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HI! I'M GLAD TO EE RECARD AS vOUR MEW
ECITOR!  I°M 3ORRY ThAT THIZ FIRST  IssudE
HAS TARKERN ;o LOMG TG GET TO vYOU. BT IT

=G

Todr ME A WRILE TO SET MVIELF TOOETHER AS
TG JUST WHAT I MNEELEL TC L0 IM THIS HEW
JOB.

FIRET OF ALL. I WAMT TO THAMNK MIKE
WHITE FOR ALL oF HIS TIME AND EFFORT  IN
DOING THE ARTICLES IN THIS ELITION. AS
YOU WILlL WOTICE, THEY WERZ WRITTEM UHDER
THE ASUMFTION THAT TRIZ wAS TO BE MAILED

i = e

MOHTHLY . 23 WE DECIDED :

OF THE ARTICLEZ® IM THI:Z IS

MY THARHKS ALZD S0 GUT 7o 3ESRSE MoSES
FOR HIS WORK IN GETTIMNS THE FROGREAME ALl
LISTED FOR THIZ

LR
n

1l IS3UE.
FIREST THIMGS FIRST! THEFE WERE SOME LERY

IMPORTANT THINGS LEFT JUT &F THE
19 PROGRAM OF LAST ISSUE. WHEH -
TYRFED IN ALL  OF THE

T THE

YOU MUET THEM SET
T3 THE3Z UALUES:

D=16384 ,E=1970:F=1:N=11;R=35:U=70;Y=-10;
NT=0:8M=1

Gld . YOU SHOULD TRFE THIS. WITHOUT THEIE.
THE SRME WILL NGT WORK RIS
RECUT THIZ ISSUE. IW TRE FROGFAM BY
SEDMOE MOZES.,  "FRIWNTED  LISTIHG CLEAHUP
UTILITY", WOUVLL WCTICZE THAT LIME 101 HAS
SOME rrRiiHTSo “BLICHES’ IN 1T, ThEV SRIULD
BE LIrE THIZ: {on PAcE 557

101 .,.....STEP F:TU=10;TU=K; PRINT #{,"("
2V, 12", %(B) 3U=U+1 2 NEXT B

THE DOTE MEARN TO FUT ALL OF THE LIME IM
THRT 1% BEFSRE THE “STEF F .

Wi, SOMES THE TRICHY FART OF FUTTIMG
IN THIS ARD OTHERS LIKE IT FoF THE ELUE
RAM. IF  vOU DONTT T A REVESARD TRAT
HAD: THE SFECIAL COMMAMLE  LIFE CIRCLE .
DATA .$NAF . SCROLL ., ETC.. Wil Li HEEL TO
DO SOME FANCY PRGSRAMMING TG FUT IN THE

RIGHT LATA IMTO LIMES THAT CALL FOR THESE
AS MACHIMNE LAMGUAGE. HERE ARE A COUFLE OF
E~AMFPLES:

20Z PRIMT "GOTO DATA PRIHT ", ;2=4.RETURN

TO DO THIS FROM THE HEVFAD. PUT AMHY OME
BYTE CHARACTER IW PLACE OF THE ToMMAMD OF
DRTA . HOW, LOOK INM THE TAELE ESLOW FOR
THE NUMEER AZZOCIATED WITH IT  120) FAMND
TYPE IN THIS COMMAND WITHOUT A LINE #:

\
@l‘(c?(o R.Fabrds 5 5

B. (%((>203)+37, 0>=120

WHAT THE Y203 COMMAND DOES HERE 1S POINMT
TO THE ADDRES:

+3 FOINTE TO THE PLACE
THAT WE WAWT OUR NUMEER TG GG. TRE 2, 0)
FEANS  Th i 50 IHTG THE

TART  WZ WAHT
LOWER EVTE OF THAT ALDRESS. TRY THIS AWD
SEE WHAT  RAFFERS. wOU AN USE THIS AMY
TIME THAT YOU MEED TO INSTALL A HUMBER IN
ANY LItE. JUST JrAMSE THE 203 TO THE LIME
# THRT 7vOU HEELD. ANLe THE +3 T3 THE BYTE
THAT YU NEED.
HERE IS A

- -

mEb SORNMAND WoRDED

£
I

T~
-1
'

ELE OF THE SFELIAL BLUE
at

Ml THE #7686 THEW Eqddbl:

120 DATA D, !78
i21 CIRCLE ¢CI. ‘79
122 POINT PO. 78
123 DEFAULT DE. !'7B
124  SHOW $H, 7L
125 SHAP SN, 7D
126 Z2ERQ Z. '7E
127 SCROLL sC. 7F

WISl MOTICE TRAT EOTH DATA AL ZEFC
HAVE | LETTER FOR  THEIR AREBEREVIATIONS
DRTA BECAUSE IT-IS THE 15T  COMMAND THAT
STARTE #WITA TRE LETTER D. AND TERD I8 THE
OHLY 21

TO HELF  EFESL  UF FURTRER X iy
THIZ PUBLICATIOM. FLEARSE SEiHD AT
ANL ARTICLES 79 ME. Akl ADS 7O ROSERT

e
FACFRIZ.
SIRIERLY.

s = CHRMPFEELL.
I CRGTD Ii.. < 02

PUBLISHER'S NOTE Ken tells me
that the next issue is well under
way, with the remainder of Mike

White’s tutorials, and a few
programs. We have had a poor
year (and a half) from the

standpoint of getting material to
you, and I'd like to make the
next issue an oversize one to
make up for that. So why not
send in your program or tutorial
and we’ll put them all together
to finish out the Uolume. You
have two months to get the
material to Kaen. rf
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GREETINGS! TO ALL THE NEW SUBSCRIBERS, AND TO ALL YOU "DIE
HARDS", INEL COME B C ! !

AS YOU CAN SEE, I HAVE UPGRADED MY COLUMN WRITER TO INCLUDE
THE SYMBOLS «=1ix AND + A5 WELL AS ENHANCED PRINTING! LAST YEAR
THIS COLUMN  HAD SOME FUNNY SYMEBOLS IN SOME OF THE LISTINGS. BUT
NO MORE! IF YOU DON‘T HAVE NIAGARA BUG BULLETIN VOL.2 GET IT!!
BACK ISSUES ARE AVAILABLE THROUGH KEWIN O‘NEILL.

ON PG.22 VOL.2 NIAGARA BUG BULLETIN I SAID THAT "FOR NEXT®
LOOPS RUN FASTER THAN GOTO OR GOSUBR. THAT 1S BECAUSE THE ADDRESS
FOLLOWING THE "FOR" STATEMENT IS "PUSHED" ONTO THE STACK WITH
THE "TO" AND "STEP" VALUES. LOOP 1 OF MY LAST COLUMN (LAST YEAR
DEMONSTRATES THIS. LOOP 2 SHOWS THE EXACT ADDRESS. AS THE "FORY
STATEMENT IS READ BY THE COMPUTER THE "STEP" VALUE CHANGES, BUT
ONLY IF TR(1> 1S5 PULLED! HENSEFORTH, THE "FOR" STATEMENT IS ONLY
READ ONCE, NORMALLY! THE STACK HGOLDS EVERYTHING TILL THE "NEXT®
1S ENCOUNTERED. THEN WE RETURN TO THE STORED ADDRESS, AND KEEF
LOOPING. THE ADDRESS OF THE LOOPING VARIABLE IS ALSO PUSHED ONTO
THE STACK. SEE QUADRA OR THESE 2 LOOPS:

LOCP A LOOF B
16 FOR A=8T0 99 1@ FOR A=8TO 99:1IF A=3860f0 38
28 FOR B=@TO 99 28 NEXT A
28 NEXT & 3@ FOR B=@T0 99:I1F B=SeRUN
40 NEXT B 4@ NEXT B

LINE 46 "BLOWS OUT" IN LOOP A&, BECAUSE THE "FOR B" DATA GETS
ERASED WHEN "FOR &" DATA GETS READ FROM THE BOTTOM OF THE STACK.
LOOF B RUNS FOREVER! THESE "FOR" STATEMENTS ARE "RESTACKED" WHEM
REINITIATED, SO THE STACK (288 BYTES IN AB) DOESN’T EXPLODE.

