the other options* and
provides a form of demonstration
of hov 1t works,

A further option ls included
to allovw you to transfer between
'computer to play' and 'player
to play' wvhile a game 1is in
progress. This can be useful 1if
tvo players are playing and one
has to leave before its
finished. The player can still
return and take ,over later if
the game is still going.

This is achieved by pressing
the "@" key at any time during
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the

. The computer will take over
for the next.move and displays
that 1t will do so.

set up of shots for player

Tvo Computers, Two Players

The basic optlion for the game
is to have twvo computers and two
players. With two computers, the
computers have to be connected
together with a communication
cable as described vith
"COMSBUF" (CoCo Magazine, April
88, Page 47), and part of the
COMSBUF ML routine must be
included vith the Basic program.

With this set up, each player
is player 1 for the program in
the computer he 1s wusing. In
this (instance, the players are
separately identified by the
computer they are using, 1le one
computer is nominated as
computer one and the other is
computer twvo.

It Is this computer number
that contzols the exchange of
data betveen the computers, not
the player number. The player
number controls other parts of
the program logic, and operates
in the same vay in both
computers.

Each computer must have a
different number. ie one must be
#1 and the other must be #2. If

both have the same number then
the communications vill not
vork.

Within each computer, the
player 1is player 1, and the
other computer is player 2. The

logical sequence of play in each
computer is the same Player 1,
in computer 1, sets his move
vhich 1is then sent to the other
computer (computer 2) wvhich
scores the results of the move

(as the move for player 2 in
computer 2) and returns the
results to the €£first computer
(vhere it agaln becomes the move
for player 1, in computer 1).

At the end of this sequence,
both computers know the move and
results for that round for that
computer and player.

Each computer can then display
the results of that round for
the appropriate player, eg
computer 1 displays the results
for player 1, while computer 2
displays the same results as
being for player 2.

At the end of this sequence,
control then passes to computer
2, to allovw its player 1 to set
up his move, and the same
seguence of events takes place
for that player and computer.

For the simultaneous exchange,
the transmit data line for each
computer 1is turned off after
each exchange of data. Each
player makes his move at the
same time. When a player |is
finished hls move, hls transmit
data 1ine is set back on again.

¥hen both transmit data lines
are on, the  next exchange of
data takes . place for both
computers, and the line turned
off again.

The

time 1imit for the

simultaneous exchange is applied
by the program checking the data
input 1line during the INKEY$
loop on the keyboard for data
entry.
¥When
goes on (le

the recelve data line

vhen the other
computer turns on its transait
data 1llne), the program starts
its count for each loop. This

count is displayed on the

screen.

¥hen this count reaches the
value specifled, the number of
shots for that move is adjusted
to the number of shots entered
at that stage, and a normal

exchange of data takes place.
One Computer, One Player

The second basic option for
the game is for a single player
with one computer.

In this instance, the player
is player 1 and the computer
plays the game for player'2.

The logical sequence of play
for this game is much the same
as for the twvo computer version.
The only real difference 1s that
there 1s no exchange of data
betwveen computers.

Instead of sending the move
data to the second computer to
process as the move for player
2, it is passed directly to the
routine In the single computer
which would normally process the
move for the other computer.

To allov ~ this, there is a

simple svitch arrangement which
determines if the exchange of
data is to be between two
computers or vhether all
processing is ‘done within a
single computer.

The actual operations
performed 1is the same in both
cases, lts really a matter of

which program in which computer
actually does the wvork. In
effect, the program in the
single machine plays the game as
if it vere operating as player 2
in a second computer.

Computer to Play, or
Player to Play

This program has been designed
so that it wvill operate In much

the same wvay for both basic
options above.
As a result it contalns all

the routines required to operate
as player 1 and a player 2 in

e er machine. Hence it becomes
a falrly simple exercise to
extend the options to allow the
computer to play as player 1 in
elther (or both) machines and
display the normal results for
player one on this basis.
Following on from this ve get

the logical option of a single
player, tvo computer, or no
player on either one or two

computers.
In effect the program performs

all of the various functions
required {independently of each
other, le setting up the moves,

scoring the move, and displaying
the results are all independent
of each other.

The only operations actually
performed by the player is to
set up a move, and the computer
is required to do this in the
single computer game anyway.

The vay in which each function
is actually performed As
controlled by various svitches
and parameters within the
program, and these are set
according to the options
selected.

Setup and Play

The game is set
the program and following the
menu to select the options.

For the tvo computer game, the
program tests the communication

up by running

connection and exchanges data
before the game actually starts
(after all options have been
selected).

The program will not proceed
past this point wunless the
connection is correct.

If you have problems here,
check the connection as

described in the April magazine.
1f the computer appears to
hang up, press the "@" key,
vhich will return control from
the ML routine. 5
1f the programs do not
synchronise correctly, (le hangs
at this point) ensure the
transmit data line is on, vith a
POKE &HFF20,2, and try again.
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Jhots are set up by entering
the cell value from the keyboard
eg A0, B7 etc.

Press the alpha key first,
vhich will cause the display to

change, and then the numeric
key. It 1is not necessary to
press enter while setting up
shots.

At any time

vhile entering
shots, you

can use the left

arrov key to remove earlier key
strokes.

During the set up of shots,
pressing the e key will
transfer between computer to

play and player to play.

The results of a single shot
vhich misses 1s displayed on the
bottom 1line of the screen. All
other results are displayed on
half the screen.

Program Design

There are tvo logical
approaches to program design for
tvo computer games:

* One 1is to have the main
pProgram 1n one computer, with
the second computer acting as a

simple terminal to the f£irst
one, with this set up the
Internal loglc for the wain

Program may be a little simpler,
because you can use a single
player number switch to decide
i1f the input is to come from the

main computer keyboard or the
terminal,
Hovever, the disadvantage with

thls approach is that you need a

different program in the
terminal machine to the one in
the main computer because it

performs a different function.

* The secound option is to have
the same program operating in
both machines and control the
inter reaction betwveen the
computers in much the same vay
as done here. This program
follows the second option,

Program Structure
The program structure may

appear excessively complicated
for wvhat is essentlally qiite a

simple game. Howvever, (it |is
vorth noting that many
apparently simple games can
become quite complicated when

you attempt to progranm a
computer to play thenm.

For this - one, other
complications arise from the
inclusion of so many options.

The various routines used for
this program are identified by
comments in the program 1isting.

Some of the more significant
parameters are .%,.

P=player number (0-1)

Kl=number of computers (1-2)
K=thls computer number (1-2)
G=game optlon (1-3)

E=exchange sequence (1-3)
¥=player or Computer to play
(0-1)

CO=colour of left side grid
Cl=colour of right side grid

C2=symbol displayed when shot
set

C3=symbol displayed when shot
flred

Cé=symbol displayed in overlay
vhen shot set

C9=symbol displayed in overlay

vhen shot fired
CB=cell colour in overlay

Wl=colour of blank out Jleft
side
W2=colour of blank out right
side

E$=symbols used for row gria
Fé=symbols used for column grid

N=row ident of cell during
processing
Nl=column ldent of cell during

processing
V=number of shots for this move
Arrays are used to allow the
same routines to work for any
player or option by setting the
appropriate parameter values
before calling the routine.
The main arrays are ...

P(1,1,10,10)
vhich
results of the game

= a numeric array
retains the progressive

The cells are identified as
followvs:

lst param=player number
2nd param

=0=left side of screen
=l=right side of screen
3rd param=row number of grid

4th param=column number of gria-

Contents of these cells are:
0 = nothing in this cell
-1 = been hit, nothing there
1-5 = ship present, where ...
l=carrler,
2=battleshlp,
3=cruiser,
4=sub,
S=destroyer

Each hit on a ship adds 10 to
the value in the cell. a second
hit on an empty cell adds -1 to
the value in the cell.

K(1,5,2) is
progress of hits.
1st parameter is player number

2nd parameter is ship number

3rd parameter is tracking value
and all start equal to ship
value,

used to track

Subscript 0 1is reduced by one
for each hit during scoring.
Subscript 1 alvays equals ship
point value.
Subscript 2 is reduced by one
for each hit during the display
of results.

r(1,5,5,1) is used for
computer set up of shots, and
records the cells contalning
ships as they are hit,
Param 1 is player number.

Param 2 is ship number.

Param 3 Is shot number (hits).

Param 4 1Is cell ident where 0
is rov number and 1 is column
number.

V(1,5,4) 1s used to retain the
cells flred on for this move.
Param 1 is player number.
Param 2 1s shot number.
Param 3 1s data for each shot
vhere ...
subscript 0 1s row number
subscript 1 Is column number
subscript 2 is character from
P$()
subscript 3
B$()
subscript 4 is results of shot
vhich is value from P() array of
opponent.

is character from

NS(1) is number of shots
avallable for each player for
this move ...

subscript 0 s for player 1,
and 1 is for player 2

P$(1,1,10) is used for display
Param 1 is player number
param 2 is side of screen
O=left side 1=xright side
param 3 is rowvw number
each string ‘contains 10
characters, one for each column

B$(1,10) is the
display during the
shots

param 1 is player number

param 2 is row number

alternative
set up of

The other
used to
display.

string arrays are
sSpace .out the screen

The Listing:

1 '** BATTLESHIPS THE GAME

BY GEORGE MCLINTOCK

2 GOTO 10

3 SAVE"192:1":SAVE"192:3":END'GA

M

4 'A GAME FOR ONE OR TWO PLAYERS
ON ONE OR TWO COMPUTERS

10 PCLEAR 1

20 GOTO 5710 'BATTLESHIPS

30 'ENTER SHOTS

40 PRINT@16," ENTER POSITION "

50 A$=INKEY$:IF E=3 THEN 450

60 IF A$="" THEN 50

70 PRINT@16,V2§; :RETURN

80 V1=1:V2=1:D0=0:DX=0

90 IF V1>V THEN RETURN ELSE GOsu

B 40:IF DX<>0 THEN RETURN

100 IF AS=CHR$(8) THEN GOSUB 220

:GOTO 90 ELSE IF A$="@" THEN W=1

:PRINT@O, "COMPUTER TO TAKE OVER"

;
110 ON V2 GOSUB 120,140:G60T10 90
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120 N=INSTR(E$,AS8):1F N=0 THEN R
ETURN

130 PRINT@BA+N*B,B$(P,N);:1V2=2:R

ETURN

140 N1=INSTR(F$,A$):1F N1=0 THEN
RETURN

150 V(P,V1,0)=N:V(P,V1,1)=N1:V(P
+V1,2)=ASC(MIDS(P$(P,Q,N),N1,1))
tV(P,V1,3)=ASC(MIDS (B$(P,N),N1,1
))

160 IF V(P,V1,2)<>C1 THEN 540

170 MID$(P$(P,Q,N),N1)=B$:MID$(B

$(P,N),N1)=C$

180 PRINT@BA+N*B,P$(P,Q,N);

190 V1=V1+1:V2=1:IF V>1 THEN PRI

NT@485,V-Vi+];

200 RETURN

210 'BACKSPACE ENTRY

220 ON V2 GOTO 240,230

230 PRINT@BA+N*B,P§(P,Q,N);:V2=1
:RETURN

240 IF Vl1=1 THEN RETURN ELSE V1=
:1-1:xr V>1 THEN PRINT@485,V-V1+
}

250 N=V(P,V1,0):N1=V(P,V1,1):MID
$(P8(P,Q,N),N1)=CHR$(V(P,V1,2)):

MIDS (B§(P,N),N1)=CHR$(V(P,V1,3))
260 PRINT@BA+N*B,B$(P,N);:V2=2:R
ETURN

270 FOR X=0 TO 14:PRINT@X*B,W$(0
); :NEXT X:RETURN 'CLEAR LEFT

280 FOR X=0 TO 14:PRINT@X*B+16,W

$(1); :NEXT X:RETURN 'CLEAR RIGHT
290 PRINTQO,V1$; :PRINT@32,V38; *

PRINT LEFT SCREEN

300 FOR X=1 TO 10:PRINT@B+X*B,H$
(0,X);P8(0,0,X);H$(1,X); :NEXT X
310 PRINT@12*B,V3$; :PRINT@13%*B,V
1$; :PRINTR14%B,N33;

320 RETURN

330 PRINT@16,V2§; :PRINTR48,V4S;
'PRINT RIGHT SCREEN

340 FOR X=1 TO 10:PRINTR48+X*B,H
$(2,X);P8(0,1,X);H8(3,X); :NEXT X
350 PRINT@48+11%*B,V48; :PRINTR48+
12%*B,V28; :PRINT@48+13%B,N4$§;

360 RETURN

370 'CHECK NOT SAME CELL

380 IF P(P,1,V(P,V1,0),V(P,V1,1)
)<>0 THEN RETURN

390 IF Vli=1l THEN V1=2:RETURN

400 FOR I=1 TO Vi-1

410 IF V(P,1,0)=V(P,V1,0) AND V(

P,1,1)=V(P,V1,1) THEN I=V+V

420 NEXT I:IF I>V THEN RETURN
430 V1=V1+1:RETURN

440 'APPLY TIME LIMIT

450 IF (PEEK(M9) AND 1)=0 THEN 6
0

460 IF DO=0 THEN PRINTRO, "TIMING
";D1-D0;

470 DO=DO+1:IF (DO AND 7)=7 THEN
'PRIRT@S,UBING'III'l';Dl—DO;

480 IF DO<D1 THEN 60

490 PRINTQRO,"FIRING WHATS READY"

i

500 IF V2=2 THEN A$=CHR$(8):GOSU
B 220

510 V=V1-1:IF V<1 THEN Va1l

520 DX=2:G0TO 70

530 'HAVE HIT BEFORE

540 cosuB 270

550 PRINT@8*B,"HAS BEEN HIT"}
560 PRINT@9*B+3,"BEFORE";

570 PRINT@11%*B,"Y TO CONFIRM";
580 PRINT@12%*B+2,"OR ENTER";

590 PRINT@13%*B+5,"TO REDO";

600 A$=INKEY$:IF A$="" THEN 600
610 GOsUB 290

620 IF A$="Y" THEN 170 BLSE 90
630 "MAIN LOOP

640 CLEAR 2000

650 GOSUB 3950 'SETUP

660 IF D2<>0 THEN PRINT®0,"OPTIO
NS DIFFERENT";

670 IF E>1 AND K1>1 THEN POKE M8

+0:FOR X=1 TO 1000:NEXT X

680 IF E=1 THEN 910 'SEQUENTIAL
690 IF K1=1 THEN 800 'SINGLE COM
P

700 'SIMULTANEOUS GAME

710 POKE M8,0:Q=1:P=0:V=NS(0)
720 GOSUB 1350:V(0,0,0)=V 'SET 8
HOTS

725 1F PEEK(35)*256+PEEK(36) - P
EEK(33)*256+PEEK(34) <150 THEN E
XEC 46481

730 POKE M8,2:PRINT@480,"WAITING
",

’

740 IF (1 AND PEBK(M9))=0 THEN 7
40

750 IF K=1 THEN P=0:GOSUB 5380:G

OSUB 1760:P=1:G08UB 1760:P=0 ELS

E P=1:GOSUB 1760:P=0:GOSUB 5380:

GOSUB 1760 'EXCHANGE

760 POKE M8,0 'OFF AGAIN

770 P=0:V=v(0,0,0):008UB 1520:P=
1:V=v{(1,0,0):G0SUB 1520 'DISPLAY
780 GOTO 850

790 'SINGLE COMPUTER GAME

800 Q=1:P=0:V=N8(0)

810 GOSUB 1350:G0S8UB 1760

820 P=1:V=NS(1):G0SUB 2540:GOSUB
1760

830 P=0:V=N8(0):GOSUB 1520:P=1:V
=NS(1):G08SUB 1520

840 'CHECK RESULTS

850 P=0:GOSUB 1040:Y=A:P=1:G03UB
1040

860 IF A=0 AND Y=0 THEN P=0:CLS:

PRINT@260,"TIE - NO WINNER":GO
TO 2230

870 IF A=0 THEN P=1:GOTO 2220
880 IF Y=0 THEN P=0:GOTO 2220
890 GOTO 680

900 'SEQUENTIAL GAME

910 IF K=2 THEN 970

920 Q=1:P=0:V=NS(0)

930 GOSUB 1350 'SET SHOTS

940 GOSUB 1760 'SEND&SCORE

950 GOSUB 1520 'DISPLAY

960 GOSUB 1060:GOSUB 1040:IF A=0
THEN 2220

970 P=1:V=NS(1)

980 IF K1=1 THEN GOSUB 2540 'SET
SHOTS

990 GOSUB 1760 'SEND&SCORE

1000 GOSUB 1520 'DISPLAY

1010 GOSUB 1060:GOSUB 1040:IF A=

0 THEN 2220

1020 GOTO 920

1030 'TEST FOR WINNER

1040 A=0:FOR X=1 TO 5 'TEST IF W

ON

1050 A=A+K(P,X,0):NEXT X:RETURN

1060 'HOLD AS REQ .

1070 IF XZ<>0 THEN PRINT@493,"AN

Y KEY TO CONT"; ELSE IF V=] THEN
1100 ELSE PRINT@480,"PAUSE"; :FO

R X=1 TO 1000:NEXT X:GOTO 1090

1080 AS$=INKEY$:IF A$="" THEN 108

0

1090 PRINT@480,W$;

1100 RETURN

1110 A$=INKEY$:IF A$="" THEN 111

0

1120 RETURN

1130 'OPTION TO REDO COMPUTER SE

T SHIPS

1140 P=0:GOSUB 3490

1150 GOSUB 290

1160 GOSUB 280

1170 PRINTQ1*B+18,"COMPUTER SET"

;

1180 PRINT@2*B+19,"SHIPS ARE";
1190 PRINT@3*B+19, "DISPLAYED";
1200 PRINT@6%*B+18,"PRESS ENTER";
1210 PRINT@7*B+19,"TO ACCEPT";
1220 PRINT@9%*B+22,"OR C";

1230 PRINT@RL0*B+19,"TO CHANGE ";
1240 AS=INKEY$:1F A$="" THEN 124
0

1250 PRINT AS$;:IF A$="C" THEN 13

00

1260 GOSUB 280

1270 cosup 330

1280 RETURN

1290 'REDO CUMPUTER SET SHIPS

1300 FOR X=1 TO 10:P$§(0,0,X)=8TR

ING$(10,C0):B$(P,X)=STRINGS$(10,C

B)

1310 FOR Y=1 TO 10:P(0,0,X,Y)=0

1320 NEXT ¥Y,X

1330 GOTO 1140

1340 'SET UP YOUR SHOTS

1350 B$=CHR$(C3)

1360 IF V>1 THEN PRINTR480,"ENTE

R";V;"MORE SHOTS"; ELSE PRINT@4S

0,"ENTER YOUR SHOT";

1370 IF W=1 THEN 1410

1380 GOSUB 80

1390 PRINT@480,W$; :RETURN

1400 'COMPUTER SET SHOTS AS PLAY

ER 1

1410 PRINT " BY COMPUTER";

1420 DO=V:Vi=1:V=1

1430 FOR R=1 TO DO

1440 GOBUB 2550:V=V+1:N=V(P,V1-1
»0):N1=V(P,V1-1,1) '

1450 MID$(P$(P,Q,N),N1)=B§:MIDS(

B§(P,N),N1)=C$:PRINT@BA+N*B,P§ (P
Q. N);

1460 IF DO>1 THEN PRINT@485,D0-~-V
1+1;

1470 FOR I=1 TO 200:1IF INKEY$="@Q
" THEN W=0:PRINTEO,N18;" TO TAKE
OVER";

1480 NEXT I

1490 NEXT R:V=DO

1500 GoTO 1390

1510 'DISPLAY RESULTS

1520 IF V=1 AND V(P,1,4)=0 THEN
1530 ELSE 1590

1530 FOR X=1 TO D2:NEXT X

1540 PRINT@480,W$;

1550 IF P=0 THEN PRINT@480,"YOU
MISSED"; -ELSE PRINTR480, "ENEMY M
ISSES™;

1560 FOR X=1 TO D2:NEXT X

1570 PRINTR480,WS;

1580 GOTO 1730

1590 PRINTR480,W$;:IF P=0 THEN G
OSUB 270 ELSE GOSUB 280

1600 PRINT@P*16+3, "RESULTS OF";:
V=v(P,0,0) .
1610 IF P=0 THEN PRINT Q1%*B+3, "y
OUR SHOTS"; ELSE PRINT @1%*B+18,"
ENEMY SHOTS";

1620 T=3:FOR X=1 TO V:IF T>12 TH
EN T=0:PRINT@P*16,W$(P); :PRINTEB
+P*16,W8(P);

1630 PRINT@P*16+T*B,MIDS(ES,V(P,
X,0),1);V(P,X,1)-1;" %;

1640 IF V(P,X,4)<>0 THEN PRINT "
HIT"; ELSE PRINT "MISSED"; :GOTO
1700

1650 A=V(P,X,4):T=T+1

1660 IF A<l OR A>5 THEN PRINTEP*
16+T'B+l,"WRBCKAGB";:0070 1700
1670 PRINT@P*16+T*B+2,T18(A);:T=
T+l

1680 K(P,A,2)=K(P,A,2)-1

1690 IF K(P,A,2)<1 THEN PRINTRP*
16+T*B+5, "SUNK"; ELSE PRINTE P*)
6+T*B+1,K(P,A,2);"MORE TO SINK";
1700 T=T+1:NEXT X

1710 IF XZ<>0 THEN GOSUB 1060 EL
SE FOR X=1 TO 1000:NEXT X

1720 PRINTR480,WS;

1730 GOSUB 290:GOSUB 330

1740 RETURN

1750 "EXCHANGE SHOTS AND SCORE
1760 IF P=0 THEN T=1 ELSE T=0

1770 PRINT@480,W$;:IF P=0 THEN P

RINT@480,"FIRING NOW"; ELSE PRIN

T@480, "INCOMING FIRE";

1780 IF Kl=1 THEN 2050

1790 IF P=1 THEN 1940
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1800 'IS PLAYER 1 THIS COMPUTER

1810 MIDS$(J$,1)=CHRS$(V)

1820 FOR X=1 TO V:y=Xx-1

1830 MIDS(JS$,1+4Y*3+41)=CHRS(V(P, X

:0))

1840 H!DS(JO,l+Y'302)-CHR8(V(P,X

1))

1850 NEXT X

1860 JUs=USR(JS)

1870 K$=USR1(KS$)

BR TO K$ ?

1880 R=ASC(MIDS$(KS$,1,1))

1890 FOR X=1 TO R:Y=X-1

1900 V(P,X,4)=ASC(MIDS$ (K$§,1+Y*3+

3)):IF V(P,X,4)=255 THEN V(P,X, 4

)=-1

1910 NEXT X

1920 GoTO 2080

1930 'GET STRING PLAYER OTHER CO

MPUTER IS PLAYER 2 THIS ONE

1940 K$=USR1(XS$) 'GET IT

1950 PRINT " NOW";

1960 R-ASC(HIDO(KO,I,I)):V(l,0,0

)=R

1970 FOR X=1 TO R:Y=X-1

1980 V(P,X,0)=ASC(MIDS (KS$,14Y*3+

1))

1990 V(P,X,1)=ASC(MID$(KS$,1+Y*3+

2))

2000 V(P,X,4)-P(T,0,V(P,X,O),V(P

+X,1)):IF V(P,X,4)<0 THEN v(P,X,

4)=255

2010 MIDS(K#,10¥'3§3)-CHRO(V(P,X

»4))

2020 NEXT X

2030 K$=USR(KS)

2040 GOTO 2080

2050 Vv(P,0,0)=V:FOR X=1 TO v

2060 V(P,X,i)-P(T,O,V(P,X,O),V(P

#X,1))

2070 NEXT X:R=Vv

2080 FOR X=1 TO R

2090 A=V(P,X,4)

2100 N=V(P,X,0):N1=V(P,X,1)

2110 IF A>0 THEN Y=10 ELSE Y=-1

2120 P(T,0,N,N1)=P(T,0,N,N1)+Y

2130 P(P,1,N,N1)-P(P,1,N,N1)+YOA

2140 IF A>5 THEN AS=MID$(P$(P,1,

N),N1,1) ELSE IF A>0 THEN A$=CHR

O(ASC(LEFTO(TO(A),I))032) ELSE A

§=CHR$(C2)

2150 MID$(P$(P,1,N),N1)=Ag

2160 MIDS§(P$(T,0,N),N1)=A$

2170 IF A>0 AND A<6 THEN MID$(B$

(P,N),N1)=A8 ELSE MID$(B$(P,N),N

1)=C1$¢ '

2180 IF A>0 AND A<6 THEN K(P,A,0

)-K(P,A,O)-I:Yxk(P,A,1)-K(P,l,0)
:P(P,A,Y,O)-N:P(P,A,Y,l)lNl:IP G

=3 THEN IF K(P,A,0)<1 THEN NS(T)

=NS(T)-1

2190 NBXT X

2200 RETURN

2210 'SOMEONES WON

2220 CLS:IF P=0 THEN PRINT@268,"

YOU WIN" ELSE PRINT@268,"YOU LOS

‘n

2230 DO=XZ:IF K1=2 THEN POKE M8,
2 "TURN ON

2240 PRINT:PRINT" PRESS ENTER TO
SEE" :PRINT" ENEMY POSITION":GOS

UB 1110

2250 CLS:PRINT N2§;

2260 PRINT"'S POSITION"

2270 FOR X=1 TO 10

2280 PRINT HE(0,X);P8(1,0,X);HS(

l,x);Hs(z,X);PO(I,I,X);HO(3,X);

2290 NEXT X

2300 PRINT N4§;N3$;

2310 PRINT:PRINT"ENTER TO CONTIN

UE OR":PRINT"R TO RE-DISPLAY You

R SCREEN"; :GOSUB 1110

2320 IF A$<O>"R"™ THEN 2340

2330 CLS:GOSUB 290:G0SUB 330.:XZ=

1:GO8SUB 1070:CLS:G0TO 2240 .

2340 CLS:PRINT "ANOTHER GAME WIT

'SEND IT
'GET RESULT ALT

H SAME OPTIONS (Y/N)";

2350 GOSUB 1080:1F A§<>"y" THEN
STOP

2360

2370 CLS:PRINT "RESETTING ARRAYS
FOR NEW GAME":XZ=DO:EXEC 46481
2380 FOR T=0 TO 1:FOR A=0 TO 1:F

OR X=1 TO 10:FOR Y=1 TO 10

2390 P(T,A,X,Y)=0:NEXT Y,X,A,T
2400 FOR T=0 TO 1:FOR A=l TO 5:F

OR X=1 TO 5:FOR Y=0 TO 1

2410 P(T,A,X,Y)=0:NEXT Y, X,A,T
2420 FOR X=0 TO 1:T=5

2430 FOR Y=1 TO 5:FOR A=0 TO 2:K
(X,Y,A)=T:NEXT A

2440 T=T-1:IF Y=3 THEN T=T+l
2450 NEXT Y,X

2460 P$(0,0,1)=STRINGS(10,C0):P$
(0,1,1)=STRING$(10,C1)

2470 98(1,0,1)'98(0,0,1):98(1,1,
1)=P$(0,1,1)

2480 B$(0,1)=STRING$(10,CB):BS(1
»1)=B8(0,1)

2490 FOR Y=2 TO 10:FOR X=0 TO 1
2500 PQ(X,O,Y)-PS(0,0,I):PS(X,I,
Y)IPS(O,I,1):B$(X,Y)'BS(0,1)
2510 MNEXT X,Y:IF G=1 THEN NS(0)=
1:NS(1l)=1 ELSE NS(0)=5:NS(1)=5
2520 GOSUB 4650:GOTO 660

2530 'COMPUTER SET UP SHOTS

2540 vi=1

2550 FOR X=5 TO 1 STEP -1:T=0
2560 IF K(P,X,0)=K(P,X,1) THEN 2
820 'NOT FOUND YET

2570 IF K(P,X,0)=0 THEN 2820 'su
NK

2580 N=F(P,X,1,0):N1=F(P,X,1,1)
'FIRST SHOT

2590 IF F(P,X,2,0) = 0 THEN 3140
'NO DIRECTION YET

2600 IF F(P,X,2,1)=F(P,X,1,1) TH

EN 2900'GOING VERTICAL

2610 FOR Y=N1 710 10 'GOING HOR12Z

ONTAL

2620 IF P(P,1,N,Y)=0 THEN 2650

2630 IF P(P,1,N,Y)<0 THEN T=0:G0

TO 2670

2640 NEXT Y:GOTO 2670

2650 V(P,V1,0)=N:V(P,V1l,1)=Y:T=y

2660 GOSUB 380:IF V1>V THEN RETU

RN

2670 FOR Y=N1 TO 1 STEP -1

2680 IF P(P,1,N,Y)=0 THEN 2710
2690 IF P(P,1,N,Y)<0 THEN Y=0:G0

TO 2730

2700 NEXT ¥:Y=0:GOTO 2730

2710 V(P,V1,0)=N:V(P,V1,1)=Y
2720 GOSUB 380:1F V1>V THEN RETU

RN

2730 IF K(P,X,0)<2 THEN 2820

2740 IF T>0 AND T<10 THEN V(P,Vl
+0)=N:V(P,V1,1)*T+11G0SUB 380:1F
V1>V THEN RETURN -~ °

2750 IF Y>1 THEN V(P,V1,0)=N:v(P
+V1,1)=Y~-1:G08UB 380:IF V1>V THE

N RETURN .

2760 IF K(P,X,0)=2 THEN 2820
2770 IF T>0 AND T<9 THEN V(P,V1,
0)-N:V(P,V1,1)=T&2:OOSUB 380:1IF
V1>V THEN RETURN

2780 IF Y>2 THEN V(P,V1,0)=N:v(P
+V1,1)=Y~2:GOSUB 380:1IF V1>V THE
N RETURN

2790 IF K(P,X,0)=3 THEN 2820
2800 IF T>0 AND T<8 THEN V(P,V1,
0)-N:V(P,V1,1)-T#3:GOSUB 380:1F
V1>V THEN RETURN

2810 IF Y>3 THEN V(P,V1,0)=N:v(P
#V1,1)=Y-3:GOSUB 380:IF v1>V THE
N RETURN

2820 NEXT X

2830 'DO RANDOM SHOTS

2840 N=RND(10) :N1=RND(10)

2850 IF P(P,1,N,N1)<>0 THEN 2840
2860 V(P,V1,0)=N:V(P,V1,1)=N]1
2870 GOSUB 380:IF V1>V THEN RETU
RN

2880 GOTO 2840

2890 'SHIP GOING VERTICAL

2900 FOR Y=N TO 10

2910 IF P(P,1,Y,N1)=0 THEN 2940
2920 IF P(P,1,Y,N1)<0 THEN T=0:G6
OTO 2960

2930 NEXT Y:GOTO 2960

2940 V(P,V1,0)=Y:V(P,V1,1)-"1:7-
Y

2950 GOSUB 380:1F V1>V THEN RETU
RN

2960 FOR Y=N TO 1 STEP -1

2970 IF P(P,1,Y,N1)=0 THEN 3000
2980 IF P(P,1,Y,N1)<0 THEN Y=0:G
OTO 3020

2990 NEXT Y:Y=0:GOTO 3020

3000 V(P,V1,0)=Y:V(P,V1,1)=N1
3010 GOSUB 380:1F V1>V THEN RETU
RN

3020 IF K(P,X,0)<2 THEN 2820
3030 IF T>0 AND T<10 THEN vie,v1
+0)=T+1:V(P,V1,1)=N1:G0SUB 380:1
F V1>V THEN RETURN

3040 IF Y>1 THEN V(P,V1,0)=yY-1:v
(P,V1,1)=N1:GOSUB 380:IF V1>V TH
EN RETURN

3050 IF K(P,X,0)=2 THEN 2820
3060 IF T>0 AND T<9 THEN vie,v1,
0)=T+2:V(P,V1,1)=N1:GOSUB 380:1F
V1>V THEN RETURN

3070 IF Y>2 THEN V(P,V1,0)=Y-2:v
(P,V1,1)=N1:GOSUB 380:1F V1>V TH

EN RETURN

3080 IF K(P,X,0)=3 THEN 2820
3090 IF T>0 AND T<8 THEN vie,v1,

0)=T+3:;V(P,V1,1)=N1:GOSUB 380:1F

V1>V THEN RETURN

3100 IF Y>3 THEN V(P,V1,0)=Y-3:v
(P,V1,1)=N1:GOSUB 380:IF V1>V TH
EN RETURN

3110 GOTO 2820

3120 'ONLY ONE HIT

3130 'TEST IF RESTRICTED

3140 A=0:IF N=10 THEN 3160 ELSE
FOR Y=N+1 TO 10:IF P(P,1,¥Y,N1)<>
0 THEN 3160

3150 A=A+1:NEXT ¥

3160 IF N=1 THEN 3180 ELSE FOR Y
=N-1 TO 1 STEP -1:IF P(P,1,Y,N1)
<>0 THEN 3180

3170 A=A+1:NEXT Y
3180 IF ACK(P,X,0) THEN 2610 'HO
RIZ

3190 A=0:IF N1=10 THEN 3210 BLSE
FOR Y=N1+1 TO 10:IF P(P,1,N,Y)<
>0 THEN 3210
3200 A=A+1:NEXT Y
3210 IF N1=1 THEN 3230 ELSE FOR
¥=Nl-1 TO 1 STEP ~1:IF P(P,1,N,Y
)<>0 THEN 3230
3220 A=A+1:NEXT Y
3230 1F A<K(P,X,0) THEN 2900
3240 'RANDOM AROUND
3250 T=RND(4):Y=0
3260 ON T GOTO 3270,3320,3370, 34
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20
3270
3280
3290
20
3300 V(P,V1,0)=N+1:V(P,V1,1)=N1
3310 GOSUB 380:IF V1>V THEN RETU
RN
3320
3330
3340
70
3350 V(P,V1,0)=N:V(P,V1,1)=N1+1
3360 GOSUB 380:IF V1>V THEN RETU
RN
3370
3380
3390
20
3400 V(P,V1,0)=N-1:V(P,V1,1)=N1
3410 GOSUB 380:IF V1>V THEN RETU
RN

3420
3430
3440
70
3450
3460
RN
3470
3480

Y=Y+1:1IF ¥Y>4 THEN 2820
IF N>9 THEN 3320
IF P(P,1,N+1,N1)<>0 THEN 33

Y=Y+1:1F Y>4 THEN 2820
IF N1>3 THEN 3370
IF P(P,1,N,N1+41)<>0 THEN 33

Y=Y+1:1F Y>4 THEN 2820
IF N<2 THEN 3420
IF P(P,1,N-1,N1)<>0 THEN 34

Y=Y+1:1F ¥>4 THEN 2820
IF N1<2 THEN 3270
IF P(P,1,N,N1~1)<>0 THEN 32

V(P,V1,0)=N:V(P,V1l,1)=N1-1
GOSUB 380:IF V1>V THEN RETU

GOTO 3270

'COMPUTER SETUP SHIPS

3490 FOR X=1 TO 5:V=LEN(TS$(X))
3500 N=RND(10):N1=RND(10):T=RND(
4):Z=N:Z1=N1

3510 ON T GOTO 3520,3650,3760,38
50

3520 IF 10-N1 < V THEN 3760

3530 IF P(P,0,N,N14V)<>0 THEN 35
00

3540 IF N1>1 THEN IF P(P,0,N,N1-
1)<>0 THEN 3500

3550 FOR Y=0 TO V-1

3560 IF P(P,0,N,Y+N1)<>0 THEN 35
00

3570 IF N>1 THEN IF P(P,0,N-1,Y+
N1)<>0 THEN 3500

3580 IF N<10 THEN IF P(P,0,N+1,Y
#N1)<>0 THEN 3500

3590 NEXT Y

3600 MIDS(PS(P,0,N),N1)=T$§(X)
3610 FOR Y=0 TO V-1

3620 P(P,0,N,Y+N1)=X

3630 NEXT Y

3640 GOTO 3940

3650 IF 10-N<V THEN 3850

3660 IF P(P,0,N+V,N1)<>0 THEN 35
00

3670 IF N>1 THEN IF P(P,0,N-1,N1
)<>0 THEN 3500

3680 FOR Y=0 TO V-1

3690 IF P(P,0,N+Y,N1)<>0 THEN 35
00

3700 IF N1>1 THEN IF P(P,0,N+Y,N

1-1)<>0 THEN 3500

3710 IF N1<10 THEN IF P(P,0,N+Y,
N1+#1)<>0 THEN 3500

3720 NEXT Y

3730 FOR Y=0 TO V-1:MID$(P$(P,0,
N+Y),N1)=LEFTS(T$(X),1)

3740 P(P,0,N+Y,N1)=X

3750 NEXT Y:GOTO 3940

3760 IF N1<V THEN 3520

3770 N1=N1-V:IF N1<1 THEN N1=1
3780 IF N14V<=10 THEN IF P(P,0,N
+N14V)<>0 THEN 3500

3790 IF P(P,0,N,N1-1)<>0 THEN 35
00

3800 FOR Y=0 TO V-1

3810 IF P(P,0,N,Y+N1)<>0 THEN- 35
00.

3820 IF N>1 THEN IF P(P,0,N-1,Y+
N1)<>0 THEN 3500

3830 IF N<10 THEN IF P(P,0,N+1,Y
+N1)<>0 THEN 3500

3840 NEXT Y:GOTO 3600

3850 IF N<V THEN 3650

IN THE
LAND OF
MATHMATICS

MODULAR
ARITHMETIC

by ANDREW HART

UTILITY p—

E'S A program that will
onvert any number from
ne base to another.

¥hen you zun the program, you
vill be asked to input the base
of the number being converted.

Valid responses to this prompt
include any integer betwveen 1
and 37 exclusive. Make a similar
response to the next prompt.

The "humber to be converted"
may be up to 32 digits in
length. Appropriate safe-guards
against ?0V  erxrrors and 7?08
errors have been inserted into
the program so there should be
no problems with these two types
of errors.

Nov for a quick summary of how
the program vorks.

After the user has input the
relevant data, the program first
checks that the "number to be
converted™ 1Is In the correct
base. If not, you will be
informed and asked to re-enter
the number.

Next, the number is convertea
into base ten, and then into the
base defined by the user at the
second prompt,

I hope that some of you will

f£ind this program useful,
particularly in your
programming.

Note: future Ideas

I am hopling to vrite a Basic
program that wvill add and

subtract using tvo's compliment
binary arithmatic. This should
be handy to anyone getting into
assembly language programming.

