ol TRICKS O0OF THE TRAaDE > <
>EL>LDC TUTORIASL #H#1S ><><><><
L L C L MIKE KHITE Rl A ol e
TLICTILCTL COUNTY LIME #2 ><><><><
SECILCICTL R.DoH1I BOX 3BF2 >C>C>C>C
L LFCIL WEKEMSMN , OHIO ><C><><><
FETCT LD C 442325 E e Al e s

STILL MORE O STRIMRMNGS

LAST MONTH I SaAID THAT WE WOULD BE LOOKING AT & METHOD WHERE
DIFFERENT LENGTH SEGMENTS ARE HANDLED IN OME ARRAY. IT"S CALLED:

THE DIRECTORY METHOD

THIS IS WHAT 1 FOUND INSIDE THE GREAT AMERICAN JIGSAW FROM
ESOTERICA LIMITED, P.0O. BOX &14, WARREN, OHIO 44482 (IF YOU'VE
NEVER SEEN THIS BEFORE, YOU SHQULD! IF YOU GET NO RESULTS BY
WRITING TO DAN DREACHER, WRITE ME). THE 1888 BYTE PROGReaM DRAWS
ALl 48 CONTINENTAL UNITED STATES ON THE SCREEM. THE PROGRAM IS
ABOUT 988 BYTES LONG AND USES ¥{(-X)> TO HOLD THE DRAWING STRING,
HERE“S THE LINES THAT DO IT!H!!

498 F=1;L=1
580 E=Y(-2347&+(Sx2))+1800 ;B=RM

565 K=@6;J=6;FO0R A=-23582+BT0 -23582+B+ESTEP 2
518 C=¥{A) 108080 ;X=RM: 188 ;Y=RM;C=ABS(C)

5268 IF C=1Y=-Y

530 IF F=21F A=-23582+B K=-52-X;J=-35-Y;L=2
533 K=X+K;Y=Y+J

534 IF A=-23582+BLINE X,Y,4;56=X;H=Y jNEXT A
548 LINE ¥,Y,L3;NEXT &3;LINE G,H,L3;RETURN

THE "DIRECTORY" STARTS AT X(-23488) AND RUNS ¥6 (48x2) BYTES
LONG. THE "FOR NEXT" LOOP IN LINE S85 SETS UP WITH THE DATA FROM
THE "DIRECTORY" AND DRAWS ALL 48 STATES USING THE LINE COMMANDS
SHOWN. THIS WAY TEXAS (25 LINES) AMD RHODE ISLAND (4 LINES), CaAN
BE IN THE SAME STRING. THE PART WITH J,K,+L IS S0 THE STATE CAN
BE DRAWM IN THE LOWER LEFT CORNMER OF THE SCREEN BEFORE IT GETS
PUT IN THE MAP. THIS I8 THE GAME CONCEPT OF THE FPROGRAM. PLAYERS
1+2 TRY TO RECOGNIZE STATES BY THIER SHAPE AaND LOCATION. "GOSUB
S5@a@" PUTS A STATE IN LOWER LEFT, "GOSUB 498" PUTS IT IN THE MAP.
F=2 AND S=RND (48> WHEN THIS ROUTINE GETS RUN.

THE GREAT AMERICAN JIGSAM IS THE OMLY BASIC PROGRAM I°VE
EVER SEEN USIMNG THIS STRING METHOD. FOR MORE INFORMATION CONSULT
PROGRAMMING THE 2868 BY [RODNAY ZAKS1 (TO BE FOUND IN MOST RADIO
SHACK STORES) . THIS METHOD IS COMMON IN MACHINE CODE PROGRAMS.

THE LAST METHOD IS ACTUALLY A& HARDWARE METHOD THAT NOBODY
(EXCEPT ME) EVER USED. OMLY IN THE 18K WERSION OF QUADRA CaAN YOU
FIND IT, AND IT’S LIMITED TO @) ALLOCATIONS ONLY! I CALL IT:



THE FPHA&AHNTOM—STAaRT MHMETHODR
TO DEMONSTRATE, PUT AB IN THE SLOT AND RUN THIS:

g .CDaaN GYREAUT UKLNABTWI aWNHSA!'T  IYTe UW aDRIKDS?!
28 CLEAR ;A=208000;C=M(A) jX(A)=-24571;G08UB 48

38 X{A)=-24578;GOSUB 48;X{(a)=C;IF KPRUN

48 FOR B=8T0 25;TVU=@{B) jNEXT Bj;RETURN

BE SURE TGO KEY IN LINE 18 EXACTLY &S SHOWN SPACES AMD ALLE !
»e288680) IS THE "TXTUNF" IN AB (SEE PG. 183 AB HANDBOOK) . WHEN
THIS MUMBER CHANGES (AS MWHEN WE CHAMNGE OUR BASIC TEXT) @{8) GETS
MOVED TO A NEW ADDRESS. BY GIVING THE "TXTUMF" A PHANTOM ADDRESS
WE START A PHANTOM STRING, EITHER IMSIDE THE TEXT (SHOWN AROVE) ,
OrR IN THE FREE SPACE BEYOND. THE PROGRAM CAN BE LISTED, RUN, OR
TRPED, BUT NOT EDITED OR CHANGED, UNMLESS THE CORRECT "TXTUNF"
HAS BEEN RESTORED. "C=Xd{&) " AND "X{pr=C" SAVES IT IN THE PROGRAM
ABOVE. THIS IDEA IS BETTER SEEM IMN EB  WHERE THE TEXT CaAMN BE IM
“iréapa) ADDRESSES, WITH THE B{x) IN X{!7888) ADDRESSES, OR VICE
VERSA. TO RUN THE ABOVE PROGRAM INM BB CHANGE "2668a" TO "2e83a",
FOR BRE, CHANGE "28888°" TO "27778", AND "-24571" AND "-243578" TO
"Z2457?" AND "24586". IMN VIPER-SOFT, CHANGE "Zesae" TO "-32s838",
AND "—-24371" aND "-24578" BECOMES "-31743" AaND "-31742". IN LINE
4a, "TU=e{B)" PRIMNTS ONLY THE LOMWER BYTE OF THE 2{X) LOCATIONE.

ONE LAST NOTE ON "HARDMWARE" STRING ALLOCATIONS. CERTAIM DATA
15 BEST KEPT IN CERTAIN ALLOCATIONS. SIMCE @0X) IS SHORTER THaAN
"ACX+28258r " IN THE BASIC TEXT, @(X) OR ¥({xX) IS BEST FOR KEEPING
PLAYERS SCORES, ETCETERA. SINCE X{X) DOESN'T CHAMNGE WITH A LAST
MIMUTE TEXT CHANGE, IT WORKS BEST FOR "FIXED" STRIMGS, AND @0X)
WORKS BEST AS AN "AREA". ALSO, MACHINE CODE WON'T RUNM FROM (XD,
¥y, OR ¥M(-3, IN AB AND BB BECAUSE THESE ALLOCATIOMNS aDDRESSES
EXIST ONLY IM THE CARTRIDGE AS MEGATIVE MUMBERS. MaACHINE CODE
RUNS "AROUNMD® THE CARTRIDGE, LEAVING US WITH ONLY M(X) OR Xi+XD,
AND KXY WORKS BEST. HOWEVER, MACHINE CODE CAM RUN FROM ANYWHERE
INSIDE EXISTING MEMORY IN EB. (SEE ARCADIAN WOL. 3 PAGES &8, &1,
113, 117, 145, AND 175 FOR MORE IMFORMATION) .

IN CLOSIMG THIS SERIES I CAN ONLY REPEAT A LINE I USED IN
EVERY ISSUE LAST YEAR. "IF ANY OF MY PROGRAMS PUZZLE YOU, DON‘T
HESITATE TO WRITE. A S.A.5.E. SPEEDS UP REPLYS".

FIMNALLY, HERE IS & SHORT PROGRAM THAT SHOULD GIVE YOU & GOOD
LAUGH! ! (EB ONLY! SORRY ABOUT THAT? :

SILLY—F&eaaCE BY MIKE WHITE

18 CLEAR ;FOR &=27T0 36;CIRCLE 8,12,4,&4;NEXT A;BOX 6,32,140,40,4
280 FOR B=-15T0 1SSTEP 3@;FOR A=7T0 ¥;CIRCLE B,28,4,5;NEXT A

38 BOX B,20,3,3,7;NEXT B;DATA CX,-33,-32,6,8,L.

48 PRINT "HAPPINESS I1S";FOR B=1TC 388@;NEXT B;FOR A=37 TO 4@

5@ CIRCLE 8,12,A,5;NEXT A;BOX 8,10,9,9,7;DATA CX,-57,-48,7

48 PRINT "& BLUE RAM SYSTEM!'!'!",;IF KPRUN