NOW AS PROMISED LAST YEAR, LET S LOOK AT:

DIRECT SOUND FORT AacCCESS

& (18>=M0O MO=8: 1&)
&(17=TA Ta=(17)
%(18)=TB TB=&{ 1&)
L(19)=TC TC=C 1%

&(28)=UFx84+UR UF=&(28) +&4 1 VR=RM
L2132 =NMx 14+VC NM=4:(21> +18:VC=RM
L(22)=UBx 1 6+UA UB=(22) +16;VA=RM
(23 =N NU= (23
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THE CH&RT WAS TAKEN FROM  THE PORT TO VARIABLE TRANSLATOR BY
[GEORGE MOSES). THE PROGRAM LETS YOU HEAR THE SOUNDS AS WELL AS
SEE THEIR UALUES. THE TUTORIAL ON PG.&2 TO && VOL.1 ARCADIAN
EXPLAINS THE SOUND GENERATOR IN DETAIL. ONE THING ABOUT &(21),
8(21)=255 GIVES THE SAME SOUND AS &(21)>=&3. GEORGE MOSES’S PORT
TO VARIABLE TRANSLATOR WON‘T EVEN ACCEPT A& &(21) INPUT OVER é&3.

OM PG.&9 VOL.1 ARCADIAN YOU’LL FIND A CHART OF CONCERT NOQOTES
TO AUDIO FREQUENCIES. AND ON PG.73 IS & CHART FROM &(17) OR Ta&
VALUES TO AUDIC FREQUENCIES. REMEMBER THAT TB+TC OR &({8) +&( 1™
ARE THE SAME (SOUND WISE) AS &£17) OR TA. THEREFORE YOU CAN MAKE
THREE VOICE MUSIC FROM THESE TWO CHARTS. GEORGE MOSES SENT ME A
COUPLE OF LETTERS A WHILE BACK AND HE GAVE ME THIS:

THE FORMULA FOR A NOTE ONE OCTAVE LOWER IS TO TAKE THE MO
(OR TA) VALUE, ADD 1, DOUBLE IT, AND SUBTRACT 1.

THE FORMULA FOR A NOTE ONE OCTAVE HIGHER IS TO TAKE THE MO
(OR TA> VALUE, SUBTRACT 1, AND DIVIDE BY 2.

TO CREATE STRANGE SOUNDS REQUIRES A "FOR NEXT" LOOP. HERE I8
"THE RAZZ"!'! SLOBBER AND ALL:

18 NT=—1;&(18)=—1;&(19)=138;&(21)=36;&(22)=-1
20 FOR A=50TO @STEP ~-1:&¢20)=A
38 NEXT A;i;NT=0

IF  YOU USE THE YARIABLES INSTEAD OF THE PORTS, YOU MAY USE
THEM TO STEP THE LOOP. (SUCH AS "FOR UR=58TO ISTEP =1"y. BUT NOT
ALL IS SWEET!! TRY THIS:

11 NT=18

12 PRINT "135x1 Sx1iea

13 CLEAR

68 FOR N=1TQ 1866 :NEXT N

333 NT=@

243 TB=-1;TC=100;NM=2;UC=4;UA=~1;UB=-1
344 FOR VR=5S8TO 1STEP -1

345 FOR XY=1T0 2;NEXT XY jNEXT VR ¢

911 NT=15

512 PRINT "100181160+20220110-11006

THE VARIABLES RUN SLIGHTLY FASTER THAN THE PORT LOOPS. THE
REASON IS, THERE ARE LESS BYTES. S0 A SHORT DELAY IS ADDED TO
LINE 345. BUT “WHERE IS THE RAZZ"? IF YOU ADD THE ABOVE PROGRAM
TO ANTI-AIRCRAFT GUN BY [BOB OGDEN], PG.73 ASTRO BASIC HANDBOOK,
(EXCEPT LINE 68> YOU WILL GET "THE RAZZ2" IF THE AIRPLANE REACHES
THE RIGHT EDGE OF THE SCREEN. BUT ONLY IF YOU MISS AT LEAST ONCE
FROM THE GROUND. OTHERWISE, YOU HEAR A NASTY SCREECH. NEXT MONTH
I7LL TELL YOU WHY! ALSO, DID YOU TAKE THE “&(1&)=71" OUT OF LINE
28 OF SPACE MISSION (PART 2)? IF ANYONE CAN TELL ME WHERE THE MO
SHIFT OCCURS BEFORE THE MARCH "TRICKS" COLUMN COMES OUT, 1I-LL
GIVE THAT PERSON A FREE QUADRA' (HINT) ANTI-AIRCRAFT GUN MODS
ALSO SUFFER FROM MO _SHIFT! CLUES NEXT MONTH! KEEP BUGGIN”

Magen 21, 198¢ *‘\

37

@ 4o R.FABRIS



s <GRCADIAN

Marew 21(, 1486 1

>l > TRICKS 0OF THE TR&AaDE > L >
> L>IC>C &a TUTORIAL BY S>L>LCFLCF L
> L L L MIKE WHITE SL>LFL>C
SLC>LILCTC COUNTY LINE #2Z2 L L
TLTL>CTLC R.DoH1I BOX 3T >L O L
>LILLC>C WEHEMASN » OHIQO ><>CL>C>LC
el R i Qo 44828 >L L

LAST YEAR I SAID THAT "YOU MAY CONSIDER PURCHASING THE PORT
TO VARIABLE TR&NSLATOR BY [GECORGE MOSES)". IN TRUTH THIS PROGRAM
1S & "FREEBEE", AND APPEARS ON PG.S58 VOL.5 ARCADIAN. 1 GOT MINE
FROM GEORGE, ON & TAPE WITH ASTRO ZaP  AND BACH MUSIC. I FORGOT
ABOUT PG.S8 UOL.S5. SORRY ABOUT THAT! I STRONGLY SUGGEST THAT YOU
KEY THIS IN. BE SURE TO READ THE TUTORIAL WITH IT!

OTHER THAN THE SOUND UARIABLES, AND PORT COMMANDS, THERE ARE
THREE OTHER WAYS OF ACCESSING SOUND IN THE BALLY, "Mu=", *"Tu=",
AND "FRINT ". THESE ARE UNDER THE HEADING OF:

INMNDI RECT SOuUuND PORT &aCCESS

ON PG.71 TO 73 OF VOL.1 ARCADIAN IS THE TUTORIAL ON INDIRECT
SOUND PORT ACCESS. THE CHART ON PG.73 HOLDS TRUE FOR BOTH BB AND
ER. AB USES A& DIFFERENT KEYBOARD CODE. THAT IS, THE "A" (TVU=6D)
FOR EXAMPLE, GIVES @& %&<17) UALUE OF 27 IN BER OR EE. IN AB IT’S
42. LISTEN TO SOME KEYBOARD SOUNDS BETWEEN AB, BB, AND EB, IF
YOU HAVE ACCESS TO THESE BASICS, AND YOU‘LL UNDERSTAND WHAT I'M
SAYING. GEORGE MOSES SENT ME A COUPLE OF LETTERS (MENTIONED LAST
MONTH? CONTAINING THESE TWO SHORT PROGRAMS:

1 MO AaND TAa SHIFT ROUTINE

S CLEAR

& PRINT " NOTE MO TA

16 FOR A=48T0 SS;i;NT=16

28 PRINT " =", ;TVU=4;NT=08;G0SUB 1080 ;NEXT A

78 NT=8;S5STOP
188 NT=@;PRINT MO,TA;RETURN

1 .MO AND Ta PRINTOUT ROUTINE

16 CLEAR ;GOTO 24

15 BpOX @,8,166,8,2

26 NT=3:PRINT " INPUT NOTE ",;FOR B=1TO 21@(BY=KP;TU=R(B) ; IF E(B
YHIBMNEXT B

3@ NT=0;PRINT ;Cy=-8;PRINT " NOTE MO TéA
48 NT=20;Cx=-71;FOR A=1T0 BE-1;TVU=@(A) jNEXT AiNT=0;PRINT MO, TA GO
TO 1S

SUBRSTITUTE & "+", "x", ":", OR A SPACE, FOR THE PRINTED "-"

IN LINE 280 OF THE FIRST PROGRAM TO SEE ALL THE SHIFT VALUES. THE
SECOND PROGRAM GENERATED THE DATA FOR THE CHART THAT FOLLOWS.
(ALS0 IN GEQORGE‘S LETTER BY THE WAY):

@ G&e R.Fabrs
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~ABE KEYFPaDh "HKaRasaCTER®™ FREQUENCIES
CHAR MO TaA CHAR MO TaA CHAR MO TaA CHAR MO TA CHAR MO TaA
-1 71 @@ & 71 7@ -8 71 52 cC 71 41 g 71 25
1 71 94 71 &9 g 71 32 D 71 48 T 71 24
+1 71 8¢ { 71 &8 +8 71 52 E 71 3% u 71 23
-2 71 8% Y 71 &7 = 71 51 F 71 38 v 71 22
2 71 84 ¥ 71 &6 g 71 51 G 71 37 W 71 21
+2 71 7% +4 71 & +? 71 51 H 71 38 X 71 28
-3 71 79 -5 71 &8 r 71 56 I 71 35 Y7119
P71 75 » 71 64 1 71 4% J 71 34 Z 71 18
3 ¥1 74 . 71 &2 7 71 4% K 71 33 t 71 17
-4 71 74 S 71 &2 ¢ 71 48 L 71 32 N7 16
v 71 74 s 71 61 > 71 48 M 71 31 1 7115
g 71 73 +5 71 5% +7 71 44 N 71 38 + 71 14
$ 71 72 -& 71 5% ? 71 45 o 71 29 €« 71 13
w7171 6 71 5% @ 71 44 P 71 28 + 71 12
+3 71 7@ +4 71 52 A& 71 43 @ 71 27 + 71 11
4 71 780 -7 71 352 B 71 43 R 71 268 g 71 @