The Listing:

GOTO2
SAVE"176:1":SAVE"176:3" :END'UT

RERR AR AR RN RN ER RN AR NS

'
' MODULAR CONVERTION PROGRAMME
' BY A G HART

' '.l'."'lﬁ’ltit.!.'....'.".
10 cLs

20 CLEAR 256 \
30 PRINT TAB(2);"MODULAR CONVERT
ION PROGRAMME" : PRINT :PRINTTAB(11
);"BY A G HART"

40 PRINT:PRINT

50 K$="0123456789ABCDEFGHI JKLMNO
PQRSTUVWXYZ"

60 INPUT"CONVERT FROM WHICH BASE
P

70 IF F<2 OR F>36 THEN PRINT"BAS
E MUST BE FROM 2 TO 36":00TO 60
80 INPUT"CONVERT TO WHICH BASE";
L §

DN MNHO

90 IF T<2 OR T>36 THEN PRINT"BAS

E MUST BE FROM 2 TO 36":G0TO 80
100 INPUT"CONVERT WHAT NUMBER";N
$

110 IF LEN(N$)>30 THEN PRINT"YOU
ARE LIMITED TO 30 DIGITS":GOTO
100

120 PRINT:PRINT"CALCULATING ..."
130 PRINT

140 FOR I=1 TO LEN(N$)

150 IF MID$(N$,I,1)<"0" OR MIDS$(
N§,I,1)>MIDS(K$,F,1) THEN A=1
160 NEXTI

170 IF A=1 THEN PRINT"NUMBER MUS
T BE IN BASE";F:GOTO 100

180 D=0:B=1:A=0

190 FOR I=LEN(N$) TO 1 STEP -1
200 D=D+B*(INSTR(K$,MID$(N$,I,1)
)-1)

210 IF D>1B+30 THEN I=0:A=1

220 B=B*F

230 NEXTI

240 IF A=1 THEN 340

250 R=D-INT(D/T)*T:D=INT(D/T)
260 IF INSTR(STR$(R),".")>0 OR 1
NSTR(STRS$(R),"E")>0 THEN 340

270 C$=MID$(K$,R+1,1)+C$

280 IF D>0 THEN 250

290 PRINTNS:PRINT"IN BASE";F:PRI
NT"=":PRINTC$:PRINT"IN BASE";T
300 PRINT

310 PRINT "ANOTHER NUMBER, (Y/N)
L

?

320 AS=INKEYS$:IF AS="Y" THEN 10
ELSE IF AS<>"N™ THEN 320

330 CLS:END

340 PRINT"THE NUMBER YOU HAVE CH
OSEN IS":PRINT"UNCALCULABLE BY T
HIS PROGRAMME.":GOTO 300

’

3860 N=N-V:IF N<1 THEN N=1

3870 IF N+V<=10 THEN IF P(P,0,6N+
V,N1)<>0 THEN 3500 b

3880 IF P(P,0,N-1,N1)¢<>0 THEN 35
oo

3890 FOR Y=0 TO V-1

3900 IF P(P,0,N+Y,N1)<>0 THEN 35
00

3910 IF N1>1 THEN IF P(P,0,N+¥Y,N
1-1)<>0 THEN 3500

3920 IF N1<10 THEN IF P(P,0,N+Y,
N1+1)<>0 THEN 3500

3930 NEXT Y:GOTO 3730

3940 NEXT X:RETURN

3950 CLS:PRINTR10,"BATTLESHIPS"

3960 PRINTQ38,"BY GEORGE MCLINTO
CK"

3970 PRINT:PRINT TAB(6);"THE TRA
DITIONAL GAME":PRINT TAB(S5);"WHI
CH CAN BE PLAYED BY"
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3980 PRINT TAB(7);"ONE OR TWO PL

AYER3":PRINT TAB(3);"USING ONE O

R TWO COMPUTERS"

3990 PRINT:PRINT TAB(11);"SETTIN

G up"

4000 POKE &HFF20,2

4010 DIM P$(1,1,10),v(1,5,4),F(1

+5,5,1),P(1,1,10,10),B8(1,10) ,K(

1,5,2),H$(3,10),%8$(1),NS(1)

4020 DIM P,X,Y,N,N1,V1,V,A8,BA,B
:X=RND(-TIMER)

4030 C0=191:C1=175 'LEFT & RIGHT
SIDE

4040 C2=159:C3=153 'WHEN FIRED &
WHEN SET

4050 W1=32:W2=32

4060 B=32:B1=35:B2=51:BA=52

4070 CB=128:C8="~":C1l8="4":C6=A8

C(C9):C9=ASC(C18) 'ALTERNATE

4080 C7=128:C8=ASC("-") 'VERTICA

L & HORIZONTAL

40390 P$(0,0,1)=STRINGS(10,C0):P$
(0,1,1)=8STRING$(10,C1)

4100 P$(1,0,1)=P8(0,0,1):P8(1,1,

1)""01111)

4110 B$(0,1)=8TRINGS(10,CB):Bs$(1
,1)=B$(0,1)

4120 FOR Y=2 TO 10

4130 FOR X=0 TO 1

4140 P#(X,0,Y)=P$(0,0,1):P$(X,1,

Y)=P8(0,1,1):B8(X,Y)=BS(0,1)

4150 NEXT X,Y

4160 E$="ABCDEFGHIJ" :F$="0123456

789"

4170 WS(0)=STRINGS(16,W1):W8(1)=

STRINGS(16,W2) :W$=STRINGS(31,32)

4180 J$=STRINGS(16,32):K$=J%

4190 TH(1)="AAAAA":T18(1)="CARRI

ER":T28(1)=8TRINGS(10,175):T28(0
)=STRINGS$(10,191)

4200 T$(2)="BBBB":T18(2)="HATTLE

SHIP":T29(2)=STRINGS(10,207)

4210 TS(3)="CCC":T1$(3)="CRUISER

":1T2$(3)=STRINGS(10,223)

4220 T$(4)="888":T18(4)="SUBMARI

NE":T2$(4)=8TRING$(10,239)

4230 TS$(5)="DDL":T1$(5)="DISTKROYR

R":T28(5)=8TRINGS (10, 255)

4240 FOR X=0 TO 1:71=5

4250 FOR ¥Y=1 TO 5:K(X,Y,0)=1:K(X

#Y,1)=T:K(X,¥,2)=T

4260 T=T-1:IF Y=3 THEN T=T+1l

4270 NEXT Y,X

4280 'SET UP REST DISPLAY

4290 V18=STRINGS(15,C8)+CHRS(C7)
tV28=CHR$(C7)+STRING$(15,C8)

4300 N3$=STRING$(16,32):N4s=N39
4310 V3g=" mipg4w "+CHRS(C7):

VAS=CHRS(C7)+"  "4pgsv »

4320 FOR X=1 TO 10:A$=MIDS(ES,X,
1)

4330 H8(0,X)=" "+a8

4340 HS(1,X)=A8+" "4+CHR$(C7)
4350 H8(2,X)=CHRS(C7)+" "+A$
4360 HS(3,X)=Ag4" "

4370 NEXT X

4380 A=PREK(27)*256+PEEK(28)-150
4390 DEFUSRO=A

4400 DEFUSR1=A+&H77

4410 M8=&HFF20:M9=8&HFF22

4420 POKE M8,2

4430 D1=100:D2=5%00:D3=1000 'TIME
DELAYS N

4440 PRINTQ486,"INSTRUCTIONS (Y/
N) ?";:G08UB 1080:IF AS="Y" THEN
GOSUB 5410

4450 CLS:PRINT"ENTER NUMBER OF C

OMPUTERS" :GOSUB 1110

4460 IF A$="2" THEN Kl=2 RLSE K1
=1

4470 IF K1=1 THEN K=1:G0TO 4500
4480 PRINT:PRINT"ENTER THIS COMP
UTER NUMBER (1/2)":GOSUB 1110
4490 IF A$="1" THEN K=1 ELSE IF
A$="2" THEN K=2 ELSE PRINT "INVA
LID":GOTO 4480

4500 PRINT"ENTER YOUR NAME" ’
4510 INPUT N18g :
4520 1F Kl=1 THEN N2¢="COMPUTER
4530 PRINT "ENTER C IF COMPUTER
IS TO PLAY PLAYER 1":INPUT "OR

PRESS ENTER";A$:IF A$="C" THEN W
=1 ELSE W=0 .

4540 PRINT"ENTER TO PAUSE AFTER

EACH MOVE":INPUT "NON ZERO TO HA

LT";X2

4550 CLS:PRINT"GAME OPTIONS ARE"
4560 PRINT"1 NORMAL BATTLESHIPS"
4570 PRINT"2 SALVOS":PRINT"3 ADV

ANCED SALVOS"

4580 GOSUB 1110:1F A$="3" THEN G
-318L8l IF A$="2" THEN G=2 RLSE

G=

4590 IF G=1 THEN NS(0)=1:NS8(1l)=1
ELSE NS(0)=5:N8(1)=5

4600 PRINT:PRINT"EXCHANGE SEQUEN

CES ARE"

4610 PRINT"1 SEBQUENTIAL":PRINT"2
SIMULTANEOUS" :PRINT"3 SIMULTANE

OUS WITH TIME LIMIT"

4620 GOSUB 1110:IF A$="3" THEN E
=3 ELSE IF A$="2" THEN E=2 ELSE

BE=1

4630 IF Kl=1 AND E=3 THEN PRINT
"NOT ALLOWED":GOTO 4600

4640 IF E=3 THEN PRINT:PRINT "T1
ME LIMIT IS";D1:PRINT "PRESS ENT
ER TO ACCEPT":INPUT "OR ENTER NE
¥ TIME";A:IF A<>0 THEN D1=A

4650 GOSUB 4920

4660 IF Kl=1 THEN 4880

4670 PRINT:PRINT "TESTING COMPUT
ER CONNECTIONS"

4680 POKE M8,0 'OFF

4690 IF (PEEK(M9) AND 1)=0 THEN
FOR X=1 TO S00:NEXT X:GOTO 4720
4700 X=0:PRINT "OTHER COMPUTER N
OT READY"

4710 IF (PEEK(M9) AND 1)=1 THEN
X=X+1:IF X<2000 THEN :4710 ELSE 4
700

4720 POKE M8,2

4730 X=0:PRINT "WAITING FOR OTHE
R COMPUTER TO  ACKNOWLEDGRE"
4740 IF (PEEK(M9) AND 1)=0 THEN
X=X+1:IF X<2000 THEN 4740 BLSE 4
730 -

4750 CLS:PRINT"CONNECTION OK"
4760 IF K=1 THEN 4820

4770 AS=USR1(A$) '1S COMP 2 GET
FROM COMP 1

4780 N28=MID$(AS,3)+"":X=ASC(LEF
T$(A$,1)):Y=ASC(MIDS(AS,2,1))
4790 A$=CHR$(G)+CHRS(E)+N18§

4800 AS=USR(A$) '"SEND IT

4810 GOTO 4860

4820 FOR X=1 TO 1000:NEXT X 'COM
PUTER 1

4830 AS=CHRS(G)+CHR$(E)+N1$:1A$=U
SR(A$) 'SEND

4840 AS=USR1(A$) 'GET OTHER

4850 N2$=MID$(AS$,3)+"":X=ASC(LEF
T§(AS,1)):Y=ASC(MIDS$(AS$,2,1))
4860 IF E=1 AND ¥Y<>1 THEN PRINT
"EXCHANGE SEQUENCE NOT COMPATABL

E":3TOP

4870 IF B <> Y OR G<>X THEN DZ=1
4880 MIDS(N38,INT((16-LEN(N18))/
2))=N1$

4890 MIDS(N4S,INT((16-LEN(N28))/
2))=N28

4900 GOTO 5250

4910 'MAKE SUBROUTINE

4920 CLS:PRINT ."SETTING UP SHIPS
8 i

4930 IF K1l=1 THEN PRINT "SETTING
UP PLAYER 2'S SHIPS":1P=1:008UB
3490

4940 IF W>0 THEN PRINT “YRTTING

UP SHIPS FOR COMPUTER ASPLAYER 1
":1P=0:GOSUB 3490:060T0 5250

4950 PRINT “ENTER C FOR COMPUT

ER TO SEY UPYOUR SH1PS8":INPUT "o
R :Rtss ENTER TO DO IT YOURSELF"
iA

’

4960 IF A$="C" THEN GOSUB 1140:R
ETURN

4970 'SET UP OWN SHIPS

4980 CLS:PRINT@82, "SETUP SHIPS";
:PRINT@146, "ENTER YOUR";:GOSUB 2
S0

4990 BA=34:2=E:B=1:T=C1:C1=C0:P=
0:0=0

5000 FOR ¥=1 TO 5

5010 PRINT@210,T18(Y);

5020 BS=LEFTS(TS(Y),1):C$=B§:V=L
EN(TS$(Y))

5030 PRINT@480, "ENTER";V; "CELLS"

r

5040 GOSUB 80

5050 PRINT@480,W$;

5060 PRINTE210,"CHECKING IT";
5070 IF V(0,1,0)=v(0,2,0) THEN N
=1:N1=0 ELSE N=0:N1=1 'HOR VEKRT
5080 FOR X=2 TO V:IF V(0,X,N1)<>
V(0,1,N1) THEN QA=1:GOTO 5290
5090 NEXT X

5100 A$="":FOR X=1 TO V:AS$=A$+ST

R$(V(0,X,N))+" ":NEXT X

5110 FOR X=1 TO 10:1F INSTR(AS,S
TR$(X)+" ")<>0 THEN 5130

5120 NEXT X:QA=2:GOTO 5290

5130 IF X+V>11 THEN QA=3:G0TO 52
90

5140 QB=X:FOR X=X TO X+V-1:IF IN
STR(AS$,STRS(X)+" ")=0 THEN QA=4:
QC=X:GOTO 5290

5150 NEXT X

5160 FOR X=1 TO V

5170 IF P(0,0,V(0,X,0),V(0,X,1))
<>0 THEN QA=5:GOTO 5290

5180 NEXT X

5190 FOR X=1 TO V

5200 P(0,0,Vv(0,X,0),V(0,X,1))=Y
5210 MEXT X

5220 PRINT@272,WS(1);:PRINTQ304,
WS(1); :PRINT@208,W$(1);

5230 GOSUB 29U:NEXT Y

5240 BA=52:E=%:Cl=T:RETURN

5250 GOSUB 290:GOSUB 330

5260 FOR X=1 TO 10:B$(0,X)=STRIN

G8(10,CB) :NEXT X:C$=CHR$(C6)
5270 V(0,1,0)=1:V(0,1,1)=1 'IN C
ASE

5280 RETURN

5290 PRINTE@272,"INVALID"; :PRINT@
304,"TRY AGAIN";

5300 28=A$

5310 FOR X=1 TO V

5320 MID$(P$(0,0,V(0,X,0)),V(0,X
+1))=CHR$(V(0,X,2))

5330 MID$(B$(0,V(0,X,0)),V(0,X,1
) )=CHR$(V(0,X,3))

5340 NEXT X:PRINT@210,¥$;

5350 GOSUB 290:GOTO 5010

5360 PRINT@480,"ANY KEY TO CONTI
NUE";

5370 GOTO 1080

5380 FOR X=1 TO 1000:NEXT X:RETU

RN

5390 IF DX<>0 THEN FOR X=1 TO 50
00:NEXT X

5400 RETURN

5410 CLS:PRINT "GAME REQUIRES TW

O PLAYERS. EACH PLAYER SETS UP 5
SHIPS ON A 10X10 GRID, AND
THEN FIRES SHOTSAT HIS OPPONENTS
GRID UNTIL ALL SHIPS ARE SUNK"
5420 PRINT:PRINT "THE PLAYER WHO
SINKS ALL HIB ENEMY'S SHIPS
FIRST WINS THE GAME"

5430 GOSUB 5360:CLS

5440 PRINT "FOR THE ONE COMPUTER
GAME" :PRINT"THE COMPUTER PLAYS
FOR THE SECOND PLAYER™

5450 PRINT:PRINT"FOR THE TWO COM
PUTER GAME, THE COMPUTERS MUST

18




by ANDREW GREEN

HIS WAS ORIGINALLY written
by a friend vho owvns an MSX
computer. I ended up
getting his permission to re-
vrite the program for the humble
'ol CoCo.
It plays
Anthem as wvell.
Have fun!

the Australian

The Listing:

GOTO 10
TRERARREAARRRRRRAR
'* BICENT WAS
' CREATED
'® BY

'* ANDREW GREEN
'® OF . TAREE
" 1/2/'88 *
TRAERRRRRRRERRRRRR

SAVE"185A:1":SAVE"185A:3" :END"

L R O

VWeaoounawNneo

MENAL

GRAPHICS

20 PRINT@102,"BICENTENNIAL PICTU
R".

30 5qurel71,'canarso BY";

40 PRINT@234,"ANDREW GREEN";

50 PRINT®299,"(C) 1/2/88";

60 PMODE 4,1:PCLS1

70 COLOR 0,1

80 *

90 LINE(70,15)-(25,115),PBET

100 LINE(80,15)-(35,125),PSET
110 LINE(70,15)~-(80,15),PBET

120 LINEB(25,115)-(35,125),PSET;P
AINT(72,20)

130 LINE(85,15)-(40,130),PSET
140 LINE(90,15)~(45,135),PSET
150 LINE(85,15)-(90,15),PSET
160 LINE(40,130)-(45,135),PSET
170 LINE(100,15)~(55,145),PSET
180 LINE(115,15)-(70,160),PSET
190 LINE(100,15)-(115,15),PSET
200 LINE(55,145)~(70,160),PSET:P
AINT(101,16)

210 LINE(120,15)-(91,105}),PSET
220 LINE(155,45)-(131,140),PSET
230 LINE(120,15)-(155,45),PSET
240 LINE(91,105)-(131,140),PSET:

PAINT(121,20)

250 LINE(136,145)-(170,0),PSET
260 LINE(151,160)-(180,35),PSET
270 LINE(136,145)-(151,160),PSET
280 LINE(170,0)-(180,35),P8ET:PA
INT(145,130)

290 LINE(156,165)~-(185,43),PSET
300 LINE(161,170)-(189,55),PSET
310 LINE(156,165)-(161,170),PSET
320 LINE(185,43)-(189,55),PSET
330 LINE(171,180)-(198,69),PSET
340 LINE(181,190)-(205,85),PSET
350 LINE(171,180)-(181,190),PSET
360 LINE(198,69)-(205,85),PSET:P
AINT(173,175)

370 LINE(0,0)-(255,191),PSET,B
380 LINE(80,80)-(165,91),PRESET,
BF

390 DRAI”BH92,82;80106U4Il502l1k
3F1D6"

400 DRAW"BM99,82;D6F1R3IEIU6" =
410 DRAW"BM106,82;BD1iD1F1R3F1D20
1L3H1BUSE1R3F1BD6"

420 DRAW"BM113,82;R4L2D7BR3"

430 DRAW"BM120,82;ND7R4F1D1G1INL4
F1D3"

440 DRAW"BM127,82;BD1D6U4ANRSU2EL
R3F1D6"

450 DRAW"BM134,82;D7R5"

460 DRAW"BM141,82;R4L2D7L2R4BR1"
470 DRAW"BM148,82;BD1D6U4ANRSU2E]L
R3F1D6"

480 LINE(100,91)-(143,102),PRESE
T,BF

490 DRAW"BM102,93;R4L2D7L2R4BR1"
500 DRAW"BM109,93;BD1D1FIRIF1D2G
1L3H1BUSE1R3F1BD6"

continued on p22

BE CONNECTED
COMS CABLE AS
UFFER BUSINESS'
PRIL 88 PAGE 47"
5460 GOSUB 5360:CLS

5470 PRINT "THE COMPUTER CAN ALS
O PLAY THE GAME FOR THE FIRST P
LAYER AS WELL. YOU CAN TOGGLE
BETWEEN THECOMPUTER AND PLAYER
AS PLAYER 1 BY PRESSING THE @ KE
Y WHILE THE SHOTS ARE BEING SET
Up'

5480 PRINT:PRINT "SHOTS ARE ENTE
RED BY SPECIFYING THE CO-ORDINAT
ES REQUIRED EG AS A6, J7 B
TC"

5490 PRINT:PRINT "WHILE ENTERING
SHOTS YOU CAN CHANGE YOUR MI
ND, AND REMOVE ANYENTRY BY USING
THE LEFT ARROW  KEY";

5500 GOSUB 5360:CLS

5510 PRINT "NORMAL BATTLESHIFS A
LLOWS EACH PLAYER ONE SHOT FOR
EACH TURN"

5520 PRINT:PRINT "SALVOS ALLOWS
EACH PLAYER FIVE SHOTS FOR EACH
TURN"

5530 PRINT:PRINT "ADVANCED SALVO
8 ALLOWS EACH PLAYER ONE.SHO
T FOR EACH OF H1S SH1PS WHICH 18
STLL AFLOAT"

5540 GOSUB 5360:CLS

5550 PRINT "THE SEQUENTIAL EXCHA
NGE GAME HASEACH PLAYER FIRE HIS
SHOTS IN  SEQUENCE. THE OTHER
PLAYER WAITSWHILE HIS OPPONENT S
ETS UP HIS SHOTS" .

5560 PRINT:PRINT "FOR THE S1MULT
ANEQUS EXCHANGE, BOTH PLAYERS 8
ET UP THEIR SHOTS AT THE SAME TI

ME AND THEN BOTH FIRE AT THE SA

ME TIME WHEN BOTH ARE FINISHED"
5570 GOSUB 5360:CLS

5580 PRINT "THE SIMULTANEOUS EXC

HANGE WITH TIME LIMIT, FORCES A

TOGETHER WITH A
DESCRIBED IN 'B
COCO MAGAZINE A

N EXCHANGE OF SHOTS WITHIN THE

TIME SPECIF-IED AFTER EITHER PLA

YER HAS SET UP HIS SHOYS"

5590 PRINT:PRINT "WHEN THE TIME

HAS EXPIRED, THE OTHER PLAYER I

S FORCED TO FIRE AND WILL FIRE

ONLY AS MANY SHOTSAS HE HAS SET

UP BY THEN"

5600 GOSUB 5360:CLS:RETURN

5610 'PRINT DISPLAYS

5620 C=ASC(CS):1F C=C0 OR C=Cl T

HEN C$=" - ":RETURN

5630 IF C=C2 UR C=C3 THEN C8$=" M
" :RETURN

5640 Cs=" "4+C$+" “:RETUEN

5650 PRINT#-2,"DISPLAYS"

5660 FOR X-1 TO 10:A8="":Bg="",p

OR Y=1 TO 10

5670 C$=MID$(P$(0,0,X),Y¥,1):G08V

B 5620:A8=A8+CS

5680 C$=MID$(PS(0,1,X),Y,1):G08U

B 5620:B$=B3+CS$

5690 NEXT Y:PRINT#-2,AS8;" :

5700 NEXT X:STOP

5710 *

5720 LN=56000:FOR X=0 TO 147 STE

P 25:IF X<124 THEN N=25 ELSE N=2

2

";B$

5730 GOSUB 5750:NEXT X

5740 RESTORE:GOTO 5830

5750 PRINT LN;:A=0:FOR ¥=0 TO N-
1

5760 READ C$:B=VAL("&H"+CS):A=A+
B

5770 NEXT Y:READ C$:IF A<> VAL("
&H"+C$) THEN PRINT "ERROR IN LIN
E NO";LN:STOP

5780 LN=LN+10:RETURN

5790

5800 FOR Y= 0 TO N-1:READ C$:POK
E A,VAL("&H"+C$)

5810 A=A+1:NEXT Y:READ C$:RETURN
5820 '

5830 M$="9E1B308900936F806F806F8
09F1B39":¥Y=5HO1DA

5840 B=0:FOR X=1 TO 30 STEP 2:N=
VAL ("&H"+MID$(M$,X,2) ) : B=B+N:POK
E Y,N:Y=Y+1:NEXT X

5850 IF B <> &H5CS THEN PRINT "E
RROR IN LINE NO 55110":STOP

5860 EXEC &H1DA:CLEAR

5870 A=PEEK(27)*256+PEEK(28)-150
:LN=56000

5880 FOR X=0 TO 147 STEP 25:IF X
<124 THEN N=25 ELSE N=22

5890 GOSUB 5800:NEXT X

5900 *

5910 PRINT:PRINT "ML ROUYINE NOW
ADDED TO END OF BASIC PROGRAM"
:PRINT “IT CAN NOW BE (C)SAVE'D
AND RELOADED LATER IN ITS PR
ESENT  FORM":PRINT:PRINT "OR EN

TER RUN AGAIN TO EXECUTE NOW"
5920 *

5930 DEL 5720-5990

5940 DATA A6,84,8D,B,E6,84,27,9,
EE,2,A6,C0,8D,4,5A,26,F9,39,34,1
7,1A,50,8D,16, 5F, 9AF

5950 DATA 8D,15,C6,8,34,4,5F, 44,
59,58,8D,8,35,4,5A,26,F3,8D, 2, 35
+97,C6,2,F7,FF,959

5960 paTa 20,8D,0,9E,95,8C, 9, 97
. 8C,98,97,30,1F, 26,FC, 39,8D,F1,C
6,8,34,4,8D,E9,12,B18

5970 DATA 12,F6,FF,22,54,46,35,4
+5A,26,F0,80D,DB, 35,95, 4F, 34,15,1
A,50,F6,FF,22,54,24,A2F

5980 DATA DD, 86,FE,B7,FF,2,B6,FF
.0,81,FE,26,EE,35,1,C6,FF, 35,94,
CE,1,DA,BF,2,8D,EAC

5990 DATA DC,26,10,1F,89,A7,84,2
7,A,8D,D2,26,8,A7,C0,5A,26,F7, 39
,6F,84,39,8E6

6000 GOTO 640

19



UR PRINTER came to live
wvith us about tvo and a
half years ago. 1 have,

with ‘the help of others, learnt
quite a bit about printer
graphics. There alvays seems to
be something more to learn.

I will attempt to write about

varlious forms of BORDER
graphics.
1f 1 don't give all the

information you need, then
please let me know, and I'11 try
agalin.

For those without printers, 1
vill give some opinions about
other _topics before 1 become
engrosséd In one of my favourite
subjects.

Do you play a musical
instrument? Have you ever
played a duet with CoCo? I know
of one lady vho has done this,
much to her husband's delight.
He has done a lot of work with
MUSIC+, so0o he vas very pleased

to have his wvife accompany CoCo, *

playing 'his' music.

Monlca wvants to learn to play
the £lute this year and ve have
decided that she would probably
benefit from playing duets vith
CoCo, who 1is 1lkely to be a
patient 'teacher'.

I1f you would llke to do the
same for
you don't have
don't vworry;
vill do nicely.

First program the notes, eg
type:

MUSIC+, then
the PLAY command

20 PLAY"O3CDEFGABOACO3BAGFEDC"

RUN that as is; then
experiment vith another line, le

10 PLAY"T4"

Changing the number after the
T vill change the tempo. As the
student progresses, this number
can be adjusted.

one of your kids, and__2nd others),

4

we have a program called
MUSICA. This 1is a commercial
program. I have just looked up

the meanings of the vord
‘commercial'; one of them is:

" ... setting
immediate gains
considerations".

profits or
above artistic

If that vas the only meaning,
it would be wvrong of me to
describe MUSICA as commercial.
I will quote from the manual to
explain:

® oue MUSICA 11 is an 8K
machine language music
synthesizer for Tandy computers.
It requires 32K and either a
disk drive or a cassette
recorder. ECB required. Entry
of music is almost as easy as
vriting It on paper since all
notes are displayed on standard
musical treble and bass staffs.
Up to four voices can be
entexed.”

From this, you can see that it
should also help a student vith
nusic theory. As 1 .salq,
hovever, the PLAY comsand can be
quite useful. I¥ you have CoCo
play the ‘tune of the wveek', you
vill soon  get ‘an idea of the
melody (provided you programmed
i1t correctly, of course) vhich
makes it easler to play this
tune on your chosen instrument.

Last month 1 nade some
comments about some {tems 1in
February 1988 Softgold. 1 would
like to add a fev remarks
relating to the programs in both
of the February magazines.

Remember these are ay
observations and opinlons, and
not necessarily shared by
others. ' .

First I must say that if you
are keying in ‘'the talking
keyboard' for use without the
Speech Sound Pak and you leave
out 1lines 16-26 as I suggested
AND you still type ... S

GOSUB20:G08UB26
in all those lines (34-76

problem. It
Just add:

Is easlly fixed.

20 RETURN
26 RETURN

This 1s the remedy 1f you have
already typed those rticular
GOSUBs. 1If not, then leave them
out. It will make the program a
bit shorter!

I do like short programs, but,
if you have young children, then
this 'longish’ one would be
vorth the effort.

ADVANCE, a 1long program in
CoCo, does not need to be

you will have a__

1home

WITH JOHANNA VAGG

entered in its entirety for you
to see the Bi-Centennial logo
and hear Advance Australla Falr.

8imply type to 790 and add 800

RETURN. The authors could wvrite
to me for some hints about the
rest of the program 1f they
vish.

The AMAZING MAZE in Feburary
Boftgold can be enjoyed even if
you cut the typing in half. The
GRAPHIC TEXT routine adds a nice
touch. 1t also adds to the
length. If you'd like to play
Aaron's game (ve haven't made it
through yet) wvith only half the
vork, then type from 390 to 880,
and add:

20 Q=120 .
900 RUN

Use the appropriate high speed
POKE for your computer ({f
desired. The graphics 'find of
the month', in my books, Iis
NOMADIX (Softgold). I haven't
had the patience to viev the
shading effect.

The plcture looks great

vithout 1it, as you can see from
the dunmp. These dumps In the
magazines are a good 1dea: You

knov what to expect before you

start. The on-screen version
looks even better than the
printout.

To see It vithout the shading,

type up to and including 1880,
then add 1890 GOTO 1890. 1If
you vould prefer ‘the plcture
vithout the vord ‘'nomadix’',
leave out 1lines 120-500, That
vould make the program only
about one page long ... pretty

good for such a beaut picture!

I can't comment on MUSIC2
(CoCo) at this stage because 1I
don't have 1t, but 1 can say
that I 11ke MusicCl. The bad
nevs about it 1s that the music
is not ‘'smooth', hovever, the
good nevs makes up for this,.

The good news is that you will
see a 'plano keyboard' and you
vill see vhich note 1is being
played, as it is being PLAYed.

As far as I can tell, there |s
a high speed POKE 'around' the
READ routine only. On the CoCo 3
this high speed POKE is ignored,
80 1t is possible that there is
another one POKEd for the
PLAYIng, but I don't think so.

My personal preference is to
use the high speed AND adjust
the Tempo in line 470.

Experiment with the value at
the end of the second 'line' of
line 470.

One correction 1s needed in
the Directory Printer program on
page 61 of CoCo. The variable
after FILES in line 73 should be
AA, not Just A. I have used the

program only a 1little. Some
changes had to be made for my
printer, of course, as it vas
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vritten for an. AMUST printer
(Bpson type). After some
appropriate '£1ddling', it seems
to be fine.

Usually it is easy enough to
change this type of printer
program from Epson to Tandy or
vice-versa. The same 1is not
true of printer graphics
programs. I have vritten two
printer related articles, one
called PRINTER TRIVIA (August
1987 softgold), and another
called NOT 80 TRIVIAL (not
printed as at the middle of
March). A

Since wvriting these, I have
made more discoveries. One is
the fact that the DMP100 and
DNP110 have 60 dots per inch
vertically, and the DMP105 and
DMP200 (and probably most other
Tandy printers) have 72 dots per
inch. This means that 1{f you do
a screen dump, the printout on a
DMP105 will be five-sixths the
height (or depth?) of one done
on a DMP110. Although the
Epson-type printers also have 72
dots per inch, the programs for
BORDER graphics about which I
vill be vriting, are not
suitable for these printers.

The graphic codes are very
different. The Tandy printers
print 7 dots In a vertical dot
column, and the Epsons print 8.

I1f the Tandy dots are numbered
right side up, then the Epson
ones are numbered upside down...

The £irst time 1 sav some
'fancy border designs' wvas in
June 1986. There vas a letter
from Mal McLauchlan in CoCo.
The letter Included a short
program vhich I tried. I found I
needed to ada a code for
elongate to .produce the same
results on my DMP110 as Mal had
produced on his DMP200. The 110

has 960 addressable dots
horizontally. The DMP 200 and
105 have 480 addressable dots
horizontally, assuming you are

in ‘'normal’
or condensed.

Both of these printers will
print graphics in the different
'sizes', but 1 don't knov vhat
effect, 1f any, this has on the
print head positioning. The 110
and the 130 print graphics in
the one size only.

Throughout my article, I will
assume that the DMP 200s and
105s are in 'normal' mode.

and not compressed

Once you are avare of the
differences, it 1s possible to
make adjustments to programs

such as Harry Hoffmann's BORDER
(August 87 Softgold with update
in December) and Frank
Buttigleg's BORDER GRAPHICS
(February 1988 CoCo). Harry's
program vas vritten fpr a
DMP10S, so DMP110 owners need to
add elongate. Frank's vas
vritten for the DMP110.
Therefore, other Tandy
printers will need to have the
elongate deleted. There vas a
problem vith Harry's BORDER
program on disk (and possibly
tape too). I think the program
must have been SAVEd vhile the
computer wvas in High Speed. To

fix the

program, LOAD it; then
type

3841 and press ENTER. Now
type in line 330 £rom the
listing. Also EDIT line 480.
It needs X after FOR. As Harry
pointed out, it is not just for
the CoCo 3. Read Harry's
introduction.

In November 1986 Mal wrote to
me after he read my LETTERHEAD
article in that month's coCo. 1
have Jjust realised that I have
written more than tvo printer
related articles! Mal included
some sanples of his borders.

.They looked a bit different from

the ones I printed on my 110,
but I assumed it wvas the
different print gquality. ]

I knov nov that mine vere just
slightly bigger, and that they
contalined tvice the number of
dots, 1ie the
space dot space etc, vhere the
110 had dot dot dot dot.

Mal told me that the border
patterns could also be done from
Televriter-64. 1 didn't try
this until about a wveek ago when
I wvas doing wmy 'studying' for
this article. It wvorks.

I may explain hov to do this

day, but I have found other
vays vhich sult me. Mal's
article, PRINTER GRAPHICS, and
accompanying program (December

one

87 CoCo) was noted by Frank
Buttigleg.

PRINTER GRAPHICS appeared
f£lrst 1in January 1987 CoCo. If

you don't have one magazine, you
probably have the other, so, as
Frank suggested, read Mal's
article. (Your printer manual
vill do, 1f you don't have
either). .

The January issue of CoCo
includes a dlagram. When you
knov how to work out which CHR$
prints wvhich dot pattern, you

vill be able to use Frank's
program. If you don't vant to
bother with this side of the

proceedings, help is availablel
In May 1987 CoCo there vas a

program by Bob Delbourgo called
PRETTY. I thought it was just
vhat I wvanted. 1t would let me
design my borders on-screen;

SAVE my creations to disk; AND
it had the option of 'Left,
Centre or Right justification on
Printer' of the length of border
1 specified. Great. It vas by
Bob, so it must work.

The problems I encountered
nust have been of my own
making. The disk drive vas very
nev to me. Maybe Mal could
help. I sent out an 804, but
kept trying. We both produced
some pattezns. 1 found |t

necessary to do a cold start
betwveen most operations.
Without this, 1 often sav a

'funny' error message on the
screen ... 7?NO ERROR ... |{f
there wvas no error, vhy did it
stop? (FILE NOT OPEN)

As there are never enough
hours for all the "must-do's",

this program didn't get a lot
more attention. I still think
it's a great program, and I CAN

get 1t to co-operate, but I have
found other programs. If anyone

200 printed dot

is trying to use

PRETTY and

having problems, feel free to
vrite to me and 1'11 try to
help. I won't go into more

detall nov as it is a disk
program (although, come to think
of 1it, you must be able to use
the design and print functions
vithout disk..?)

The next BORDER program vas
just  that: BORDER by Harry
Hoffmann. (Bee eariier

reference). This program allows
you to create a design in a 28
by 21 grid on the screen. This
design 1is then printed 17 times
across the page. I was a little
disappointed that ‘the border
could not be saved for future
use.

Rather than attempt a
modification, I wrote a program
vhich would print a specific
border all around the printer
page. 1 could have used graph
paper and my head to find the
CHR§, but in Setember 1987 CoCo,
I found a utility vhich would
let CoCo do the hard vork for
me.

DMDATGEN by Alan Bridges vas
ideal. I could agaln design on-
screen, but this time CoCo
‘fiqured out' wvhich codes needed
to be sent to my printer to re-
produce my designs on paper.

The program vas quickly
changed for disk operation, by
changing every occurrence of
PRINTHE-1 to PRINTREL. The
programs produced by DMDATGEN

vere intended for the DMP110, so
they contain an elongate code.
This 1s easily deleted, making

it sultable for wmany more
printers. Those printers can
use them wvith the elongate and

you will get a result tvice as
vide as ve see on our DMP 110s.

Mal had sent me some small
pictures on graph paper. I had
intended to convert _these
pictures to printer codes
myself, but I gave the job to
CoCo.

I used the DATA produced by
DMDATGEN in my programs.

Several of my penfriends,
including Reg Hallam in
Queensland and Margaret Willlams
on Kangaroo Island, have coples
of my Mcvagg Productions. 1
made one version for the DMP110
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and another for the DMP105/200 -
the latter has been tested by
Mal, Reg and Margaret.

The 105/200 version has also
been successfully tested on the
DMP130 by Lauren Brown in South
Australia. One of my "must
do's"™ is to combine the programs
iInto a user-friendly ONE, vhich
I will then send to Goldsoft
(maybe for inclusion in At Home
3.

The combining vill be easy as
I used variables, I have not
done this yet, because shortly
after I- finished the McVagg
Productions, Harry's update vas
printed.

With this you could do-.a full
page border, and I thought there
may be no need for mine., It vas
school holiday time and with
five kids, 1 Just di1dn't £ind
the time or the energy to try
Harry's update.

Last veek I tried it. I had to
nake some adjustments, of
course. For a full page, Harry
used 33 repeats. On the 110, I
should need approximately 5/6 of
that number.

BY varying the number of

repeats, you can do any length
border. I found that printing
vith Harry's program vas

somevhat slow, but this Is often
not - vexy important for the home
computer user.

If you have a Form Feed code,
you could set CoCo and your
printer to make a stationery set
vhile you do something else. I
haven't found a Form Feed code
for the DMP105 yet. On the
DMP110 and DMP 200, it is
CHR$(12).

Frank's BORDER GRAPHICS
program, page 34, February 1988
CoCo is a beaut program. One of
the big advantages of this one
is that it is not . big, that
is! It's amazing what can be
done vith a short program.

It is NOT exclusively for the
CoCo 3. 8imply leave out line
20, and possibly line 15,

Line 15 will give lovercase on
an orange screen in WIDTH32 on a
CoCo 3. It will do the same on
the CoCo 2 vith the slashes, not
the dashes.

Remember that POKE359,57
interferes with ABCII (C)SAVES.
See my SECOND' LOOK (Jan 88
Softgold) for an alternative.

Frank's program is written for
the DMP110, but you can use it
on your DMP105 or DMP200 etc.

A slight hitch appeared in the
program for the DMP110. In line
200, Frank has asked CoCo to
make X2=176 1f 82=3 instead of

limiting the value of X2 to 176

1f 852=3. EDIT the last part of
line 200 to read:

IF 82=3 AND X2>176 THEN X2=176

1f you have a DMP 110, then
read Frank's instructions, Mal's
article, and the section on
printer graphics in your manual.

If you have any other Tandy
DHP printer, also try this:

* pon't use
line 60 and 340)
* Adjust the Baud rate in line
10.

* Use start sector 0

* Use end sector 1

* You only have sectors 0 and
1. See your manuval. (You may
have more sectors in compressed
or condensed?) Sector 0 has
position 0 - 255 and sector 1
has a maximum of 224 (0 - 223);
le 256 + 224 = 480 dots. This
means that the wmaximum input
for "End & POS.." should be 216
(224-8).

To get the full width border,
ansver 0, 0, 1, 216, 60 to the
first 5 of the 6 prompts when
you choose 5 from the menu.

Flrst you vill need to create
a design. Pick 4 from the menu.
Nov type 1in the numbers wvhich
Frank suggests, le ...

the elongate (in

255 193 201 221 201 193 255
128,
Next pick 5 and ansver the

prompts with 0, 0, 1, 21§, 60,
10. ', This will print a sample
(not the same as in 2 ... it is
only the top line).

Frank discovered that he
should use 87 for the sixth

(a rectangle??)
vish to highlight.
By choosing your start and end

anything you

positions you specify WHERE
across the page 1t will be
printed; the BLOCKS per column

determines hov long your border
vill be,

If you do change the start and
end positions, you vill have to
vork out the number of BLOCKs
(across) required too. The
information you' need is in the
instructions, Mal's article, and
your printer manual.

If you would like to use the
program without - studying, that
is possible too.

Use the full vidth every time;

it 1s easy to vary the length
vith different ansvers to the
sixth prompt. I have even
vorked out the numbers for you

to use for a few designs.

I thought that I would be very
limited, wvith only 8 dots by 7
dots
vas pleasantly surprised,

These numbers are the same for
the DMP110, by the way. Try
these:

136 148 162 201 162 148 136 128

160 192 192 194 190 130 128 128

159 169 169 169 175 176 160 128
156 148 182 201 182 148 156 128

vith wvhich to wvork, but 1

ansver. Remember he has a 110

vhich has 60 dots vertically One of these is an ego trip on
::;o fggﬁ.zzzyo3°§:é u::xlg‘full my part; but I von't say which

With this program it is one. You'll £ind out!

possible to do any size border,

eg for a letterhead, or around §

. 19 15NELSNF15NG15NH15"
continued from p 590 FOR I=2 TO 24 STEP 3:CIRCLE(
230,35),1,1:NEXT

BIGENTENIAL
BIGENTEANIAL

- 1

510 DRAW"BM123,93;NG1R3IF1D1G5RS5

520 DRAW"BM130,93;BD1DSF1R3E1USH
1L3G1BD6BRS"

530 DRAW"BM137,93;BD1D5F1R3E1USH
1L3G1BD6BRS

540 SCREEN 1,1

550 DRAW"BM30,35;NU20ND20NL20NR2
ONE20NF20NG20NH20"

560 FOR I=2 TO 28 STEP 3:CIRCLE(
30,35),1,1:NEXT

570 L!NI(IO,IS)-(50,55),988881,8
1 4

580 DRAW"BM230,35;NU15ND15NL15NR

600 LINE(215,20)-(245,59), PRESET
,BF

610 DRAW"BM223,95;NU12ND12NR12NL
12NE12NF12NG12NH12"

620 FOR I=2 TO 14 STEP 3:CIRCLE(
223,95),1,1:NEXT -
630 LINE(208,80)-(238,110),PRESE
T,BF

640 A$="T303LAFB-FDFL4.B-L8B-L4B
-04DCO3B-AB-04L2.C"

650 B$="O3LAFB-FDO2B-03L4.FLSFL4
FOADCO3B-AGL2.F

660 C$="L4FL4.GLBAL4B~GL4.FL8DL4
DFGB-04E-DL2.C"

670 D$="O3L4FL4.GLSAL4B-GL4.FL8B
-L4B~04CL4.DO3L8B-04L4.CO3L8AL2.
B-".

680 E$="04L4DE-DCO3B-AGFB-04L2D0O
3L8B-04L2CO3LBAL2.B-"

690 X$="XAS$;XB$;XC$;XD8$;XES$;"
700 PLAY X8

710 DRAW"BM230,145;NU15ND15NL1SN
R1SNE15NF15NG15NH15"

720 FOR I=2 TO 24 STEP 3:CIRCLE(
230,145),1,1:NEXT

730 LINE(215,130)-(245,160),PRES
ET,BF

740 DRAW"BM110,155;NU10ND10ONL1ON
R1ONE1ONF1ONGLONH10"

750 FOR U=2 TO 15 STEP 3:CIRCLE(
110,155),U, 1 :NEXT

760 LINE(100,145)-(120,165),PRES
ET,BF

770 GOTO 550

&
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menu
system

by RICHARD SCHMIDT

HIS IS A self-replicating,
index type of disk menu
program. In other wvords,
lf you have the program on one
disk, then you can use the sanme
program to read another disk!
You will be prompted for a
disk name, wvhich wvill then be
automatically saved onto the nev
disk, with the program.

It vill, besides run your
favorite programs vith a minimum
of keystrokes, rename a file,
kill a file, copy a file from
one disk/drive to another, and
provide varlous information
about each flle, eg. number of
granules, flle type, saved in

1)

by J NIEKAMP
16K CoCo
EDUCATIONAL

ABLES 18, as

implies, a 1little program

to help young children
learn their tables.

I have tried to make it user
friendly and it should not
accept any vrong inputs.

On running you will be asked

the name

for your name and vhich table
you vish to practice.
The chosen table will be

displayed till a key s pressed,
after vhich a multiplication sum
vill be displayed.

The ansver
inkeys, and does
enter to be pressed.

With a vrong ansver the same
sum will be displayed agailn, a
correct ansver brings a nev sum.

While the program runs, the
score vill be displayed on the
screen. i

is entered by
not require

The Listing:

0 GOTO10 .
1 '®xsk% TABLES

ASCII or not, latest update of
each file (B-DOS optlon only).
This could be useful 1f you
acclidently damage the directory
track.
You will need at least 6 free
granules on your disk (5 for the

program and 1 for the disk
name), although it is probably
ideal to have it as the first
program on the disk. 1t |s
fairly self-explanatory (1
think!), and although 1t has
been designed for use under B-
DOS, it will still wvork almost

equally vell under RS-DOS.

Unfortunately I seem to have
lost the POKE's to allov side B
of the disk to be read under RS-
DOS.

I1f you don't like the screen
colours, change the palette
codes and/or the variables
FCOLOUR and BCOLOUR in 1llne 20.

1f your printer (or interface)
doesn't -run at 4800 baud, then
change the POKE in line 10 to
sult your needs. Some baud rates
[ 1 £ N

150,87 = 600 baud

-

10 GOTO30

20 CSAVE"TABLES" :END

30 CLS RND(9)-1

40 PRINT@74,"T A B L E 8";

50 PRINT@174,"B Y";

60 PRINT@262,"J. H. NI EKAM
P.%;

70 PRINT@327," R.S8.D. 1030 »

’

80 PRINT@360,"EAST TAMAR HWY.";
90 PRINTR393,"DILSTON. 7252";
100 PRINTR426," TASMANIA. ";

110 PRINT@484,"PRESS ANY KEY TO
START.";

120 EXEC44539:"**3AME AS INKEYS$,
USED TO PAUSE A PROGRAM.*%#%
130 cLS

140 INPUT"HELLO!! WHAT IS YOU
R NAME ";N§
150 cLs

160 PRINT:PRINT"WHICH TABLE WOUL

D YOU LIKE TO PRACTISE? "“;N$;:
INPUT B

170 GOSUBS580

180 '****ADRINT SCORE & SUMA*%*

190 cLs

200 C=RND(10)

210 PRINT@35,"CORRECT ";R; :PRINT
@52, "WRONG ";W

220 PRINT@231,"WHAT IS "C" X "B

230- PRINTQ416,"PRESS ( H ) TO LO
OK AT THE TABLE"

-1

260 PRINT@334,"";

270 1$=INKEYS

280 IF I$="H" THEN I$="":GOSUB58

0:G0T0210

290 IF 1$=""THEN270

300 SOUND200,1

310 PRINTIS;

320 IF I$=CHR$(8) THEN 350

330 AS=AS+18

340 GOTO360

350 IF A$=""THEN360ELSE A$=LEFTS$
(AS,LEN(A$)-1)

360 IF LEN(AS$)<>L THEN270

370 L=0:A=VAL(AS):A8=""

380 IF A=C*B THEN490

390 '*XX*XXYRONG ANSWER** %%

400 CLS

410 FOR T=135 TO 1 STEP-5

420 PRINT@267,"WRONG!!I"

430 SOUND T, 1

440 NEXT

450 W=W+1

460 '****REPEAT SAME QUESTION®*#*#*

470 CLS:G60TO0210

480 '*RXXCORRECT ANSWER** &%=

490 FOR T=1TO 15

500 CLS RND(8)

510 SOUND RND({255),1

520 PRINT@230,"VERRY GOOD ";N§;"
"
L
530 FOR X=1TOS:NEXT

540 NEXT T

550 FOR T=1TO400:NEXT

560 R=R+1

570 GOTO190

580 '****PRINT REQUIRED TABLE*¥

590 CLS

600 PRINT:PRINT:PRINT

610 FOR I=1TO9

620 PRINT TAB(8)I;" X ";B;" = "1

*B

630 NEXT

640 PRINT TAB(B)"10
;10*B

650 PRINT@480,"PRESS A KEY PLEAS

Bl ";u¢;"."

660 ZS=INKEY$:IF 28="" THEN 660

670 CLS

X ";B;" ="

2 'aaRx% J NIEKAMP 240 '****RECIEVE & CHECK ANSWErRs ©°0 RETURN
3 SAVE"171A:1":SAVE"171A:3":END'
EDU 250 LL$=STR$(C*B):L=LEN(LL$):L=L &
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150,41 = 1200 baud
150,18 = 2400 baud
150,7 = 4800 baud
150,1 = 9600 baud

If 1t uses différent escape
codes for double width printing
to the Olympla NP, then EDIT
lines 1205 and 1235.

The Listing:

5 REM Color Computer disk menu s
ystem

6 REM Originally by A.M. Hearn

7 REM Expanded and extensively m
odifled

8 REM for the CoCo3 by Richard 8
chmidt

9 REM

10 VERIFYON:CLEARS00, &H7FFF : CLEA
RS5000:POKE150,7 'Set Printer to
4800 Baud

15 POKE&H143,0:POKE&H13E,0 'CoCo
3/BDOS compatabllity pokes

20 RGB:WIDTH40:8W=65496:FT=65497
:!COLOUR-O:DCOLOUR-O:PALETT!G,S:
PALETTEOD,62 ' Colour 9 is b
lue, Colour 62 is yellow

25 N=68:DIM PN§(N),PT$(N),ACS(N)
,!GS(N),NGS(N),DAS(N),STS(N),BN#
(N),;EX$(N)

30 ON BRK GOTO1330

35 ON ERR GOTO01320

40 POKE FT,0:SD=PEEK (&HEB) :CLS B
C+1:ATTR FC,BC:LOCATE 11,1:PRINT
"MENU SYSTEM" :LOCATE 11, 2:PRINT"
RERR RERKAAN

45 LOCATE 5, 4:ATTR FC,BC,U:PRINT
"DESCRIPTION OF FUNCTIONS"; :ATTR
FC,BC:LOCATE 0,6:G0SUB530:RN=1
50 REM

55 REM Read Directory of current
drive g

60 IX=1:BS=0:MB=0:DT=0

65 DSKI$8D,17,2,D3¢,D48

70 FOR SECTOR=3TO1l1

75 DSKI'SD,17,SB,DIS,029

80 DRIVE SD

85 FOR PART=1TO8

90 IF PA<5 THEN DI=(PA-1)%*32 ELS

E DI=(PA-5)%*32

95 IF PA=5 THEN D1§=D28

100 PN$=MID$(D1$,DI+1,8)

105 PN$=PN$+"/"+MID$(D1§,D149,3)
110 PTG(IX)-BTRO(ASC(H!DS(DIO,DI
+12,1)))

115 AC=ABC(MID$¢D1§,DI+13,1)):IF
AC<>0 THEN AC$(IX)="ASC"ELSE AC
§(IX)="BIN"

120 G2=ASC(MID$(D1$,DI+14,1)):FG
$(IX)=8TR8(G2)

125 T1=ASC(MID$(D1$,DI+17,1)):T2
-lsC(HlDO(DlO,DI#lO,l)):13-71'25
6+T2:YY=INT(T3/512) tMM=INT((T3-Y
Y*512)/32) :DD=T3-YY*5]12-MM*32
130 T3=T1#%2564T2:YY=INT(T3/512):
Hﬂ-lNT((TB-X!'SIZ)/32):DD-TJ-YY'
512-MM*32

135 IF DD<OTHEN DD=0ELSEIF DD<10
THlu-DDO-RIGHTO(BTR‘(DD),l)lLSS
DD$=STR$(DD)

140 IF MMCOTHEN MM=0ELSEIF MM<10

THEN HHB-RIGHTO(BTRO(HH),I)BLBB

MM$=STRS (MM)

145 IF YY<OTHEN YY=0ELSEIF YY<10

THEN YY8=RIGHT$(BTR8(Y¥),l)lLSI

YY§=STRS(YY)

150 DAS(IX)=RIGHT$("0"+DD$§,2)+"/
'ORIGHTO("0'4HH3,2)0'/"4R!GHT‘('

o"+YY$,2)

155 LA=ASC(LEFTS (PN$,1)):IF. LA=2
SS5THEN215

160 IF LA=0THEN210

165 IF PN$="BOOT /SYS"THEN BS

=-]1

170 IF PN§="M
=-1

175 I1IF PN$="DISKNAME/DAT"THEN DT
=-]1

180 PNS(IX)=PN$

185 G1=0

190 G1=G1+1

195 GT=ASC(MID$(D3§,G2+1,1))

200 IF GT<70THEN G2=GT:GOT019%0
205 NG$(IX)=STRS(G1):IX=IX+1

210 NEXT PA,SE

215 IX=IX-1:PM=INT(IX/32+.95)
220 FR=FREE(SD)

225 REM

230 REM Read "DISKNAME/DAT"

235 POKE SW,0:DRIVE 8D

240 IF(BS=-1 OR MB=-1)AND DT=-1T
HENGOSUB405ELSEGOSUB430

245 REM

250 REM Print page 1

255 POKE FT,0:PG=1:GOSUB360

260 REM

265 REM Maln Branching Routine
270 POKE FT,0:CY=22:GOSUB1030:L0
CATE S5,CY:PRINT"FUNCTION ('H for
help):";
275 GOSUB1305
280 POKE282,255:IFASC(QQ$)>32THE
NPRINT QQ$
285 IF QO$="H"THENGOSUBS525:G0T02
70
290 IF QQ8="K" THENGOSUB625:G0TO2
70
295 IF QQ$="R"THENGOSUB660:G0T02
70

300 IF QQ$="; "THENGOSUB690:G0OT02
70

;05 IF QQ$="L"THENGOSUB1205:G0TO
70

310 IF QQ$="8"THEN715:G0T0270
315 IF QQ¢="N"THENGOSUB965:G0T02
70

320 IF QQ§="*"THENBS=0:MB=0:DT=0
:GOTO60

325 IF QQ$="D"THENGOSUB1110:G0TO
60

330 IF QQ§="M"THENGOSUB1045:GOTO
270

335 IF QQ$="C"THENGOSUB1140:GOTO
270

3;0 IF QQ§="T"THENGOSUB1255:G0TO
270

345 IF QQ$="E“THENPOKE 8W,0:ENDE
LSE270

350 REM

355 REM Print page

360 CLS:LOCATE 7,0:ATTR FC,BC,U:
PRINT DN$;:ATTR FC,BC:LOCATE 0,2
365 FOR N=(PG-1)%32+1 TO PG*32
370 IF N>IX THEN PN§(N)=" "

375 PRINTUSING" )%

";N;PNS$(N);

380 NEXT

385 LOCATE 0,21:PRINT"DRV."SD; :L
OCATE 6,21:PRINT FR"Free Grans."
i tLOCATE 20,21:PRINT;IX"Files pg
."PG"oE"PM;

390 RETURN

395 REM

400 REM Use "DISKNAME/DAT"

405 OPEN"I",#1,"DISKNAME/DAT"
410 INPUT#1,DN$:CLOSENL

415 RETURN

420 REM

425 REM Create "DISKNAME/DAT"
430 HS$="M/BAS"' If BDOS is used
¢ M88= "BOOT/SYS" will auto-run
this program

435 POKE SW,0:IF BS=0AND MB=0 TH
ENPRINT"SAVING '";MS$;"'":SAVE""
+MS8§:IF DT=-1THEN60

440 PRINT"Creating 'DISKNAME/DAT
"

/BAS"THEN MB

445 INPUT"DISK NAME (max. 8 char
«)";DN$

450 IF DN§=""THEN445

455 IFLEN(DN$)>8THEN445

460 IFLEN(DN$)<S8THENDNG=DNS+" ":
GOT0460

465 GOSUB1270

470 DN$=DN$+" Created "+DAS

475 DRIVE SD:OPEN"O", #1, "DISKNAM
E/DAT"

480 PRINT#1,DNS

485 CLOSE#1:RUN

490 REM

495 REM Input Program

500 CY=22:GOSUB1030:INPUT" 8
elect Program:";PN$:PN=VAL(PNS§)
505 IF PN>IX OR PNXOTHEN500

510 RETURN

515 REM .

520 REM Help Screen

525 CLS:LOCATE 0,2:ATTR FC,BC,U:
PRINT"FUNCTION DESCRIPTION"; :A
TTR FC,BC:LOCATEO, 4

530 PRINT" H Help. Shov this
list"
535 PRINT" Shov next page"

’
540 PRINT" R Run a Program"
545 PRINT" L List the direct
ory to the printer”;
550 PRINT" D Read Directory
of other Disks"
555 PRINT" ¢ Re-read Directo
ry for this drive"
560 PRINT" g Display statist
ics for this drive"; :
565 PRINT" N Rename a file"
570 PRINT" K KILL a file”
575 PRINT" ¢ COPY a file to
another disk"
580 PRINT" M
r COPY flles"
585 PRINT" T
ate (DD/MM/YY)"
590 PRINT" E Exit this progr
am (40 char/line)"
595 PRINT"BREAK Exit to 32 char
acters per line”
600 IF RN=0THENRETURN
605 PRINT:LINEINPUT"Press <ENTER
> to return to the maln menu";As$
610 GOSUB360:RETURN
615 REM
620 REM K111
625 GOSUBS00:IF PN=0THENRETURN
630 CY=22:G0SUB1030:PRINT" D
elete File "PNS(PN)" (Y/N)?";
635 GOSUB1305
640 IF QQ$="Y"THENKILL PNS(PN) :P
NS(PN)="":NGS(PN)="":PT(PN)=9
645 GOSUB360:RETURN
650 REM
655 REM Run Programs
660 GOSUBSO00:POKE SW,0
665 IF PN=0THENRETURN
670 IF PT$(PN)=" O"THENLOAD PN$(
PN),R
675 IF PTS(PN)=" 2"THENWIDTH32:1
OADM PN$(PN):EXEC
680 LOCATE 5,23:PRINT"
RUN THAT!
0:RETURN
685 REM
690 REM Next page
695 PG=PG+1:1F PG>PM THENPG=1
700 GOSUB360:RETURN
705 REM
710 REM Disk statistics
715 POKE SW,0:WIDTHBO:PRINTTAB(S
i tATTR FC,BC,U:PRINT"Disk statl
stics for ";DN$;:ATTR FC,BC:PRIN
T:INPUT"Do you want this display
ed on the (S)creen or the (P)rin
ter™;¥YNS:IF YN$="P"THEN PD=-2ELS
EIF YN$=""THENWIDTH40:GOTO215ELS
E PD=0
720 REM Printer is assumed to be
on-line as soon as "P" |s enter
ed

Multiple KILL o

Input current 4

I CAN'T
";:CY=23:G0SUB103

24

————




725 FR=FREE(SD)
730 IF PD=-2 THEN PRINT#-2:PRINT
#-2,STRING$(78,"=") :PRINTH~-2,"DIL
sk Statistics for ";DN$
735 PRINTWMPD
740 PRINT#PD,"Number of granules
Free";FR;" used";68-FR;
745 PRINT#PD," Allocation Ma
p - Sector 2"
750 DSK1$SD,17,2,D1$,D28
755 N=1:PRINTH#PD," 1
2 3 4
5 6 ":ATTR FC,B
C,U:PRINTH#PD,"123456789012345678
90123456789012345678901234567890
123456789012345678"; :ATTR FC,BC:
PRINTHPD
760 IF PD=-2THENPRINT#-
(68,"-")
765 FORN2=1TO68
770 GM=ASC(MID$(D1$,N,1)) :N=N+1
775 IF GM=255THENGM$="."ELSEIFGM
<6B8THENGMS$="P"ELSEGM$="E"
780 PRINTHPD,GMS;
785 NEXTN2:PRINTHPD ’
790 PRINTHPD:PRINT#PD," '.
E , 'E'=EOF ,
NTRPD
795 PRINTTAB(25); "PLEASE WAIT...
"iN=1
800 REM Read M/L fliles informatl
on
805 IF PTS(N)<>"™ 2" THEN ST$(N)=
":ENS(N)=STS(N):EX$(N)=8T$
(u).oowoevo
810 OPEN"D",1,PN§(N),1
815 FIELD1,1 AS C$:R=1
820 GETH#1,R:IF ASC(C$)=255 THEN
855
825 GET#1,R+1:L=256%*ASC(C$)
830 GETH#1,R+2:L=L+ASC(CS§)
835 GETH1,R+3:A=256*ASC(CS$)
840 GETH1,R+4:A=A+ASC(CS)
845 STS(N)="S"+RIGHTS("0000"+HEX
§(A),4)
850 R=R+L+5:G0T0820
855 GETH1,R+3:E=256%*ASC(CS)
860 GETH#1,R+4:E=E+ASC(C§)
865 ENS(N)="S$"+RIGHTS("000" +HEXS
(A+L-1),4):EXS(N)="S"+RIGHTS("00
O"+HEXS(E),4)
870 CLOSE #1:IF N<IX THEN N=N+1:
GOTO 805
875 IF PD=0THEN LOCATE 25,10:PRI
NT"BIN/ Granule";TAB(27);"BIN/
Granule"ELSE PRINT#PD,TAB(25);"
BIN/ Granule Latest
M/L addresses"

2,STRINGS

'=FRE
'P'=FILE PART":PRI

880 IF PD=0 THEN PRINT" Name
Ext. Type ASC 8T NUM
Name Ext. Type ASC 8T
NUM Date M/L addr: Start
End Execute Date M/L addr
: Start End Execute™

885 IF PD=-2THEN PRINTH-2," Na

ne Ext. Type ASC 8T NU
] Date Start End
Execute"

890 CY=13:FOR N=(PG-1)*10+1T0 PG

*10
895 IF N/2=INT(N/2) THEN CX=40:C
Y=CY-2 ELSE CX=0
900 IF N>IX THEN PT$(N)="":AC§(N
)="":FG$(N)="":NG§(N)="":DA$(N)=
LA J
905 IF PD=0 THEN LOCATE CX,CY
910 IF PD=-2THENIF N>IX THENPRIN
T4-2, STRINGS (78, "=") :PD=0:G07094
915 PRINT#PD,USING"#1)%

% £ V8 8% SN M":N;P
N$(N);PT$(N);ACS(N);FGS(N) ;NGS(N
);

920 IF PD=0 THEN LOCATE CX,CY+l
925 PRINTEPD,USING" % \
T SN % N N ";DAS

(N);ST$(N);ENS(N);EXS(N);

930 CY=CY+2:NEXT:IF PD=-2 THENPR

INTH-2

935 IF N<=IX AND PD=-2 THEN PG=P

G+1:00T0890 ELSE IF N<=IX THEN A

TTR FC,BC,U:PRINT"PRESS 'H' to s

ee more flles, or 'X' to return

to the main menu";:ATTR FC,BC:PR
INTSTRING$(16," ");ELSE945 .

940 GOSUB1305:IF QQ$="M"THENLOCA

TEO,13:PG=PG+1:GOTO875ELSEIF QQ$

="X*THEN PG=1:WIDTH40:GOSUB360:G

OTO270ELSE940

945 LOCATEO,23:ATTR FC,BC,U:PRIN

T"Press 'X' to return to the mal

n menu, or 'R' to re-display Eil

es information";:ATTR FC,BC:PRIN

T' n.

950 GOSUBIJOS IF QQ$="R"THENLOCA

TEO0,13:PG=1:GOTO875ELSEIF QQ$="X
'THBN PG=1:WIDTH40:GOSUB360:GOTO
270BELSE950

955 REM

960 REM Rename ’

965 GOSUBS500:1F PN=0THENRETURN
970 CY=22:GO0SUB1030:PRINT"RENAME
FILE ";PN$(PN);" (Y/N)2";

975 GOSUB1305:1IF QQS$="N"THENPRIN
T"N"; :RETURNELSEPRINT"Y";

980 CY=22:GOSUB1030:INPUT"Nev Na

me(including extn.):";NNS

985 IF NN$=""THENRETURN

990 P1=INSTR(NNS,"/"):P2=1INSTR(N

N§,"."):1IF P1>P2 THEN PS=Pl ELSE
P8S=P2

995 IF PS>0 AND PS<9 THEN NN§=MI
D$(NN$,1,P1l-1)+" "+RIGHTS(NNS, 4)
:GOTO 990

1000 FORN=1TOIX

1005 IF NN$=PNS$(N)THENCY=22:G08U
B1030:PRINT" I can't rename that
: New Name EXISTS"; :RETURN

1010 NEXTN

1015 RENAME PN$(PN) TO NNS:PNS(P
N)=NN$:GOSUB360 :RETURN

1020 REM

1025 REM Blank Functlion line
1030 LOCATE 0,CY:FORWA=1TO500:NE
XT:PRINT STRINGS$(39," ");:LOCATE
0,CY:RETURN

1035 REM

1040 REM Multiple KILL/COPY

1045 POKE SW,0:CLS:PRINT"Do you
vant to (K)ill or (Clopy ";

1050 GOSUBL1305:IF QQ$="K"THEN106
OELSEPRINT QQ$:PRINT"To Which Dr
ived(0-3)";

1055 GOSUB1305:1F QQ$<"0"OR QQ$>
"3"THENPRINT QQ$:CGOTOl1045ELSE SD
§=":"4QQ%:KC=1:PRINT QQ$:G0TO106
5

1060 PRINT QQ§:KC=2

1065 FORN=1TOIX

1070 PRINTPNS(N);

1075 IF KC=2THENINPUT" KILL this
file";ASELSEINPUT" COPY this £1}
le";AS$

1080 IF LEFTS$(A$,1)<>"Y"THEN1095

1085 IF KC=2THENKILL PN§(N):PRIN

T"Killed" :NEXTN:FOR WA=1TO1000:N

EXT:RUN

1090 IF SD=VAL(QQ$)THENCOPY PN$(

N)+SD$:PRINT" copled"ELSECOPY PN
S$(N)+":"+RIGHTS$(STRS$(SD),1) TO P

NS (N)+SD$:PRINT" copled”

1095 NEXT N:FOR WA=1TOl000:NEXT:

RUN

1100 REM

1105 REM Read other drlves

1110 CY=22:GOSUB1030:PRINT"Which
drived to access(0-3)?2";

1115 AS=INKEY$:IF AS=""THEN1l1l15

1120 IF A$=CHR$(13)THENRETURN
1125 DN=ASC(A$)-48:1F DN<OTHEN1l
10

1130 IF DN=SD THENCY=22:GOSUB103

0:PRINT"Insexrt a nev disk, then
press <ENTER>":EXEC44539:GOTO60E
LSE SD=DN:PRINT SD:RETURN

1135 REM

1140 REM Copy Files

1145 GOSUBS500

1150 IF PN=0THENRETURN

1155 CY=22:GOSUB1030:PRINT"

COPY file "PNS(PN)" (Y/N)?2";
1160 AS=INKEY$:IF A$=""THEN1160
1165 IF A$="N"ORA$="n"THEN RETUR

N
1170 CY=23:GOSUB1030:PRINT"
To which drive#® (0-3)2";
1175 A$=INKEY$:IF A$<"O"OR A$>"3
"THEN1175SELSE A=VAL(A$):PRINT A;
tPOKE SW,0
1180 IF A-SD THEN COPY PNO(PN) H
0T01190
1185 COPY PNS(PN)+":"+RIGHTS$(STR
$(SD),1)TO PN$(PN)+":"IRIGHT$(ST
RS8(A),1)
1190 GOSUB360:RETURN
1195 REM
1200 REM List page to printer
1205 CY=22:00SUB1030:PRINT"
List page(s) to printer (Y/N)";:
GOSUB1305:IF QQ$="N"THENPRINT"N"
; tRETURN
1210 POKE SW,0:PRINTH#-2:PRINT#-2
+CHRS$(27)"W"CHR$(1);' Double wid
th escape code
1215 PRINT#-2,TAB(5) ;DN :PRINTE-
2," 'srnxuao(zs,' ‘):Pllufl-z
1220 FOR N=1 TO IX
1225 PRINT#-2,USING"E#I)N :
N ";N;PN$(N); :PRINTH-2," ":
1230 NEXT N
1235 PRINTE-2:PRINTH-2,"DRIVE"SD
;FR"FREE GRANULES ";IX;"FILES"
1240 PRINTH#-2,STRINGS$(34,"=");CH
R$(27)"W"CHR$(0) ; :PRINTH-2, STRIN
G$(3,13); :RETURN
1245 REM
1250 REM Input today's date
1255 IF PEEK(&H14E)=0THEN 1270
1260 N=PEEK(&HL14E)*256+PEEK(&H14
F):YY=INT(N/512) :MM=INT((N-YY*51
2)/32):DD=N-YY*512-MM*32:CY¥=22:G
OSUB1030:PRINT"Today's Date is:
";RIGHT$(STR$(DD),2);"/";RIGHTS(
STRS(MM),2);"/";RICGHTS (STRS (YY),
2):PRINT" Correct (Y/N)?";
1265 GOSUB1305:1F QQ$="Y"ORQQ$=C
HR$(13)THEN CY=23:00SUB1030:RETU
RNELSEPRINT"N";
1270 CY=23:G0SUB1030:CY=22:G0SUB
1030: INPUT"Today's Date (DD/MM/Y
Y)";DAS$
1275 IFLEN(DAS$)=0THENRETURNELSEI
FLEN(DA$)<BORVAL(MID$(DAS$,4,2))>
12THEN1270
1280 DD$=LEFT$(DAS,2) :MM$=MIDS(D
AS,4,2):YYS=RIGHTS$(DAS, 2) :DC=VAL
(YY$)*512+4VAL(MM$)*32+VAL(DDS) :D
18=DDS+MMS+YYS$
1285 FORN=1TO6:IFINSTR("01234567
89" ,MID$(D18,N,1))=0THEN1270ELSE
NEXT
1290 POKE&H14E,INT(DC/256) :POKE&
H14F,DC-INT(DC/256) %256 :RETURN
1295 REM
1300 REM Inkey routlne
1305 QQ$=INKEY$:1F QQ$=""THEN130
SELSERETURN
1310 REM
1315 REM Error trapping routines
1320 IF ERNO=23THEN ST$(N)=" I/E
":EN$(N)="ERROR" ::EXS$(N)=" "
:GOTO870
1325 PRINT"ERROR!!! exrxor no.";E
RNO; "exists in line";ERLIN:POKE
SW,0:STOP
1330 WIDTH32:POKE SW,0:RGB

&
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HIS 18

program
submitted.
I have had the CoCo 3 since
Christmas to keep my mind
active. You see, 1 have retired.
The only wvay that I could
complete this program vas to go
to the manual and look up the
commands, as vell as
experimenting. It took me a wveek
to vork out how to hold
sonmething on the screen.
This 1s the cheaper vay to
play the pokles.

MY | first-ever
that I have

The Listing:

GOTOS
SAVE"183:1":SAVE"183:3":END'GA

TRREAR R AR R AR RANRRRRRRRRARRT AR
TRRXRRRAARLAS VAGESRARARAARES
"""’B! ALAN "URR‘LLS'...!'
TARRRARRARARRRRRRRRRRARR R AR R
10 WIDTH32

20 PRINT@36,"THIS GAME REVOLVES
AROUND A POKER MACHINE"

30 PRINTQR100,"YOU ARE CREDITED W
ITH 40 CHIPS TO START WITH"

40 PRINT@L64,"WITH EACH ROLL YOU
R CREDIT WILL REDUCE BY ONE"

50 PRINT@228,"THE CREDIT FOR EAC
H ROLL WILL BE SHOWN SEPERATLY"

60 PRINT@292,"ALSO THE TOTAL CRE
DIT OF ALL ROLLS WILL BE SHOWN"

70 PRINT@356,"AT THE END,YOU WIL
L SEE YOUR LOSS OR GAIN AGAINST

THE ORIGINAL 40 CHIPS"

80 PRINT@452, "ANY KEY TO START"

90 A$=INKEY$:IFAS=""THEN9O

100 PALETTE CMP

110 HSCREEN 2

120 HCLSS

130 C=RND(8)

140 HCOLOR8 :HLINE(0,0)-(319,191)
,PBBT,B:HCOLOR7:HLINE(I,l)-(SlB,
190),PSET,B:HCOLOR6:HLINE(2,2)—(
317,189),PSET,B:HCOLORS:HL[NB(3,
3)-(316,180),PSET,B:HCOLORl:HLIN

oI wo

,gmﬂlﬁé"igyy

by ALAN
MURRELLS

CoCo3
GRAPHICS

Vegas

E(4,4)-(315,187),PSET,B

150 HCOLOR3:HL!NB(5,5)-(314,105)
,PSBT,B:HCOLORZ:HLINI(6,5)-(313,
185),PSBT,B:HCOLORI:HLINB(7,7)-(
312,184);PSBT,B:HCOLORO:HLIN!(!,
8)-(311,183),PSET,B

160 HDRAW"C7BM120,50;USHAL22G4D2
2F4R22E4U6L8D4R4D2L20H2U1 BE2R1 8F
ZDlRQ":HD&AU"DNlSS,40;L2264022F4
R228‘UZ2H4806H2L1802010F2R1032UI
8':HDRAI"BH170,GO;DJORZOUOLIGUZG
L48R3OD30R2436U18H6L248?4020R188
4U10H4L18"

170 HCOLOR4:HLINE(IOB,IZ)-(102,2
8),PSBT;HLINE(IOZ,?B)-(ID‘,28),?
BET:HLINE(IOG,20)-(106,24),?317:
HLINE(106,24)-(114,24),PSET:HLIN
E(114,24)-(116,28),PSET

180 HCOLOR‘:HLINB(IIG,28)-(118,2

'8),PSIT:HLINB(110,28)-(112,12),?

SBT:HLINI(112,12)-(&08,12),P8!T:
HLINE(IIO,I‘)‘(108,22),PSBT:HLXN
!(108,22)-(112,22),PSBT:HLINB(11
2,22)-(110,14),PSET

190 HLINE(158,12)-(152,28),PSET:
HLINE(152,28)-(154,28),PSET:HLIN
l(lSl,28)-(lSG,Z{),PSBT:HLINE(lS
6,24)-(164,24),PSBT:HL!NB(164,24
)-(165,20),PSBT:HLXNB(lGS,ZO)-(l
68,28),PSET

200 HLINE(ISB,28)-(162,12),?887:
HLINB(162,12)-(150,12),PSBT:HL1N
3(160,14)-(158,22),PSET:HLINB(IS
8,22)—(162,22),PSRT:HL1NB(162,22
)-(160,14),PSET

210 HLINE(208,12)-(202,28),PSET:
HLINE(202,28)-(204,28),PSET:HLIN
8(204,28)-(206,24),PSBT:HL1NB(20
6,24)-(21(,24),98!T:HLINB(214,24
)-(216,28),PBBT:HLINE(216,28)-(2
18,28),PSET

220 HLINE(218,28)-(212,12),PSET:
HLINE(212,12)-(208,12),PSET:HLIN
E(210,16)-(208,22),PSET:HLINE(20
0,22)-(212,22),PSBT:HL!NB(212,22
}-(210,14),PSET

230 HCOLOR‘:HLIN8(120,80)-(110,1
00),PSBT,B:HCOLOR4:HLIHB(118,70)
-(142,102),PSBT,B:HLIN!(ILO,BS)-
(110,90),PSBT:HLINB(110,94)-(118
,90),PSBT:HLINB(110,86)-(110,94)
+PSET

240 HL1N3(148,78)-(172,102),PBBT
,B:HLINI(150,80)-(170,100),9827,
B:HLINE(I‘Z,OB)-(IdO,!8),PSBT:HL
INB(112,92)-(148,92),PS!T:HLIN!(
142,88)-(142,92),PREBBT:HLIN!(14
8,88)-(148,92),PRESET

250 HLINE(178,78)-(202,102),PSET
,B:HLINB(IBO.80)—(200,100),PSET,

-

CONNESGC

by IAN LEE

0 CONVERT A Commodore

THE: E} ‘ @ : ;Commodore

T T1ON

Commodore Joystick Modification

circuit board by removing two

back onto the printed circuit
board. '

Before dolng that, cut the
circuit traces so that the tvo
halves are 1solated from each
other, because the svitches
RIGHT and DOWN are connected to
#5V and LEFT and UP and are

connected to ground.

Also, cut the trace at the top
Just to the right of where the
tvo wires from the fire button
on the stick are soldered onto.

Make sure the twvo halves of
the svitch are electrically
i1solated from each other and the
RIGHT and DOWN side Is also
lsolated from ground.

Follov these points ...