IF YOU RUN THE SHIFT ROUTINE FURTHER YOU‘LL FIND THAT Téa CAN
ONLY SHIFT IF A NUMBER FROM 1| TO 7 GETS PRINTED. THE "+" AND "-"
SIGNS HAUVE NO EFFECT IF FOLLOWED BY AN ALPHABETIC CHARACTER OR A
SYMBOL . EXAMPLE: PRINTING “"+T" OR "-T" GIVES "T" SOUND,

Ta IS ALWAYS RESET TO ZERC AFTER A NOTE PLAYS. UA IS ALSO
RESET TO ZERO. THIS CAN BE USED TO ADUANTAGE. HERE ARE TWO LINES
FROM U.F.0. ATTACK (AVAILABLE AS PART OF QUADRA) :

14 C=X;I1=0:Ua=15;FOR D=Y-HTO -48STEP -B;GOSUE &;C=C+J;LINE C,D,I
:1F U>8TA=48-D;BOX C+E+8,D+3,1,1,1

18 MU=RND (%) +32;1F H>BGOSUB 3:;P=P+1

THERE ARE NO OTHER SOUND COMMANDS IN LINES 15, 16, OR 17, OR
IN SUBROUTINE &. V>8 WHEN A FLYING SAUCER GETS HIT. S0 THE LOOF
GIVES A& FALLING SOUND USING TA + UAa. WHEN THE CRASH SOUND PLAYS,
(LINE 18>, TA + UAa RESET TO ZERO TURNING OFF ALL SOUND.

UNLIKE MO! ON PG.71 VOL.1 ARCADIAN ONE FALSE STATEMENT WAS
MADE. "AS SOON AS THE NOTE IS FINISHED, &(1&> WILL AGAIN RETURN
TO 71 UNLESS THE NEXT NOTE IS ALSO PRECEEDED BY A& + (OR x)". NOT
§0!'!' MO SHIFTS TO ONE OF FOUR NUMBERS (71, 35, 143, OR @), AND
STAYS RIGHT THERE' UNTIL ANOTHER SHIFT QOCCURS, OR A %(1&) OR "I"
COMMAND 1S ENCOUNTERED. A& “"MO=" COMMAND MAY NOT ALWAYS WORK. IN
SPACE MISSION FOR EXAMPLE, HALTING PART 2, AND KEYING IN "NT=@;
MO=71" DOES NOTHING' AND, IF YOU KEY IN "PRINT MO", YQU’LL FIND
MO ALREADY IS 71'! CONFUSED? HERE ARE YOUR CLUES: MO INPUTS FROM
THE TAPE AND %(¢16) DOESN‘T, BUT IF YOU STARTED LOOKING IN PART 1
YOU‘RE ONLY HALF RIGHT. ALSO, BY CAREFUL LISTENING YOU WILL FIND
THAT &(14>=8' IN ANTI-AIRCRAFT GUN MODS (LAST MONTH), THE SHIFT
IS IN LINE 12, ALL FURTHER ANSWERS NEXT MONTH'!' KEEP BUGGIN”!

N 59 Y
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MAaTH QuUIZ
BY BOB W#EBER

LOWERCASE = 1-BYTE KEYPAD WORDS. UNDERSCORES

= SPACES. 765 CHARACTERS
2 .
3 .
4
5  MATH_GUIZ
8 =5
13 clear
12 BC=rnd (256);FC=BC+1}
15 0=0:1=4

30 A=rnd (W+5S

35 if O=10goto 20008

4@ B=rnd (W)+S

58 S=rnd (4)

52 Q=Q+1

55 N=0

4@ if S=lgoto 200

78 if S=2goto I00

8@ if S=3goto 400

9@ print A,#1,"+",B,"=",

108 input "7“C

110 i+ C=A+Bif N=@T=T+ijprint YRIGHT!";goto
30
118
120
122
140
15@
200
210
220
o 30
225  i4 C=A-Bgoto 2002

23 N=N+1

249 i N<3goto 200

25 Y=A-B;gosub 1000

268 goto 38

30@ print A,#1,"x",B,"s",

312 input "?"C

220 if C=AxBif Ne@T=T+ljprint "GOOD!"jgoto 3
.}

if C=A+Bgoto 000

N=N+1

i N<3goto 90

¥Y=A+B:igosub 1000

goto 3@

print A,#1,"=",B,"s",

input "?"C

i$ C=A-Bif N=@T=T+l;print "CORRECT!"jgot

<BRCADIAR

40

INSTRUCTIONS FOR
MATH QUIZ

ENTRIES ARE MADE VIA THE KEYPAD WITH
OVERLAY. KEY IN THE ANSWER. USE THE
MINUS SIGN WHEN APPLICABLE. PUSH GO.
COMPUTER WILL GIVE 1@ PROBLEMS

DEPENDING ON YOUR ANSWERS THE COMPUTEER
WILL ADJUST TO YOUR ABILITY LEVEL. IT

GETS MORE DIFFICULT AS YOU DO BETTER

AND IT GETS EASIER AS YOU DO DUMBER.

DON'T WORRY, WE WON'T TELL OTHERS HOW
YOU SCORED.

325
338
340
350
360
400
410
420

30
423
430
440

if C=AxBgoto 3800

N=N+1

if N<(3goto 300

y=AxB:;gosub 1000

goto 3@

print AxB,#1,"2",A,"s",

input "?"C

if C=Bif N=@T=T+ljprint "TERRIFIC!"jgoto

i+ C=Bgoto 308

N=N+1

if N<3goto 400

45@ Y=Bigosub 1080

460 goto 30

100@ print “"THE_CORRECT_ANSWER_IS_",#1,Y
1818 return

2008 print “TOTAL_NUMBER_CORRECT_OUT__OF_1@_
=", #3,T

2018 +for I=1to 1000

2022 next 1

2030 if TO7W=W+1

2040 if T{SW=W-1

2058 if WCiW=l

2060 goto 1@

000 print “YOU_BOT_IT!"

3012 goto 30

_J
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BY BOB WEBER

LOW
=8

5 0
12
20
39
40
=1
&0
70
802
90
120
110
130
140
158
168
=255
170
=255
180
190
2eo
21ie
220
=235
230
=285
2409
245
250
260
278
280
290
300
310
32
1000
1210
1040
1258
1060
1070
1080
1090
1120
1200
1210
1213
1220
1230
1235
1240
1245
1250
1260
1278
1280
1290
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ACE CHaSE INSTRUCTIONS FOR

SFACE CHASE

USES HAND CONTROLLER. JOYSTICK CONTRQOLLS
MOVEMENT OF SHIP. KNOB ALL THE wWAY TO

ERCASE = 1-BYTE KEYPAD WORDS. UNDERSCORES

THE RIGHT FOR SHIELDS UP, ALL THE WAY

PACES. 1231 CHARACTERS TO THE LEFT FOR SHIELDS DOWN. PULL THE
TRIGGER AND HOLD TO FIRE LASER. GAME IS
=0:E=0 A LITTLE SLOW BECAUSE IT'S IN BASIC BUT
%(23)=235 IT'S AS FAST AS IT CAN BE.
clear :
BC=0;FC=26 INPUT (@) FROM THE KEYPAD (USING OVER-
NT=0 LAY) TO PLAY ABAIN. 2 PLAYERS.
for I=1to S0
box rnd (160)-B0,rnd (88)-44,1,1,1
next Z
=50:6=50
A==-43;B=13
X=40;Y=-10
gosub 1000
Cy=44 1300 7T=20
print #8,F,#10,6 12:0 i X>A_T=-20
gosub 4000 {245 NT=I
if F:Bif IX(1)HOF=F-1;A=A+IX (1) x10:%(21) 130 for =1%o 10
1230 box X+T,Y,40,1,3
if FM@i€ JY(1)#@BF=F—1:B=B+JY (1) x%10;& (21} 1775 Mu=“"W*
1240 next 2
gosub 4000 1245 NT=0
if Fx3if TR(1)=1F=F-I;gosub 1200 IS0 if AXX-4Qif A{X+40gcto i370
if FriBif KN(1) »@F=F-2 1362 return
gosub S02@ 137¢ 14 ByY=-£14 BOY+bgotc 1390
if GPRif JIX(2)#B6=G-1;X=X+IX(2)x10:%(21) 12382 return
1392 goto t15@¢
if BXDif JY(2)#0G=6-1;Y=Y+JY(2)x1@:%(21) 1400 bo: X,Y.15,15,3
1481 14 8>1@14 KN(2)>@6=C-12:box X,Y,15,15,3
gosub S22 ireturn
if F<1if G’igoto 10 1425 box X,Y,15,15,2
if BrIlif TR(2)=16=06~;30sub 1300 1406  [O=0+1
if Gr1@if KN(2) >@8=6-2 1410 &%{(21)=0
if JX(1)=@if JY(1)=Bgcto 290 14! Cv=@jprint "DRK",#3,0,"___ ELK",4I,E
goto 130 1420 if &(22)=1&goto 10
if JIX(2)=0i¢ JY(2)=0%(21)=0 1430 goto 1420
goto 130 1580 bor A,B,15,15,3
if L=0if M=0&(21)=0 155 if F>1@:4 KN{1)>@F=F-i@;pox A,B,15,15,3
goto 130 jreturn
C=X3D=v 1518 box A,E,15,15,2
for I1=1to 2 1€15 E=E+1
box X,Y,3,1,3 1528 goto 1418
hox X+2,Y,1,5,3 400 box A,B,3,1,3
box X-2,Y,1,5,3 4230 box A+2,E,1,5,3
X=A; V=B 440 box A-2,B,1,5,3
next 2 4252 return
X=C;Y=D S0R2 box X,Y,3,1,3
return Se3e beos. X+2,Y,1,5,3
=20 5042 box X-2,Y,1,5,3
i$ AXX_T=-20 S2S2 return
NT=32
for I=1to 10
box A+T,B,48,1,3
HU‘IIVII
next I
NT=0
1¥ X>A-40i+ X<{A+4B8gotc 1278
return
if Y>B-6if Y<{B+bgoto 1290
return
goto 1400
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THIS MONTH WE‘LL BE LOOKING AT THE MOST MISUNDERSTOOD AND
THE LEAST UNDERSTOOD QUIRK THIS LITTLE MACHINE OF OURS HaS. IN
FACT, EVERYONE EXCEPT THE TOP EXPERTS IS STILL STUMPED WHEN HE
EMCOUNTERS THE BIGGEST MESE WE-VE GOT:

MO SHIFT

MO IS NORMALLY SET TO 71 IN BASIC AND IF YQU HIT THE [RESETI
BUTTON THIS IS WHAT YOU GET. BUT, IN CARTRIDGES IT‘S DIFFERENT!
THERE IS AN ON BOARD SUBRROUTIME THAT RESETS ALL THE SOUND PORTS
TO ZERQ. 1T CAN BE REACHED FROM BASIC IN FOUR WAYS. BY "NEW" IN
VIPER SOFT, OR "CALL" AND THIS SHORT MACH CODE ROUTINE;

SNDOFF . PUSH,. DE s SAVE BARSIC POINTER
LRST.28H 1CAall SUBROUTINE
.DB.20 $ SUBROUTINE NUMBER
.POP.DE {RESTORE BASIC POINTER
LRET. sRETURN TO BRSIC

(USE "A=282680;4(A)=-43;%(A+2)=-12012;%(A+4)=281" TO POKE AND
"CALLA" TO USE IT>. THE "PLAY" COMMAND (BRE ONLY) REACHES THIS
ROUTINE ONLY IF NO ARGUMENTS FOLLOW THE BASIC COMMAND, AND THE
OTHER WaY TO REACH THIS ROUTINE 1S IN SPACE MISSION. LINE 736 OF
PART 1 RUNS SUBROUTINE 258 JUST BEFORE LOADING PART 2. WITH THIS
YOU CaN [HALT] THE PROGRAM THE VERY INSTANT "START TAPE" APPEARS
ON THE SCREEN. THEN TURN ON THE PAROLE JET SOUND THIS WAY:

ENTER>&(23)=60;2(21)=~1

THE SOUND SHOULD BE NORMAL. NOW ENTER ":INPUT *, PRESES [GOJ,
[HALT], AND REENTER THE PAROLE JET SOUND. &(1é)>=8! THE ON BOARRD
SUBROUTINE 1S REACHED FOR ":INPUT " IN AB., BUT AT NT<{8 ONLY! SO,
THE ANSWER TO THE CONTEST WAS THAT PART 2 1S TAPED WRONG. TO
CORRECT ., RELOAD PART 2 AND CHANGE LINE 20 TO READ:

28 A={(B-151) +8;NT=-13;&(23)=60;1F A=IN=3

CHANGE NT TO ZERO, THEN REEMNTER THE FINAL TAPING COMMAND AND
TAPE OVER THE OLD PART 2. THIS IS A LOT EASIER THAN CHANGING
LINE 738 OF PART 1 (YDUR OTHER OPTION) TO READ:

7368 GOSUEB 2563 :INPUT jNT=-1;RUN

Voo T KMo _\
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RULE 1 IS MNEVER TAPE AN AB PROGRAM AT NTC8 IF YOU WANT & 1&)
NOT 7O BE ZER(Q. RULE 2 IS IF YOU USE "PL." TO TURN OFF SOQUND (¢IN
BRB ONLY) &(1&) WILL BE ZERQED OUT. RULE 3 IS WHEN YOU SHIFT MC
WITH THE "x" OR "+" SIGNS (NT»@8> THEN USE THE DIRECT SOUND PORT
ACCESS COMMANDS, MO WILL BE SHIFTED TO 35 FOR "x" AND 142 FOR
"+, ANTI-AIRCRAFT GUN MODS HAD THIS PROBLEM. TO CORRECT, EITHER
ADRD A SPACE TO THE END OF LINE 12, OR CHANGE LINE 12 TO:

12 PRINT "135+7 S+788

RULE 4 IS THE “"FLAG RULE". WHEN @& "x" QR "i" GOES TO THE
SCREEM (REGARDLESS OF NT) A FLAG IS SET, SO THAT THE NEXT QUOTE,
"Ty=", OR "MU=", SHIFTS MO, (NT>8>. ONLY PRINTING A NUMBER OR A
VARIABLE DIRECTLY (EXAMFLES "PRINT 8;PRINT A") DOESN‘T SHIFT MO.

THE MO AND TA SHIFT ROUTINE PRINTED LAST MONTH DIDN’T GIVE
THE CORRECT MO SHIFT NUMBERS BECAUSE OF RULE 5. (14> 1S SHIFTED
WHEN THE NOTE STARTS TO PLAY AND MO IS SHIFTED WHEN IT FINISHES.
TO CORRECT THIS, REMOVE THE QUOTED SPACE JUST AHEAD OF THE SHIFT
SIGN IN LINE 28. YOU WERE READING THE SPACE AND GETTING 71 IN
ALL BUT THE "1", WHICH IS BECAUSE THE "@8" DOESN‘'T USE THE FLAG.
THE "e" WON‘T SHIFT MO BY FOLLOWING "x" OR ":" EITHER. A SPACE
DOES, AND TWO SPACES CAN KILL A SET FLAG. (SHIFT, THEN RESET

RULE & IS THAT ALL NT VALUE OR INDIRECT SOUND CHANGES TAKE
PLACE DURING THE SCREEN INTERRUPT. IF YOU WERE TRYING:

ENTER>NT=8:M0=71;NT=-1:G0T@ 30

ON SPACE MISSION (PART 2>, YOU DID NOT GET A& CHANGE IN MO.
BUT IF YOU KEYED IT IN ONE INSTRUCTION AT & TIME YOU DID. IN ONE
LINE, IT EXECUTES TOO FAST FOR THE SCREEN INTERRUPT TO CATCH,
(SOMETIMES ANYWAY) . NT HAS & COUPLE OTHER QUIRKS ALSO. TRY:

186 NT=5@;PRINT " 100606

28 GOSUR 48;PRINT "1@eaaa

2@ GOSUB 46 ;NT=2;STOP

48 FOR A=0TO 3600 ;NEXT A:RETURN

SEE PG.71+72 OF VOL.1 ARCADIAN FOR THE EXPLANATION, OR NEXT
MONTHS COLUMN WHEN WE DISCUSS "NT SHIFT" (WOULD YOU BELIEVE> ! IN
AB, NT CONTROLS MORE THAN INDIRECT SOUND ACCESS TIMING, IT ALSO
FREES US FROM THE SOUND VARIABLES. BUT BE CAREFULL!' IF YOU WERE
USING THE SOUND VARIABLES, AND TURNED SOUND OFF BY "Va=0;VB=8;
VC=8 ;NU=a" THEN SAID "NT=-1" YOU MAY FIND THAT THE SOUND COMES
BACK ON. THE CHOICE WAY TO KILL SOUND IS A SUBROUTINE, SUCH AS:

FANT=0; 4 27 NT=8;3;PL.i&{160=71
THESE ARE FROM THE LASER,ASLIDE PART OF QUADRA, AB+BRE 4K

VERSIONS RESPECIVELY. @& SHORT DELAY IN THE FOLLOWING LINE <OF
BOTH VERS.) PRECEDES "RETURN ". TILL NEXT MONTH, KEEP BUGGIN‘!!