* solder the
traces together.
* solder the BLACK wire to the

tvo fire button

Joystick to use with a CoCo bits from it. ground ox top lefthand side of
a number of modifications The easiest vay of doing this the board, not too close to the

are required and four 47K 1/4W is to remove the two screvs ollcan switch.
resistors are needed. opposite each other, leaving a * the RED vire goes to one of
First remove the star shaped hole 1in each half alloving each the fire button traces - it does
plece. that is riveted to the plece to be screved or riveted not matter which one, as they
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B:HLINE(172,88)-(172,92),PRESET:
HLINE(178,88)-(178,92),PRESET:HL
INE(202,90)-(210,86),PSET:HLINE(
202,90)-(210,94),PSET:HLINE(210,
86)-(210,94) ,PSET

260 HLINE(172,88)-(178,88),PSET:
HLINE(172,92)-(178,92),PSET

270 HDRAW"CO;BM13,84;E2D6NL2NR2"
:HCOLOR4:HLINE(42,84)-(48,84),PS
ET:HLINE(42,86)-(48,86),PSET:HDR
AW"C4;BM62,84;U2;R6;D4;L6;D2;R6"
280 HDRAW"CO;BM13,104;E2D6NL2NR2
" :HDRAW"C3;BM28,108;L5H1E1RS5E1U2
H1LAG2" :HDRAW"C4;BM68,102;L6;D4;
R6;D2;L6":HLINE(42,104)~(48,104)
+PSET:HLINE(42,106)-(48,106),PSE
T

290 HDRAW"CO;BM13,124;E2D6NL2NR2
BR1ONL2NR2U6NG2BR1ONG2D6NL2NR2" :
HDRAW"C4;BM62,122;D6" :HDRAW"C4;B
M68,122;D6;L4;U6;R4":HLINE(42,12
4)-(48,124),PSET:HLINE(42,126)~(
48,126),PSET

300 HDRAW"C3;BM12,144;E2R3F1D2G1
LAG1F1RSBR10LSH1E1R4E1U2H1L3NG2B
R10NG2R3F1D2G1L4G1F1R5" :HDRAW"C4
;BM62,142;D6" :HDRAW"C4;BM68,142;
D6;L4;U6;R4":HLINE(42,144)-(48,1
44) ,PSET:HLINE(42,146)~(48,146),
PSET

310 HDRAW"C6;BM242,83;E1R4F1D2NL
2D2G1LANH1BR11NH1R4E1U2NL2U2H1L4
G1lBR11E1R4F1D2NL2D2G1L4H1"

320 HDRAW"C4;BM298,82;L6;D4;R6;D
2;L6":HLINEB(290,82)-(290,88),PSE
T:HLINE(272,84)-(278,84),PSET:HL
INE(272,86)-(278,86) ,PSET

330 HDRAW"C1;BM242,106;E4D4NLANR
2D2BR10U2NR2L4E4D4BR12L2ND2NUA4L4
E4" :HCOLOR4:HLINE(272,104)-(278,
104),PSET:HLINE(272,106)-(278,10
6),PSET:HDRAW"C4;BM282,102;R6;D4
;L6;D2;R6" :HDRAW"C4;BM292,102;R6
;D6;L6;UB"

340 HDRAW"C7;BM242,128;R6U2L6U4R
6BR10L6D4R6D2NL6BR4AR6U2LEUARG" 1 H
COLOR4:HLINE(272,124)-(278,124),
PSET:HLINE(272,126)-(278,126),PS
ET:HDRAW"C4;BM298,122;L6;D4;R6;D
2;L6" :HDRAW"C4;BM282,124;U2;R6;D
4;L6;D2;R6"

350 HDRAI'C‘ BM242,142;D5F1R4E1U
2N1L2N018R7BU205F1ROBIUZHILZNGIB
R7BU2DSF1R4E1U2HIL2G1" :HLINE(272

+144)-(278,144) ,PSET:HLINE(272,1
46)-(276,146),PSET:HDRAW"C4;BM28
8,142;L6;D4;R6;D2;L6" :HDRAW"C4;B
M292,142;R6;D6;L6;U6"

360 HCOLOR1:HCIRCLE(30,40),10,,1
*HPAINT(30,40),1,1:HLINE(34,44)~
(42,44),PSET

370 HCOLOR7:HLINE(282,26)-(268,4
0),PSET:HLINE(268,40)~(270,44),P
SBT

380 HLINE(270,44)-(274,40),PSET:
HLINE(274,40)-(280,40),PSET:HLIN
E(280,40)-(280,52),PSET:HLINE(28
0,52)-(284,52),PSET:HLINE(284,52
)-(284,40),PSET

390 HLINE(284,40)-(292,40),PSET:
HLINE(292,40)-(292,36),PSET:HLIN
E(292,36)-(278,36),PSET:HLINE(27
8,36)-(284,30),PSET¢HLINE(284,30
)-(282,26),PSET:HPAINT(272,38),7

’ .
400 HCOLOR 7:HPRINT(14,14),"CRED
IT" :HCOLOR O:HPRINT(11,16),"LAST
ROLL" :HCOLOR 4:HPRINT(10,18),"T
OTAL ROLL":T=40:W=0:P=0:HPRINT(2
0,14),T:HPRINT(20,16),W:HPRINT(2
0,18),P
410 HCOLOR1:HPRINT(12,20),"ANY K
EY TO ROLL":A$=INKEY$:IFAS=""THE
NGOTO410
420 :HCOLORB:HPRINT(12,20),"ANY
KEY TO ROLL™:HCOLORB:HPRINT(15,1
1),A:HPRINT(19,11),B:HPRINT(22,1
1),C:HPRINT(20,14),T: HPRINT(?O 1
6),'!HPRINT(20 18),P
430 SOUND100, S:HCOLORJ.A-RND(G):
B=RND(§) : C'RND(G) HPRINT(15,11),
A:HPRINT(19,11),B:HPRINT(22,11),
C:W=0
440 IFA=1ANDB=1THENW=0:IFA=2ANDB
=2THENW=0:IFA=3ANDB=3THENW=0;IFA
=4ANDB=4THENWO : IFA=5ANDB=5THENW=
0:IFA=6ANDB=6THENW=0

450 IFA=1THENW=2:SOUND1S, SXFORX-

1TO20:HPAINT(125,82),0, 4 :NEXTX:H
PAINT(125,82),8,4

460 IFA=1ANDB=2THENW=5:SOUND50,5
:FORX=1TO20:HPAINT(125,82),0,4:H
PAINT(160,82),3,4:NEXTX:HPAINT(1
25,82),8,4:HPAINT(160,82),8,4
470 IFA=1ANDB=1ANDC=1THENW=10:S50
UND75,5:FORX=1T020: HPAINT (125,82
),0,4:HPAINT(160,82),0, 4:HPAINT(
190,82),0,4:NEXTX:HPAINT(125,82)
»8,4:HPAINT(160,82),8,4:HPAINT(1

90,82),8,4

480 IFA=2ANDB=2ANDC=2THENW=10:S0
UND100, 5:FORX=1T020 :HPAINT (125, 8
2),3, l'HPAlNT(lGO 82),3,4:HPAINT
(190,82),3, 4:NEXTX: HPAINT(125, 82
),8,4:HPAINT(160,82),8, 4 :HPAINT
190 82),8,4

490 IFA=3ANDB=3ANDC=3THENW=15:80
UND140,5:FORX=1T020: HPAINT(125,8
2),6,4: HPAINT(160,82), S,C'HPAIHT
(190,82), 6, 4:NEXTX: HPAINT(125,82
),8,4: HPAINT(IGO 82),8,4:HPAINT(
190,82),8,4

500 IFA-4ANDB-1ANDC-4THBNV-20:SO
UND170,5:FORX=1T020: HPAINT(125,8
2),1,4: HPAINT(160,82),1, 4:HPAINT
(1%0,82),1,4: NBXTx HPAINT(125,81
).,8, 4 HPAINT(IGO 82),8, 4:HPA1NT(
190,82),8, 4

510 IFA=SANDB=5ANDC= STHENW=25:50
UND210,5:FORX=1T020: HPAINT(125,8
2),7,4:HPAINT(160,82),7,4:HPAINT
(130,82),7, 4:NEXTX: HPAINT (125, 82
), 8, 4:HPAINT(160,82), 8,4 :HPAINT(
190,82),8,4

520 !(l-SANDBHGANDC-STHBNFORX-IT
0255:30UNDX, 1 : NEXTX

530 IFA=6ANDB=6ANDC=6THENW=50:FO
RX=1TO20:HPAINT(125,82),2, 4: HPAI
NT(160,82),2,4:HPAINT(190,82),2,
4:C=RND(6) :HPAINT(100,42),C,7:C=
RND(6) :HPAINT(140,42),C,7:C=RND(
6) :HPAINT(172,42),C,7:C=RND(6) :H
PAINT(202,42),C, 7:NEXTX _*»

540 HPAINT(125,82),8,4sWPAINT(16
0,82),8,4:HPAINT(190,82),8,4:W=¥
IT=T=1:P=P+¥W

550 HCOLOR4:HPRINT(20,14),T:HPRI
NT(20,16),W:HPRINT(20,18),P

560 IFT=0THENFORX=1TO460%*2:NEXTX
$1GOTOS580

570 GOTO 410

580 P=P-40:HCLS8:HCOLOR4 : HPRINT(
16,4),"GAME OVER":HPRINT(S,8),"Y
OU FINISHED WITH CHIPS":HCOLORG:

HPRINT(31,8),P:HCOLOR4: HPRINT(8,
12),"DO YOU WANT ANOTHER GAME<Y/
N>2®

590 IS=INKEYS:IFIS$="Y"THEN110ELS
EIFI$="N"THENG6OOELSES590

600 HCLS8:HPRINT(16,8),"SO LONG"
610 GOTO 610

4

should both be joined together.
* solder tvo of the resistors

to the ground. Connect one of
these resistors with the GREEN
vire to the UP trace and to the
DOWN trace.

* Join the third resistor to
the same point as the GREEN
vire.

* solder the YELLOW vire to the
second resistor.

* solder the fourth resistor to
the RIGHT trace, and a short
vire from that point to the LEFT
trace.

* the WHITE (+5V) wire 1is
soldered to one of the spare
pads at the bottom of the board.

* solder the GREEN and YELLOW
vires to the above point.

* a length of wire is needed to
take the +5vV from the WHITE wire
to the top rlght hand side of
the board or the center part of
the RIGHT and DOWN switch.

* the last connection 1is to
solder a wvire from the center
point of the UP and LEFT svitch

to the ground.

Before re-assembling the
Joystick, plug it into the
computer and run this program to
check it out.

10 CLS
20 A=JOYSTK(0)
30 B=JOYSTK(1)
40 F=PEEK(65280)
50 PRINTQO,A,B,F
60 GOTO20

When you run this program,
your screen should clear and
show values of '31,31' and
either '127' or '255'. Pressing

down should change

RS

the fire button will change this
toa '126"' or a '254'.

Push the stick left. This
should change the first '31' to

Push the
should
a ‘63,
Similarly,

second

stick right. This
change the first '31' to

should change
to a '0', and
Lt toa 63",

up

the 131!

'CHR$(2C) :NEXT:RETURN

Correct ion [ EG—_G

We have nov found out that wve
apparently missed a fev lines
out of an old listing. DISASSEN
(March CoCo, 1987) wvon't wvork
too well 1f you don't add the
folloving lines of Basic:

271 'STRINGS
272 288="":FORZJ=1TO ZL:I8$=28%+

275 "HEX_DEC HX$=HEX(HX)

276 HXg§=""

278 Z2=INT(HX/16):Z1=HX-22%16:HX
$MIDS("0123456789ABCDEF",Z1+41,1)
+HX$:IFZ2=0THENRETURNELSEHX=22:G
0T0278

279 'DRC_MEX ZN=VAL(ZH$)

280
ZN=0:2ZF=1:FORZJ=1TOLEN(ZH$§) : ZM§=
MID$(ZHS,LEN(2ZH$)+1-2J,1):IF ASC
(ZM$)>64THENZI=ASC(2ZM8)-55ELSE 2z
I=VAL(ZM$)

2862 IFZI>15THENPRINT"FC ERROR":8
TOPELSEZN=ZN+ZI®ZF:2F=2F*16 :NEXT
:RETURN

aia
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M/L Listing:

00100 *40 TRACKS BY LINDSAY BRADFORD, ORIGIONAL PROGRAM BY JIM PEAKE.
00110 * WARNING: ALWAYS LOAD THIS PROGRAM BEFORE LOOKING AT A 40 TRACK DISK.
00120 *IF YOU DON'T YOU COULD LOSE THE LAST 5 TRACKS AND THE FILES IN THEM,

MAKING THE DISK 35 TRACK AGAIN.
00130 ORG $3000

00140 START

00150 LDA #$28

00160 STA $D65F

00170 STA $D682 SET DSKINI TO 40 TRACKS

00180 LDB #$27

00190 STB $D534 SETS DSKI

00200 STA $D29D SETS DSKO

00210 LDA #$4E .

00220 STA $C735 MOVES 'FAT' TO 10 MORE GRANULES
00230 LDB #$54

00240 STB $C75A INCREASES SPACE TO ALLOW GRANULES
00250 STA $C7BB SETS MOVE OF 'FAT' TO 10, MORE
00260 STA $C7D0 USE 78 GRANULES

00270 S8TA $C7EF 78 GRANULES

00280 STA $CD26 SEARCH 78 GRANULES

00290 STA $CEB5 LETS 'FREE' COMMAND CHECK 78

op 0
00300 STA $D44D SETS 'COPY' TO 78 GRANULES 104547 ,'f:‘"c
00310 CLRA 1 g POk gg, 0
00320 LDB #$14 05 S/

00330 STA $D7CO

00340 STB $D816 SETS TO 6M8 STEPPING RATE
00350 RTS RETURN TO BASIC
00360 END







BUSINESS

| &
Name: Hardwvare: Source: Price: Rate:
MAILIST PRO BOTH B $ 39.95 eqa
COMP. CHQ BOOK BOTH B $ 39.95 eqa@
NEWSROOM CoCco 3 B $ 99.95 @a@@
COLOR SCRIBE coco 3 B $ 99.95 @e@
WORD POWER 3 COoCo 3 BD $ 130.00 **%x
IMS BOTH B $ 250.00 Q@@
SCULPTOR COCO 3 512K D B § 495.00 *xxx%
SCREEN STAR COCO 3 512K B $ 99.95 @@
TEXT FORMATTER COCO 3 B $ 69.95 @@@
DYNASTAR BOTH D $ 180.00 Q@
TELEWRITER-64 COCO 2 64K B § 84,95 xxxx
TELEWRITER-128 COCO 3 . B $ 140.00 *xx%
VIP~WRITER COCO 2 64K B $ 98.95 Q@@
VIP-DATABASE coco 2 B $ 84.45 _@eq
VIP-SPELLER coco 2 B $§ 77.95 eeee
BEST OF &4 BOTH Cc $ 16.00 *xx
VIP CALC BOTH B $§ B84.45 QeQ
BUS A/C SYSTEM COCO 2 B $ 112.95 e@@
STYLO PACK COoCO 3 D $ 359.94 xxxx
STYLO III COoCo 3 D $ 203.94 *%xx%
DYNACALC (0S9) BOTH D $§ 179.94 %xxx
D'CALC (RSDOS) COCO 2 64K D $ 179.94 *xxx%x

GAMES

Name: Hardwvare: Source: Price: Rate:
P-51 FLIGHT SIM COCO 2 D $ 49.95 qe@
3D ROMMEL Coco 2 D $ 44.95 eQ@
SPEED RACER COCO 3 64K D $ 49.95 xxx
TIME BANDIT COoCo 2 D $§ 39.95 kkxx
CASHMAN COCO 2 64K D $ 39.95 kxxx
EXETER COCO 3 128K B $ 29.95  kxxx
ROGUE CoCco 3 B $ 69.95 kxxx
THEXDER COoCO 3 B $§ 49.95  kkxx
BOUNC. BOULDERS BOTH B $§ 59.95 xx
GANTELET BOTH B $§ 59.95 xxx
APPROACH CNTRL. COCO 2 64K B $§ 49.95 @Q@Q@
RET. OF JR REV. COCO 3 B $ 59.95 Q@@
BEST OF #2.1 BOTH o $§ 16.00 *xx

Rating explanation : Source

* is used for products we have used or tested explanation :

€ 15 used for the reputation of a preduct A - Tandy

The number of symbols defines the opinlon or reputation le:

1 symbol is a poor rating and 5 symbols is a good rating

Lack of symbols simply means ve have not commented on the product
It does not Infer the product is of poor quality

A good middle of the road product has 3 symbols.

8 - Blaxland

€ ~ Goldsoft

D - Parls Radlo

B - Computer Hut
Softvare
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TANDY'S THOR an's QUTSHINE
OPPOSITION.
CVA Computer and Perlipherals

have announced the early launch
of their nev erasable CD's just
one month after Tandy's nev THOR
CD's wvere announced.

The THOR CD's are the
optical disc

latest in
technology which
allovws the user to zrepeatedly
record and erase digltal
information with all types of CD
audio and CD-ROM players.

Hovever the Maxtor product 1is
not compatible with any existing
CD players and only has a 160
Mbyte drive vhile Tandy offers

550 Mbyte.

Desplte being beatén to the
launch, with such features as
these, the THOR CD's go to the
top of the class and will be
vell vorth the valt. .

TANDY HELPS IN AGRICULTURAL
FIELD.

In continuing it's commitment to
the Australlian Agricultural
fleld, Tandy Electronics is now
marketing the avard wvinning

Ag-Vantage Stud program.

Written by Far South Coast
Computer Speclalists, Ag-Vantage
Stud manages and analyses stud
records and is avalilable for
dalry, beef, sheep and angora or
cashmere goat studs specifically
vith a speclal version for other
stud operations such as horses,
cats and dogs.

Records can be displayed of each
animals production performance
for the preparation of sales
catalogues, animal registration
forms and management reports.

The program maintains an
unlimited generation of
pedigrees and all awvards and

achievements for each animal are
kept and can be refferred to as
required.

Replacing the o0ld manual system,

the computer holds many
advantages over |t including
being able to handle large

volumes of information at any
one time and belng more flexible
as it can reorganize the
information into wvhatever form
it is needed.

The program runs on MS-DOS
computers including Tandy's
T1000 TX and is avallable

through Tandy stores all over
Australla.

NEW CORPORATE SBTRATEGY ANNOUNCED
BY TANDY.

IntexTAN Australia Limited has
announced a nev  Corporate/
Government Purchasing Service
vhich 1is almed at providing
future computing needs to
Australian Corporations and
Government Departments.

For maximum rellability, all
Tandy computers are manufactured

by Tandy Corporation in the USA
and has the largest range of IBM
compatibles as vell as the most
complete range of peripherals,
accessories and softvare of any
company.

With this in wmind and Tandy's
high quality and reliablility,
Computer Marketing Manager,
Lyall Jones bellieves these
factors make Tandy an ideal
supplier for major corporations
and government departments and
vith the nev Computer Purchasing

Service, glve Tandy a huge edge
on thelr competitors.

The service includes
professional systems analysis,
installation, operator training
and ongoing systems support to

ensure that they get the highest
level of service and support
throughout Australia.

PERSONAL DESKMATE 2- A MUST FOR
TANDY 1000'S.

Fish and chips, bread and
butter, Personal Deskmate 2 and
T1000's - you can't have one

vithout tpo otherx.

Personal Deskmate 2 is a desktop

program that provides seven
applications including vord
processing, spreadsheet,

database and calendar facllitles
as vell as ten utilities
including Notepad, Calculator,
Phone Directory and Clipboard.

The package 1is included with
both the T1000 HX and T1000 TX

so flrst time computer buyers
can use it straight avay as it
can be easily controlled by a
mouse, joystick or keyboard.

A graphics orlented version is
also avallable vhich again 1is
easy to use for a flrst time or
experienced user.

Many wusers start computing with
vord proccessing, and vith
Deskmate, great looking
documents can be easily produced
vith functions such as
boldfacing, underlining, block
moving and block copying.

For database applications the
personal fller is a simple card
flle system that allows any type
of Information to be stored or

printed.

Using the three voice sound
circultry in the Tandy 1000
HX/TX the Music application
allovs the composition and

playing of the varlous sounds
and music. Painting can also be
done using Deskmate's 'picture
editor' vhich enables pictures
to be dravn and £illed in with a
varlety of colours and patterns.

Also included is the
communications program, Telecom,

vhich provides access to
information services and other
computers vith an optional
moden.

With all these functions and
more, Personal Deskmate 2 really
does add extra value to the

Tandy 1000 TX and Tandy 1000 HX
personal computers.

TANDY WAREHOUSE SALE.

I1f you don't already know, Tandy
Electronics are having an
Australia wvide warehouse Sale.

With huge savings In all of
Tandy's 360 stores, you wvould be
crazy to miss out.

Rockhampton store.




SAVE *500
Reg 1299.00

799

Sale! Tandy Dot Matrix Printer

CLEARANCE

Printing Has Just Become More Affordable!

With aSAVING of $500, NOW is definitely the time to invest
in the IBM® compatible DMP-430! This remarkable printer
delivers crisp data, prints 180 characters per second and
features word processing, data procesing and dot-
addressable graphic modes. It also has four character print
styles: elongated, standard, elite and condensed for the
most professional results. Delivers detailed bit image
graphics and has a built-in pin driven tractor! Parallel and
color compatible serial interface. 6127 sory no rainchecks

Replacement Ribbon.zszs .....................................34.95

* IBM Regh T™of | ional Busi ines Corp.

Printer Selector Switch

Printer Selector 2 Interface. Connect two
printers to one computer or two computers to
one printer. Cables not included. 26.2s20... 169.95

Expansion Options

A. 8.89cm Disk Drive Kit. For Tan-
dysooo HX or for use in the T1000
TX/SX/3000 HL & PC compatibles
Requires Adapter Kit 25-1066).

ounts internally. Installation
recommended (not included). 2s.10ss
Reg26995......... Sale!229.95

B. PLUS RS-232 Interface. Con-
nects several devices such as a
mouse, modem, printer or plotter.
10 Reg 14995 . . . .. Sale!129.95

C. 13.3cm Disk Drive Kit. For Tan-
dy 1000 SX/TX. Mounts internally.
Installation recommended (not in-
cluded). 21063 ... Sk 329.95
8.89cm to 13.3cm Disk Drive
Adapter. For 8.89cm disk kit. Not
shown. 2s10es . ... 69.95

D. PLUS Upgrade Adapter Board.
Allows use of PLUS upgrade
boards for the 1000/SX in a stan-
dard PC card slot. zs.101s 44.95




Tandy’s Laptop Computer!

Bonus!
Tandy 1400 LT

Carry Case with
Every Purchase

— OPEN AN

ACCOUNT TODAY

Call in today to your nearest
participating Tandy Electronics Store
1 and pick up an Application Form.
| TANDY “CHARGE CARD"
FREE TO JOIN — EASY TO USE

Tandy 1400 LT. The portable computer — ideal is remarkably clear and backlit for easy reading,
for the busy executive, salesperson or student.  no matter where you are! Choose the best in por-
Comes complete with 768K RAM and two built-in  table computers — the Tandy 1400 LT.

8.89cm disk drives. The Tandy 1400 LT includes  zsasc0.............. .o.....3299.00
MS-DOS/BASIC 3.2, is IBM® compatible and has  Replacement Battery Pack. »asx................ 149.95
a removeable battery pack! But best of all, the Carry Case for 1400 LTososvt...........ocoooe.... 79.95
80-character by 25 line “supertwist” LCD display - iew a1 of ional Machine Corp.

A. 89cm 720K External Disk
Drive for 1000EX/HX. Provides
twice the storage of a 13.3 cm
QIO 381081 < i eyt aaadets 549.95

B. Smartwatch. A. perpetual
clock calendar with battery
backup in a chip. For Tandy 1000
and PCs.251033...........coeevvenn. 79.95

C. 20-Megabyte External Hard

SAVE Disk Drive. Expansion option for

200 .1 1000 series. (Requires 25-1007
Hard Disk Controller).

25100 Reg 1499.00 . .Sale! 1299.00

i
e -

D. Universal Expansion Option.
Lets you connect an IBM® com-
patible keyboard to a Tandy 1000
¢ | or 1000 SX.

B0 . ... SIS 5K 229.95




Exciting Tandy 1000 Software!

Take a Look
at our Excellent
Range of Software

Choose from hundreds of
great new games, business
packages & educational
programs! Check our wide
range of popular brands —
here at your Tandy store.

" New!
From Sierra®

259683 ...

259064 ... ..

A. Space Quest Il
Stop an invasion of
the galaxy. 2seer 64.95
B. Leisure Suit Larry.
The first “Adults On-
ly” computer game.
i DAO

C. Police Quest. Ex-
perience acop’s life.
.......64.95

Do aFavour for Your Business
with Varsity Scripsit!

A powerful, easy-to-use word pro-
cessing package that’s ideal for your
home or small business. Features in-
clude split windows for simul-
taneous editing, spell check, and
other special functions in addition to
all the standard features of a top-
notch word processor! 2s117«..... 229.95

P YORD ™
-an SSIONA ESS’NG

3 21 1 _
ic{x‘.‘“ﬁ‘»

Managing Your Money. Financial/Management program. zs11s.399.95
PFS: Professional File. Management/Reporting program. zs1:71 399.95

PFS: Professional Write. Word processing program. zs1zz......... 389.00
Test Drive. Drive 5 of the world’'s most exoticcars.zseees. ............. 64.95
F-16 Falcon. Fly the F-16A fighting Falcon.zseeez ..........................59.95
221B Baker Street. Graphics mystery adventure.zsee: .............. 64.95
Printshop. Design and print your own cards & more! zs1sx4 ... 108.95
Gunship. Helicopter, gunship simulation program. zs1xs ............89.95

Reader Rabbit. Fun reading skill education forages 5-7. 2121 ......89.95
Writer Rabbit. Fun writing skill education forgrades 2-4. 21217 .....89.95
Earl Weaver Baseball. Anyone fora great game of basebal|? 2511:289.95
Marble Madness. An action-packed racing challenge.zsie: ........69.95

ELECTRONIC

Over

WE SERVICE WHAT WE SELL!

Available From Over 360 Stores
Australia-Wide Including

Tandy Computer Centres
or Order On VIATEL *642614#

lers may not be participating in this ad or have every item advertised.

Independant Tandy D
360 Stores oo Prices may also vary at individual Dealer Stores.
Australia-

Wide




BEST OF #2.2
BEST OF #8
BEST OF #9
MEDIC

DATA FALL
CITY

BEAM RIDER
DEFENSE

LIGHT RUNNER
MS GOBBLER
ROBOT BATTLE
PENGON

STORM ARROWS
TRAVLIN TOAD
CUBIX

DEVIOUS
TRAPFALL

MAZE ESCAPE
ASTRO BLAST
DEVIL ASSAULT
FLYING TIGERS
GALAX ATTACK
GHOST GOBBLER

EDUCATIONAL

GEOGRAPHY
EARS

BEST OF #1
BEST OF #6
BEST OF #10

GRAPHICS

COLORMAX
COCO-MAX 3
COCOMAX I1I

3D GRAPHIMATOR
BEST OF #7

PIX CONVERTOR

MUSICAL

LYRA

" " CONVERT

" " PRINT

" " LIBRARY
SYMPHONY 12
MUSICA LIBRARY
MUSICA 11

BOTH

BOTH 16K
BOTH 32K
COCO 2 16K
Coco 2 16K
COCO 2 16K
COoCO 2 16K
COCO 2 16K
COCO 2 16K
coco 2 32K
COCO 2 16K
COCO 2 16K
COCO 2 16K
COoCOo 2 32K
coCco 2 32K
coCco 2 32K
COCO 2 16K
COoCO 2 32K
coco 2 32K
COCO 2 16K
COCO 2 16K
COCO 2 16K
COCO 2 16K
Hardwvare:
CcOoCco 2
BOTH

BOTH

BOTH

BOTH

Hardwvare:

Hardware:

c
Cc
c
E
E
E
E
E
E
E
E
E
E
E
E
E
E
E
E
E
E
E
E

Source:

Source:

Source:

-——-.—————_——-———.-———_--—..-———-—--—-..—--

16.00
16.00
16.00
10.95
14.95
14.95
33.45
27.95
27.95
27599
27.93
33.45
27.95
27.95
27.95
33.45
27.95
27.95
27.95
33.45
27.95
27.95
27.95

$ 69.95
$ 140.00

$1 @ 59.
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ADVENTURES

NUKE LOVE BOAT
MAGIC OF ZANTH

KINGS QUEST 3
CALADURIL

ESCAPE: 2012
ROBOT ODDY.

.BEST OF #5
WAR OF THE WRDS

BLACK SANCTUM

CALIXTO ISLAND

SEA SEARCH
SHENANIGANS
TREKBOER
VORTEX FACTOR
WARP FACTOR X

PRESRVE QUANDIC

MARTIAN CRYPT
DRAGON BLADE
SYZYGY

BLACKBEARDS IS

DARKMOOR HOLD
ATLANTIS ADV
4 MILE ISLAND

SPORTS CAR ADV
GRENADA INVASN

ESPIONAGE IS.

KNGDM OF BASHAM

ALCATRAZ
SPACE ESCAPE

MANSION OF DOOM
IS. OF FORTUNE

BOMB SCARE
FUNHOUSE
STALAG

DOOM AT 2100

STONE OF ROKAN

TUCKER'S MINE
BEACON
ADV. COMBO

APPLICATIONS

Hardware:

COCO 3 512K
coco 3
CoCo 3
BOTH

COCO 2 64K
COCO 2 64K
BOTH

COCO 2 64K
COCO 2 64K
COCO 2 64K
COCO 2 64K
COCO 2 64K
COCO 2 64K
COCO 2 64K
COCO 2 64K
COCO 2 64K
COCO 2 32K
COCO 2 64K
COCO 2 32K
COoCO 2 32K
COCO 2 64K
COCO 2 16K
COCO 2 16K
COCO 2 16K
COCO 2 16K
COCO 2 32K
COoCOo 2 32K
COCO 2 32K
COCO 2 32K
CoCo 2 32K
COCO 2 32K
COCO 2 32K
COCO 2 32K
COCO 2 32K
COCO 2 32K
COCO 2 32K
COCO 2 32K
COoCOo 2 32K
COCOo 2 32K

Hardware:

Source:

FHEOEIEENE NI IO oW W

Source:

eea

eee

DISK LABELER
VCR TAPE ORG.
SUPER VOICE
GENEOLOGY

HARDWARE

Hardwvare:

Source:

$§ 39.95
$ 160.00
$ 33.95

$1299.00

eeee

e T o T
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20MB DRIVE

512K UPGRADE
DRIVE 40T DSDD
MONITOR

HI-RES INTRFACE
COoCO 3 128K
MULTIPACK
DMP-106 PRINTER
AVTEK MINIMODEM
DMP-130

VIDEO DRIVER

" " W/0UT SOUND
NX-1000 DMP
CITIZEN DMP
COCOCONNECTION
Y-CABLE

THE PROBE

ADOS 3

DISTO B80COL CRD
DISTO C/P
DISTO: THE LOT
J&M CONTROLLER
PBJ-RS232 CARD
PBJ CCBUS

PBJ PC PACK

PBJ WORDPAK 1
PBJ WPAK, RSDOS
RSDOS CONTRLR.
WYSE 30 TRMNLS
ARCHER JOYSTIX

BOOKS

BOTH

COCO 3 128K
BOTH

BOTH

CoCco 3

BOTH

BOTH

BOTH

BOTH

BOTH

coco 2

CoCo 2

BOTH
BOTH
BOTH
BOTH
BOTH
COoCO
COoCO
Ccoco
CoCo
BOTH
BOTH
BOTH
BOTH
CoCo 2
CoCo 2
BOTH
BOTH
BOTH

NN W
mcnoccccocoocoocomwmmwwwwmmmwww

Hardwvare: Source:

$1599.00 @@QQ

220.00
630.00
300.00

19.95
370.00
199.95
399.00
250.00
599.00

38.00

32.00
525.00
599.00
219.95

47.94

49.95

65.94
239.94
119.94
479.94
299.94
179.94
287.94
167.94
239.94
239.94
239.95
999.00

27.00
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* %%k
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6809 ASSEMBLY
COCO 3 SECRETS
300 PEEKS POKES
BASIC09 TOUR
DECB UNRAVELLED
INSIDE 089 L2
500 PEEKS POKES
COCO 3 FACTS
SUPER ECB

ECB UNRAVLED.
RNBOW GDE OS9L2
500 PEEKS POKES
US RAINBOW MAG
RAINBOW ON DISK
UTL ROUTINES 1
BASIC PRG.TRIX

UTILITY

08-9 LEVEL 2
DESKMATE 3

m

Q

<!

=
MUUUOUUNUB’UUE’WW&

Hardwvare: Source:

'mlhﬂi«NW(Q#’Q(Q#)W(DUDQ(hU)
-
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Price:

$ 129.95

$ 129.95




ADOS 3 coco 3 B $§ 69.95 xxx
MULTIVUE CoCo 3 D $§ 99.95 Q@@
THE WIZ COCO 3 512K B D $ 140.00 Q@@
DISKFIX coco 3 B $§ 59.95 xxx
ADV. DISKFIX Coco 3 B $ 99.95 kxx
PROG. UTILITY COCO 2 64K B $ 39.95 Q@@
SECTOR INSPEC. COCO 2 B D $ 39.95 Q@@
DEPUTY INSPECT. COCO 2 2] $ 39.95 Q@@
COCOTEX BOTH B $ 79.95 kxxx
VIP-TERMINAL BOTH B $§ 39.95 Q@ee
SBU coco 2 B $§ 59.95 *xxxx
UTL ROUTS, PT1 BOTH D $ 47.94 Q@a@
UTL ROUTS, PT2 BOTH D $ 53.94 @e@
0S9 DEVEL SYS. COCO 3 D $ 175.00 Q@@
MULTI-VUE coco 3 D - $ 99.94 xxxx
SDISK 3 coco 3 D $ 71.94 ee
BASICO09 coco 3 D $ 179.94 *xxx
C COMPILER BOTH D $ 179.94 *xx
HI-RES SCREEN BOTH D $ 71.94 eQ@
0S-9 SOLUTION BOTH D $ 83.94 Qe@
RAMDI SK COCO 3 512K B $ 39.95 qe@
More detalls on most of the programs listed in this database can be
found on this month's edition of CoCo0z, tape or disk.

MAGNETIC
BULK

Accessories to keep

your system running

R

TAPE HEAD
CARE KIT

$435

Available from:

GOLDSOFT

’ P.0. BOX 1742, S’PORT, Q, 4215
dmatarsdlll TEL: (075) 39 6177 or order on VIATEL ‘64213 #

ERASER
5% AND 3% |
DISK DRIVER Ul -
HEAD CLEANER
33995 s655,, HEAD 3 1 3

GOLDSOFT .

DISKETTES

5% DS DD

CASSETTE
TAPE ERASER

$4315
r‘ =




HIS MAY BE "0ld News" for

the seasoned CoCo nuts so

I'l1l aim this Utility to

the novices or the unvary, as
I vas till recently.

Nov since ROM in the CoCo 3

is copled onto RAM each
tine ve turn the computer
on, ve have the opportunity

to do a bit of experimenting
vith the ROM routines by
directly poking and peeking
in that reglon, which vas a
taboo area in the CoCo 2.
Recently I discovered (thanks
to Allen Drennon, author of
"Customizing your keyboarad”
page 116 Dec'87 Rainbow
magazine) that the region
betwveen 41582 and 41601 is the
special character area, eq.
1€ I PEEK(41593), I get declimal
18 which is the ASCII character

for <shift+0>, or the 1lover-
case mode.
Well, it is annoying for me. I

even attempted to do a bit of

hacking (like I did on the CoCo
2) and put a ‘'caps. lock'
on/off svitch, but I found
that it didn't vork on the

CoCo 3. Gloom fell upon me ...

How silly but relleved I felt
vhen I later found out that all
I needed vas to poke 18 within
the region of 41582-41601, eg
type POKE41600,18 and PRESTO -
nov you have a "One key stroke
Caps. lock" key on the [ALT] and
[€] keys.

And that is only one example.
Nov I'm not golng to go on with
vhat I found in that region.

Mind you, the information ls
already supplied by the author
of C,Y.K.

80, here are the
did to certain keys,
(BREAK/ESC] key.

When you're playing a game
using the keyboard, the up arrow

changes I
like the

is a bit too close to the
BREAK button. To eliminate
the problem, first £ind the

location (vhich is 41598) and by
typing POKE41598,X (X =0 to
255) you dlsable the BREAK
completely, or, as I did, change
it to a <% key by making
X=36. You can stlill BREAK from a
program or a listing by
pressing SHIFT+ESC.

Now 1isn't that nifty, eh? Of
course you can make X=(any
number) for the character or

function you need.

You may wish to merge this
program vith any of your
programs. I started my 1listing
from 50000 In case the computer
locks-up, and you have to press
the RESET button to get out of

it.

After (C)loading or Merging,
type RUN or RUNS0000. The screen
vill turn 1ight cyan, and soon
you'll see the flrst screen
vhich tells you that you now
have new key functlions on your
keyboard followed by part of a
detalled explanation of each key
changed.

The second screen shows the
full details, while the third
screen gives the varning that I
mentioned above.

. B-Tee

CUSTOMIZING
YOUR C0C03
KEYBOARD

by FRANK X BUTTIGIEG

CoCo3
UTILITY

1£ you use Televriter
wvill revert your key
back to its own uses,
(the only zxeason wvhy I still
miss the use of the 111
fated C/L on/off switch on my
CoCo 3).

Before I forget:
vho intend to
program:- with one of theirs,
DELete line 50300, othervise
you'll lose both programs.

Finally to ldentify the "keys"
I do not recommend the use of
temporary biro scribbled masking
tape - 1t will only cheapen the
keyboard.

Instead, do as I did: buy twvo
sheets of 'Letrasets’',
preferably 1lmm for small
letters and for caplital
letters.

Lets

Also,
64, 1t
changes

for those
merge this

2rnm

try the BREAK key! Now
find a flat spot on the table
and roll a plece of 'blue tack’
into a ball place under the
cap. That will secure the cap
from moving sidevays (I used a
part of a thick wvhite letraset
letter,say a part of the leg of
the letter "n").

Cut a plece 1long enough
to cover the black letters over
BREAK on the red cap.

Nowv I have decided that the
BREAK key should be one
keystroke vith a < § > sign.

Since the break
has tvo memory locations, 1
still have the BREAK when 1
need it. It is a 2 keystroke
button with no more "Oops! I hit
the BREAK instead of UP-ARROW
key" blues.

Handy, eh?

Nowv all you need is a plece of
clear sticky tape long enough to
cover the vhole cap from the
inside of one end to the inside
of the other end.

Do the same to the other
keys, and Volla! you have got a
neat looking and enhanced
keyboard. :

Cheers
have
this
number

function key

for now,
any questions
program, ny
is 03-7416482.
PS, 1I've tried to use the
<F1>, <F2> & <CTRL> keys, but
they are outside the limit of
the 20 poke locations
available for us to use.
In fact, the locatlon for the
<F1> key 1is 41604 & 41605, and

and {f you
regarding
telephone

vhen I poked a number there, the
computer Jjust locked upl

Also, if you intend to use
it . wvith a CoCo 2 program that
uses graphlc screens, then you
must delete 1line number 50100,
for it seens to crash the
program every time a Syntax
erroxr occurs, and you will
have to press the RESET
button.

Although you von't lose your
program, you vill 1lose the
altered keys.

This 1is only a problem with
the CoCo 2 Pmode Screen and it
vorks perfectly within the
CoCo 3 Hscreen environment I
have incountered no problenms.

If I do 1'll let you know,
and 1f you do please let me
know,

A reaction from you |is

most velcome!

The Listing:

0 GOTO4

1 ' COSTUME KEYBOARD....BY FX BU

TTIGIEG.....24/2/88

3 BAVE"178:1":SAVE"178:3":END'UT

L

4 PALETTE12,0:PALETTE13, 31:PALET

TEO,31:PALETTES,0:CLS

50000 POKE41588,19 'RIGHT ARROW
IS NOW A PAUSE BUTTON

50002 POKE41584,34 'DOWN ARROW I
8 NOW A <">

50005 POKE41596,92
A REVERSE SLASH
50010 POKE41597,12 'SHIFT-CLEAR
IS NOW THE CLEAR BUTTON 2
50015 POKE41598,36 'BREAK IS NOW
A § SIGN...TO BREAK MUST USE WI
TH SHIFT SIMULTANEOUSLY

50020 POKE41600,18 'ALT I8 NOW A
CAP.LOCK TOGGLE SWITCH...WORKS
LIKE <SHIFT-0>..
50025 POKE41601,64
> ON,

'CLEAR IS NOW

‘TO TOGGLE <@

USE WITH SHIFT

50030 POKE41582,35 'UP ARROW IS
NOW A <>

50035 POKE41583,94
8 NOW AN <™>

50040 POKE41595,95 'CANCEL EDIT

COMMANDS = SHIFT+ENTER

50100 POKE359,57:POKE65314,16
50110 PRINT@3,"Alternative keys

are now avallable...here

are the changes. ..

50115 PRINT"([RIGHT ARROW] is now
a <PAUSE> [(DOWN ARROW] is now
8 <> {up ARROW] is novw

'SHIFT+2(#) 1

a<h> [(BREAK) is nov a < $
> [SHIFT+ESC) is to <B
REAK> anykey to con
tinue™:EXEC44539

50120 PRINT"(CLEAR] is nov a < \
(SHIFT+CLEAR] is to
<CLSAR> (ALT or @] is nov a
<CAPS.lock> [SHIFT+@ or ALT) is
nov a < @ > [SHIFT+"] is nowv an
C by (SHIFT+ENTER] is now
a <COMMAND neutralizer in EDIT
mode in leauof (SHIFT+"]."
50125 PRINT" (any key for War
ning)":EXEC44539:CLS:PRINT" WARN

ING:-1f you press <RESET> or(C
OLD START). You lose these alte
rnative KEY changes and be back
to the o0ld KEYBOARD...!1!!