MAleH 211986 \
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ALIEN FATROL
BY BDB WEBER

LOWERCASE = 1-BYTE KEYPAD WORDS. UNDERSCORES
= SPACES. 1673 CHARACTERS

20 BC=S;FC=33;F=1006; T=5; S=0; =1
70 +4or 2=Qto 4@:@(2)=Djnext 1
102 for ZI=1ito rnd (3@)

11¢ A=rnd (3}

122 B=rnd (6@)

138 14 @(R)>0goto 1Z0

148 €(Ry=Ajnext I

162 clear A=l

170 gosub 3080

18¢ gosub 5000

190 goto 6800

200 box ©@,-14,168,52.2;return
302 P=rnd {3)-23M=@;C=rnc (BZ:+9
31¢ for Z=ito 6B@iif @(Z)=3M=Mel
320 next 1

342 i M=@print "ALL_ALIENS_DESTROYED!"jprin
t "RETURN_TO_BASE'":iR=2

3460  return

1p0e =0y (=1) § B=5+0

1830 if S5-6@S=60:D=0

1042 if S<@S=0

1052 F=F-10@;if F<Bgoto 5200

1270 gosub 5200

1089 14 S=0D=0;goto 111@

1@9e if D=ligoto 2002

1182 goto 60Q0

1118 if F>Rif M=@print “YOU_WON'";goto 2@
112¢ goto 6000
280 F=F-S

2028 if @(S)=@goto
2025 NT=3Z

2030 if €@(S)=ligoto 2600

204 i @(S)=2goto Z700

285¢ print "ALIEN_SHIP_IN_SECTOR!'"

2068 if T>@print "SUE-SECTOR",#9,C

2072 X=rnd (2)3if X=2goto 2120

2PBE if X=iprint "ALIEN_HAS_FIRED_MISSLE!"
2092 X=rnd (3):if X=iprint "YOU_KWAVE_BEEN_HI
T F=F-100

2118 if A=1if X=1goto 2610

2115 i X=1if A=2poto 00O

2117 print “HE_MISSED'*

2120 if T<lgoto 253@

2130 if D=1D=@;goto 3803

214¢ goto 3000

2500 print "SECTOR_EMPTY!®

2530 if D=18=5+Q;gotc 1030

2542 goto 180

2600 print "METEOR_STORM!"

2610 E=rngd (2)::f E=iprint "HEAVY",;F=F-50
2630 14 E=2print "LIGHT",;F=F-10

2660 print "_DAMAGE'!";gosub 5800

2665 if X=1D=0; ¥=0

2670 goto 2532

2700 print "FUEL_STATION!";if T=0T=5;D=0;got
o 2756

2705 14 M=Bgotc 273@
2710 1f F>4%9%9goto 2530
2750 F=F+500

2508

@yee K.Fabrs

ARCADIAN

-+

44

INSTRUCTIONS FOR
ALIEN PATROL

ENTRIES ARE MADE VIA KEYPAD WITH OVERLAY.
COMPUTER ASKE YOU TO SELECT 1 OF 3 OPTIONS,
#3, REFUELING, ONLY APPEARS IN SECTOR @
(HOME BASE); IT 1S USED WHEN YOU DO NOT
FIND ANOTHER FUEL STATION AND NEED ONE. YOU
MAY REVERSE AND RETURN TD SECTOR B.

WHEN COMPUTER REACHES A FUEL STATION IT WILL
AUTOMATICALLY REFUEL IF YQU ARE BELOW S0@
UNITS OF FUEL, OR OUT OF MISSILES.

WHEN UNDER COMPUTER CONTROL THE COMPUTER
WILL STOP TD FIGHT ALIENS. REFUEL IF NEEDED
AT SBECTOR @, AND AT SECTOR &@ (QUTER LIMITS)
WHENEVER 1T STOPS, YOU CAN EXERCISE YOUR
OPTIONS. IF YDU RUN OUT OF MISSILES WHEN
FIGHTING AN ALIEN, YOU MAY LEAVE TD FIND A
FUEL STATION AND RETURN TO COMPLETE THE
BATTLE. THIS IS A ONE PLAYER GAME.

2760
2775
2760
3000
Joez
3285
3010
3020
oto 170

3030 print "MISSED!";gosub 5020

3250 goto 206€

S0B2 NT=@

5@20 CY=44iF=F-1;14 A=1F=F~5

5030 :f F{10Be=Z

5P4p print "LCCATION:SECTOR" ,#4,S

5050 print “SHIELDE_ Y,

SP6D i€ As=iprimt "URT

5078 1§ A=2print “DOWN"

5080 14 M#Bprint "MIBSILES:",#10,T
S5PET if M=Pprint “FUEL_NEEDED:",#7,8xlé
5085 if F<OF=C
5090 orint "FUEL:
5095 gosubp 200
5100 1f F<igotc 9002

5103 4 M>Bif os=2print "DANBER!"

51@5 if T=@pr:-: "FIND_FUEL_STATION!'"

5110 if F<20@p-int "FUEL_LOW!"

5132 return

6b0P gosut 20C

6007 if S=6@print "DUTER_LIMITS";goto 6@10
6005 print

6R18 print "1-COMPUTER_CONTROL™

6028 print "2-REVERSE"

6030 i+ S=Qprint "3-REFUEL"

6D4D if T>Pi¢ @(S)=3print "4-FIRE_MISSILE"
6050 1§ &(23)=8D=1;goto 2530

6060 14 &(22)=8D=1jgoto 1000

6070 if &(21)=Bi+f S=Rgoto 2750

6080 14 %(23)=4goto 3000

6100 goto 405Q

9200
nt "ALIENS_HAVE_WON'"igoto 20

it F>18065=1006

@(S)=0;i+ D=1goto 2530

goto 182

1nput "input SUE-SECTOR"Ljgoto 38@5
L=C:print "FIRE_MISSILE'";gosub 310
CY=Q; T=T-1:C=C+F

gosub 20¢

", #14,F

1¥ L=Cprin: "ALIEN_DESTROYED!";@(S)=01g

NT=9;print "LIFE_SUPPORTS_FAILING!";pri




f”7EBLJ£B SEARCH
BY BOB WEBER

LOWERCASE = 1-BYTE KEYPAD WORDS. UNDERSCORES
= SPACES. 1578 CHARACTERS

1@ cilear :NT=@

15 BL=2z5:FC=36
20 F=-1:T=21:1vV=0
3@ gosup 4000

4@ 5=3

45 aqoto 30

S@ xX=rng (160)-88
o8 r1=rnag (2Q)+22

70 F=rel
g0 @(Fi=X
9@ @iFelp=y
100 "=T-1

11@ :f Triprint "YOU_HAVE" . #3,7." _TORFEDDES _
LEFT®

112 :+ T=lorint “ONLy_{_TORPEDO_LEFT:.:'®

115 1+ T48orint "RED_ALERT!":goto 122@

120 .+ T=@orint “ALL_TORFEDOES _GONE'“:goto 1
Q200

T<Z01f¥ Ts@print “LAST_ X _COORDINATE _

126 :¢ T<202f T:Porint “LAST_ "Y' _COGRDINATE _

128 CZ=CY

131 oraint " X' _COORDINARTE?".
132 Cy=0:CX=48

133 S==nvlrel

174 crint #1.06

175 ¢ TR(l)gotoc 139

136 . zoto 13Z
139 .+ TR{l)goto 139
149 ZLe<=Q0jprint “ 'Y _COORDINATET",
142 Zr=0;CX=48
143 D=KN(1)e3
144 crint #1,D
145 1¢ TR(l)ooto 158
146 cgoto 142
188 c=53:B=X-6;C=y~0:5=BxB+L:CiH=A A=
185 A=A+l
=E-AxR

@@ 1+ J:Bgoto 185

210 A=1A-1)x1028

211 ciear

215 1 T<2B1+ H<S@B@orint “LAST_SHOT" #35.H."
_METERS_AWAY"

217 1f T<Z@1f H:SO@Qorint “"LAST_SHOT_OUT _OF _
RANGE |

318 1+ A:5@@@orint “SUB_IS_OUT_OF _RANGE"igot
o 1008

320 orint “THIS_SHOT _WAS",#5,A," _AWAY'"

332 :¢ Ar13@Bgoto 1200@

348 1+ A;50000to 02D

350 :+ A-100goto 3009

36@ 1+ Adl@lorint "THE_SUB_HAS_BEEN_3UNK"
37@ +or I=1to 520

8@ next I

39@ coto SQ20

1200 1+ V0V=D

1190 3oto ?d

1113 orint “"YOU_HAVE_ SEEN_SUNKY

1128 goto 370

2008 orint “SUB_MAS_VEERED_45-“

<BRCADIAR
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SUB SEARCH
BY BOB WEBER

1in Astro-basic

DIRECTIONS:

Uses hnhand controller. The screen is
agivioea into X and Y cooroinates. X
coorainate 1s a norizontai line from lett to
rignt ranging from -80 to +30.