50200 'POKE65497,0 'FAST POKE
50300 NEW

.




by Geoff Donges
GRAPHICS

HAD NEVER owned a computer

before and bought a Tandy

CoCo 3 vhen 1 vas on
holidays 1late January, both to
£111 in my time and for the kids
vho axe both school age.

Needless to say the kids
hardly get to use it as I can't
get off it!

Having read the manual and
played around vith it a wvhile, I
started to write the "Barman"
program. It's a detalled draving
of a bar room, with a barman
standing behind the bar.

He moves up and down (across)
the bar. I originally had a
section at the top of the screen
vhere I could type in comments,
eg "Walk left", "walk right",
"Return", etc.

Then 1 discovered the CoCoOz
Magazine - I put the barman avay
and subscribed to CoCo and loved
it

I have cut out the commands
sectlon and nov have the barman
continually running*up and down
behind the bar for simplicity -
perhaps others can add to this
and ve may come up with one long
program that does all sorts of
things.

I will eventually get back to
this program, but with CoCo0Oz
and so on, there is so much to
learn - I may not get the time.

This progranm should give
beginners a good I{dea of when
"GET" and "PUT" are all about.

The Listing:

0 GOTOl0
1 '®=x%% BARMAN
2 '**%* GEOFF DONGES
3 SAVE"186:1":SAVE™186:3" :END'GR
F

10 HSCREEN2:HCLS10:A$="Axsxsxsxn
tttQt!tlttlttl!ttt!llttlt!ttlll"
:HPRINT(0,0),A$:SOUND200,1:HPRIN
T(0,4),A$:S0UND200,1: upnxu7(1o 8
),"11 A GEOFF DONGES 11" HPRINT(
13,12),"#% PRODUCTION &"

20 HPRINT(0,20),AS: SOUND200, 1:HP
RINT(O, 24),A$ SOUNDZOO 1: FORX-IT
0500 :NEXTX:HCLS10: HDRA"BHSO 28R
30D10L5USL20D70R20UL0LBUSR21D5L8
D15L30US0" :HPAINT(61,29),1,1

30 HDRAW"BM102,28DBOR30USL25U30R
25U5L25035R2505L30“'HPAINT(IOB 2
9),2,1:HLINE(137,28)-(167,108),P
SET, B: HLINE(142, 33)—(162 103) PS
ET,B:HPAINT(138,29),3,1

40 HDRAW"BM172, 28080R5U35R15U5L1
5uasn25usu30~:upnxnr(113 29),4,1
:HDRAW"BM207, 28D80R5U35R 1 5U5L1 5U
35R25U5L30”'HPAINT(208 29),5,1
50 HLINE(242,20)-(247,30), Pssr B
:HPAINT(243, 21) 6,1: Hokaw"anzsz,
23045a2503onzsosnsou4ouzsu35nzsu
SL30" :HPAINT(253,29),7,1:S0UND20
0,2

60 HDRAW"BM65,130D40RS0U18L3U4R3
U18L50BR5BDSD10R40UL0L40BD30R40U
10L40D10" :HPAINT(66,131),4,1:HDR
AW"BM120,130D40R5U15R40D15R5U40L
50BRSBD5D15R40U15L40™ : HPAINT (121
,131),3,1

70 HDRAW"BM175,130D40R5U15R30BRS
R10U25LS0BR5BD5D15SR40UL5L40" : HDR
AW"BM210,155F15R5H15" : HPAINT (211
+152),2,1:FORX=1T0250 :NEXTX :HCLS
10:HBUFF1,850

80 HLINE(D,10)-(320,10),PSET:HDR
AW"BM10,10F25D122G35" : HDRAW"BM35
+35R250E25" :HLINE(192,10)-(200,1
3),PSET,B:HCIRCLE(196,13),3,1,1,
0,.50:HDRAW"BM196,16D44F5L10E5":
HCIRCLE(196,65),3,1,1,0,.50

90 HLINE(258,10)-(266,13),PSET,B
tHCIRCLE(262,13),3,1,1,0,.50:HDR
AW'"BM262,16D44F5L10E5" : HCIRCLE(2
62,65),3,1,1,0,.50 :HDRAN"BM163, 3
eaxonozuxoaozaxoaoznlonoznzo~-ao
RAW"BM222,38R10BD2L10BD2R10BD2L1
0BD2R10"

100 HLINE(320,28)-(294,41),PSET:
HLINE-(294,91),PSET: nL:N:-(azo 1
05),PSET:HLINE(320,30)~ (295,43),
PSET:HLINE- (296, os) PSET:HLINE-(
320,103),PSST:HLINI(50,37)-(95,5
7),PSET,B:HLINE(52,39)-(93,55),P
SET,B

110 HLINE(S50,60)-(95,157),P8ET,B
tHLINE(52,62)~(93,157),PSET,B:HC
IRCLE(87,110),2:HDRAW"EM285, 35D6
1R2F19DSSR2DIL2DSF14™ : HDRAW"BM26
6,155U3R12D3L12" : HLINE(266,155)~
(263 187),PSET: unxnt-(zss.1o1) P
SET:HLINE- (266,176),PSET

120 HLINE(266, 176) (211 178),p8E
T:HLINE(277,176)-(278, 1011 PSET:
HLINE- (280, 1a1) PSET:HLINB- (278,
155), ps:r:nnzul(zso 156)~(266,17
4),PSET: HLINE-(277, 171) PSET:HLI
NE-(276,156),PSET: unxus-czco,xss
) ,PSET

130 HLINE(200,143)-(212,146),PSE
T,B:HLINE(200,146)~(197,181),PSE
T:HLINE-(199,181),PSET:HLINE=(20
0,170),PSET:HLINE-(211,170),PSET
tHLINE-(212,1681),PSET:HLINE-(214
,181),PEBT:HLINE~({212,146),PSET
140 HLINE(202;14%)-1200,167),psE

0,147),PSET:HLINE-(202,147),PSET
tHLINE(279,170)-(308,170),PSET:H
LINE(279,173)-(308,173),PSET:HDR
AW"BM265, 170L52BD3R51BL53L11BL2L
34U3R34" :HDRAW"BM277, 170L11BD3R1
1I
150 HDRAW"BM306,178L27BL1L12BL2L
SO0BL2L13BL2L30USBU3U47" :HLINE(16
5,117)-(306,123),PSET, B: HDRAW"BM
167,115D2L2U20R2D20BU20U1R60BD2L
26BD14L27U5R27BL27U9R27BDIR25BL2
5BD5R24"
160 HDRAW"BM247,112R49BUSBLSL4SB
R27BUIROIL3I6" :HLINE(245,96)-(287
+96),PSET:HLINE(282,98)~(298,113
) ,PSET:HLINE(273,96)-(245,96),P8
ET:HLINE(35,157)-(167,157),PSET
170 HCIRCLE(236,78),5,1,1,.50,0:
HCIRCLE(230,78),1:HCIRCLE(230,77
), 1:HCIRCLE(229,78),1:HCIRCLE(24
2,78),1:HCIRCLE(242,77),1:HCIRCL
3(243 78),1:HDRAN"BM230,79D2R1D2
HDRII“BH242 79D2L1D2" : HCIRCLE(
236,83),5: unxustzss 85)-(237,85)
,psxr
180 HDRAW"BM234,85U2R4D2L1V1L2D1
L1" :HDRAW"BM232, 78R2BR2R2":HCIRC
LE(234,80),1:HCIRCLE(238,80),1:H
DRAW"BM232,86G2F4" : HDRAW"BM240, 8
6F2G4A":HLINE(235,88)-(234,92),P8S
ET:HLINE(237,88)-(238,92),PSET
190 HCIRCLE(236,89),1:HDRAW"BM23
5,90D14R2U14" : HDRAW"BM230, 107R12
BD1L12BRSD1R3U3L3D2":HCIRCLE(230
«91),3,1,1,.50,.75:HCIRCLE(242,9
1),3,1,1,.75,0:HLINE(233,94)-(23
1,96),PSET
200 HLINE(231,96)-(231,93),PSET:
HLINE(239,94)~(241,96),PSET:HLIN
E-(241,93),PSET:HLINE(231,95)-(2
29,113),PSBT:HLINB-(225,112),PSB
T:HLINE-(227,91),PSET:HLINE(241,
96)-(243,113) ,PSET:HLINE-(247,11
2) ,PSET:HLINE-(245,91),PSET .
210 HDRAW"BM225,112L4D1R4G2F1E3"
:HDRAW"BM247,112R4D1L4F2G1H3":HD
RAW"BM229,112R14" :HPAINT(236,76)
»7,1:HPAINT(246,113),7,1:HPAINT(
226,113),7,1:HPAINT(233,88),4,1:
HPAINT(239,88),4,1:HPAINT (233,92
),4,1:HPAINT(239,92),4,1
220 upaxuw(204,144) 7,1:HPAINT(1
98,177),7,1: upntur(zvz 154),7,1:
pnn:rrsa,A.npaqu(zss 140) a 1:8
PAINT(205,166),8,1: uprnr(zvs 16
6),8,1: upnxu1(172 100),8,1:HPAIN
1(300 116),8,1: HPAINT(JOD 176),8
,1:upnxur(235,1vs),e,1:upa1u7(17
6,176),8,1
230 HPAINT(236,113),8,1:HPAINT(1
80,171),4,1:HPAINT(202,171),4,1:
HPAINT(236,171),4,1:HPAINT(272,1
71),4,1:HPAINT(296,171),4,1:HPAI
NT(176,119),4,1:HPAINT(51,61),4,
1:HPAINT(51,38),4,1:HPAINT(295,4
2),4,1:PALETT215,24:PALETT514,49
240 HPAINT(308,68),15,1:HPAINT(2
0,12),8,1: HPAINT(8, 16) 14,1:HPAI
ur(co 40; 14,1: npaxur(sxz 20),14
,1: upnxur(zzs 20),8,1:HPAINT(276
,20),8,1:HPAINT(120,176),3,1:HPA
INT(68,48),15,1:HPAINT(68,80),2,
1
250 ONBRKGOT0290
260 HGET(219,72)-(253,116),1:FOR
X=217TO177STEP-2:HPUT(X,72)~(X+3
4,116),1,PSET:NEXTX
270 ronx-1vvrozassrspz HPUT(X, 72
)-(X+34,116),1,PSET :NEXTX
280 FORX=246TO177STEP-2:HPUT(X,7
2)-(X+34,116),1,PSET:NEXTX:GOTO2
70

290 WIDTH32:CLS:PRINT@168, "THATS
ALL FOLKS":END

@
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y ANDREW GREEN

RAPHICS
OBOT IS FOR A friend vwvho
asked me to wvrite for him.

1t dravs a robot that looks

a bit like an astronaut. It vas

made using the line-master
utility.

It also makes it a lot easler

have someone read out the

statements. Hope you like

to

data

it!
Happy computing!

The Listing:

0 GoTO 10

1 TRRRAARRERARNRARES

y L ROBOT *

3 '* BY A.GREEN! *

4 '* (C) 16/5/88 *

5 '* 30A SPENCE ST *

6 '"* TAREE 2430 *

7 % AGE:- 14! *

8 ITREARRRRRRRARRERAN

9 SAVE"185:1":SAVE"185:3":END'GR
F

10 CL8(0)

20 PRINT@101,"ANDREW GREEN PRESE
NTS";

30 PRINT @203,"R";:SOUND 100,4:F
ORI=1 TO 100:NEXT

40 PRINT @205,"0"; :SOUND 100,4:F
OR I=1 TO 100:NEXT

50 PRINT@207,"B";:S0UND 100,4:FO
R I=1 TO 100:NEXT

60 PRINT@209,"0";:SOUND 100,4:FO0
R I=1 TO 100:NEXT

70 PRINT@211,"T";:SOUND 100,4:FO
R I=1 TO 100:NEXT

80 FOR A=0 TO 31:B=RND(9)-1:SET(
A,0,B):SET(0,A,B):SET(63-A,0,B):
SET(63,A,B):SET(A,31,B):SET(63-A
,31,B) :NEXT A

90 PRINTR298,"(C) 16/5/88";

100 PRINT@458,"PLEASE WAIT";

110 PMODE 4:PCLS1:COLOR 0,1

120 FOR zZ=1 TO 227

130 READ A,B,C,D

140 LINE(A,B)-(C,D),PSET

150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
580
590
600
610
620
630
640
650
660
670
680
690
700
710
720
730
740
750
760
770
780
790
800
810
820
830
840
850
860
870
880

NEXT

PAINT(128,50)
PAINT(165,50)
LINE(1,1)-(254,190),PSET,B

PAINT(0,0)
SCREEN 1,1
GOTO 210
DATA 68,
DATA 76,
DATA 82,
DATA 84,
DATA 91,
DATA 90,
DATA 80,
DATA 71,
DATA 71,
DATA 70,
DATA 79,
DATA 85,
DATA 91,
DATA 91,
DATA .93,
DATA 84,
DATA 78,
DATA 71,
DATA 71,
DATA 10,
DATA 78,
DATA 86,
DATA 94,
DATA 96,
DATA 99,
DATA 98,
DATA 95,
DATA 87,
DATA 81,
DATA 76,
DATA 74,
DATA 71,
DATA 74,
DATA 76,
DATA 80,
DATA 85,
DATA 91,
DATA 99,
DATA 99,
DATA 103,
DATA 92,
DATA 86,
DATA 83,

30,
22,
26,
23,
26,
36,
38,
43,
43,
52,
46,
44,
44,
44,
48,
48,
50,
56,
57,
62,
55,
52,
50,
51,
53,
56,
53,
54,
57,
64,
n,
65,
7%,
11,
83,
74,
66,
62,
62,

73,
81,
86,

22
26
23
26
36

76,
82,
84,
91,
90,
80, 38
71, 43
68,30
70, 52
79, 46
85, 44
91, 44
89, 36
93, 48
84, 48
78, 50
71, 56
70, 53
70, 62
78, 55
86, 52
94, 50
93, 48
99, S3
98, 56
95, 53
87, 54
81, 57
76, 64
74, 71
71, 65
70, 62
76, 17
80, 83
85, 74
91, 66
99, 62
98, 56
103, 6

66, 92, 7

81
86

86,
83,
81, 83

DATA
DATA
DATA
DATA
DATA
DATA

83,
78,
78,
79,
83,
94,

86, 78, 10
102, 78, 1
115, 79, 1
125, 83, 1
137, 94, 1
142, 111,

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

111,
130,
145,
151,
154,
152,
149,
140,
136,
137,
141,
144,
109, 66,
102, 59,
99, 52,

96, 43,

98, 33,

100, 25,

97,
85,
4,
69,

141,
138,
136,
133,
126,
117,
109,
105,

130,
145,
151,
154,
152,
149,
140,
136,

137,

141,

144,

104,

102,

99, 5

96, 43

98, 33

100, 2

95, 3

6
3

2
15
25
37
42
141
138
136
133
126
117
109
105
97
85
74
69
66
59
2

5
2

890

900

910

920

930

940

950

960

970

980

990

1000
1010
1020
1030
1040
1050
1060
1070
1080
1090
1100
1110
1120
1130
1140
1150
1160
1170
1180
1190
1200
1210
1220
1230
1240
1250
1260
1270
1280
1290
1300
1310
1320
1330
1340
1350
1360
1370
1380
1390
1400
1410
1420
1430
1440
1450
1460
1470
1480
1490

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

1500
1510
1520
1530
1540
1550

1560
1570
1580
1590
1600
1610
1620
1630
1640
1650
1660
1670
1680
1690
1700
1710
1720
1730

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

95, 3
100,
104,
112,
122,
134,
148,
160,
163,
159,
158,

159,
164,
168,
169,
167,
166,
162,
162,
158,
153,
125,
136,
148,
154,
154,
153,
146,
136,
126,
113,
104,
100,
101,
106,
108,
116,
123,
126,
117,
134,
137,
139,
137,
139,
142,
146,
141,
141,
138,
141,
143,
144,
148,
150,
146,
153,
154,
156,
161,
161,
155,
155,
156,
144,
149,
159,
147,
144,
149,
157,
167,
168,
165,
168,
173,
171,
164,
156,
153,
154,
156,
160,
167,
175,

2, 97
25,
14,

, 40

104, 14
112, 7

7, 122,
4, 134,

4
3
3, 148, 8
8, 160, 2

22, 1
30, 1
40,
a4,
54,
53,
17,
39,
33,
33,
40,
47,
54,
63,
67,
65,
56,
49,
37;
21,
18,
10,
8, 1
13,
22,
34,
48,
58,
23,
16,
12,
16,
21,
22,
20,
24,
25,
19,
22,
21,
16,
27
21,
34,
34,
26,
26,
33,
33,
64,
13,
59,
65,
71,

158,
159,

2
30
40
44
54
53
47

63,
59,

164,
168,
169, 39
167, 33
163, 31
162, 40
162, 47
163, 53
153, 63
143, 69
136, 65
148,
154,
154,
153,
146,
135,
126, 8
13,

104,
100,
101,
106,
116,
116,
123,
126,
117,
109,
137,
139,
137,
134,
142,
146, 21
141,
139,
138,
141,°
143,
142,
148,
150,
146,
144,
156,
155,
161,
161,
158,

66,
68,
71,
70,
72,
79,

158,
161,
160,
149,
159,
147,

91,
98,
109,
99,
91,
89,
85,
89,
90,
94,
98,
107,
112,
112,
113,
105,
101,
98,

144,
143,
157,
167,
168,
165,
159,
173,
171,
164,
156,
153,
150,
156,
160,
167,
175,
176,

98

107
112
109
113
105
101
98

95

1
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by JOHANNA VAGG

16K ECB
MUSIC UTILITY

OW YOU wILL be
listen to your
files wvhile you do the
dishes, wvithout having to dry
your hands to "LOADM" and "EXEC"
each one.
Just put it into automatic!
"Individual® vill let you
listen to the ones of your
choice, 1f your hands are dry.
Only the first 30 titles will

be on the screen 1f in
individual mode.

able to
Music+

The Listing:

0 "RAXNRARERRQUTOMUSER R R R AR KA RS
RXXRRERXJOHANNA VAGGr**rrstans
ERRARRRNNMAY ]9BT7HREERARR SRR

1 coTo10

3 SAVE"149E:1":SAVE"149E:3":END'

MUS

5 "MAIN PROGRAM IS LARGELY JEFF
WHITE'S PICTURE SHOW

6 'KEYBOARD BY G THURSTON

10 CLS:PRINT"IF YOU GET AN ERROR

+ PERHAPS YOU NEED TO PCLEAR1 BE

FORE LOADING"

11 CLEAR230:Z=RND(-TIMER)

12 A$="D60R10U20L3U40L7R10"

14 D$="L3D40R6U4OL3"

16 E$="R3ID40L3D20R10U20L3U40L4RT

n

18 F§="R10D60L10U20R3U40R7"

20 PMODEO : SCREEN1, 1:PCLS1

22 COLORO,1

24 DRAW"BM10,60

26 FORA=1TO3

28 DRAWAS+DS+E$+DS+FS$

30 DRAWAS+DS+E§+DS+ES+DS+FS

32 NEXT

34 FORA=0TO14

36 READB:PAINT(B,75) :NEXT

38 N§="U15M+10,-4D17

40 DRAW"BM180, 40" :DRAWNS

42 DRAW"BM10,20" :DRAWNS : DRAW"BM1
10,160" : DRAWNS

44 FORT=1TO6:READX,Y

46 CIRCLE(X,Y),3:PAINT(X,Y)

48 NEXT

50 DATA20,30,50,60,70,90,100,120
,130,140,160,170,190,200,210

52 DATA 8,23,18,20,178,43,188,40
»,108,163,118,160

54 FORT=1TO1000:NEXT

60 CLS:PRINT:PRINT"IF YOU ONLY H

AVE MUSIC+ FILES ON YOUR DISK TH

EN YOU MAY LOAD A PMODE 4 SCRE

EN. IF YOU WISH TO DO THIS, THEN
BREAK, COLDSTART, LOADM THE SCR

EEN, LOAD AUTOMUSE AND RUN 120"
65 PRINT:PRINT" IF YOUR DISK
ALSO HAS COCO- COMPOSER FILES, 0
R YOU ARE HAPPY WITH THE KEYBOAR
D AND NOTES, THEN PRESS ANY KE
Y TO CONTINUE"
68 PRINT" PMODE WILL THEN BE
oll

70 S$=INKEY$:IF S$=""THEN70

120 cLs2

130 PRINT"DO YOU WANT INSTRUCTIO
NS (Y/N)?2";

150 AS=INKEY$:IF A$="" THEN 150
160 IF A$="Y" THEN 1080

170 CLEAR3000:DIM C$(11),MUSS(68
) ,EXT$(68)

190 CLS2:INPUT"WHICH PMODE ARE Y
OU USING (0-4)";p

195 IF 'P>4 THEN P=0

200 PRINT"AUTOMATIC OR INDIVIDUA
L (A/1I)"

220 AIS=INKEYS$:IF AIg="" THEN 22
0

230 IF AI$="A" THEN A=1 ELSE A=2
232 IF A=1 THENPRINT : INPUT" £ORWA
RDS, DACKWARDS OR TANDOMLY™; W8
233 IF W$="F" THEN W=1
234 IF W§="B" THEN W=2
235 IF W§="R" THEN W=3
240 PRINTQ256,"

)= O"

250 POKE1279,95

260 PRINT@224,""; :INPUT"ENTER DR
IVE NUMBER (0,1,2,3)";K

270 IF K<O OR K>3 THEN 200

280 DRIVE K

290 PMODEP : SCREEN1,1

300 GOSUB550

310 PRINT@480,"ENTER THE NUMBER
OR Q TO QUIT";

400 PRINTR510,""; :LINE INPUT"";F
$

420 IF F§="Q" THEN 900

430 F=VAL(F$)

440 IF F<1 OR F>C THEN 370

450 P$=MUBS(F)+"/"+EXTS(F)

(ENTER

470 PMODEP:SCREEN1,1:LOADM P$:PO
KE&HFF40, 0: EXEC

475 GOSUB720:G0T0310

550 'GET FILE NAMES

560 FOR X = 3 TO 11

570 DSKI$ K,17,X,A$,BS

580 IF (LEFT$(A$,1)=CHRS(&HFF))

THEN 600

590 C$(X)=A$+LEFT§(B$,127) :NEXT

X

600 POKE&HFF40,0:X=X+1:C=1

610 FOR Y = 3 TO X:FOR 2=0 TO 7
620 IF MID$(C$(Y),Z%*32+9,3)="BIN
" THEN630 ELSE 680

630 MUSS$(C)=MID$(CS$(Y),2%32+1,8)
640 EXT$(C)=MIDS(CS(Y),Z%3249,3)
650 O$=LEFT$(MUS$(C),1)

660 IF (0$=CHR$(0) OR O$=CHR$(&H
FF)) THEN 680

670 C=C+1

680 NEXT Z:NEXT Y

690 IF A=1 THEN GOSUB790

700 C=C-1

710 IF C=0 THEN 1260

720 MID=15

730 CLS:TAB=1

740 FOR D = 1 TO C

750 PRINTRTAB,USING"##";D; :PRINT
".-=> ";MUS$(D);

760 TAB=TAB+32:IF D=MID THEN TAB
=16

765 IF D=30 THEN780

770 NEXT D

780 RETURN

790 'AUTOMATIC

792 IF W=1 THEN X=1:Y=C-1:2Z=1
794 IF W=2 THEN X=C-1:Y=1:Z=-1
796 IF W=3 THEN D=RND(C-1):GOTO8
20

800 FORD= X TO Y STEPZ

820 IF C=1 THEN 1260

840 P$=MUS§(D)+"/"+EXT$(D) : PMODE
P:SCREEN1, 1:LOADM P$:POKE&HFF40,
0:EXEC

850 FORT=1TO600:NEXTT:IF W=3 THE
N 796

870 NEXTD

880 c=C-1

890 GOSUB720

900 CLS:PRINT@384,"DO YOU WISH T
O DO ANOTHER DISK?
(Y/N)"

950 A$=INKEY$:IF Ag=""
960 IF A$="Y™ THEN 170
970 IF A$="N" THEN 980
980 END 2

1080 'INSTRUCTIONS
1090 CLS:PRINT"NOW YOU WILL BE A
BLE TO LISTEN TO YOUR MUSIC+ F
ILES WHILE YOU DO THE DISHES...
WITHOUT HAVING TO DRY YOUR HANDS

TO LOADM AND EXEC EACH ONE"

1100 PRINT:PRINT"JUST PUT THIS I
NTO AUTOMATIC.."

1110 PRINT:PRINT"INDIVIDUAL WILL
LEBT YOU LISTEN TO THE ONES OF
YOUR CHOICE..IF YOUR HANDS ARE
DRY! "

1120 PRINT"ONLY THE FIRST 30 TIT

LES WILL BE ON THE SCREEN IF IN
INDIVIDUAL"™

1130 PRINT:PRINT"
CONTINUE"

1250 T$=INKEY$:IF T$=""THEN1250
1255 GOoTO170

1260 DIR

1270 PRINT:PRINT"THERE ARE NO <B
IN> FILES ON THIS DISK"

1280 FORT=1T02000:NEXT

1290 GOTO170

THEN950
ELSE 950

ANY KEY TO
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1740
1750
1760
1770
1780
1790
1800
1810
1820
1830
1840
1850
1860
1870
1880
1890
1900
1910
1920
1930
1940
1950
1960
1970
1980
1990
2000
2010
2020
2030
2040
2050
2060
2070
2080
2090
2100
2110
2120
2130
2140
2150
2160
2170
. 2180
2190
2200
2210
2220
2230
2240
2250
2260
2270
2280
2290
2300
2310
2320
2330
2340
2350
2360
2370
2380
2390
2400
2410
2420
2430
2440
2450
2460
2470
2480

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

176,
176,
178,
169,
162,
158,
158,
159,
168,
178,
178,
184,
185,
179,
172,
169,
170,
163,
171,
178,
178,
182,
185,
145,
139,
128,
118,
112,
111,
99,

94, .
94,

95,

108,
112,
114,
128,
139,
146,
147,
146,
133,
122,
112,
111,
108,
99,

94,

94,

86,

82,

179,

92,

103,
106,
109,
147,
156,
163,
163,
151,
139,
122,
106,
79,

82,

95,
97,
102,
103,
107,
115,
116,
118,
113,
109,
108,
115,
122,
124,
118,
124,
130,
127,
122,
127,
127,
127,
126,
137,
141,
141,
143,
143,
143,

145,

144,

144,

148,
149,
147,
147,
145,
143,
140,
141,
145,
148,
149,
149,
149,
151,

150,

150,

150,

160,

168,

181,

185,
182,
171,
159,
144,
153,
164,
170,
178,
182,
186,
185,

181,

186,

173,
178,
169,
162,
158,
155,
159,
168,
178,
171,
184,
185,
179,
172,
169,
170,
163,
159,
178,
179,
182,
185,
185,
139,
128,
118,
112,
112,
99,
94, 1
94, 1
95,
108,
112,
112,
128,
138,
146,
145,
146,
133,
122,
112,
112,
108,
99,
94,
95,
86, 1
82, 1
79, 1
92, 1
103,
106,
109,
114,
156,
163,
163,
151,
139,
122,
106,
103,
82, 1
92, 1

93

102
103
107
115
113
118
113
109
103
115

122

124
118
124
130
127
118
127
124
127

126,
122

141
141
143
143
141
145
44
12

148

149
147
143
145
143
140
138
115
148
149
149
147
151

150

150
148

60
68
81
85
182
171
159
149
153
164
170
178
182
186
185
181
86
87

92, 187, 103, 185

103,
101,
112,
127,
139,
151,
159,
165,

185,
186,
188,
188,
186,
181,
177,
172,

104,
111;
127,
139,
151,
159,
165,
164,

182
188
188
186
181
177
172
167

by MAL MCLAUCHLAN

CoCo3
MUSIC

N COCO MARCH'S88 1ssue,
Wallace
request

ansvered my earlier
for Scottish tartan
graphics on CoCo 3's super hi-
res screen. Joy came up vith
some truly delightful examples
of tartan designs.

So 1 have used my favourite
from her collection as
background for the music of a
stirring- Scottish reel in 4-part
harmony, which I set using the
MUSIC+ program, but vhich can be
used independently.

The result of combining the
tartan graphics and the M/L
music is an example of how

different programmers, each with
their owvn talents, can combine
to produce something really
vorthvhile. .

The program is arranged so
that the Basic "SCOTPIPE" acts
as a loader for the machine
language "SCOTREEL". With disk,
this happens automatically vhen
you RUN "SCOTPIPE". With tape,
you have to change "LOADM" in
Line 170 to “CLOADM", then leave
the Play button depressed vhen
you RUN "SCOTREEL".

The Listing:-

0 GOTO10

1 'B##3A WEE BIT O' SCOTLANDEE#N
##1SCOTTISH REEL MUSIC SET TO#IE
R¥COCO BY MAL MCLAUCHLAN, AND#ED
#ETHE ROYAL STEWART TARTAN BYMR#
ARRRNANRIOY WALLACERRRRSARNERIRE
2 '#ACAN BE USED WITH TAPE BY
CHANGING 'LOADM' IN LINE 170 TO
'CLOADM' -~ AND BE SURE TO LEAVE
'PLAY' PRESSED DOWN ON RECORDER#¥
3 SAVE"182:1":SAVE"182:3":END'MU
8

10 POKE65497,0

20 HSCREEN2:HCLS0

30 PALETTEO,O:PALETTELl, 54 :PALETT
E2,6:PALETTE3, 36 :PALETTE4, 24 :PAL
ETTES, 36 : PALETTE6, 63 :PALETTE?, 2
PALETTES, 0 :PALETTEY, 0

40 HCOLORS:HLINE(72,0)-(96,191),
PSET,BF:HLINE(216,0)~(240,191),P
SET,BF:HLINE(0,72)-(320,96),PSET
+BF

Joy"

50 HCOLOR2:FORX=60TO96STEP36:HLI
NE(X,0)-({X+12,191),PSBT,BF :NEXTX
:FORX=204T02408STEP36 :HLINE(X,0)~
(X+12,191),PSET,BF :NEXTX:FORY=60
TO96STEP36:HLINE(O, ¥)~-(320,Y+12)
,PSET, BF ; NEXTY

60 HCOLOR7:FORX=60TO96STEP36 tHLI
NE(X,60)-(X+12,108),PSET,B:NEXTX
tFORX=204TO240STEP36 : HLINR{X, 60)
-(X+12,100),PB!T,B:NIXTX:fORY-GO
TO96STEP36:HLINE(60,Y)-(108,Y+12
),PS!T,B;HLIN!(204,!)-(252,!#12)
,PSET,B:NEXTY

70 FORX=65TOL01STEP36:HPAINT(X,6
5),7,7:HPAINT(X;100),7,7 :NEXTX:F
ORX=210TO246STEP36 :HPAINT(X,65),
7,7:HPAINT(X,100),7,7:NEXTX

80 HCOLORB:FORX=44TO192STEP144:H
LINE(X,0)-(X+10,191),PSET, BF :NEX
TX:FORX=114T0258STEP144 :HLINE(X,
0)-(X+10,191),PSET, BF :NEXTX:FORY
=44TO114STEP70:HLINE(O,¥)-(320,Y
+10) ,PSET, BF : NEXTY

90 HLINE(0,186)-(320,191),PSET,B
F 4

100 HPAINT(84,74),3,7:HPAINT(228
,74),3,7:FORX=20TO300BTEP140: HPA
INT(X,20),3,8:HPAINT(X,170),3,8;
NEXTX .
110 HCOLOR4:HLINE(42,0)-(44,191)
,PSET,BF:HLINE(124,0)-(126,191),
PSET,BF:HLINE(186,0)-(188,191),P
SET,BF:HLINE(268,0)-(270,191),P8
ET,BF:HLINE(0,42)-(320,44),PSET,
BF:HLINE(0,124)-(320,126),PSET,B
F:HLINE(O0,186)-(320,188) ,PSET,BF
120 HCOLORG6:HLINE(84,0)-(228,191
) ,PSET,B:HLINE(0,84)-(320,84),P§
ET:HLINE(S57,0)-(111,191),PSET,B:
HLINE(201,0)-(255,191),PSET,B:HL
INE(O,57)~(320,111),PSET,B

130 HCOLORS:HLINE(79,0)-(89,191)
,PSET,B:HLINE(78,0)-(90,191) ,PSE
T,B:HLINE(223,0)-(233,191),PSET,
B:HLINE(222,0)-(234,191),PSET,B:
HLINE(O0,79)-(320,89) ,PSET,B:HLIN
E(0,78)-(320,90),PSET,B

140 HCOLOR1:HLINE(54,0)-(114,191
),PSET,B:HLINE(198,0)-(258,191),
PSET,B:HLINB(0,54)-(320,114),PSE
T,B

150 HCOLORO:HLINE(0,0)-(320,191)
,PSET,B

160 POKE65496,0

170 LOADM"SCOTREEL":EXEC

180 GOTO180

s
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VILL I8 A small Baslic

vordprocessor that can be

used for letter writing or
a reporters kit.

1f you would 1ike to write an
article or a reviev of a program
you have Just purchased or an
old one you think could do vith
an up-date reviev, then this
small wvordprocessor will do the
job.

The text from this word
processor 1s saved in ASCII and
can be read by the professional
vordprocessors that will load
ASCII flles (even 08-9 likes 'em
- Ed4!).

When using QUILL, the only
control key to remember is the
UP ARROW. Thls \instruction is
displayed on the menu screen.

When flirst run, you are asked

for a line length. This is for
the number of characters per
line your printer can handle -
as for the TP-10 thermal

printer, this is 32 characters.
This program has a minimum of
32 and a maximum of B80. If you
Just press enter from this
prompt, the characters per line
is set at 80. This makes QUILL
compatible with other printers
and can be used from the TP-10

up to the more expensive models.

From the main menu, entering
takes you to the text input
and the keyboard 1is 1in
lovercase. The computer will
make a sound vhen your text has
reached the characters per line
limit set at the beginning. This
vorks 1like the old typewriters,
vhere a bell would sound for a
carriage return.

Once the sound has been nmade,
no more print can be entered and
only vertical characters will be
displayed S0 you can backup
using the left arrow to make any
adjustments to the text and
press enter to start a nev line.

(1)
mode

by TOM LEHANE
CoCo01/2/3

N —— e T e—— | |

It does not take long to get
the feel hov far your text limit
Is when typing to the screen. To
return to the MAIN MENU, press
the up arrov from & new
lineinput. That's wvhen the
orange cursor 1is at the left
hand side of your screen after
pressing the enter key.

Entering (2) from the menu
takes you to the print mode. The

print mode allows you to print
the text to the screen or
printer. Wwhen text is shown on

the text screen, four lines will
be displayed per screen.

Pressing enter will display
the next four 1lines until all
text has be shown.

To save your text to tape or
disk, Just follow the on screen
prompts. If saving text to disk
DON'T USE AN EXTENTION as the
program puts a "/DAT" after your
file name.

The next mode 1Is EDIT, or
number 4 from the maln menu.
When in the edit mode, your text
1s shown one full line at a time
and a number of prompts are
displayed belov your text.

The Yes prompt is entered when

you vish to make a correction to
that 1line. The edit mode will
then ask for the phrase to
delete. You may enter a ‘complete
vord or just a single letter or
moxe than one letter.

For example 1f the text read
‘A LETTER WAS VWRITEN FOR A
FRIEND' and you vanted to
correct the vord WRITEN to

WRITTEN, all you need to do is
type 'ITE' at the phrase to
delete It and press enter.
Another prompt vill appear
asking for the replacement
phrase. Type in ITTE and press
enter - QUILL will adjust the
vord WRITEN and make the
correctlion requested to WRITTEN.
I1f you had only entered TE the
flrst letters starting with TB
vould be changed and in the case
of our example the wvord LETTER
would have been chosen by the
edit mode. If you don't want to
edit that 1line then press (N).

and the next 1line will be
displayed.

(M) will take you out of the
edit mode and return you to the
menu. You can step back a line
by entering (P) for Previous
line. This allovs you to step
back and forth through your
text.

The edit routine comes from a
sample program in TANDY'S
GETTING STARTED manual.

The Listing:

0 GOTO10

1 '®s**% QUILL WORDPROCESSOR

2 '*a%kxx TOM LEHANE

3 SAVE™147:1":SAVE"147:3":END'UT
L

10 GoTo 1100
20 TL$="COCO QUILL WORD-PROCESSO
R.

30 C$=CHR$(255)

40 CLS:PRINT:PRIHT"INSTRUCT!ONI
:USE UP ARROW (*)":PRINTTAB(2)"0

N NEW LINE INPUT FOR MENU"

50 *

60 EX=32:G0SUB 210:EX=0

70 PRINT@163,TL$§

80 PRINTTAB(7)"BY TOM LEHANE 198

8" :PRINTTAB(7)STRINGS(18,140) _

90 PRINT:INPUT"ENTER LINE LENGTH
(32 - 80)";LL

100 IF LL#OTHEN LL=80 ELSE IF LL

<32 THENAO ELSE IF LL>BOTHEN 40

110 IF LL=32 THEN L=33

120 FORD=1T010:READMS (D) :NEXT

130 GOTO 250

140 DATA (1) ENTER TEXT, (2) PRIN

T TEXT,(3) SAVE/ LOAD

150 DATA (4) EDIT TEXT, (1) BAVE
TEXT,(2) LOAD TEXT, (3) MENU

160 DATA (1) PRINT TO SCREEBN, (2)
SEND TO PRINTER, (3) MENU -

170 PRINT@161,STRINGS(30,131).

180 FOR D=A TO B:PRINT TAB(8)MS$(

D) :NEXT:RETURN

190 X$=INKEY$:IF X$="" THEN 190

200 RETURN

210 FOR X=1024 TO 1119+EX

220 POKEX,PEEK(X)-64

230 NEXT

240 RETURN

*250 CLS:PRINT@3,TL$:PRINT:PRINT"

USE (") ON NEW INPUT FOR MENU."
:A=1:B=4:GOSUB 210:GOSUB 170
260 PRINTR131,"LINE LENGTH SET A
T"LL"CHRS"
270 GOSUB 190:C=INSTR("1234",X8)
:ON C GOTO 290,560,670,900
280 GOTO 250

290 POKE282,0:CLS

300 IF L=33 THEN GOSUB 1110:GOTO
320

310 FOR X=1 TO T:PRINTA$(X) :NEXT
320 T=T+1

330 LP=0

340 PRINTCS;
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(ISR FILE_

i

by GRAHAM DICKINSON

.individual

The data 1s then reformatted
into a complete listing
including. Fllename, Flile Mode
and Type, Granule, Track, Sector
Start and Sector End
information.

Display options include
flle data to screen
or printer, or a complete
hardcopy data 1listing of all
files on disk.

DFDATA wvas written for use in

in the GAT (track 17 sector 2)
and FAT (track 17 sectors 3-11)
1s stored in arrays.

This method allovs for quick
retrival of information later in
the program.

The screen nov displays a
listing of up to the first 24
files .on the dlisk. The bottom

screen line offers the following
options:

File <> - select
corresponding file for
display.

<H>ardcopy - hardcopy of all
files.

<C>ontinue - Applicable only
if disk contalns more than
24 flles.

<E>xit - exit program.

Selection of the fille # optlon
invokes a further screen or
printer option vhilst a request
for a hardcopy immediately
continues the program.

Filename, £ile type and file
flag of the flle is then listed
and granule information
previously stored in arrays is

conjunction with my disk repair fo:vert:? to ;IQCK :ng zec::!
program. This repair utlility nformatlion and appended to the
CoCo WITH DISK requires the user to painfully listing.
Y construct a record (paper and
UTILIT pencil ob) of  granule Program Notes
allocations before disk repalr
can commence. This program utilises the
DFDATA obviates the need for Speed-up poke. If problems arise
this tedium. with it's usage, delete all poke
ISK FILE pata !s a disk statements 1In 1lines 90, 100,
utility program that Program Execution 180, 410, 590, 750 and 870.
accesses the data stored The program may be restarted
in the Granule Allocation Table The opening display requests Dy typing GOTO 180 if you
(GAT) and the File Allocation the user to insert a disk and accidentally exit the program
Table (FAT). A tutorial on this press any key to procede. and wish to continue. This will
subject appeared in the November The directory track is then by-pass the "reading disk
87 issue of Australian Coco. accessed and the data contained dlrectory" routine.
350 IS=INKEY$:IF I$=""THEN350 =M+1 INTQIGO,A'(X):PRINTC?OU,'BDIT YE

360 IF LP>=LL+1 THEN 390

370 IF I$=CHR$(13) THEN 450

380 IF LP=0 ANDI$=""" THEN T=T-1
:GOTO250

385 IF LP=LL-1 THEN SOUND 200,10
390 IF LP>=LL AND I$<>CHR$(8)THE
N I1$=CHR$(154)

400 LP=LP+1

410 AS(T)=AS(T)+18§

420 IF I$=CHR$(8) THEN 470

430 PRINTCHRS$(8); :PRINTIS$;CS;
440 GOTO 350

450 IF L=33 AND LP>=32 THEN PRIN
T""; :PRINTCHR$(8); :GOTO 320

460 PRINT:GOTO 320

470 LP=LP-2:IF LP<0 THEN LP=0
480 H=LEN(AS$(T))

490 F=H-2

500 IF LP=0 THEN F=0

510 AS$(T)=LEFTS(AS(T),F)

520 IF F=0 THEN PRINTCHR$(8);:GO
TO 350

530 IF T<0 THEN T=1

540 GOTO 430

550 ' print text

560 CLS:A=8:B=10:GOSUB 170

570 GOSUB 190

580 C=INSTR("123",X$):ON C GOTOS
90,600,250

590 P=-0:GOTO610

600 P=-2

610 CLS

620 FOR D=1 TO T

630 PRINTH#P,AS(D):1IF P=+~0 THEN M

640 IF M=5 THEN M=0:EXEC44539
650 NEXTD:INPUT"press enter for
menu";ZZ$:M=0:G0T0250

660 ' save text

670 CLS:A=5:B=7:G08UB 170

680 GOSUB 190:C=INSTR("123",X$)
690 IF C=3 THEN 250

700 CLS:INPUT" 1> disk 2> tape";
M:IF M=2 THEN M=-1ELSE IF M{O1TH
ENS560

710 ON C GOTO 730,800,250

720 GOTO 670

730 PRINT:INPUT"FILE NAME";F§
740 IF M=1 THEN F§$=F§+"/DAT"

750 OPEN"O",MM,F$

760 FOR P=1 TO T

770 PRINTH#M, AS(P)

780 NEXT P

790 CLOSE#M:GOT0250

800 PRINT:INPUT"FILE NAME";F$§
810 IF M=1 THEN F$=F$+"/DAT"

820 OPEN"I", #M,F§

830 T=0

840 T=T+1

850 IF EOF(M) THEN 880

860 LINEINPUTHEM, AS(T)

870 GOTO 840

880 T=T-1:CLOSEWM: GOT0250

890 ' edit mode

900 CLS3: PRINT“edit"CHRS(lZG)"Io
del .

910 POKE282,255

920 FOR X=1 TO T

930 PRINTQ160,STRINGS$(64,143):PR

8-nO--mENU-pREVIOUS LINE"; :GOSUB
190:C=INSTR("YNMP" ,X§): ON C GoT
0970,940,250,950

940 NBXTX’GOTOZSO

950 X=X~1:IF X=0 THEN X=1

960 GOTO 930

970 POKE 282,0

980 PRINT@288,"TYPE PHRASE TO DE
LET" :LINEINPUT D$§ ;

990 W=LEN(D$)

1000 PRINT"TYPE REPLACEMENT PHRA
SE"

1010 LINEBINPUT R$

1020 FOR Z=1 TO LEN(AS$(X))

1030 IF MID$(A$(X),Z,W)=D$§ THENL
060

1040 NEXT Z

1050 GOTO 930

1060 E=2-1+LEN(D$)

1070 A$(X)=LEFT$(A$(X),2-1)+R$+R
IGHTS (AS(X),LEN(AS(X))-E)

1080 POKE 282,255

1090 PRINT@288,8STRINGS$(128,175);
:GOTO930

1100 PCLEAR1:CLEARS8000:DIMAS (200
) ,M$(10) :GOTO20

1110 FOR X=1 TO T

1120 IF LEN(A$(X))=32 THEN PRINT
A$(X);:GOTO 1140

1130 PRINTAS(X)

1140 NEXT

1150 RETURN

R

!
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The Listing:

1 '* FILENAME: "DFDATA/BAS"

2 '* BY GRAHAM DICKINSON

3 '* FERNY HILLS QLD 073512332
* MARCH 1988

4 SAVE"158:1":SAVE"158:3":END'UT

L
10 CLEAR2000:FT$="FILE TYPE=":FL
$="FILE FLAG=":FH$="FILE NAMB=":
T$="THESE ARE YOUR FILES ON DISK
-

20 FD§=" GRAN TRACK SECTOR

SECTOR START
END"

30 AAS=" ¥} " "
"n"

40 DIMG(20),8B(20),8E(20),TR(20)
+N$(910):P=1:8=0

50 CLS:PRINT@102,"INSERT SUBJECT
DISK":PRINT@227,"PRESS ANY KEY

WHEN READY":EXEC44539

60 CLS:PRINTRQ197,"READING DISK D

IRBCTORY':PRINT!329,"PLBA8! WAIT

"

70 REM BUILD FILE DATA ARRAYS*#%
80 DSK1$0,17,2,FA$,B$

90 FORF=3 TO 11:POKE65494,0

100 DSKI$D,17,F,A$,BS:POKE65495,
0 -

110 C$=AS$+LEFTS$(B$,127)

120 N$=MIDS$(CS,8%32+1,14)

130 8‘-&!’?’(!.,1):IP!'-CHR‘(255
) OR S$=CHR$(0)THEN150

140 N$(P)=N§:P=P+1

150 S=5+1:1IFS5<>8THEN120

160 S=0:NEXT F

170 REM PRINT ARRAYS fffssasasw
180 POKE65495,0:8=0:CLS:PRINTTS:

PRINT

190 FOR X=1 TO P-1

200 PRINTUSING"##";X; :PRINT" "L
EFT§(N$(X),11),

210 S=8+1:IFS<>24THEN290

220 PRINT:INPUT"FILES <H>COPY <C
JONT <E>XIT";A$

230 IFA$="C"THEN280

240 IFA$="E"THENS870

250 IFAS="H"THENM$="P" :FORX=X TO
P-1:NEXTX:GOT0350

260 A=ASC(A$) : IFA<490RA>S7THEN18
0 &
270 F=VAL(A$):IFF>P-1THEN180ELSE
360

280 8=0:CLS:PRINTTS:PRINT

290 NEXTX

300 PRINTR480,"FILE}
E>XIT ";:INPUTAS

310 IFA$="H"THENM$="P":GOTO350
320 IFA$="E"THENBT70

330 A=ASC(A$):IFAC490RA>STTHEN1B
0

340 F=VAL(A$):IFF>P-1THEN180ELSE
360

350 FORF=1 TO P-1

360 REM GET FILE DATA ***aasxxs
370 FT=ASC(MID$(N$(F),12)):FL=AS

C(MID$(N$(F),13)):G1=ASC(MIDS (NS
(F),14)) :IFA$="H"THEN410

380 PRINT"<S>CREEN OR <P>RINTER?
",

<H>COPY <«

’

390 M$=INKEY$:IFM$=""THEN390
400 IFMS<>"P"THEN450
410 POKE65494,0
420 PS=PEEK(65314):IFINT(PS/2)=A
BS(PS/2)THEN450

430 PRINT:PRINT"CHECK PRINTER -"
:PRINT"PRESS ANY KEY WHEN READY"
:EXEC44539

440 GOTO420

450 CLS:PIINT?H';LIFT'(NO(F),O);
'.';HXD.(I‘(NJJ)

460 IFM$="P"THENPRINT#-2,, ,FHS;L
EFT$(N$(F),8);".";MIDS(NS(F),9,3
)

470 IFFT=0THENPRINTFT$; "BASIC"EL
SE490

480 IFM$="P"THENPRINT#-2,FT$;"BA
SIC":GOTO550

490 IFFT=1THENPRINTFTS; "DATA"ELS
E510

500 IFM$="P"THENPRINT#-2,FT$;"DA
TA" :GOTO550

510 IFFT=2THENPRINTFTS; "ML"ELSES5
30

520 IFM$="P"THENPRINTH-2,FT$; "ML
":G0TO0550

530 IFFT=3THENPRINTFTS; "TEXT"ELS
ES550 :

540 IFM$="P"THENPRINT#-2,FT$;"TE
xT™

550 IFFL=0THENPRINTFL$; "BINARY"E
LSES70

560 IFM$="P"THENPRINT#-2,FL$;"BI
NARY" :GOTO590 : 7

570 IFFL=255THENPRINTFLS;"ASCII"
580 IFM$="P"THENPRINT#-2,FL$;"AS
cri"

590 POKE65495,0

600 REM GET FAT DATA **axaasaxn

610 X=1:0(X)=G1:GOT0640

620 FORX=2 TO 68

630 G(X)=ASC(MID$(FAS$,1+4G(X-1)))
640 IFG(X)<=68THEN670

650 IFG(X)>=1920RG(X)<=201THEN73
0

660 GOTO870

670 'CONVERT GRAN TO TK & SECTOR
680 A=ABS((G(X))/2):I=INT((G(X))
/2):TR(X)=I

690 IFA=I THENSB(X)=1ELSESB(X)=1

0

700 IFSB(X)=1THENSE(X)=9ELSESE(X
)=18

710 IFG(X)>=34THENTR(X)=TR(X)+1
720 IFX=1THENG620ELSENEXTX

730 GL=G(X)-193

740 SE(X~-1)=8SB(X-1)+GL

750 IFM$="P"THENPOKE65494,0

760 PRINTFD$:PRINTTAB(1)STRINGS(
30,"-")

770 IFM$="P"THENPRINT#-2,FD$:PR1
NT#-2,TAB(1)STRING$(30,"-")

780 FOR Y=1 TO X-1:PRINTUSINGAAS
iG(Y);TR(Y);SB(Y);SB(Y)

790 IFM$="P"THENPRINT#-2,USINGAA
$;G(Y);TR(Y);SB(Y);8E(Y)

800 NEXTY

810 PRINTTAB(1)STRING§(30,"-")
820 IFM$="P"THENPRINT#-2,TAB(1)8
TRINGS$(30,"-")

830 IFA$="H"THENNEXTF

840 PRINT:PRINT@480,"CONTINUE Y/
N?";

850 A$=INKEY$:IFA$=""THENS50

860 IFA$="Y"THEN180

870 POKE65494,0:END

dice

by LINDSAY BRADFORD

16K CoCo

APPLICATION
HIS 18 A small little
program designed to

eliminate the need for
dice 1in boardgames, though the
original idea of making this
program was simply because I
kept loosing my dice.

I have found other uses for
it, one of vhich \is stopping
people from cheating when using
the dice. Some of you out there
may not believe me when I tell
you it 1is possible to cheat
using dice, but it is! ;

A friend of mine on average
can get double slx on the dice 1
out of every 3 times.

Upon dolng the program I found
the easiest vay of going about
it was to use the CoCo 2's CHRS
command. This not only makes the
program wmuch faster, but it is
also compatible on CoCo 2's with
little modification.

In fact the only change needed

is in the first few lines.
Instead of the Coco 3's fast
poke,  swvap it for the CoCo 2's
fast poke of ...

POKE65495,0

+++ and get rid of the 'ON
BREAK' command. (Ed's note: this

has been done for you ... ).

Well, I hope this 1little
program can be of use to more
people than just myself.

The Listing:

O '"RRARAARRRRRARRRARRRRRERRARRRS
RRRRRRNN RANDOM DICE *hftdtmn
#%4% BY LINDSBAY BRADFORD #%#%
ARRRRRRNRE 24 /4 /B8 RARAARRNRR
RRRAARRARRRARRRRANRERRARN AR RS

1 GoTO030

3 BAVE"170:1":BAVE"170:3":END'AP

P

30 B§=CHR$(128):B$=B§+B§

40 SCREENO,1:POKE359,57

50 X@=CHR§(207) :AS=XS+X$+XG+X§+X
GHXGEXGHAG+XG XS+ XS+ XS+ XS+ XS

60 CLSO 2

70 PRINT@2,"HIT ANY KEY FOR RAND
OM DICE"; :EXEC44539

80 PRINT@455,"BY LINDSAY BRADFOR
D";

continued on p53
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N THE VALLEY, you have to
£ind the Helmet of Evanna.
It is hidden in vounims
patr (in the woods). You will
need a rating of at least 25 and
a lot of luck.

Alarians Amulet (with lts
stones 1in place) provides life
after death and dramatically
increases the rate by which you
gain treasure and therefore a
higher rating. The Amulet |is
hidden In one of the temples of
Y'Nagoith (in the svamps). The
six amulet stones are hidden in
the Black Tower of Zaexon.

Hints

The ability to defeat monsters
depends on combat strength, psli
pover and experience. Build
these up before you enter the
Black Towver or suffer the dire
consequences.

Spells use more stamina that
physical combat but may be more
effective as experience and psi
pover increase.

Spell 1 may be the best option

1f you 1look to be in ‘danger of
defeat.
Movement
7 8 9
4 x 6
1 2 3
... Oor E =- Ego, displays a
number from 0 to 28. If you have
Alarians Amulet, the number of

.stones will be displayed.

Ego numbers and theix

meanings:

VOOV aWwN+O

NRNNRNRR RN R R
PN NS WNHOVEISNOVAWNNC

mrwx
!

3

by GEOFF SPOWART

2K ECB TAPE

ADVENTURE

Nothing
Monster Food
Peasant

- Cadet

Cannon Fodder

Path Walker

Novice Adventurer
Survivor

Adventurer

Assasin

Apprentice Hero
Giant Killer

Hero

Master of the Sword

- Champion

Necromancer
Laremaster

Paladin

Superhero

Dragon Slayer
Knight of the Valley
Master of Combat
Dominator

Pince of the Valley
Guardian

War Lord

Demon Killer

Lord of the Valley
Master of Destiny

Combat

~ Attack monsters head

Attack monsters body
Attack monsters legs

- Spell: 1 - sleepit
2 - psi lance
3 - crispit

given a cholce ...

Retreat
Attack

The Listing:

0 GOTO100

1 's&xxx THE VALLEY

2 '"#xax% BY GEOFF SPOWART

3 SAVE"184:1":SAVE"184:3":END'AD

v

100 DIMD(3),G(73),P(8),N(B),8(4)
,T(2)

110 DIMM$(18),M5(18),N1(18)

120 VG§="":GC§=""F§="":DLE=""
130 TS=0:TN=0:TM=10:CF=0

300 FORI=1TO32

310 READCS

320 NEXTI

330 FORI=0TO18

340 READMS$(I):READMS(I):READN1(I

350 NEXTI

1000 CLS:PRINT"LOAD FROM TAPE?"
1010 VG$="YN":GOSUB1500

1020 INPUT"CHARACTERS NAME";J$§
1050 IFGC§="N"THEN1240

1060 CL8:PRINT"POSITION TAPE"
1070 PRINT"PRESS PLAY,ENTER"
1080 INPUTGCS

1090 OPEN"I",#-1,J%

1100 INPUTH#-1,P§,TS,EX,TN,CS,PS,
T(0),T(1),T(2),C1,P1

1210 CLOSE#-1

1220 C=150

1230 GOTO1400

1240 CLS:PRINT"CHARACTER TYPES..
.CHOOSE ONE"

1250 PRINT

1260 PRINT"WIZARD (1"

1270 PRINT"THINKER (2)"

1280 PRINT"BARBARIAN (3)"

1290 PRINT"WARRIOR (4)"

1300 PRINT"CLERIC (5)"

1310 INPUTA

1330 IFA=1THENP$="WIZARD":P1=2:C
1=0,.5:C8=22:P8=28

1340 IFA=2THENP$="THINKER":P1l=1.
5:C1l=.75:C8=24:P8=26

1350 IFA=3THENPS="BARBARIAN":Pl=
.5:C1=2:C8=28:P8=22

1360 IFA=4THENP$="WARRIOR":Pl=1l:
C1=1.25:C8=26:PS=24

1370 IFA=5THENP$="CLERIC":P1=1.2
5:Cl=1:C8=25:P8=25

1380 IFA<1ORA>STHENP$="DOLT":Pl=
1:C1=1:C8=20:PS=20

1390 EX=5:C=150

1400 PRINT"GOOD LUCK" ;
1410 PRINTJS;" THE ";P$

1420 DF=150:DL$="D":GOSUB36000
1430 GOSUB10000

1440 DF=5:008SUB36000

1450 GOT02000

1500 GC$=INKEYS:IFGCS=""THEN1500
1510 FORI=1TOLEN(VG$)

1520 IFMID$(VGS$,I,1)=GCS$THEN RET
URN

1530 NEXTI

1540 GOTO1500

1700 FORI=1TO10:GC$=INKEY$:NEXTI
1710 TV=0

1720 FORI=1TO400

1730 GC$=INKEYS:IFGCS=""THEN1750
1740 GOTO1770

1750 NEXTI

1760 TV=1

1770 PRINT@352,"":PRINT@384,"":P
RINTR416,"" :PRINT@448,""

1780 RETURN

2000 M=W:PK=PEEK (W) :POKEM,79
2010 C=C+#10

2020 IFPK=1340RPK=137THEN2040
2030 PRINT@352,"YOUR MOVE:::WHIC
H DIRECTION ?7":G0T02050

2040 PRINT@352,"SAFE ON THE PATH
«..WHICH WAY ?"

2050 FORI=1TO10:GC$=INKEY$:NEXTI,
2060 GC$=INKEY$:IFGC$="E"THEN450
00
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2070 A=VAL(GCS$):IFA=0THEN2060

2080 IFA>3THENA=A-3:GOTO2080

2090 W=M+A-2-32%(INT((VAL(GC$)-1

)/3)-1)

2100 TN=TN+1:GOSUB1770

2110 Q=79:Q1=PEEK(W) : IFQ1=960RQ1

=45THEN2190

2120 IFQ1=35THEN48000

2130 IFQ1=1910RQ1=900RQ1=223THEN

TN=TN-1:G0T02030

2140 IFQ1=870RQ1=840RQ1=830RQ1=2

SSTHEN9000

2150 IFQ1=1760RQ1=159THEN9090

2160 IFQ1=153THEN15000

2170 IFQ1=1750R(GC$="5"ANDPK=17%

)THENQ=79 :C=C~-20: IFC<=0THEN55000

2180 IFQ1l=42THEN2800

2190 POKEM,PK:PK=PEEK (W) :M=W:POK

EM,Q

2200 IPPK=1340RPK=1317HEND?-§:00

TO2250

2210 RF=RND(100)

2220 IFRF<33THEN3000

2230 IFRF>75THEN2300

2240 PRINT@352, "NOTHING OF VALUE

.+ .SEARCH ON":DF=80

2250 GOSUB36000

2260 GOTO2010

2300 RF=RND(6)

2310 ON RF GOSUB2340,2380,2380,2

410,2410,2440

2320 DF=80:GOSUB36000

2330 GOTO2010

2340 PRINT@352,"CIRCLE OF EVIL..

DEPART IN HASTE"

2350 C8=CS+INT((FL+1)/2):P8=PS-1

NT((FL+1)/2):C=C-20

2360 IFC<=0THEN55000

2370 RETURN

2380 PRINT@352,"A HOARD OF GOLD"

2390 TS=TS+INT(FL*RND(100)+100)

2400 RETURN

2410 PRINT@352,"YOU FEEL THE AUR

A OF DEEP MAGIC ALL AROUND YOU"

2430 GOTO2450

2440 PRINT@352,"A PLACE OF ANCIE

NT POWER"

2450 PS=PS+2+INT(FL*P1):C8=C5+1+

INT(FL*C1):C=C+25

2460 RETURN

2800 POKEM, 96 :M=W:PK=96:POKEM, 79

2810 RN=RND(100):GOSUB1770

2820 IFS=6ANDRN>95ANDT(1)=6ANDT(

2)=0ANDRT>25THENT(2)=1:GOT02870

2830 IFS=5ANDRN>85ANDT(0)=0THENT

(0)=1:G0T02880

2840 IFS=4 AND RN>70 AND T(0)=1

AND T(1)<6 AND FL>T(1) THEN2890

2850 IFRN>43THENPRINT@352,"A WOR

THLESS BAUBLE":GOT02940

2860 PRINTR352,"A PRECIOUS STONE
1":60T02930

2870 PRINT@352,"YOU FIND THE HEL

M OF EVANNA !":GOT02930

2880 PRINT@352,"THE AMULET OF AL

ARIAN. .EMPTY..":G0T02930

2890 PRINTR352,"AN AMULET STONE.

«":PRINT

2900 DF=60:DL$="D":GOSUB36000

2910 IFRN)BSTHENPRINT@304,"...BU

T THE WRONG ONE !":GOT02940 s

2920 PRINT@384,"...THE STONE FIT

S 1":T(1)=T(1)+1

2930 TS=TS+100%(T(0)+T(L)+T(2)+F

L)

2940 DF=80:GOSUB36000

2950 GOT02010

3000 PRINT@352, "**BEWARE. .THOU H

AST ENCOUNTERED"

3010 MS=0:N=0:CF=1

3020 RF=RND(16):IFRF>9ANDRND(100

) >85THEN3020

3030 IFQ1=1750RPK=17STHENRF=RND (

2)+16

3040 IFRF=16ANDRND(10)<7THEN3020

3060 X$=LEFT$(MS$(RF),1)
3070 FORI=1TOLEN(FS$)
3080 IFMID$(F$,1,1)=X$THEN3110
3090 NEXTI

3100 GOT03020

3110 M$=RIGHT$(M$(RF),LEN(M$ (RF)
)-1)

3120 IFMS(RF)=0THEN3150

3130 MS=INT((CS*.3)+MS(RF)*FL"~.2
/(RND(10)/10+41))

3140 IFN1(RF)=0THEN3160

3150 N=INT(N1(RF)*FL".2/(RND(10)
/10+41))

3160 U=INT((RF+1)*(FL"1.5))

3170 IFRF>23THENU=INT((RF-22)*FL
~1.5)

3180 PRINTLEFTS$(RS,12-(LEN(MS))/
2);"AN BVIL ";M$

3190 DF=40:GOSUB36000

3500 IFRND(10)<6THEN4000

3510 PRINT@352, "SURPRISED HIM,AT
TACK OR RETREAT"

3520 GOSUB1700

3530 IF GC$="R"THEN3900

3540 IFTV=1THEN3600

3550 IFGC$<>"A"THEN4000

3560 DF=30:DL$="D":GOSUB36000 ,
3570 PRINT@352, "***STRIKE QUICKL
Yraam

3580 GOSUBL1700

3530 IFTV=0THEN3620

3600 PRINT@352,"**%*T00 SLOW...TO
O SLOWx#%xn

3610 HF=0:G0T03830

3620 E=39*LOG(EX)/3.14

3630 IFGC$="S"THEN4500

3640 IFMS=0THENPRINT@352, "YOUR §
WORD AVAILS YOU NOUGHT":GOTO3830
3650 C=C-1

3660 IFC<=0THENPRINT@352,"YOU FA
TALLY EXHAUST YOURSELF":GOT05500
0

3670 RF=RND(10)

3680 IFGC$="H"AND(RF<SORCS>MS*4)
THENZ=2:G0T03730

3690 IFGC$="B"AND(RF<7ORCS>MS*4)
THENZ=1:GOT03730

3700 IFGC$="L"AND(RF<IORCS>MS*4)
THENZ=.3:G0T03730

3710 PRINT@352,"YOU MISSED IT 1"
3720 HF=0:G0T03830

3730 IFHF=1THEND=MS+RND(9) :HF=0:
GOTO3760

3740 D=INT((((CS*SO*RND(100)/100
)-(10*MS)+E)/100)*Z) : IFD<OTHEND=
0

3750 IFCS>(MS-D)*4THENHF=1

3760 MS=MS-D

3770 PRINT@352,"A HIT..."

3780 DF=60:DL$="D":GOSUB36000
3790 IFD=0THENPRINT@360, "BUT. .NO
DAMAGE" :HF=0:GOT03830

3800 PRINT@360," DAMAGE...":IFMS
<=0THEN3860

3810 IFHF=1THENDF=30:DL$§="D":G0S

UB36000

3820 IFHF=1THENPRINT"THE "iMS;"

STAGGERS DEFEATED"

3830 DF=110:G0OSUB36000

3840 IFHF=1THEN3570

3850 GOT04000

3860 PRINT@416,". .KILLING THE MO

NSTER.."

3870 EX=EX+U:HF=0:CF=0

3880 DF=80:GOSUB36000

3885 PRINT@320,""

3890 GOTO02010

3900 PRINT@352,"KNAVISH COWARD !
":CF=0

3910 GOTO3880

4000 PRINT@352,"THE CREATURE ATT

ACKS..."

4010 DF=50:DL$="W":GOSUB36000
4020 IFMS=0THEN4300

4030 IFMSCN ANDN>6 ANDRND(10)<5

THEN4300

4040 MS=MS-1:1FMS<=0THEN4240
4050 RF=RND(10)

4060 ON RF GOT04070,4080,4090, 41
00,4110,4110,4120,4120,4130,4140
4070 PRINT@352,"IT SWINGS AT YOU
«+.AND MISSES":G0T04280

4080 PRINT@352, "YOUR BLADE DEFLE

CTS THE BLOW":00T04280

4090 PRINT@352,"..BUT HESITATES,
UNSURE..":G0T04280

4100 Z-3:PR1NT@352,"1T STRIKES Y

OUR HEAD !":GOT04150

4110 2=1.5:PRINTQ352, "YOUR CHEST
IS STRUCK I"™:GOTO4150

4120 Z=1:PRINT@352,"A STRIKE TO
YOUR SWORDARM 1":G0T04150

4130 Z=1.3:PRINT@352,"A BLOW TO
YOUR BODY !":GOT04150

4140 2=.5:PRINT@352,"IT CATCHES
YOUR LEGS I*

4150 DF=60:DL$="D":GOSUB36000
4160 G=INT((((MS*75*RND(100)/100
)-(10*CS5)-E)/100)*2)

4170 lFG(OTHENO-O:PRINTGBﬁZ,”...
SAVED BY YOUR ARMOUR !":GOT04280
4180 c=C-G

419%0 IFG>9THENCS=INT(CS-G/6)
4200 IFG=0THENPRINT@352, "SHAKEN.
-BUT NO DAMAGE DONE":GOT04280
4210 PRINT@352,"YOU TAKE..";G;"
DAMAGE. ."

4220 IFCS<=00RC<=0THEN55000

4230 GOTO4280

4240 PRINT@352,"..USING ITS LAST
ENERGY IN THE ATTEMPT"

4250 EX=INT(EX+U/2):CF=0

4260 DF=100:GOSUB36000

4265 PRINT@320,""

4270 GOTO2010

4280 DF=100:GOSUB36000

4290 GOTO3570

4300 PRINT@352, "HURLING A LIGHTN
ING BOLT AT YOU"

4310 G=INT(((1BO*N*RND(10)/10)-(

PS+E))/100) :N=N-5:IFG>9THENN=N-1

NT(G/S)

4320 DF=80:DL$="W":GOSUB36000
4330 IFN<=0THENN=0:GOT04240

4340 IFRND(100)<25THEN4410

4350 IFG<=0THENG=0:GOT04400

4360 PRINT@352,"1T STRIKES HOME
’.

4370 DF=110:GOSUB36000

4380 C-C-G:!FG>9THENPS=INT(PS-G/

4)

4390 GoTO4210

4400 PRINT@352, "YOUR PSI SHIELD

PROTECTS YOU":GOTO4280

4410 PRINT@352,"..MISSED YOU R

GOT04280 )

4500 PRINT@352, "WHICH SPELL SEEK
YE ?":GOSUB1700

4510 IFTV=1THEN3600

4520 IFVAL(GC$)>0ANDVAL (GC$ ) =< 3T

HEN4540

4530 PRINT@352,"NO SUCH SPELL...

3050 IFFL<SANDRF=1STHEN3020
48 '




":GOTO4640

4540 IFA*PS*RND(100)/100<=N THEN
4590

4550 ONVAL(GCS$)GOSUB5000,5200,54
00

4560 ON SC GOT04620,4640,4660,45

70,4600,4580,4590

4570 PRINTR352,"IT 18 BEYOND You'

":GOT04640

4580 PRINT"BUT THE SPELL FAILS..
1" :GOTO4640

4590 PRINT@352,"NO USE,THE BEAST
S PS1 SHIELD PROTECTS IT":GOT
04640

4600 PRINT@352,"THE SPELL SAPS A
LL YOUR STRENGTH"

4610 GOTO55000

4620 DF=100:GOSUB36000

4625 PRINT@320,""

4630 GOTO2010

4640 DF=60:G0OSUB36000

4650 GOTO4000

4660 DF=60:GOSUB36000

4670 GOT03570

5000 C=C-5:1FC<=0THENSC=5:RETURN
5010 PRINT@352,"SLEEP YOU FOUL P
1END"

5030 DF=100:GOSUB36000

5040 PRINT@352,"THE CREATURE STA
GGERS"

5050 DF=40:DL§="D":GOSUB36000
5060 IFRND(10)<6THENS5090

5070 PRINT"AND COLLAPSES..STUNNE
ol

5080 EX=INT(EX+U/2):CF=0:8C=1:RE
TURN

5090 PRINT"BUT RECOVERS WITH A 8
NARL"

5100 SC=2:RETURN

5200 IFMS>C ORPS<49 OREX<1000 TH
ENSC=4 :RETURN

5210 C=C-10:IFC<=0THENSC=5:RETUR
N

5220 IFN=0THENPRINT@352,"THIS BE
AST HAS NO PSI TO ATTACK":SC=2:R
ETURN

5230 PRINT@352,"WITH MY MIND I B
ATTLE THEE FOR MY LIFE"

5240 DF=120:GOSUB36000

5250 RF=RND(100):IFRF<40ANDN>10T
HENSC=6 : RETURN

5260 D=INT((((PS*50*RF/100)~5*(M
S+N)+E)/50)/4)

5270 IFD<=0THEND=0:8C=7:RETURN
5280 PRINT@352,"THE PSI-LANCE CA

USES ";D*2;" DAMAGE"

5290 N=N-3*D:IFN<=0THENN=0

5300 MS=MS-D:IFMS<=0THENMS=0
5310 IF(MS+N)>0THENSC=2:RETURN
5320 PRINT"..KILLING THE CREATUR
BI

5330 EX=EX+U:CF=0:SC=1:RETURN
5400 IFPS<77 OREX<5000 THENSC=4:

RETURN &

5410 C=C-20:IFC<=0THENNSC=5:RETU

RN

5420 PRINT@352,"WITH THE MIGHT O
F MY SWORD I SMITE THEE"

5430 PRINT"WITH THE POWER OF MY
SPELL I CURSE THEE"

5440 PRINT"BURN YE SPAWN OF HELL
AND SUFFER”

5450 DF=240:G0SUB36000

5460 PRINT@352,"A BOLT OF ENERGY
LASHES AT THE BEAST..."

5470 DF=80:DL$="W":GOSUB36000
5480 IFRND(100)/100>(PS/780)*(5-
P1) THENPRINT@352,"MISSED IT !":
5C=2:RETURN

5490 D=INT((CS+PS*RND(100)/100))
-(10*N*RND(100)/100)))

5500 IFD<=0THEND=0:SC=7:RETURN
5510 IFMS=0THENN=N-D:GOTO05530
5520 MS=MS-D:I1FD>10THENN=INT(N-(
D/3))

5530 PRINT@352,"IT STRIKES HOME

CAUSING ";D;" DAMAGE"

5540 IF(MS+N)<=0THEN5570

5550 DF=80:DL$="D":GOSUB36000
5560 SC=2:RETURN

5570 PRINT"THE BEAST DIES SCREAM
ING"

5580 EX=EX+U:CF=0:58C=1:RETURN
9000 IFQ1=255ANDPK=175THENPRINT@
352,"YOU CANNOT ENTER THIS WAY..
":GOTO9110

9010 FORI=2TO7

9020 P(I)=0

9030 N(I)=RND(3)+1

9040 IFN(I)=3THENS030

9050 NEXTI

9060 IFS=1THENMP=M

9070 P(2)=RND(30)

9080 TF=TN:GOTO09130

9090 IFTN>TF+RND(6)THEN9130
9100 PRINTR352,"THE WAY IS BARRE
DI

9110 TN=TN-1:C=C-10:DF=100:DL§="
W" :GOSUB36000

9120 GOTO02010

9130 C=C~10:POKE M,96:POKE ¥,Q
9140 IFQ1=159THENS=1:FL=1

9150 IFQl=176ANDS=4THENS=1:FL=1
9160 IFQl=176ANDS=50RS=6THENS=8-
3:FL=FL-4:M=MWN

9170 IFQl=83THENS=2:FL=2

9180 IFQ1=87THENS=3:FL=3 .

9190 IFQ1=870RQ1=83THEND2=RND(3)
*32:R2=RND(20)+5

9200 IFQ1=84THENS=4:FL=2

9210 IFQLl=255STHENS=S+3:FL=FL+4:M
W=M

9220 ON 8 GOSUB 10000,12000,1201
0,14000,14010,14010

9230 DF=5:G08UB36000

9240 GOTO02000

10000 CLS:F§="VAEGH" :FL=1:8=1
10010 FORI=0TO31

10015 PRINTRI,CHRS(191)

10020 NEXTI

10025 FORI=32TO2568TEP32

10030 PRINTQI,CHR$(191)

10035 PRINTRI+31,CHR$(191)

10040 NEXTI

10052 FORI=288T0319

10054 PRINTRI,CHR$(191)

10056 NEXTI

10060 IFG(0)<>0THEN10190

10070 M=1057+RND(7)*32

10080 Le=M:MP=M:W=M:G(0)=M:G(1)=3
5

10090 FORI=2TO58STEP2

10100 IFRND(100)>SOTHEN10120
10110 PC=134:L1=L+33:G0T010130
10120 PC=137:L1=L-31

10130 IFL1>=13110RL1<=1057THEN10
100

10140 G(I+1)=pPC

10150 IFI>2ANDG(I+1)<>G(I-1)THEN
L=L+1

1?160 G(1)=L1:L=L1:POKEG(I1),G(1+
10170 NEXTI

10180 G(59)=35

10190 FORI=0TOS58STEP2

10200 POKEG(I),G(I+1)

10210 NEXTI

10220 IFS(0)<>0THEN10280

10230 FORI=0TO4

10240 N1=RND(8):N2=RND(24)

10250 S(I)=1057+(32%*N1)+N2

10260 IFPEEK(S(I))<>960RPEEK(S(I
)+1)<>96THEN10240

10270 NEXTI

10280 POKES(0),87:POKES(0)+1,87:
POKES(1),87:POKES(1)+1,87

10290 POKES(2),83:POKES(2)+1,83:
POKES(3),83:POKES(3)+1,83

10300 POKES(4),84

10310 M=MP:W=M

10320 RETURN

12000 F$="AFL":PC=45:G0T012020
12010 F$="FAEHL":PC=950

12020 PK=96
12030 CLS
12031 FORI=0TO31

12032 PRINT@I,CHR$(159)

12033 NEXTI

12034 FORI=32TO256STEP32

12035 PRINTRI,CHR$(159)

12036 PRINT@I+31,CHR$(159)

12037 NEXTI

12038 FORI=288T0319

12039 PRINTRI,CHR$(159)

12040 NEXTI

12045 L=1057

12050 FORI=1TO150

12060 POKEL+RND{254),PC

12070 NEXTI

12080 PL=1057+D2+R2

12082 POKEPL,175

12084 POKEPL+1,175

12090 POKEPL+31,175:POKEPL+32,17
5:POKEPL+33,175:POKEPL+34,175
12100 POKEPL+62,175:POKEPL463,17
5:POKEPL+64,96 :POKEPL+65,96 :POKE
PL+66,175

12110 POKEPL+94,175:POKEPL+95,17
5:POKEPL+96,255:POKEPL+97,96:POK
EPL+98,175

12120 POKEPL+127,175:POKEPL+128,
175:POKEPL+129,175:POKEPL+130,17
5

12200 POKE1310,96:W=1310

12210 IFQl=176THENM=MW:W=M

12220 RETURN

14000 F$="CAGE":P=0:H=N(FL):PK=9
6:60T014020

14010 F§="CBE":P=0:H=N(FL):PK=96
tP(FL)=P(2)

14020 FORI=0TO18

14025 PRINTQI,CHRS$(223)

14030 NEXTI

14035 FORI=32TO256STEP32

14040 PRINTQI,CHR$(223)

14042 PRINTQI+18,CHR$(223)

14045 NEXTI

14050 FORI=288T0306

14055 PRINT@I,CHR$(223)

14060 NEXTI

14070 RESTORE:FORI=1TOP(FL)
14080 READV:IFV=100THENRESTORE
14090 NEXTI

14100 L1=1056

14110 FORJ=1TO3

14120 READD(J):P=P+1

14130 IFD(J)=100THENRESTORE:D(J)
=3:P=P+1

14140 NEXTJ

14150 FORI=0TO9:PC=191

14160 L=L1+4(32%*I):IFL>1310THEN14
260

14170 IFI=1THENPC=96

14180 IFD(1)=0THENPC=191:G0TO142
00
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14190 POKEL4D(1),PC:PC=191

14200 IFI=2THENPC=96

14210 POKEL+D(1)+D(2),PC:PC=191
14220 IFI=3THENPC=96

14230 POKEL+D(1)+D(2)+D(3),PC:PC
=191

14240 NEXTI

14250 L1=L1+4(32%*H)+32:G0T014110

14260 L1=1057

14270 FORJ=1TO4

14280 L=L1+4(32%J%(H+1))

14290 FORK=0TO1l6

14300 IFL>1312THEN14350

14310 POKEL+K,PC

14320 IF K=2 OR K=6 OR K=3%*H OR
K=15 THEN POKEL +K, 96 : POKEL+K-32,
96 :POKEL+K+32,96

14330 NEXTK

14340 NEXTJ

14350 IFS=50RS=6THEN14380

14360 IFFL/2=INT(FL/2)THENPOKE10
57,153:G0T014380

14370 POKE1297,153

14380 IFFL=20RS=50RS=6THENPOKE13
20,176:POKE1288,96

14390 IFP(3)=0THENW=1288

14400. IFS=5THEN14470

14410 IFS=6THEN14450

14420 PRINT@56,"THE"

14425 PRINT@84,"BLACK TOWER"

14430 PRINT@117,"OF ZAEXON"

14440 PRINTQ@182, "FLOOR ";FL-1:G0

TD14490

14450 PRINT@55, "VOUNIM'S"

14455 PRINT@8Y, "LAIR" :GOTO14500
14470 PRINTRS7,"THE"

14472 PRINT@S86,"TEMPLE OF"

14474 PRINTQ118,"Y'NAGIOTH"
14490 P(FL+1)=P(FL)+P

14500 IFFL<4ORRND(10)<3THEN RETU

RN

14510 FORI=1TORND(5)+1

14520 N1=RND(16)

14530 N2=RND(6)

14540 IFPEEK (1057+32%N2+N1)<>96T
HEN14520

14545 A=(1057+32*N2+N1)

14550 POKE A, 42

14560 NEXTI

14570 RETURN

15000 POKEW, 79 : POKEM, 96

15010 PRINT@352,"A STAIRWAY...up
OR DOWN ?":TV=FL

15020 VG$="UD" :GOSUBL500

15030 IFGC$="U"THENFL=FL+1:GOTO1
5050

15040 FL=PL-1

15050 IFFL>720RFL<2THEN15080
15060 DF=110:DL$="D":GOSUB36000
15070 GOT09220

15080 PRINTR352, "THESE STAIRS AR
E BLOCKED"

15090 DF=60:DL$="D":GOSUB36000
15100 FL=TV:GOT015010

36000 FORDL=1TO(DF*TH)

36010 NEXTDL

36020 IFDL$="D"THENDL$="" :RETURN
36030 PRINT@352,""

36040 PRINT

36050 PRINT

36055 PRINT

36060 IFDL$="W"THENDL$="" : RETURN
36070 IFCS>77-INT(2*P1~2.5)THENC
§=T77-INT(2*P1°2.5)

36080 IFPS<TTHENPS=7 2
36090 IFPS>INT(42*(P1+1)"LOG(P1~
3.7))+7STHBNPS-1NT(42'9101)”L00(

P17°3.7))+75

36100 IFC>125-(INT(P1)*12.5)THEN
C=125-INT(INT(P1)*12.5)

36120 PRINT@334,"TREA3-';18;" EX
Pa";EX;" TURNS=";TN;" COMB.STR="
3C8;" PSI=";pg;" STAM=";C

36180 IFCF=1THEN36210

36200 RETURN

36210 PRINT@320,M§;

36220 PRINT"...M STR =";M8;N
36230 RETURN

45000 DF=5:DL$="W":GOSUB36000
45010 RT=INT(.067%(EX+TS/3)"~.54L

OG(EX/((TN+1)*1.5))):IFRT>28THEN

RT=28

45020 IFRT<OTHENRT=0

45030 PRINT@352,"YOUR RATING NOW
BE";RT

45040 IFT(2)=1THENPRINT"YOU HAVE
THE HELM OF EVANNA"

45050 IFT(0)=1THENPRINT"AMULET 8

TONES..";T(1)