Y coordinate 1s a vertical line from top
tc sottom ranging from +42 to -40.

Your submarine 15 aiwavs at X=8, Y=-40,
The enemy sub starts somewnere above v=20.
ang moves toward vour snio. Turn vour knob
for a number. Full trigger to shoot. This is
a one-plaver game.

2018 1t SrZorint “SUE_AS_REDUCED_SPEED!'"
2020 S=S5-1

2070 14 S5<25=2

2040 v=Vv+1

205@ 1+ v=Sprint “SUB_rAS_MOVED_TO_A_NEW__
LOCATION":;goto 43

2068 1+ X<H_x=x-5

2070 1f X>H_X=X+S

20688 goto 1040

3000 Y=Y+5

3010 praint “SUB_HAS_EEEN_DAMAGED._AND_HAS_TU
RNED_18@°"

3020 ogoto 2069

4002 box 0.2,160.1.1

4018 opox 0,8.1.88.1

4028 Cx=-50:CYy=20

4038 orint "-X,Y"

4@40 CX=38:Cv=20

405@ orint “X.Y"

4060 Cx=-30:CY=-20

4078 orint “=X,-Y"

4280 CX=30:Cy=-20

4098 orint "X,-Y"

4296 orint "SUB_STARTS_SOMEWHERE _ABOVE'Y ' _=_
28

4@98 orint "X’ _=_-80_T0_8@"

4108 <or I=1to Z00Q0

4118 next I

412@ clear

4130 return

3008 clear

S@018 line @(1),8(2),2

SQ20 +or I=3to P+lsteo 2

SO0 line @(1).,@(Z+1).1

5048 next 1

5050 box @(Z1-2) .8(2-1).,3,3.3

5062 nox ©.8,1,30.1

P70 box B.-43.160.1.1

SO0B@ 14 TR(1l)goto 18

@98 ogoro SoB0

\
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for your BGN)//AS'f'/‘ocaJe

ﬁ\rl video game s sem ﬁom

V ABC Hobbycraf?r!
AND PROGRAMS

MU$'¢ MAKE_R_:' The /gn,-qwq;fOJ MU Si'e Composer
W:‘fﬂ 60,’/?—1‘/\ hpe /a*erﬁtce anl z‘as‘frue'h‘oo\s,’

onLy 4435
CHECKERS CONVAN THE BARRARIAN
BowiLinve- MISSILE ATTACK SoccER

Five "HoT" new cartridges, Featuriag
3req‘f" gmplt‘e g, sound aad P/‘)’ meu‘m‘cs/
onvtY $2935 £AcH

PACMAM_@VA:K"): The classie vo‘Jea’ame
with great 9rephies and Lo/l £eatures!/

onmLy quq..f-

SonGS: Pre -programm el selechons r'aq
“Juke box” FormaT/ owLY $/9 as

LIEE: The well-knowan cell stalatron pasttime,
| W"*‘ foll I"‘S"‘I‘ve *l"ﬂs QAJ Mfefencq!
omty $ 1925

_E_L__U_é_ 77\3 8557— Se !!e"o'bn an,wlere ..F
ORIGIWA L As'fmcao(e pnyr«w c»?‘rm{,q!

CALL oR WRITE: ABC HOBBYCRAFT

0@ an 2165 E. Morgan Aveave
f:y exccat Evanguille, /A "4 7711 (812)477-9¢6]

WE OA/ES DAY 4




.RND PIXEL DEEIGN
. BY
-.DIETER HEINERMANN

.AB. BE. EX.B.

Ealln IEN IR T IS U S

1@ CLEAR

0 ¥=B3Y=0

21 Z=RND (3)s.

4@ FOR A=1TC BB
6@ ¥=X+RND (i3)-7
70 Y=Y+RND (15)-7
80 IF (¥:ERYGOTO ZB3IF X<-508G0T0 20
85 IF Y>4BGOTO ZB5IF Y<-4BGOTL 20

FOR EX.B. CHANGE 3 70 B

90 BOX XsYslslsl
188 BOX ~Xs=~YelslsZ
118 BOX —Xs¥slsisZ
2@ BOX Xe=¥slalsl
172 LZXT A
188 GGTO 20

s —<ARCADIAN
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32K BLUE

The Blue Ram oy Perkins Engineering has aiready open-
ed the door to hundreds of creative programmers who love the power-
ful graphics and sound capabilities in Astrocade, but were stymied
by its lack of random access memory (RAM). No more! Now, instantly,
you can have up to 32768 bytes of additional memory.

You can use the Blue Ram to copy a game cartridge on regular
cassette tape using the machine language routines included in the
Blue Ram Utility program. Learn Z-80 machine code and modify an
existing game cartridge! Write your own cartridge! And, with the 24
pin socket on the Blue Ram you can adapt your computer to drive
a modem, a printer, a keyboard and many other applications!

INCLUDES BLUE RAM SUPER
EXTENDED BASIC CARTRIDGE!

Parallel Printer Interface. . ..$35.00
Eprom Programmer ......$100.00
Blue Ram Utility Tape....... $35.00

WE REPAIR BLUE RAMS
AND ACCESSORIES

PRICES SLASHED!

Due to reductions from suppliers

S

RAM only 3225

R ¥ ¥ Y o W o e
xr a7 & ke eE T ¥ i e
22 ETET E T T e o

The Blue Ram Keyboard! A2 key typewriter
style assembly mounted on wooden end blocks and fitted with
a 3 foot cable to plug into the Blue Ram ZIF socket. Bally’s com-
mand words are added to the keys.

Regular $89.95 NOW $75.00
Make checks payable to:

KEN LILL

Send orders to:
Ken Lill
6608 S. Campbell
Chicago, IL 60629
or call (312) 436-2082 eve.
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L > TRICKS OF THE TFREAaDE > 0> <
> >LFLC>L A TUTORIAL BY >L 2L S>>
> L MIKE INMHITE el ol J Al Ja e
L >L>LC>L COUNTY LINE #2 >2C><C><C><C
>L>>L>CL>C R.DOH1I BOX 373 >2C>2LC>C>C
> >L>LC>C HNaKEMAM - OHIO Z>C><>C>C
S L > L L 323 >L L >C>L

NT SHIFT

LAST MONTH I SHOWED YOU THE PROGRAM THAT DEMONSTRATES THE
LIMIT OF "NT SHIFT". ADDING ZERO‘S TO A PRINTED QUOTE OR 48‘S TO
"MU“S"  ONLY ADDS NT VALUE TO THE TIMER. THE TIMER DOESN‘T START
OVER, OR RUN FOREVER. THE TIMER APPEARS TO BE AT X(286%4) IN AB.
IF YOU LOWER &(18), AND START A& LONG NOTE PLAYING, THIS ADDRESS
GETS VERY BUSY. NT HOWEVER, IS AT X(208858>, AND IS TWO BYTES,
NOT TO BE COMFUSED WITH THE TIMER WHICH IS ONLY ONE! ADDING "8"S
TILL A NT GREATER THAN 255 1S REACHED, ONLY RESULTS IN THE UPPER
BYTE BEING IGNORED. THE SECOND NOTE IN LAST MONTH’S DEMONSTRATER
YIELDS A NT VALUE OF 44 (58x%x6-256=44>. LASTLY, TRY THESE:

18 NT=258 i1MU=44;GOSURBR 40 16 NT=2Ga
28 NT=300;MU=77;GOSUB 480 20 &(23)=-1
3@ NT=6;8TOP 3@ &(21)=-1

4@ FOR A=1T0 1808 ;NEXT A;RETURN 48 IF KP NT=8

THE FIRST PROGRAM GIVES A LONGER NOTE THE FIRST TIME IN ALL
BUT AaB. 1IN AB, THE 8TH BIT TURNS OFF THE SOUND VARIABLES, AND
KILLS INDIRECT SOUND PORT ACCESS, AS THE SECOND PROGRAM SHOWS.
ALSO, IF YOU WISH A NOTE TO PLAY LONGER THaN 4.3 SECONDS (EQUAL
TO NT=253) USE DIRECT SOUND PORT ACCESS. THE CHARTS GIVEN IN
THIS COLUMN THIS YEAR (AND IN THE ARCADIAN VOL.1> WILL HELP YOU.