45060 DF=250:DL$="W":GOSUB36000
45070 IFGC$="E"THENC=C-10:GC§=""
:GOT02010

45080 RETURN

48000 PRINT@352,"THOU ART SAFE I
N A CASTLE":IFCS<20THENCS=20
48010 POKEM,PK:PK=PEEK(W):M=W:P0
KEM,Q

48020 PRINT"WILT THOU LEAVE THE
VALLEY (Y/N)" y

48030 VG$="YN":GOSUB1500

48040 DF=5:DL$="W":G0SUB36000
48050 GOSUB45000

48060 DF=110:DL$="W":GOSUB36000
48070 IFGC$="Y"THENS0000

48080 C=150:PRINT@352, "THY WOUND
§ HEALED...THY SWORD SHARP"
48090 PRINT"GO AS THE GODS DEMAN

D..TRUST NONE OTHER"

48100 DF=120:G0SUB36000

48110 GOT02010

S0000 CLS:PRINT"DO YOU WISH TO S
AVE ";J8;" 2"

50010 PRINT:PRINT"Y/N 2"

50020 VG$="YN":GOSUB1500

50030 IFGC§="N"THENS50230

50040 CLS:PRINT"POSITION TAPE...
PRESS PLAY AND RECORD...PRESS <
ENTER> "

50060 INPUTAS

50070 OPEN"O",#-1,J¢

50080 PR!NT.—I,P.,TI,IX,TN,CB,PS
.T(0),T(1),T(2),C1,P2

50190 CLOSE#-1

50200 PRINT@112,"#**apONE*asn
50230 END

55000 C=0:C8=0:P8S=0:CF=0

55010 DF=110:GOSUB36000

55020 IFT(1)=6THEN55070

55030 PRINT@352,"OH WHAT A FRAIL
SHELL IS THIS THAT WE CALL MA

Nll

55050 DF=300:DL$="W":GOSUB36000
55060 CLS:G0T050230

55070 T(0)=0:T(1)=0:TS=0:C8=30:C
=150:P8=30

55080 PRINT@352, "ALARIANS AMULET
PROTECTS THY SOUL.......LIVE
AGAIN..."

55100 DF=150:GOSUB36000

55110 L=G(0):MP=L:M=W:8=1:G0T092
20

60000 DATA4,7,3,6,4,4,6,5,3,6,0,
3,0,1,3,5,5,3,0,3,4,5,0,6,3,6,4,
6,4,7,4,100

60010 DATA AWOLFEN, 9,0, AHOB~-GOBL
!N,S,O,AORC,9,0,BFIR2-1HP,7,J,OR

OCK~TROLL, 19,0

60020 DATA EHARPY,10,12,A0GRE, 23
,O,BBARRO'-!!GHT,O,25,HCENTAUR,1
8,14

60030 DATA EFIRE-O!ANT,ZG,ZO,VTH
UNDER-L!ZARD,S0,0,CHINOTAUR,35,2
5,CWRAITH,0, 30

60040 DATA FWYVERN, 36,12, BDRAGON
,50,20,CRIHG-!RAITH,0,45,ABALR06
+50,50

60050 DATA LWATER-IMP, 15,15, LKRA
KEN, 50,0

@

COLOUR
CROSSFIRE
CORRECTIONS

Disk version

Please make these changes to
the program "XFIRE D" to fix a
bug I have found in {t. (May
1988, page 28.)

* Delete line 110
* Alter the folloving lines:

530 OPEN"I",#1,Ts

540 IF EOF(1) THEN 580

550 INPUTHL, TS

560 FORX=1TO15

570 INPUTH1,Q8(X) : INPUTHL,AS(X):
NEXT X

580 CLOSE:IF ZZ=12 THEN RETURN
590 CLS:PRINT"PLAYER";PL;"YOUR C
ATAGORY IS":PRINT T1$

1710 T§="GENBRAL":T18="general k
novledge® :RETURN

1720 T$="THEBIBLE":T1¢="the bibl
e" :RETURN

1730 T§="GEOGRAPH" : T1§="geograph
Y" :RETURN 8

1740 T§="HIBTORY":T1$="history":
RETURN

1750 T$="MUSIC":T1$="music":RETU
RN

1760 Tl-"LlTlRAR!':Tl‘-'lit.:azy
knovledge” :RETURN

1770 T8="TVEAFILM":T18$="tv/£ilm":
RETURN

1780 T§="PEOPLE":T1§="people":RE
TURN

1790 T§="SPORT":T1$="sport":RETU

RN

1800 T$="AUSTRALI"™:T1$="australl

a" :RETURN

1810 T§="SCIENCE":T18="sclence":

RETURN

In the program "“CFX DATA",
change the following lines:

160 OPIN'O',Il,T‘:PRINTll,Ttapal
NTT$

180 PRINT#1,Q8(X),A8(X) :NEXT
190 CLOSENL

210 T$="GENERAL"

380 T$="THEBIBLE"

550 T$="GEOGRAPH"

720 T$="HISTORY"

890 T$="MUSIC"

1060 T$="LITERARY"

1230 T$="TVEFILM"

1410 T$="PEOPLE"

1590 T$="SPORT"

1760 T§="AUSTRALI"

1930 T$="SCIENCE"

Sorry, but not having a disk
drive nmakes me unavare of some
of the percullarties of these
animals. 1 hope it will vork
properly.

Davip Philips
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ASHBOOK

by IAN LOBLEY

0S9

Ed's note: due to popular
demand, wve are proud to re-
publish the enhanced version of
Ian Lobley's Cashbook program.

But due to the length of the
programs involved, ve will have
to print it over a four month
period. You will find the entire
source 1listing on the CoCoOz
disk for October.

Please note: this is PART TWO!

HEN THE COLOUR computer wvas
first released by Tandy 1
sold one to a frlend vho

then managed a Motel, a CoCo,

The Listing:
PROCEDURE create_menu

disk drive and printer. We both
looked around for a simple cash
book program, but could not f£ind
one.

To save a beautliful
friendshlp, I sat dowvn one
Easter veekend and vrote one for
him. It was in Tandy's dlisk
basic and it worked wvell.

When 08-9 wvas released, I re-
vrote the program in Basic09,
mainly because I vas interested
to know hov easy (or difficult)
089 and Basic09 vere.

In the early stages, I had a
lot of help from Warren Brown,
until he recently moved to the

United States. He vas the
Australian agent for Micro Ware.

Warren knev everything about
08-9.

In part one of this series of
articles, I hope to be able to
shov hov the program was written
and developed.

I have a tvin disk drive
system and used O-Pak for the
screen layout. The screen width
1s 64 characters across, so if
you haven't got O-Pak or
something similar you will have
to change a few procedures.

In the first article, ve will
set up a fille for our chegue
record, bank balance, start bank
balance, company name and
code/catagory list.

The first procedure will later
run some  procedures that will
create these files.

If you only have a single disk
system, don't give up. The
program will still work under
one drive.

To type up the programs,
you'll need Basic09 with a
memory of 20000 bytes.

For the time being, type in
all the 1listings and save them
as you go.

0000 DIM cholce:STRING[1)
000C PRINT CHR$(12)

0011 RUN create_items
0015 RUN input_items

0019 RUN create_name

001D RUN create_bank

0021 RUN create_chg

0025 END
PROCEDURE create_chg

0000 PRINT CHR$(12)

0005

]1; ammt:REAL; item:STRING[4]

0037 DIM chg_rec:record
0040 DIM path:BYTE

0047 chg_rec.date=""

0052 chqg_rec.number=0
005D chq_rec.payee=""
0068 chg_rec.ammt=0

0074 chqg_rec.item=""
007F CREATE #path,"“"chqg_record"”
0092 PUT #path,chq_rec
009C CLOSE #path
PROCEDURE create_bank

0000 DIM cholce:STRING(1]
000C DIM balance:REAL
0013 PRINT CHR$(12)

0018 DIM path:BYTE

001F balance=0

0027

0054 PRINT

0056

0091 INPUT " > ",balance
009cC CREATE #path,"bank"
00A9 PUT #path,balance

TYPE record=date:STRINGI(8]); number:INTEGER; payee:STRING([25

PRINT "Next we have to set up your bank Account "

PRINT "Input your beginning of the Fin

ancial Year Bank Balance"
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00B3 CLOSE #path

00B9 CREATE #path,"start_bal"”

00CB PUT #path,balance

00DS CLOSE #path

00DB END
PROCEDURE create_name

0000 PRINT CHR$(12)

0005 DIM name:STRING([20]

0011 DIM path:BYTE

0018 PRINT "The next thing we have to do is to enter the name you want"
0056 PRINT "used when you generate any Printouts "

007F PRINT

0081 PRINT "You have space for up to 20 Characters "

00AC INPUT "Type Name in Here > " ,name

0ocs CREATE #path,"company name"

00DD PUT #path,name

00E7 CLOSE #path
PROCEDURE create_\items

0000 PRINT CHR$(12)

0005 DIM x:INTEGER

000C TYPE types_all=code:STRING[4]; name:STRINGI20]

0027 DIM a:STRINGI[1]

0033 DIM cholce:INTEGER

003A PRINT " The first thing ve have to do is create a file that contains"
007B PRINT " a list of Catagorles and Codes for your Expenses and Deposits
L

00BD PRINT

00BF PRINT " You have space for 30 ITEMS "

00EO PRINT

00E2 PRINT " The 1dea is to allocate a code to a particular Expense "
O0l11E PRINT " or Deposit item that is easy to remember when you have to "
015D PRINT " enter in your cheque butts and deposit slips. "

0190 PRINT

0192 PRINT " For example, instead of having a code system such as :-"
01CE PRINT " Code Item"

01ED PRINT " 1000 Hire of Equipment"

021A PRINT " 1001 Salary J Tanner"

0245 PRINT " 1002 Tax J Tanner"

026D PRINT " 1003 Car lease”

0292 PRINT

0294 PRINT " and so on, "

02a4 PRINT

02A6 PRINT " It is much easier to have a system like :-"

02D5 PRINT

02D7 PRINT " Code Item" ;

02F6 PRINT " hire Hire of Equipment"”

0322 PRINT " sajt salary J Tanner"

034cC PRINT " tajt Tax J Tanner"

0373 PRINT " carl Car Lease"

0398 PRINT

039A PRINT " The only restriction on entering expense codes is that they"
03pAa PRINT " have to be 4 characters long. It is also easier to enter then
"

041cC PRINT " later if they are all lowver case. Remember the computer will"
045D PRINT " not recognise your code unless it is EXACTLY the same as you"
049E PRINT " have coded it. For example Hire is different to hire"

04D7 PRINT

04D9 PRINT " Deposit items are different in that the first three character
sl

051C PRINT " of the deposit code HAS to be dep. (in lowver case)"

0553 PRINT

0555 PRINT The fourth character can be a letter or number"

0588 PRINT For example:- "

"
"

0598 PRINT " depl S8ale of sheep"
" dep2 Sale of hay"

05co PRINT




05E3 PRINT " dep2 Profits from Stock"”

060D PRINT

060F PRINT " Remember you only have a total of 30 Spaces in the flle for"
064F PRINT " both Deposits and Expenses HOWEVER "

067A PRINT

067C PRINT " You do NOT have to enter them all here, but can enter them "
06BC PRINT " later, even when you are entering cheques and deposits"™

06F7 PRINT \ PRINT \ PRINT \ PRINT

06FF INPUT " Press <enter> to Begin to enter codes",a

072D DIM path:BYTE

0734 DIM types:types_all

073D CREATE #path,"items_list"

0750 cholce=30

0757 types.code=" "

0763 types.name=" "

076F FOR x=1 TO cholice

0780 PUT #path,types

078A NEXT Xx

0795 CLOSE #path

PROCEDURE input_items
0000 PRINT CHR$(12)

0005 PRINT TAB(20); "I NPUT \ S EE ITENMS"
002E PRINT \ PRINT

0032 PRINT TAB(25); "Code"; " ": "Name"

004B TYPE types_all=code:STRINGI[4]; name : STRING[20]

0066 DIM x:INTEGER

006D DIM cholce:STRING(20])

0079 x=0

0080 DIM path:BYTE

0087 DIM types:types_all

0090 OPEN #path,"items_list"

00A3 WHILE NOT(EOF(#path)) DO

0O0AE 50 GET #path,types

00BB x=x+1

00C6 PRINT TAB(25); types.code; " "3

00D9 PRINT types.name

00El IF types.code=" " THEN

00F1 PRINT TAB(20); "You have space for "; 31-Xx; " Items"
011D PRINT

011F 60 INPUT "Input CODE <4 characters> <e> to END " ,cholce$
0150 IF cholce$="e" OR cholice$="E" THEN 100

0168 IF LEN(choice$)<>4 THEN 60

0178 types.code=cholice$

0184 INPUT "Input Name <20 Characters> ",types.name
01AD SEEK #path, (x-1)*SIZE(types)

01CoO PUT #path,types

olca ENDIF

0iccC GOTO 50

01D0 ENDWHILE

01D4 100 CLOSE #path

P

continued from p 46 RINT@284,88;
160 IF X1=3 THEN PRINT@130,B$;:P

RINT@266,B$; :PRINT@198,B$;

@156,B¢; :PRINT@216,B%;
220 IF X1=6 THEN PRINTR130,B§;:P
RINTR266,B9; :PRINTR138,B§; :PRINT

90 FORD=1TO6:X1=RND(-TIMER):X2=R
ND(-TIMER) :X1=RND(6) :X2=RND(6)
100 F=96:FORG=1TO7:PRINTQF,A$;:F
=F+32:NEXTG

110 F=114:FORG=1TO7:PRINTEF, AS;:
F=F+32:NEXTG

120 IF X1=1 THEN PRINT@198,B§;
130 IF X2=1 THEN PRINT@216,B§;
140 IF X1=2 THEN PRINT@130,B$;:P
RINT@266,B8;

150 IF X2=2 THEN PRINT@148,B$;:P

170 IF X2=3 THEN PRINT@148,B§;:P
RINT@284,B$; :PRINT@216,B$;

180 IF X1=4 THEN PRINT@130,BS$;:P
RINTR266,B6; :PRINT@Q138,B§; :PRINT
@258,8%;

190 IF X2=4 THEN PRINTQ148,B§;:P
RINTQ@284,B$; :PRINTQ276,B8§; :PRINT
@156,B%;

200 IF X1=5 THEN PRINT@130,B§;:P
RINT@266,B$; :PRINT@138,B8§; :PRINT
£258,B%; :PRINT@198,BS§;

210 IF X2=5 THEN PRINT@148,BS§;:P
RINTR284,B$; :PRINTR276,B$; :PRINT

@258,B6; :PRINT8134,B$; :PRINT@262

+B$;

230 IF X2=6 THEN PRINT@148,BS§;:P
RINT@284,B§; :PRINTR276,B$; :PRINT
@156,B%; :PRINT@152,B6; :PRINT@280
+B$;

235 NEXT D

240 EXBC44539

250 GOTO 90

260 POKE65496,0:8SCREENO,OD

&
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'CIRCLE' BY HAMISH PURDEY 'TAPE' BY NIGEL PURDEY FD 20 RT 180 FD 120
RT 180 FD 60 LT 90
4/4/88 (C) 3RD APRIL, 1988 FD 90 LT 90 FD 30 F
LT 90 FD 90 RT 180
FD 10 RT 90 FD 70
TO CIRCLE :R
a2 TO TAPE . LT 90 FD 10 LT 90
:gpgafzgsg}pg,rp 'R=1 PD FD 1 ' 90 FD 40 LT 90 FD 70 RT 90 FD 10
SHD FD 40 LT 90 FD 80 RT 90 FD 70 LT 90
LT 90 FD 40 LT 90 FD 10 LT 90 FD 70
FD 40 LT 90 PU RT 90 FD 10 RT 90
FD 5 PD RT 90 FD 30 FD 70 LT 90 FD 10
:; ;g :g ishgplg LT 90 FD 70 RT 90
' ' FD 10 RT 90 FD 70
HOUSE' BY NIGEL PURDEY LT 45 FD 60 LT 45 7 S0 P 10 £¥ 50
4/4/88
TO HOUSE

RT 90 FD 40 LT 135
FD 40 LT 90 FD 40 HE FOLLOWING SEVEN programs
LT 135 FD 55 RT 90 are for those who have the

FD 60 RT 90 FD 55 Logo package from Tandy and

RT 90 FD 60 RT 45 wvho don't really know how to or
FD 10 LT 45 FD 20 have had the patience to use it.
RT 90 FD 10 RT 90 If this is the case, then we

FD 10 RT 45 FD 25 have here very short and swveet
LT 45 FD 59 LT 90 logo programs.

FD 20 LT 90 FD 20 They are ...

RT 90 FD 15 RT 90

FD 20 RT %0 FD 35 * Tape: draws a cassette

RT 90 FD 40 RT 90 * Scene: picture of a house and
PU FD 10 LT 90 Orner dog, flowers etc ...

PD FD 10 RT 90 2

Phones: set of headphones

FD 10 RT 90 FD 10 * Rialto: set of bulldings
RT 90 FD 10 RT 90 * Disk: a floppy disk
FD 5 RT 90 FD 10 by NIGEL PURDEY * Circle: hi-resolution clircle.
RT 90 FD 5 RT 90 * House: a small house with
FD 5 RT 90 FD 10 LOGO GRAPHICS vindows and chiminey.
RT 90 PU FD 20
.PD FD 10 RT 90
FD 10 RT 90
RT 90 FD 10 :g ;8 FD 5 LT 45 FD 20 FD ;8 RT 38 FD ;g
FD 5 RT 90 FD 10 LT 45 FD 5 LT 45 :; b4 Eg L gg o
RT 90 FD 5 RT 90 FD 40 LT 90 PU RT 90 FD 10 RT 90
FD 5 RT 90 FD 10 FD 35 RT 90 FD 10 FD 40 LT 90 FD 10
HT RT 135 PD FD 13 LT 90 FD 40 RT 90
END RT 45 FD 20 RT 45 FD 10 RT 90 FD 10
FD 13 LT 135 PU
FD 30 LT 90 PD FD 40 :; ig :: ;g°pg'lgg
LT 45 FD 5 LT 45 e
FD S LT 45 FD & RT 90 FD 10 RT 90
FD 5 LT 45 FD S RT 90 FD 90 LT 90
'PHONES' BY NIGEL PURDEY PU FD 15 RT 180 LT 90 FD 20 LT 90
PD LT 90 PU FD 40 :2 90
PD RT 90
PRINT "BAD HT END
TO PHONES END
PU FD 40 PD RT 90
FD 30 RT 45 FD 30 'DISK' BY NIGEL PURDEY
RT 55 FD 30 RT 90
FD 7 LT 90 FD.20 4/4/88
LT S0 FD 14 LT 90
FD 20 LT 90 FD 7
RT 90 FD 30 LT 55 'RIALTO' BY NIGEL PURDEY TO DISK
FD 30 LT 45 FD 40 RT 90 FD 40 RT 90
- LT 45 FD 30 LT 55 FD 60 RT 90 FD 60
[ FD 30 LT 90 FD 7 RT 90 FD 60 RT 90
RT 90 FD 20 RT 90 FD 20 RT 90 FD 10
FD 14 RT 90 FD 20 TO RIALTO RT 90 FD 20 LT 90
RT 90 FD 7 HT FD 85 RT 90 FD 40 FD 15 LT 90 PU

END RT 90 FD 130 LT 90 FD 25 PD LT 45 FD 5




RT 45 FD 5 RT 45 TO PERSON :X :Y FD 5 LT 90 FD 5 RT 90 FD 5
FD 5 RT 45 FD 5 SETX :X SETY :Y RT 90 FD 5
RT 45 FD 5 RT 45 RT 135 FD 10 BK 10 RT 90 END
FD 5 RT 45 FD 5 FD 10 BK 10 RT 135 FD 15
RT 45 FD 5 HT BK 7 LT 90 FD 5 BK 10 TO SCENE
| END FD 5 RT 90 FD 7 LT 90 FD 5 HT
| RT 90 sQuU 10 FLOWER 10 50
| END FLOWER 20 50
i FLOWER 30 50
TO HOUSE :X :Y HOUSE 40 50
'SCENE' BY HAMISH PURDEY SETX :X BETY :Y FLOWER 100 50
8QU 50 FD 50 FLOWER 110 50
TRI 50 FLOWER 120 50
BK 50 RT 90 FD 20 LT 90 FD 25 PERSON 140 57
TO SQU :L RT 90 FD 10 RT 90 FD 25 FLOWER 160 50
REPEAT 4(FD :L RT 90) LT 90 FD 20 LT 90 FD 30 FLOWER 170 50
END LT 90 PU FD 5 PD FD 10 FLOWER 180 50
RT 90 SQU 10 TRI 10 DOG 200 50
TO TRI :L LT 90 PU FD 30 PD TREE 25 190 50
LT 90 RT 90 SQU 10 END
REPEAT 3(RT 120 FD :L) TRI 10
RT 90 END TO TREE :L :X :¥
END 8X :X SY :¥
TO DOG :X :Y¥ LT 90 FD 50 LT 90
TO FLOWER :X :Y SETX :X SETY :Y REPEAT 360(RT 1 FD :L BK :L)
SETX :X SETY. :Y RT 45 FD 5 RT 90 FD 5 BK 5 END .
RT 45 FD 5 BK 5 LT 90 FD 5

BK 5 RT 45 FD 10 LT 90
FD 2 RT 90 SQU 4
END

LT 45 FD 15 RT 135 FD 5 BK 5
LT 90 FD 5 BK 5 LT 135

FD 5 RT
LT 135 FD 15 RT 90 FD 5 BK 10 %

45 FD 5 BK 5

OWARDS8 THE end of 1987, a

lady rang me from

Wollongong (Figtree). She
vanted Information about Maths
programs ruitable for her boys.

She had asked about programs,

but, being parents,ve talked
about kids. After a fev minutes
I had

convinced her to send me a

sample of Stephen's work.

Stephen turned 8 in October,
1987. He bought a 16K ECB CoCo
2 in July and started
programming almost immediately.
. The CoCo has been upgraded to
4K.

I am proud to present his
first three programs:

* STRYWRTR (storywriter),
* NUMBERS and #* POKES.

S8tephen will tell you about
his programs, but I would like
to comment on his first program.

STRYWRTR vas wvritten for
Stephen's TP-10 printer which
only prints 32 characters per
line. What you see on the
screen, 1s vwvhat you get on the
printer, le you just have to be
careful not to break wvords at
the end of the screen lines.

I trled the program vhile I
had a Machine language program
in memory to restrict printing

to 32 characters per line. Then
I tried it without the ML
program and found that it vas
still £ine: I just made sure
that I pressed ENTER before the
middle of each 3zd screen
line... two and a half screen

lines equals 80 characters. :
The folloving is Stephen's
vork:

Steve presents..

by STEPHEN BELL

16K CoCo (min)
APPLICATION

Foreword by Johanna Vagg

STRYWRTR 1s a program I wrote
so0 that my brother, Greg (5),
could type stories easily and
press @ to send them to my TP-10
printer.

NUMBERS is easier to use than
a calculator. Great for checking
homevork or just for fun!

POKES helps you find the POKE
values of 256 characters. When
you RUN the program you will see
POKE. This first value (....)
tells you vhere the character is
to be placed on the screen.

This can be from 1024 to 1535.
For example, in this program the
first character you ask for
after the title screen is POKEd
at 1039.

I have used these POKEs in my
title screen to shov that you
can POKE numbers and punctuation
on a black background (like
lovercase). These characters
can not be PRINTed on the

| screen, they can only be POKEd.

The Listing:

0 GOTO10

3 SAVE"STRYWRTR" :END

5 'STORY WRITER BY STEPHEN BELL-

AGE 8.NOV,'87 FOR 16KECB

6 texxxgTRPHEN Bnbt'tttt.ttttt *
se222]2 GREENHILL AVENUE®®2#
REXXAFIGTREE NSW 2525t%anan

10 CLSRND(9)-1:PRINT@71,"*223TOR

Y WRITER®*#*%2"::PRINT@10S,"-STEPHE

N BELL-";:PRIA '8291,"WHEN YOU FI

NISH YOUR STORY"; :PRINT@364,"TYP

E "CHR$(34)"@"CHR$(34); :PRINTR41

9,"TO SEND IT TO THE PRINTER.";

11 PLAY"T3":FORX=1TO15:PLAYSTR$(

RND(12)) :NEXT

12 CLEAR10000:CL8:DIMAS(500)

13 FORA=1TOS00:LINEINPUTAS(A):IF

AS(A)="@"THEN14ELSENEXT A=A+l

14 FORB=1TOA-1:PRINTA-2,A$(B):NE

XTB:RUN12

K-S

The Listing:

0 GOTO10

3 SAVE"NUMBERS":END

5 'NUMBER OPERATIONS BY STEPHEN

BELL-AGE 8.NOV.'87 FOR 16KECB

6 XRARRSTEPHEN BELLRRRRRRRRR®
*x22%)2 GREENHILL AVENUE®*#*#*
XAAXLFIGTREE NSW 2525%a#

10 CLSRND(9)-1:PRINT@135, "NUMBER"

OPERATIONS™; :PRINT@206,"BY"; :PR

continued on p57
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TRRNRRERRRRERRRERRARRERRERERERRRRINENE
by JOHN WILTSHIRE

32K DECB
UTILITY

that

READ YOUR article on how
to submit a program and
declided then and there
such a task vas not beyond

me, so here goes ...

vork mostly with machine

code and disc operating systems.

This

often results in softvare

errors on the subject disk.
These are easy to correct but

usuall
1

correction

that

dreadfully slow

phase.
" 8o
vhich

Y very hard to f£ind.

have used commercial disk
softvare, but all
I have seen so far are so
in the searxch

1 developed the followving
is a no frills high speed

disk search program.

1
vhich
Tandy

memory

have included the listing
I have assembled using
Edtasn. After assembly in

save $7000 -~ §7C00.

Execute from $7000,

The only options are ASCII or
Hexadecimal displays.

To use it Loadm & Exec.

The Listing:

00100
00102
00103
00110
00120
00130
00140
00150
00160
00170
00180
00190
00200
00210
00220
00230
00240
00245
00270
00280
00290
00300
00310
00320
00330
00340
00350
00360
00370
00380
00390
00395
00400
00410

*PROGRAM TO DISPLAY SECTORS
*WRITTEN - JOHN WILTSHIRE

* ALBANVALE 1987
BUF EQU $00EE
COM EQU $O00EA
TRK EQU $S00EC
SEC EQU $00ED
COUNT EQU §$77F0
TEMP EQU $77F2
TYPE EQU $77F3
POLCAT EQU $A000
* INITALIZATION *tfakxxs
ORG $7000

START LBSR CLEAR
LDY WNMENU

LDX #$0420
LBSR DI8sP

BRA KY1

AHS LBSR CLEAR
CLR TYPE

LDY MASC

LDX #$0504

LBSR DISP

ASH JSR [(POLCAT)
BEQ ASH

CMPA #$41

BEQ ASA

INC TYPE
ASA LDD ¥$0200
STD COM
L1 LDY ¥TEXT
LBSR CLEAR

LDX #8$0504
'LBSR DISP

HIGH SPEED
SEGTOR

SEEKE

00420
00430
00440
00450
00460
00470
00480
00490
00500
00510
00520
00530
00540
00550
00560
00570
00580
00590
00600
00610
00620
00630
00640
00650
00660
00670
00680
00690
00700
00701
00702
00710
00720
00730
00740
00741
00742
00750
00760
00770
00780
00790
00800
00810
00820
00830
00840
00850
00860
00870
00880
00890
009500
00910
00920
00930

LBSR INKEY
LBSR CONV
CMPB #$2A
BHS L1
STB TRK
LBSR CONV
CMPB #$13
BHS L1
STB SEC
LDD #$0400
STD BUF
LBSR CLEAR

L2 JSR [$C004)
LBSR ALTER
LDX WSFFFF

DL1 LEAX -1,X
BNE DL1
LDX #$0SFE
LDA SEC
LBSR SHOW
LDX #$0SFC
LDA TRK
LBSR SHOW

KY1 JSR [POLCAT)
BEQ KY1
CMPA #$5E
BEQ BACK
CMPA #$0A
BEQ FWD
CMPA #$4D
LBEQ START
CMPA #$53
LBEQ L1
CMPA #$41
LBEQ AHS
CMPA #$0D
LBNE L1
RTS

BACK DEC SEC
BNE L2
LDA #§12
STA SEC
DEC TRK
BRA L2

FWD INC SEC
LDA SEC
CMPA #813
BNE L2
LDA #$01
STA SEC
INC TRK
BRA L2

REXRARRRRRANRRARRARRR
ORG £7800

SHOW LDB #830
8TB ,X

vuy 40
00950
00960
00970
00980
00990
01000
01010
01020
01030
01040
01050
01060
01070
01080
01090
01100
01110
01120
01130
01140
01150
01160
01170
01180
01190
01200
01210
01220
01230
01240
01250
01260
01270
01280
01290
01300
01310
01320
01330
01340
01350
01360
01370
01380
01390
01400
01410
01420
01430
01440
01450
01460
01470
01480
01490

STB 1,X
CMPA #$00
BEQ CO3

CO2 LDB #$0A

COl INC 1,X ;
DECB
BEQ CO4 .
DECA .
BEQ CO3
BRA CO1

CO3 RTS

CO4 INC ,X ;
LDB #$30
STB 1,X
DECA
BEQ CO3
BRA CO2

RERXRRRANRRRARAARRR S

ALTER LDA TYPE
BEQ TIDY

CHANGE LDU #$04FF
LDY #$0600 H

CHO LDX KCHAR
LDA ,U
LEAU -1,U
STA TEMP
ANDA #$OF

CH3 CMPA ,X+
BEQ CH4
BRA CH3

CH4 LDA $F,X
STA ,-Y
LDX #CHAR
LDA TEMP
ANDA #$FO
RORA
RORA
RORA
RORA

CH1 CMPA ,X+
BEQ CH2
BRA CH1

CH2 LDA $0OF,X
STA ,-Y
CMPY #$0400
BHS CHO
RTS

CHAR
FDB
FDB
FDB
FDB
FDB
FDB
FDB
FDB

FDB $0001
$0203
$0405
$0607
$0809
$0A0B
$0Ccop
$0EOF
§7071
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01500 FDB $7273
01510 FDB $7475
01520 FDB $7677

01530 FDB $7879

01540 FDB $4142

01550 FDB $4344

01560 FDB $4546

01570 RRRXXXXRRKXKRXXARKKRRRAS
01580 TIDY LDX #$0400
01590 TIiO LDA 0,X
01600 BEQ TI2

01610 CMPA #8541

01620 BHS TI1

01630 ADDA #$40

01640 TI1 STA ,X+
01650 CMPX #8500
01660 BNE TIO

01670 RTS

01680 TI2 LDA #$60
01690 BRA TI1

01700 *RARXRKKKAKKRRKRKKKRRK
01710 INKEY LEAX -7,X
01720 CLR COUNT
01730 IN1 JSR [POLCATI]
01740 BEQ IN1

01750 STA ,X+

01790 INC COUNT

01800 LDA COUNT

01810 CMPA #504

01820 BNE IN1

01830 LEAX -4,X

01840 RTS

01850 *kkXrRAARRRKKAXKCAIRR
01860 CONV LDD ,X++
01870 CMPA #$00

01880 BEQ CN1

01890 SUBA #$30

01900 CN1 SUBB #§30
01910 CN3 CMPA #3500
01920 BNE CN2
01930 RTS

01940 CN2 ADDB #SOA

RARRXARAKARARRRR AR AR

ARRRARARRRRNARRRRRR AR RN -

01950 DECA

013960 BRA CN3
01970

01980 CLEAR LDX #$0400
01990 LDD #SFFFF
02000 CL1 STD ,X++
02010 CMPX #50600
02020 BNE CL1
02030 RTS

02040

02050 DISP LDA ,Y+
02060 CMPA #$41
02070 BHS DP2
02080 ADDA #$40
02090 DP2 STA ,X+
02100 CMPA #SFF
02110 BNE DISP
02120 RTS

02130

02140 ORG $7400

1333333333222 222 232

02150 TEXT FCC 'TRACK&SECTOR(XXXX)?'

02160 FCB $FF

02170 ASC FCC 'ASCII OR HEX ? (X)'

02180 FCB SFF

02190 MENU FCC ' HIGH SPEED DISC SEARCH
02200 FcC ' ) ¢
02210 FcCC ' AUTHOR - JOHN WILTSHIRE y
02220 FCC ' .
02230 FcCC ' !
02240 FCC ' UP ARROW - PREVIOUS SECTOR'
02250 FcC ' DWN ARROW - NEXT SECTOR ’
02260 FCC ' 8 KEY - ENTER SECTOR Y
02270 FcCC ' A KEY - DISPLAY MODE .
02290 FcCC ' M KEY - MENU b
02291 FcCC ' ENTER - QUIT TO BASIC '
02300 FCC ' J
02310 FCC ' !
02320 FcC ' J
02330 FcC ' PRESS ANY KEY TO CONTINUE '
02340 FCB SFF

02350 END

&

continued from p55

INT@265, "STEPHEN BELL";
P32L8CP32CL4ECL2GFEDC"

:PLAY"T3C

11 CLS:PRINT"CHOOSE AN OPERATION

-ENTER NUMBER":PRINT" 1) ADD
2) SUBT

RACT 3) MULT
IPLY 4) DIVI’
DE
12 PRINT" 5) SQUARE

6) CUBE

7) SQUARE ROOT OR

8) EXPONENTIAL":INP
UTA

13 ON A GOTO 14,15 16,17,18,19,2
0,21:RUN11

14 INPUT"TYPE TWO NUMBERS";A,B:P
RINTA"+"B"="A+B:GOSUB22

15 INPUT"TYPE TWO NUMBERS";A,B:P
RINTA"-"B"="A-B:GOSUB22

16 INPUT"TYPE TWO NUMBERS";A,B:P
RINTA"*"B"="A*B:GOSUB22

17 INRUT"TYPE TWO NUMBERS";A,B:I
FB=0THENPRINT"YOU CAN'T DIVIDE B
Y O0":GOTO17ELSEPRINTA"/"B"="A/B:
GO8UB22

18 INPUT"TYPE A NUMBER";A:PRI"TH
B BQUARE OF"A"IS"A*A:GOSUB22

19 INPUT"TYPE A NUMBER";A:PRINT"
THE CUBE OF"A"IB"A®*A*A:GOSUB22
20 INPUT"TYPE A NUMBER";A:PRINT"
THE SQUARE ROOT OF"A"IS"SQR(A):G
o8suUB22

21 INPUT"TYPE TWO NUMBERS";A,B:P
RINTA"TO THE POWER OF"B"IS"INT(A
“B):608UB22

22 PRINTQ488,"any key for more";
tEXEC44539:60T011

b

The Listing:

GOTO10

SAVE"POKES" :END

'STEPHEN BELL(8)

e 22 STEPHEN gmt.ltttlli!t

sex22]12 GREENHILL AVENUE®®**

*R&RAFIGTREE NSW 2525%%%a%

9 'THIS PROGRAM HELPS YOU FIND
THE POKE VALUES OF 256
CHARACTERS.

10 C=RND(8):IFC=1THENC=0

11 CLSC:PRINT@38,"£inding poke Vv

alues™;

12 POKE1069,32

13 POKE1074,32

aVwo

14 PRINT@103,"you type a number"

;

15 POKE1130,32:POKE1135,32:POKEl

137,32

16 PRINT@136,"from to bt

17 POKE1164,32:POKE1166,32:POKEL

169,32:POKE1173,32:POKE1174,46:P

OKE1165,48:POKE1170,50:POKE1171,

53:POKE1172,53

18 PRINTR194,"when poking these

characters"; :PRINT@258,"to the s

creen positlon then"; PR!NTG322
,"using poke to poke H

19 POKE1296,32:POKE1295,44: Poxtl

235,32: POK31229 32: POK81222 32:P

OKSIZBQ,32:POK81288,32:POK81305,
32:POKE1363,32:POKE1351,32:POKE1
356,49:POKE1357,408:POKEL1358,50:P

OKE1359,52:POKE1360,44:POKE1368,

49:POKE1369,53:POKE1370,51:POKEL
371,53:POKE1372, 44

20 POKE1373,46

21 PRINTR492,"ANY KEXY";

=""THEN2L

22 CLS

23 FORX=0TO1l4

24 INPUT"POKE....,";A

25 IFA>255THENNEXT: GOTO23ELSEIFA

<OTHENNEXT:GOTO024

26 POKE1039+(X*32),A

27 NEXTX

28 IFINKEY$=""THEN2BELSE22

tIFINKEYS

&
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SEN A@

by TONY TARABORRELLI

CoCo3
GRAPHICS

O CELEBRATE the opening of

Expo 88, I have drawn the

Expo syabol for the
graphlics competition. This is my
first attempt at graphics.