HI DE &aND SURPRI SE

THIS IS THE ART OF VIDEO MAGIC! TO BRING GRAPHICS TO THE
SCREEN IN AN UNNATURAL OR UNUSUAL MANOR. IN AB + BB WE HAVE THE
LINE AND BOX COMMANDS AS WELL AS THE "ON BOARD" CHARACTERS THAT
WE CAN GET TO WITH THE PRINT COMMAND OR "TU=7?"., THESE LAST TWO
METHODS HAVE THE PLEASENT FEATURE OF DISPLAYING A FAIRLY COMPLEX
CHARACTOR, INSTANTLY! THE LIMIT OF COURSE IS TO THE *ON BOARD"
CHARACTOR SET. "UNCONVENTIAL" CHARACTORS ARE USUALLY BUILT ONE
LINE OR BOX AT @& TIME, WITH THE BUILDING BEING SHOWN. IN SOME
CASES THAT’S DESIRABLE, BUT IN MOST IT ISN“T. FOR INSTANCE, WE
HAVE A PROGRAM THAT LAUNCHES SKYROCKETS. EACH ROCKET DISSAPPEARS
FOR A SECOND, AND THEN AN EXPLOSION IS SEEN. THE EXPLOSION MUST
BE BUILT WITH RANDOM LINE COMMANDS, BUT NEEDS TO APPEAR ALL AT
ONCE! IF YOU'VE SEEN FIREWORKS (BY ME)> YOU KNOW WHAT I‘M TALKING
ABOUT. IF YOU HAVEMN"T, SIMPLY ASK KEVIN O/NEILL OR MYSELF ABOUT
NIAGARA BUGS CLUB TAPE! YOU WON‘T BE SORRY!!

MaecHd 21,1986 \

_

48 @(?8(9 ?.F&én:i



/ Vo ! 7003 @R@DIQL\{ MARce 21,1986 \

THE SECRET IN FIREWORKS IS THAT THE EXFLOSION GETS HIDDEN
WHILE IT’S BEING BUILT' THE COLOR PORTS COME IN HANDY FOR THIS.
BC=@ IN LINE #58 aND FC=8 AT THE START OF QUR DRAWING ROUTINE IN
LINE #96. THE EXPLOSION BECOMES VISIBLE IN LINE #128. &C18) WILL
DO THE TRICK ALSO, BUT TAKES A FEW MORE BYTES. IF THE BOTTOM OF
THE SCREEN ONLY, NEEDS HIDDEN, YOU CAN‘T DO BETTER. COUPLE ALL
THAT WITH HIDING STUFF BEHIND &(9), EITHER BY FC=BC OR SETTING
PORTS -3 ALL THE SAME, AND YOU HAVE THE TITLE CARTOON TO QUADRA
(AFTER THE TAPE GETS STOPPED - 14K VERSION ONLY) . THE TITLE DOES
NOT GET REDRAWEN, AS YOU MAY THINK! THE COLOR PORTS CaN ALSO DO
"FADING" . CHECK THIS OUT! (FROM STARBASE I):

7 &(21)=0;FOR A=7T0O BSTEP -1;FC=A;FOR B=1TO IS5INEXT BiNEXT Aj;
RETURN
8 FOR A=0T0 7;FC=A;FOR B=1TO 15;NEXT BiNEXT A;FC=F;RETURN

THESE ARE THE TWO "MAGICAL" SUBROUTINES THAT CAUSE ONE SCENE
TO FADE OUT, AND THE NEXT ONE TO FADE IN. CAN YOU REWRITE THESE
SUBROUTINES TO BE MORE EFFICENT? YOU SHOULD BE ABLE TO. SEE PAST
ISSUES OF THIS COLUMN. ALSO, CAN YOU SEE & WAY OF FADING ONLY
THE LEFT OR RIGHT HALF OF THE SCREEN? OR OF FADING TO WHITE?

THE "@" CARTOON, (14K QUADRA) THAT RUNS AS THE TAFE IS STILL
MOVING, CONTAINS THIS:

268 GOSUB M;GOSUB 8;FOR F=@TQ 7;FOR G=31T0O BSTEP ~-1;FA=Gx8+F;
NEXT GiNEXT F:iDaTaA Cx,=9,8,5;TU=85;CX=3;TV=48;FOR F=7TO @STEP -1
iFOR G=1TO 32;FA=Gx8+F;NEXT GiNEXT F;GOSUB 2

THE FA COLOR IS FADED "SIDEWAYS" TO WHITE THROUGH ALL 254
COLORS. THE SPELLING GETS CORRECTED WHILE Fa IS HIDDEN, (TU=85;
TV=68 GIVES "UD")>, THEN FA IS FADED "SIDEWAYS" IN TO BLACK. THIS
ONLY LOOKS HARDER THAN THE SIMPLE FADE THAT GREG MIEJSKI DID IN
STARBASE I, (AVAILABLE ON ASTRO BUGS CLUB TAPE #2 BY THE WAY) .
THE ONLY REAL DIFFERENCE WAS IN THE USE OF A& 4 COLOR SCREEN (EB)
AND THE "SIDEWAYS" LOOP THROUGH ALL 256 COLORS.

MOSTLY THOUGH, WHEN THE *@G" CARTOON GETS DEMONSTRATED, I aM
ASKED ABOUT THE "SHRINKING" "@". AN 8x SIZE "Q" DECENDS TO THE
CENTER OF THE SCREEN, WHERE IT IS LITERALLY BURIED IN CIRCLES OF
4 RANDOM COLORS. THE CIRCLES DISSAPPEAR, LEAVING & "Q" 4x SIZE!'!
A TEMPORARY BURIAL BY BOXES IN SIMILAR FASHON RESULTS IN A “Q"
2x SIZE. THEN, RANDOM LINES IN AN EXPLOSION LIKE PATERN, REPEAT
THE "SHRINKING" PROCESS AND A NORMAL SIZE "G" IS THE END RESULT.

HOW? YOU MAY ASK? THE SECRET IS IN THE CIRCLES, BOXES, AND
LINES, NOT WITH THE "SHRINKING" "@", NEXT MONTH I‘LL EXPLAIN IT.
UNTILL THEN, REREAD PG.42 VOL.2 NIAGARA BUG BULLETIN!

ANOTHER THING I‘M CONSTANTLY ASKED ABOUT IS THE "FLASHLIGHT
EFFECT" IN SAFE CRACKER (14K QUADRA ONLY)>! THE ROOM IS TOTALLY
DARK EXCEPT FOR THE "FUSE TIMER" AND A FLASHLIGHT SPOT WHICH YOU
MOVE AROUND WITH JOYSTICK + KNOB. IT REVEALS THE OBJECTS IN THE
ROOM AS IT STRIKES THEM. HOW? NEXT MONTH ALSO! KEEP BUGGIN’!'!'!
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. AB. BB. EX.B.

- BOUNCING BALL SIMULATION
AND BOUNCING BALL ART

BY
DIETER HEINERMANN

DO~NO W & kY e
L]

.SET TIMERS TO @ SET J TO 1 FOR INITIAL SPEED
10 E=0;5F=036=03H=0351=05J=1
15 .FRONT & BACK COLLOR

2B FC=9:BC=127

30 CLEAR

35 .PICK RND STARTING POINT
48 X=RND (140)-71

38 Y=RND (B@)-43

55 .MAKE BORDER

6@ BOX Bs85154+886+3

70 BOX B50:152:86+3

88 4=13B=1

B85 .MOVE INVISIBLE LINE TO STARTING POINT

9@ LINE X:Y:4 400 H=H+1

95 .MAIN LOGIC & BOUNDRY CHECK 418 IF H=ZBBCLEAR

100 C=X+(AbLJISIF (C<=74)+(L3T74)A=~A 420 IF Hr199G0OT0 588

118 D=v¥+{BbJ)IF (D<—41)+(D+41)B=—8 4338 LINE -XsYs33. FOR EXT. BABIC CHANGE 3 TO &
i2 X=Cs3Y¥=D G408 LINE -Xs=Y¥Y+33%. FOR EXT. BABIC CHAKNGE 3 TCG 2
125 ,E=TIMER FCOR POINT ROGUTINE 458 LINE X1Ys33. FOR AT. BABIC CHANGE 3 TO 1
130 E=E+1 462 LINE As-Ys33. FOR EXT. BASIc TRANGE 3 70 &
14Q0 IF E=5S3RCLEAR 470 GOTO 108