Although it's only a picture,
it may interest some people how
I achieved such detall.

First, 1 photocopied the
Hscreen 2 graph from the back of
the manual and enlarged it to a3
sized paper.

I then got the picture I
vanted to drawv and enlarged it
to A3 size.

After, I put the picture into
the photocopier and put through
the graph so that the plicture
copled onto the graph paper.

All I had to do then is to
plot the points vith a ruler and
put them into a Line statement
Or a Drav statement.

It takes a vhile, but it's
better than the hit or miss
method I used before. .

The Listing:

0 GOTO10

1 '%ax* BRISBANE EXPO

2 '%%2% TONY TARABORELLI

3 BAVE"189:1":SAVE"189:3":END'GR

10 POKE65497,0
20 PALETTE 0,64

30 RESTORE
40 HBCREEN2:HCOLOR1
50 FOR X=1T028 .

60 READ P1,P2,P3,P4

70 HLINE(P1,P2)-(P3,P4),PSET
80 NEXT X

90 HPAINT(80,83),1,1

100 HPAINT(110,92),1,1

110 HPAINT(148,96),2,1

T

120 HPAINT(164,96),1,1

130 HPAINT(200,96),13,1

140 HPAINT(252,96),2,1

150 DATA118,40,127,55,127,55,63,
119,63,119,15,108,15,100,118,48
160 DATA 129,55,143,52,115,114,1
43,52,115,111,66,119,66,119,129,
55

170 DATA 146,52,118,114,118;114,

156,124,156,124,156,57,156, 57, 14

§.52 -

180 DATA 159,57,170,52,170, 52,19

8,114,198,114,159,125,159,125.15

9,57

190 DATA 172,52,186, 56,186, 56, 24

8,118,248,118,202,114, 202, 114,17

2,52

200 DATA 172,52,186,56,186,56, 24

8,118,248,118,202,114,202, 114,17
52

210 DATA 189,55,196, 48,196, 48, 30

2,108,302,108,252,118,252, 118,18

9,55

’
220 HCIRCLE(80,83),8,3:HPAINT(80
,83),3,3 :
230 HCOLOR3:HLINE(112,74)-(135,7
3),PSBT:HLINB(112,7‘)-(129,55),?
BET:HLIN!(123,55)-(143,52),?8!1:
HLINB(143,52)'(135,73),9887:"?!!
NT(lJO,Sl);J,J:HCOLORl
240 HCOLOR4:HLINE(112,74)-(135,7
3),PSET:HLINE(135,73)-(127,88),p
SET:HLINE(127,88)-(98,88),PSET+H
LINE(98,88)-(112,74),PSET:HPAINT
(114,78),4,4
250 HCOLOR2:HLINE(97,89)-(95,91)
+PSET:HLINE(95,91)~(126,91),PSET
:HLINE(126,91)~(127,89),PSET: HLT
NE(127,89)-(97,89),PSET
260 HPAINT(100,90),2,2
270 HCIRCLE(110,92),9,13:HPAINT(
110,92),13,13
280 HCIRCLE(109,89),2,3
290 HCIRCLE(58,93),7,3:HPAINT(58
,93),3,3
300 HCOLOR3:HL!NE(06,100)-(67,11
9),PSET:HLINE(67,119)-(99,116),p
SET:HLINE(97,116)-(86,100),PSET
310 HPAINT(84,108),3,3
320 HCOLORZ:HLINE(142,55)-(137,6
6),PSlT:HLINE(137,66)-(118,85),?
SET
330 HLINE(llO,85)-(114,03),98!?:

HLINB(lld,83)-(142,55),98!7:HPAI
NT(124,76),2,2

340 HCOLOR‘:HLINB(117,84)-(131,6
3),PSET

350 HCOLOR?:HLINB(101,97)-(104,1
OO),PSET:HLINB(IO‘,100)-(95,107)
,PSBT:HLINE(SS,IO?)—(101,97),988
T:HPAINT(102,101),2,2

=360 HCIRCLE(177,68),9,2,1,.20,.7
0

370 HCOLORZ:HLINE(IBO,75)-(174,6
0),PBBT:HPAINT(175,74),2,2

380 HCOLOR3:HLINE(32,100)-(71,11
;),PSIT:HCIRCLE(7B,85),16,3,1,.2

43

390 HClRCLE(?S,SG),ZB,J,l,.30,.4
5:HPAINT(68,!D4),J,3

;00 HCIRCLE(78,84),22,2,1,.28,.4

410 HCIRCLE(?B,B‘),23,2,1,.29,.4
3

420 HCOLOR4:HLINE(116,49)-(116,6
6),PSET:HLINE(103,79)-(91,79),ps
ET:HLINE(91,79)-(91,64),PSET:HL]
NE(91,64)-(116,49),PSET:HLINE(11
6,66)-(103,79),PSET: HCOLOR1

430 HPAINT(96,76),4,4

440 HCIRCLE(104,70),3,2:HPAINT(1
04,70),2,2

450 HCOLOR?2

460 FOR L=1 TO12

470 READ P1,P2,P3,P4

480 HLINE(P1,P2)-(P3,P4),PSET
450 NEXT L

500 DATA 113,68,113,58,109,62,11
3,58,109,62,108,54,108,54,104, 57
»104,57,101,62,101,62,100,59,105
(62,105,62,100,59,96,66,96, 66,10
0,73,100,73,103,79,103,79,109. 73
,109,73,113,68 :

510 HCIRCLE(104,69),8,2,.5,.50,.
g :

520 HCIRCLE(104,69),8,2,.5,0,.50
530 HPAINT(106,60),2,2

540 HPAINT(104,75),2,2

550 HCOLOR3:HLINE(192,100)-(188,
91),PSBT:HLINB(IOB,91)-(178,08).
PSET:HLINE(178,88)-(159,97),PSET
*HLINE(159,97)~(159,110),PSET:HL
INE(159,110)-(192,100),PSET: HCOL
OR1

560 HPAINT(176,99),3,3

570 HCOLORIJ:HLIN!(159,63)-(175,
63),PS!T:HLINE(159,66)-(176,66),
PSET:HLINE(159,69)-(178,69),PSET
:HLINB(159,72)~(179,72),PBBT:HL!
Nl(159,75)-(180,75),9831

580 HCOLOR1

590 FOR X=11027

600 READ P1,P2,P3,P4

610 HLINE(P1,P2)-(P3,P4),PSET
620 NEXTX

630 DATA 227,93,222,80,222,80,23
3,90,233,90,217,60,217,60,221,62
,221,62,235,00,235,88,232,74,232
»74,241,86,241,86,237,60,237, 60,
243,86,243,85,248,64,240,64,252,
85,252,85,256,65,256,65,254,05.2
54,85,266,68,265,68

640 DATA 260,89,260,89,274,72,27
4,72,262,90,262,90,279,78,279,70
,266,95,266,95,286,86,206,06,257
,90,267,90,290,95,290,95,270,101
,270,104,290,102,290,102,270,106
,270,106,2!6,111,286,111,252,110
650 HPAINT(252,108),1,1

660 HCIRCLB(Z!S.III),19,2,1,.64,
.06 X

670 HCIRCLB(245,111),22,2,1,.63,
.04

680 HCOLOR2

690 HL!NB(230,96)-(231,97),?8;?:
HL!NB(263.115)-(266,115),?5!7
700 HPAINT(265,113),2,2

710 HPAINT(248,74),2,1:HPAINT(25
9,91),2,1:HPAINT(210,07),2,1




720 HCOLOR2:HLINE{1%9,110)-(193,
100),PSET:HLINE(193, 100)-(198,11
4),PSETIHLINE(198, 114)-(159,125)
,PSIT‘ NE(15Y 125)-(159, 110),P
BET:HPAINT(176,112),4,2

730 HLINE(165,109)~ (166,122),PsB
T:HLINE(171,107)-(170,121), PSET:
nuxuztxvs,105)-(115,119),9::1
740 HLINE(180,105)-(180,118),PSE
T:HLINE(185,103)-(185,116),PSET:
HLINE(190,102)-(191,115), ps:r

. «=750 HLINE(166,109)-(166, 115) PSE

T:HLINE(172, 101) (172, 113) PSET
760 HLINI(lBl,lOS)-(lal,111),988
T:HLINE(186,103)-(186,109),PSET:
HLINE(191,102)-(191,108),PSET
770 HCOLOR1

780 HLINE(195,99)-1195,79),PSET:
HLINE(195,79)-(209,79),PSET:HLIN
E(209,79)-(229,99),PSET:HLINE(22
9,99)-(216,115) ,PSET:HLINE(216,1
15)-(202,114),PSET:HLINE(202,114
)-(195,99) ,PSET

790 HPAINT(217,92),1,1

800 HCOLOR2:HLINE(195,99)-(195,7
9),PSET:HLINE(195,79)-(209,79),P
SET:HLINE(209,79)~(209,89),PSET:
HLINE(209,89)-(205,96),PSET

810 HLINE(205,98)-(208,98),PSET:
HLINE(206,101)-(208,98),PSET:HLI
NE(206,101)-(208,105),PSET:HLINE
(208,110)-(205,110),PSET

820 HLINE(205,110)-(207,114),PSE
T

830 HLINE(199,82)-(202,84),PSET:
HLINE(202,84)-(205,81),PSET:HLIN
B(198,87)-(204,87),PSET

840 HCIRCLE(201,87),5,2,1,0,.50
850 HPAINT(198,88),2,2

860 HLINE(212,90)-(218,90),PSET:
HCIRCLE(215,90),5,2,1,.50,0

870 HPAINT(215,89),2,2

880 HLINE(201,108)-(203,104),PSE
T:HLINE(203,104)-(210,104),PSET:
HLINE(210,104)-(214,101),PSET
890 HLINE(214,101)-(210,105),PSE
T:HLINE(210,105)-(203,105),PSET:
HLINE(203,105)-(201,108),PSET:HL
INE(201,108)-(201,108),PSET

900 HCOLOR3:HLINE(195,65)-(188,7
0),PSET:HLINE(188,70)-(187,74),P
SET:HLINE(187,74)-(190,78),PSET:
HLINE(190,78)-(188,82),PSET

910 HLINE(188,82)-(188,84),PSET:
HLINE(188,84)-(194,88),PSET:HLIN
E(194,88)-(195,93),PSET:HLINE(19
5,93)-(194,95),PSET:HLINE(194,95
})-(194,78) ,PSET:HLINE(194,78)~(2
07,78),PSET:HLINE(207,78)-(195,6
5),PSET

920 HPAINT(196,71),3,3

930 HLINE(225,106)-(231,110),PSE
T:HLINE(231,110)-(231,112),PSET:
HLINE(231,112)-(228,112),PSET:HL
INE(228,112)-(230,116),PSET

940 HLINE(230,116)-(240,125),PSE
T
950
960
970

FOR X=1TO17

READ P1,P2
HCIRCLE(P1,P2),2,3,.5

980 NEXT X

990 DATA 167,45,186,45,177,48,18
4,52,177,58,182,64,183,72,189,63
,197,122,209,125,210,118,219,120
,229,124,247,124,231,103,223,110
,235,112

1000 HCOLOR3

1010 HLINE(146,52)-(144,57),PSET
1020 HDRAW"BM144,57;D4;L2;D5;L1;
D7;L5;D7;R6;U12;R3;U4;R1;U6;R2;U
‘I

1030 HLINE(149,54)-(146,52),PSET
1040 HPAINT(146,60),3,3:HPAINT(]1
40,77),3,3

1050 HLINE(152,55)-(154,56),PSET
1060 HDRAW"BM152,55;D5;L1;D5;L2;

D6;L3;D8;R3;D1;R5;D1;R1;U9;L4;U3
JR1;U5;R1;U8"
1070 HPAINT(148,78),3,3
1080 HDRAW"BM131,85;R4;D4;L4":HD
RAW"BM138,83;R4;D1;L5;U1;L3"
1090 HDRAW"BM145,82;R4;D1;R5;D1;
R2;D2;L2;U1;L4;UL1;L5;U1;R3":HDRA
W"BM131, 89 LZ Dl'l2'
1100 HDRAI'BH14° 88;L3;61; RJ uL;
L3" :HDRAW"BM147, !1 L3 Dl,Rl'
1110 HDRAl'!H132,91;CQ;Ll;Dl;Ll;
D1;L1;D4;R1;D3;R1;D1;R3;U1;R2;Ul
;L1;VU1;L1;VU5;D1;L3;uL"
1120 HPAINT(132,96),4,4
1130 HDRAW"BM140,91;C4;L2;D1;L1;
D2;L1;D2;R2;D4; R1; Dl R1; Ul nz;uz
;L1;U6; Dl LZ;UI'
1140 HPAINT(139 95),4,4
1150 HDRAW"BM150,88; RS D6;L1;D2;
Ll;Dl;Li;Dl;L2;DZ;L2;Dl;L3;U‘LZU
3R1U2R1ULR2V1IR3UL"
1160 HPAINT(148,95),4,4
1170 HCOLOR3
1180 HDRAW"BM136,102;G2;VU1;D3;E3
;L1;G1" :HDRAW"BM143,102; L1010282
L1":HDRAW"BM154,99; D2L101L101LID
ILIDILIUILXDZLIUI"
1190 HDRAW"BM139,106;L1G1L1G2L1D
2L1R1D1F3VU2E2UIE3L1GS" : HDRAW"BM1
44,106;D1L1D2L1U1ID2L1VID3L1U3DSL
13"
1200 HDRAW"BM156,102;D21L3U2L1U2
L1U2L2VU2L1V2L1V2L1U2R1VIRIVIRIVUL
R1UVIR2U1R2U1R2":HPAINT(150,112),
3,3

—1210 HDRAW"BM144,112;G1R1D2R1U1D
3R2D1L1D1R2D1LIR1D1IRLIDL"
1220 HDRAW"BM145,121;HS5D4R3":HDR
AI'lH139,119;HQD3R3':HDRA"BH135
+115;H3D3R3"
1290 LET Q1=34:LET 02-46
1300 FOR A=1TOl1l
1310 HCIRCLE(Q1,116), 22 2,1,.18,

HCIRCLE(Q1,120),22,2,1,.16,

IF A=11 THEN GOTO 1330
HCIRCLE(Q2,155),22,2,1,.66,

HCIRCLE(Q2,159),22,2,1, .66,

01=01+425:Q2=Q2+25

NEXT A

HCOLOR2

1340 HLINE(23,134)-(23,139),PSBT
:HLINE(295,134)-(295,139),PSET
1350 HPAINT(25,137),2,2

1360 HCOLORS

1370 HDRAW"BMS84,7D17R13ERE2U3H2L
3HLBDBFRIE2U4HIER2E2U3HLHL14R2D8
RBEREUAH2" :HPAINT(85,8),8, 8 :HPAI
NT(98,11),8,8:HPAINT(100,20),8,8
1380 HDRAW"BM104,7D17R3UBR6F3D2F
DFR3HUHUHUHL 2HUR2E4U2H2L2HL11R3D
9R6H2RURU3H3" :HPAINT(105,12),8,8
:HPAINT(118,12),8,8:HPAINT(117,1
9),8,8

1385 HDRAW"BM153,7D17R13ERE2U3H2
L3HLODBFR9!2U4H3IR2IIU3HLHL14R2D
SRBEREU4H2" :HPAINT(154,8),8,8:HP
AINT(167,11),8,8:HPAINT(169,20),
8,8

1390 HDRAW"BM127,7D17R4U17L4" :HP
AINT(128,9),8,8

1400 HDRAW"BM149,8HL10GLG2D3F3R6
FAD3G2L10HU3RF4RIE3U4H2L5HL3H3VU2
E2R2":HPAINT(136,12),8,8:HPAINT(
135,23),8,8:HPAINT(148,18),8,8
1410 HLINE(181,6)-(171,24),PSET
1420 HLINE(181,6)-(191,24),PSET:
HLINE(184,17)-(176,17),PSET

1430 HLINE(187,24)-(191,24),PSET
:HLINE(187,24)-(180,9),PSET:HPAI
NT(182,9),8,8

1440 HLINE(197,7)-(197,24),PSET:

HLINE(197,7)-(200,7),PSET:HLINE(

200,7)-(213,19) ,PSET:HLINE(197,7

)-(213,24),PSET:HLINE(213,7)-(2}
3,24),PBET:HPAINT(204,13),8,8
1450 HDRAW"BM219,7D17R15U3G3L9U9
R9D2H2E2D2L9USL4AR15D2H2" : HPAINT(
220,10),8,8

1500 HLINE(14,155)-(18,155),PSET
tHLINE(22,169)-(18,155),PSET
1510 HLINE(26,155)-(22,169),PSET
:HLINE(26,155)~-(29,155),PSET
1520 HLINE(29,155)-(33,169),PSET
:HLINE(33,169)-(37,155),PSET
1530 HLINE(37,155)~-(41,155),PSET
sHLINE(41,155)~(34,177),PSET:HLI

_NE(34,177)-(31,177),PSET:HLINE(3

1,177)-(28,163),PSET

1540 HLINE(28,163)-(23,177),PSET
:HLINE(23,177)-(20,177),PSET:HLI
NE(20,177)-(14,155); PSET: HPAINT(
16,157),8,8

1550 HLINE(77,155)-(77,177),PSET
‘HLINE(77,177)-(81,177),PSET:HLI
NE(81,168)-(88,177),PSET: HLINE(8
8,177)-(93,177),PSET:HLINE(93,17
7)-(87,169),PSET:HLINE(81,177)~(
81,170),PSET

1560 HDRAW"BM87,169RE4AUSHUH2L12"
tHDRAW"BM81, 158D7R6EUAH2LA™ tHPAIL
NT(79,157),8,8 -

1570 HLINE(103,155)%(103,177),PS
ET:HLINE(103,177)-(113,177),PSET
:HLINE(113,177)-(113,172),PSET:H
LINE(113,172)-(106,172),PSET:HLI
NE(106,172)-(106,155) ,PSET:HLINE
(106,155)~-(103,155) ,PSET:HPAINT!(
101,160) 8,8

1580 HDRAW*BM121,155D22R11E2RE3U
2BU6HU2H6L10" : HDRAW"BM124, 158D15
R7EIUBUSH2UHLHL6E" s HPAINT (123,159
).8,8

1590 HDRAW"BN156, 155D22R10USL7U4
R1U4L7U(R7U$L10"ﬂPlINT(lS’ 157)

8
v
1600 HLINE(178,155)-(182,155),P8
ET:HLINE(182,155)-(187,161),PSET
:HLINE(187,161)-(192,155),PSET:H
LINE(192,155)-(196, 155),99:1
1610 HLINE(196,155)-(190,165),P8
ET:HLINE(190,165)-(196, 1711,9s:1
tHLINE(197,177)-(192, 177),PBET:H
LINE(192,177)-(187, 169), PSET:HLI
NE(187,169)-(182, 177),PSET:HLINE
(182,177)-(178,177) ,PSET
1620 HLINE(178,177)-(185,165),PS
ET:HLINE(185,165)-(178, 155), PSET
:HPAINT(182,156),8,8
1630 HLINE(206, 155)~-(206,177),P8
ET:HLINE(206,177)-(210, 177),PSET
tHLINB(210,177)~ (210,150),ps:r:n
LINE(210, 168)-(216,168),PSET
1640 HDRAW"BM216, 168REAUGHUN2L12
" :HDRAW®BH210, 158DTR6EVAH2LA" : HP
AINT(207,157),8,8
1650 HCIRCLE(57,166),8:HCIRCLE(2
37,166),8: HCIRCLE(S57,166),13:HCI
RCLE(237,166),13: HPAINT(49,161),
8,8: HPAXNT(234,158) 8,8
1660 HCIRCLE(273,159),31HCIRCLE(
273,159),7:HCIRCLE(295,159),3:HC
xacn:(zss 159),7: chncns(213 170
),4-uctncnl(213 170),9: HCIRCLE(2
95,170),9: HCIRCLE(295,170),4
1670 HPAINT(272,155),8,8:HPAINT(
272,163),8,8: upnxur(zss 168),8,8
°upxxur(zso 168),8,8: HPAINT (294,
164),8,8: HPAINT(294,155),8,8
1690 HDRAW"BM284, 180C8R10LSD10RS
U10F10USNHSES"
1700 FOR X=1 TO 63:PALETTE 8,X:F
OR H=1 TO 1000:NEXT H:NEXT X
1710 EXEC44598
1720 POKE65495,0:RGB:HCOLOR1:END

B
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STRUCTURED PROGRAMMING
THE END OF THE STRINGS

N A FARILY heavy session
last month, we broke the
back of the Forth-based
assembly library routines for
string I/0 and manipulation.
It's nov time to finish the
job, starting with TRIM (the
equivalent of Forth's -
TRAILING), vhich requires on the
stack an address, folloved by a
length:

TRIM 2, ULDX O .U LDD ‘0= NOT
IF D ,X LEAX ( point to end)
0 ,U LDY (char count) # 32 LDA

BEGIN 0= NOT IF ,X -R CMPA THEN
0= NOT WHILE -1 ,Y LEAY REPEAT

0 ,U STY RTS

TRIM looks at a string, using
its starting address and maximum
length, and returns the address
and actual length,

It starts vith address of the
END (see part 2 of this serles)
and vorks backvards until it
finds a character not equal to
32. The speclial case is wvhere
all characters are spaces. It
is nesessary then to stop when
the decremented length (in the Y
register) gets to zero.

Attentive readers will have
noted a sameness in the vay many
of the parameters are passed to
the Forth-like wvords: address,
then character count is required
by EXPECT, TYPE, TRIM and BLANK,
and they are provided by COUNT.

All part of the austere beauty

of Forth. Very similar
parameters are required by
CMOVE, vhich uses addressl,

address2 and character count to
move a block of memory from
addressl to address2.

CMOVE ,U R++ LDY D X PULU

0= IF RTS THEN (count zero)

D U PSHS (wve will need U)

U PULS (dest in U)

BEGIN ,X R+ LDA +Y R+ 8STA
-1 ,Y LEAY O= UNTIL

U PULS RTS

Nov ve are in a position to
accept (EXPECT) keyboard input
into a buffer, and subsequently
move it somevhere else |In
memory. Assume ve have a
counted string at SOURCE and ve
need to move it, without any
tralling spaces, to DEST:

§# SOURCE LDD D PSHU COUNT JSR
TRIM JSR # DEST LDD D PSHU
SWAP JSR CMOVE JSR

+«. and wve have done it! At
the top 1level, the program ve
have written using these library
routines consists of little more
than providing the parameters on
the U stack and feeding them to
the functions.

During execution, each
function takes what it needs
from the stack and returns any

results back there. .
1t is the task of the

programmer to maintaln the stack
integrity:

by JOEN REDMOND

USES RETURNS
COUNT SOURCE SOURCE+1, CNT1
TRIM SOURCE+1,CNT1 SOURCE+1, CNT2
SWAP SRCE+1,CNT2,DST SRCE+1,DST,CNT2
CMOVE SRCE+1,DEST,CNT2 empty
To make the 1library most
useful for your assembly
programming, all JSRs, in the

library code should be replaced
with LBSRs to make the object
code position-independent. 1t
can be assembled into a solid
block, best ORGed at 0, and all
the functlion entry points noted.

When it is offset loaded at
any other -address, the entry
points will all have the same
blas added.

The application code can be
assembled ORGed 3just above the
function block and the memory
image saved to tape or disk.

This is possible, partly
because the library functlions do
not include a single variable.

They are free souls and not
tled to any part of the nemory.

Any of the intermedlate values
(and there are many of them)
have only a transient existence
on the stack (as 1illustrated
above). This is pure functional
programming - and the only sort
of programming vhich can survive
the rigours of a multitasking
systen.

It 1s the foremost lesson of
Forth.

To zround off this discussion
of strings, let me suggest a few
very small functions, equivalent
to standard Forth wvords:

CR ¥ 13 LDD D PSHU EMIT JSR
BS ¥ 8 LDD etc.
SPACE # 32 LDD etc.

These are all just speclfic
character outputs. Another nice

one is:
SPACES BEGIN ,U++ LDX 0= NOT
WHILE -1, X LEAX X PSHU

SPACE JSR REPEAT RTS

SPACES expects a non-zero
number on the stack to tell it
hov many spaces to leave on the
screen. If the number is zero,
nothing will be done. It is a
very useful function for neat
vriting to the screen. Using a

database ve might, for instance,
code:

§} NAME LDD D PSHU COUNT JSR

TRIM JSR TYPE JSR (no spaces at end)

} 5 LDD ‘D PSHU SPACES JSR
# ADDRESS LDD D PSHU

(etc., etc, to type out)
CR GOSUB (go to next line)

For comparison, the equivalent
Forth code would be:

RTS8

NAME COUNT -TRAILING TYPE 5 SPACES

ADDRESS COUNT -TRAILING TYPE CR

There can

be no quarrel, of
course,

as to vhich is the more

readable - or writable.

That is the last of th
explicit code that I have fo
you 1in this series, but let =

emphasise that the principles w
have developed are completel
general.

The tvo guiding lights for yo
are ...

1. Keep the definitions short
The shorter they are, the mor
likely they are to be generall
usefil.

25 Avoid storage L}
intermediate values in memor:
locations., ‘'If you find the
temptation overvhelming, you
definition is probably too big
Try rethinking the code
factoring.

Look back at
assembly programs, or ones you
have adopted, and rethink theli:
factoring. Try to package uj
small and general functions
vhich can replace a lot of yout
repeated inline code. You will
never notice the speed
difference. .

Start to extend the library
vith simple arithmetic
functions. We defined ADD last
month. How about SUB, MUL and
DIV and MOD. The basic coding
for these 1is in the assembly
texts, but _generalize them so
that each expects on the stack
tvo parameters and returns one
at the end. Glve up forever the
passing of parameters in
registers and allov your blood

your favorite

pressure to drop.

Extend the arithmetic group to
bitwvise 1loglec with AND, OR and
XOR. Agaln, each expects -two
and returns one parameter on the

stack. Define NOT to reverses
all the bits of the top stack
entry

Think about the constructio
of functions which

logical value on the stack (-1
for true and 0 for false).
Emulate some of the better

functions like isupper(),
isdigit() which expect a value
on the stack and return a
boolean. Isdigit(), for

example, will return -1 1f glven
a character from '0' (48) to '9'
(58) inclusive.

Work out how the boole
results of such test functions
can be combined by bitwise logic
(e.g., OR) to glve a composite
result, such as ,,..

"is the char uppercase or a
digit 2"
When 1t 1is possible to make

such Jjudgements, it is possible
to feed them to functions which
can make decisions, such as 17
or WHILE. Then you are really
programming at a level which has
no consideration for the dirty
wvork of trylng to remember the
contents of the CPU register

from instant to instant - and
then you are able to produce
programs vhich do something
useful.
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Re-introducing THE
directory to your

local computer soft

and hardware specialist.
To advertise in DIR,
phone (075) 396177.

NSW Lismore
DECRO ELECTRONIC SERVICES

12 Carrington Street,
Lismore, NSW 2480

Best range of computers and
computing equipment in

Summer land.

Whether you live on the North
Coast, or are just on holidays,
you can’t afford not see us!

066'21‘4137 (Tandy Dealer 9225)

NSW Blaxland
BLAXLAND COMPUTER SERVICE
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Blaxland, NSW, 2774
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GOLDSOFT

Magazines, Tapes and Disks.

Australlan CoCo Magazine -

Articles and programs for Tandy Colour

Computers Users:
Magazine:

12 Months $39.95 ( )
6 Months $24.95 ( )
1 Month ¢ 4.50 ( )

Tape ( ) Disk
12 Months $123.75
6 Months $§ 74.25
1 Month §$ 16.50

+++ Or charge my credit card monthly

Softgold Magazine -

Articles and programs for Tandy 1000 and

IBM Compatible computers:

Magazine: Golddisk:

12 Months $39.95 ( ) 12 Months $123.75
6 Months §24.95 ( ) 6 Months § 74,25
1 Month $ 4.50 ( )

-+« or charge my credit card monthly

Golddisk - Programs for your IBM
Compatible Computer:
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b el § U | S A SISO
£ § U3 e S S e N S o
LNl ¥ S IR VEL Sl Al ior iy i)
#5 - $16.00 ... NBWI! “eseccsssssseses
The CoCo 3 Tape/Disk - Programs for your
CoCo 31
#2 - $16.00 .......... Tape ( ) Disk
83 = $16.00 covvccanes Tape ( ) Disk
Bei= B28.00 cosvonciaine Tape ( ) Disk

The Best of CoCoOz -~ A Selectlon of
Programs from Australian CoCo Magazine
for Tandy Colour Computer Users!

Bach $19.9S.

# 1: Education I ..... Tape ( ) Disk
§ 2: Games 16k ....... Tape ( ) Disk
# 2: Games 32k ....... Tape ( ) Disk
# 4: Business ........ Tape ( ) Disk
# 5: Adventures 32k .. Tape ( ) Disk
§ 6: Preschool ....... Tape ( ) Disk
# 7: Graphics 16k .... Tape ( ) Disk
¥ B: Cames 16k ....... Tape ( ) Disk
¥ 9: cGames 32k ....... Tape ( ) Disk
#10: Bducatlon I1 .... Tape ( ) Disk
#11: EBducation III ... ~-N/A--- Disk
#13: Games 32k ....... Tape ( ) Disk
#15: Utilitles 16k ... Tape ( ) Disk
#18: Grafix CoCo 2/3 . Tape ( ) Disk
#20: Adventure 2/3 . Tape () Disk
#21: "Drenkald Adv"™ .., -<N/A--- Disk
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P.0. BOX 1742,
SOUTHPORT, QLD. 4215

Telephone: (075) 39 6177.

Please tick (f jyour requirements,
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- - - -
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Office use only

Hardvare:
Tandy Colour Computer:

CoCoConnection .....coovveve... $219.95
Video Amp, with sound ........ $ 35.00
Video Amp, vithout sound ..... § 25.00
IR0 BLOBE o's's o v ieeostsdinn s as o 8 49.95
Goldlink:

Access Goldlink *6429 on Viatel with a
1200/75 baud modem to obtaln help with
your computer vhen you need it..

Annual subscription ........... 944.95

“S8ay the Word"

—— -~

(

Two curriculum-based speller programs for

your Tandy Speech/Sound pack. Requires
32k Colour Computer and 8peech Pack:
TAPE ONlY civrvvrccaccvesennces $29.95

Bric-A-Brac

12 blank tapes .(C-30)......... $18.00
1 blank tape ..(C-30)......... 8 2.00
12 tape cases .........00000u.. $ 5.00
2 -CRDO CRBO ioiioviiianoissoons § 0.50
10 DODD GISkS ooviiovicicidiess $20.00
1 DBOD QIBK . i.ciuiciesconniess § 2,50

Books:
Mico Help -
For your Tandy MC-10 computer

Back Issues:

o~~~ i~~~

8 5.00 ¢(

Nt Yt "t

CoCo: Sep 84 - Dec 85 ........, each 8§ 2.50

CoCo: Jan
Mico: Aug
Softgold:

«+s« MHar
CoCo: Jan

86 - Dec 87

(CoCo/IBM content)
87 - Dec 87 .... each 8§ 3.75

+eeses.. each ¢ 3,75
84 - Dec 85 ........ each 8 1.00

88 - current ....,., each 8 4.50

Softgold: Jan 88 - current ... each 8 4.50

ADDITIONAL REQUIREMENTS:

0090000000 00000000000900080 0800000800008 0600000 6
00000000000 000000000000000000000000000000008
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Goldsoft Price List, as at May, 1988.
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Mastercard »:

Bxpiry Date:

Authorized Amount: 8 ....... .
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() <~ please £ill in detalils
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Australian Capital Terrlitory:
Canberra North

Nev South Wales:

Sydney:

Bankstovr .......ccue0. Pat Dorsett
slacktown ......... Kelth Gallagher
Catlingford ... 0. . Ross McKay
Chatsvood cessees B111 D'Donnell
Colyton .. v+ Wexman Fredexicksen

Polcfleld ....ovvvaues Arth Plttard
Gladesville ......... Mark Rothwell
Kills District . Arthur Blade
Horneby . + Athalie Omaczt
Ingleburn .... tephen Ridgevay
Keithharst ... . Tos Gtuart
Lelchhardt ... . Bteven Chicos
Gorge Echegaray
. Barry Darnton
Grahas Pollock
n Annabel

Bruce Sulllvan
«« Tercy Moonan
+esss Bean Murdoch
sesessss Bob Kenny
. Ross Pratt
sessess Osorge Savage
veses Chetyle ¥willls
+++ Wayne Pattexson
« Graese Clacke
«. Johanna Vagg
. Peter Slefert

Broken Wil)
Camdem ........
Coffs Marbour .
Cooms ......
Cooranbong .
Cootasundra

Deniliquin .

rease Peter Lindsay
. Michael J. Hartmann

«es Pavl Maloney
Rick Fuller

John Burger 062
Canberra Bouth ......... Les Thugbon 062

58 924
" 9226

02 646 3919
02-627-4827

662 1952
419 sos
623 §271
72 2001
817 4627
4 5620
§ 8010
$05 7392
654 2170
S60 6207
560 9665
618 1909
603 s02¢
S28 3
J44 5112
4 101
72 1807
3% 90
s 2382
74 9251
$1 2208
52 3065
77 1054
42 2264
1 Joi4
1 6540
52 94
34 1036
42 2503
7% 1547
24 1060
§2-m12

Leeton .. « Brett Wallace
Lismore Bob Millard
Lithgov . David Be

Mal . Bi11 Bmov
Motrea ALL Date

Nasbucca Weads

ndy Peterson
Narrominme ..

+ Oraeme Clarke

Nevcastle .. «+ee« Lyn Davson
Nowea ... ++ Roy Loperx
Orange . David Kewp
Parkes ... David Small
Port MacQuarle .......... Mark Saell
Springvood ..... sssess Jim Hoppltt

« Gary Sylvester
++ Terzy Ozavolin

Uralls ..... « Prank Wedtord
Yagqa «+s+ Cos Jenkinson
¥yong « John Vallace

Worthexn Territory:
Darvin ..uiiecveresres Brenton Prior

Queensland:
Brisbane:
Blrkdale .......
Cannon Will ....
Clayfield ..
Collingvood Pack
ipsvich ....
Pine Rivers .
South 8ide .....
REnmOTE . .icvvne
Ocacborough .
Alrlle Beach .
Biggenden .

++vs Colin Worth

« Andrev Simpson
«« Mick Wucphy

ves Bazry Clocke
. Alan Allsop
« Bob Devrlies
« Peter Wat
Olen Evans
. Alan Menhiw
Tercy Cotten C/0
«« Ron Slspkin
vee JOEE L
+ Marxick Tankky
. Carol Cathcart
Ctabam Morphett

Gladstone ..
Oold Coest .

Gysple ... «ees Bert Lloyd
« Lesley Worvood

HACKRY ..... + Lan Maloney x792
+ John Bfferx

. . Jack Rae
Murgo - Peter Angel
Rockhampton .. « Kelran Simpson

Sunshine Coast ..... « Bob Lassman
Tannymore (Wacwick) ...... W. Wughes
Tara « Dabble Dorfleld
Toowoosba .....vee.. Len Oersekovskl
Towvnavill «+ John O'Callaghan

South Australla:
Melside:
Port moarlungs

Loxton ........
Port Lincoln .

Port Pirle . Vic Krauerhase

Whyalls . Malcolm Patrick
Tasmanla:

Devomport .... vesses Jelt Best
Mobart .... . Bod Delbourgo
Kingston .. ¥in de Puilt
Launcesten . +« D111 Dowver
Smithton .. ++ Raxcy Chrisafls
Wynyaed ... ceseene Andrev wyllie
victoria:

MWelbourne:

Helbourne CCC ........ Les Lelohsan
Plackbuen .. « Andrev Raviings
David Borrocks
Justin Lipton

Frankston .
Narre ¥acren .

vee Joy Rall
Ivor Davies
«o Juck Sait

sunshine . « lan Buttriss

Upr. Fernt
Balrnsdale
Ball

cede
ree Gully .

Joseph Mester
Wichael Monck
«« JOEE Sheen

+ Lelgh Daves
Lois O'Meara

Westexn Australia:

Perth:

CILY civvvevnnsnnnness 18IN MacLeod
Clcravheen . o Hank Willemsew
Kalgoorlie .......... « Tercy Burnett

Overseas: Canada
ontario ......... Richard Hobson
Toronto .......... Franz Lichtenberg

Teacher's Interest Oroup
® ssssssscasssees Bob Horme 07 281 9151

Brisdiz ........ Brian Bere-Strester 07 349 4696

08-9 Oroups!
Queensland:
Bcisbane Non-Swokers ..

C tleld

outh W

. John Poxon 07 208 7820
ssves Jack Pricker 07 262 6869

Bankstown s..iiuivnnainn Carl Stern 02 645 3619
Carlingtord . Rosko Mackay 02 624 3253
Oladesville « Mark Rothwell 02 817 4627
Sydney East . Jacky Cockincs 02 344 9111
Coome ..... +++ Ross Pratt 064 52 3065

Victorlas
Latrobe Valley ....
Vestearn Australia:

Kalgoorlle .......... Terry Bormett 0%0 21 s212

« George Framcis 0S1 34 5175

MC-10 Contacts:
Lismore .
Sydney ...

vessvsss Bob Willard 066 24 3089
Graham Pollock 02 503 5028

Tandy 1000/M8-DOS:
Queensland:

North 8 ceves «sess Blran Dougan 07 30 2072

South slde . «ssss Bazry Caviey 07 330 1946
Oold Coast ............. Bruce Kerr 075 3% 6177
Nev South wales

Gladesville ... . Mark Rothwell 02 817 4627
Sydney West ++ Roger Ruthen 047 39 1350)

wyonq
South Australia

Port Lincoln ........, BI11 Doardman 086 82 2385
Victorla:
Latrobe Valley .
Melbourne ....

vess John Wallace 043 90 0312

051 74 57191

03 382 4684
Forth:
Sydney ...... &% 01 s 2751
Christlan Users' Oroup:
WO® sevevccenes «ses Raymond L. Isanc 051 27 2695
HEX:
Franskton .......... +eo Mlan Wassell 0) 786 §290
Hodel Rallvay Club:
Beenleligh ....... vie. David Philllips 07 807 266)
Sulletin Boards
300 Bavd
Frankston .. (21:30-07130) 059 71 1%%2
Infocenter .

sesssessenses 02 344 9511
tesssnsseenses 02 625 0021
vesee 02 619 7901

VideoText Systems

Tandy Access ........
The CoCoComnectlon ..

Viatel ......
HOGROLEX ... ..iinuaninns
UIX 4000 . .iivinnnninnnn

cecasssesesas 01955
42 5528
o 0 741 2295

Tandy Inforsatlion on Viatel (0195%)

Goldlink .
Tardy ...

wan
oe "6A2610

Some Tandy Users On Viatel (0195%)

Allan Beale : 726353300
Jack Fricker: 726200690 s
Stoert Mall 9397657190 t 665122080
Jeft Laxsen 1 705471270 T 954811%00
laln MacLeod: 944821260 Chris. Magle 1 609522260
H
]

ing: 848232630
12039

R. Pankbhurst: 200717870 Ross Pratt 648210650
R. Schsahl : 298151500 Arthur Slade 262209400
D. O'Toole : 755100150 Reon Wright 1 352924510

Key: Stop betveen nusbers (eg 123.45.1234) means
ting Ip business hours and hyphen betvesn. sumbers
(eg 123-45-1234) wean ring anytime (vithin
reason.)
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