158 IF E>499G0OTO 206 495 . I=sTIMER FOR BOX ROUTINE

155 LUSE LINE TC MAKE POINT 508 I=I+1

160 LINE X+Ys3 510 IF I=6BBCLEAR

178 GOTC 108 528 IF I:599G0TO 550

199 ,F=TIMER FOR LINE FILL ROUTINE 532 BOX BB« 1+ABS(XbLI) s 14+ARBS{VYELZ) 3

200 S=F+1 548 GOTO 102

1@ IF F=8DOCLEAR 550 E=DsF=0:G=0:H=0;1=0

20 IF Fr75950TO 300 535 .J=INCREMENT FOR MAIN LOGIC TO INMCREASE SPEED
2o Y= OR § Q 5 568 J=J+1

EE% XYIXX F START OF LINES =70 IF J:3J=1

235 .18T LINE 582 GOTO 4B

24D LINE Xs¥Y«33. FOR EXT. BASIC CHANGE 3 TO 2

245 ,XY==-X FOR START OF LINES

258 Xy=-X

255 .2ND LINE

268 LINE —X:=Ys33. FOR EX7. BASIC CHANGE 3 TO 1
270 GOTO 108

295 ,G=TIMER FOR &ND LINE ROUTINE

S8 3=G+1

310 IF G=4QBCLEAR

328 IF Q>399G0TO 400

325 .XY=Y START OF LINES

338 Xy=Y

335 .15T7 LINE

348 LINE XsYs33. FOR EXT. BABIC CHANGE 3 70 1
345 ,XY=-Y START OF LINES

358 AY=-Y

355 .2ND LINE

360 LINE =-Xs+~Ys33. FOR EXT. BABSIC CHANGE 3 TO 2
378 GOTO 1DP8

395 .H=TIMER FOR 3RD LINE ROUTINE

k , 50 O ?.%:



//" CONCENTRAT ION
BY BOB WEBER

LOWERCASE = 1-BYTE x<EYPAD WORDS. UNDERSCORES
= SFALES. 160Z CHARACTERS

g NT=0

1@ clear :BC=srno (256):FC=BC+11:A=8:B=0;C=0:
w=@: T=0:L=@: for 2=0to 3I9:e(Z)=0;next 1

20 <+or I=lto 28:C=rng (2é)+64:g0sup 180:gosu
b 18@:next 1

41 CY=0:V=kN\1)e85+3:orint "#_OF ~LAYERS?" .#
Z.V11f TR(l)goto 45

44 goto 41

45 1+ TR{l)goto 45

5@ clear :X=-s&d4:y=I8:f0r Z=0to J:LX=X:CY=Yip
rint #),l:v=v-1Zinext I

0@ X==54;y=28:C=@:for I=1to 4@:box X,Y,11.11
JliX=X+1251F X>04x=-34:1y=vy-12

100 next Z

181 X=-33:iY=-ZQ:for I=8to F:CX=x:lYsYiprint

#1.Z:X=X+12:next 1

125 box @8,18.:23,31.3

180 box 8.18.1Z21.49.2

113 T=T+1314 T=V+1T=1

120 CY=-3@:orint “PLAYER_#",#2.7

131 CYs=-3@:Cx=i@:print "MOVE_#1":10=2:E=2;:F=0
:5=0 .

32 if TR(T)goto 132

133 14 JY(T)=1E=kN(T)+64+2:goto 135

134 F=EN(T)sZd+5:11¢ FI9F=9

1358 CY=-I@:Cx=68

126 orint #1,E.F

127 1+ TR(T)E=Exi@+F:igoto 218

138 ogoto 133

148 Cy=-3@:CX=10:print "MOVE_#2

141 if JY(T)=1F=kN(T)s64+2300t0 143

142 G=KN(T)=24+5:if G,96=9

147 Cy=-3B:Cx=68

144 oprint #1.F,.G

145 14 TR(T)F=Fx10+G:00to 147

146 ooto 141

147 i+ TR(T)goto 147

148 it E=F_f=@:q0to 141

149 goto 24Q

158 CY=4@d:print "#1=" #1,A,"__#2=",B.,"____#3
= C,"__#4=",w

168 1+ L=2goto 700

165 1+ u=1lgoto 130

178 goto 110

180 D=rno (40)-1

19@ 1f @t(D) Booto 180

8@ @«D)=sC:@(D+48)=C:return

218 1f TRiT)goto 210

212 G=E:1+ @(5)=dgoto 130

215 0=0:r=0

220 P=11:0=2:g0sun 500

23 goto 140

Z40 DB=F:1+ @(G)=0F=03;go0to 14Q

245 0=0

252 ogosup 500

255 pox B8.-30.160,14,2

6@ 1+ @(E)=@(F)goto I20

778 CXx=—-8@:CY==-3D:print “NO_MATCH!"

271 +¢or I=1to S@@:next 1

-

<ARCADIAN

CONCENTRAT 10N
BY BOB WEBER
1n Astro-Basic

DIRECTIONS:

Uses hano controliler. The oblect 1s 1O
match  letters to score points. Witn  your
joystick forward or back, turn knop to seiect
tens giglt. With jovstick 1n  tne normai
position, turn knob to seiect units oQigit.
Full tne trigger to uncover the scuare.

-

Tnis 18 a 2 to 4 player game.

274 U=d

275 0=1

288 G=E:P=11:0=1

29@ gosup S0

300 G=F:gosup 3@

310 goto 110

20 O=8:CX=-88:LY=-3@:print "CORKRECT!"
321 NT=18

322 MU=49:mMU=S1:MU=S3iMU="x" 1MU=45 1 mU=48: MU=
ST MU=ty s MU=49 s MU=48: MU=48; MU=48: MU=48
I27 NT=@

u=1

@{E)=0;@(F1=9

53 =1

340 oG=Eif=1l:il=1
35@ ogosub 300
368 0G=F:gosuo S@8
372 1+ T=14=A+1

375 1¥ T=3C=C+1
376 1+ T=4W=W+1
3868 1+ T=ZB=B+1
90 R=0
498 +or I=0to 39
41@ 1+ @(Z)>OR=R+1
4280 next Z:3if R=0L=2
430 goto 15@
SO0 K=-34:v=Z8
510 =0+ 101 N=0-Mx 10 X=X+Nx 123 Y=Y-Mx12
S20 1+ O=lbox X.Y.P.P.R
525 1+ 0=00=2:box X,Y,P,F,.Q
I@ 1+ O0=ZCX=XiCy=Y;TV=@(B)
535 14 O=1if U=lbox X,Y.9,7.2
54Q@ return
900 for I=dto I9:@(2)=@(I+48)inext I
318 +or B=0to 39:0=0:P=11;Q=Z:qosup Z@d3next
6
1908 1f TR(1l)goto 10
101@ ooto 1002

MQ’C‘" 2(.198¢6
\g('] Vol
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March 24, 14€6 <*Q RQB*Q' QL\{ Vol 7 K063 1

o> TRICKS 0OF THE TRaDE = <L <
SLKPL>C>C & TUTORIASL BY LT L>C>C
L LC MIKE KWHITE L >LC>L>L
>L>L>LCTC COUNTY LINE #H#2 >2<>2C>C>C
>L>LCO>CC R.D.H1L BOX II73 >C>2C>C>C
S>L L > MAaKEMMaR " OHIO >C2>C><LC>L
>LTCFLC>L 4= FL>C>C>

678 K(19)=8018(@) =734 ( D=7 1&(2) =714 (D =7;4(P)=30 ; FOR FA=7TO 1
STEP -13;60SUB 9$8;NEXT FA;G=1;G0SUB &3,NT,2,-32,8,5;FOR FA=242T0
8STEP -5;GOSUB $8;NEXT Fa

490 &(10)=94:%(9)=4318%(19)=7@;FOR FB=7TO I1STEP -1:;GOSUB 98:;NEXT
FB;G=2;G0SUB 63,CX,-32,8,6;FOR FB=242T0 8STEP -5;GOSUB $8;j;NEXT
FB

98 &(19)=60:1&(P)=10;4¢18)=176;FOR X=7TO BSTEP -1;&¢1)=X;GOSUR
P8;NEXT X;6=4;60SUB &3,CX,-32,8,5;FOR X=262T0 7STEP -5;&(1)=X;
GOSUB 98;NEXT X

78@ &(9)=43;BOX ©,50,148,3,3;B0X -1,28,13,13,3;B0X @,38,160,5,3;
&(19)=5@ ;FOR FB=7TO 1STEF -1;GOSUB 98;NEXT FB;G=3;GOSUB &3,CX,
-32,8,4;FOR FB=242T0 8STEP -5;GOSUB 98;NEXT FR

718 BOX ©,5@,148,3,3;BOX -1,28,13,13,3;B0X 6,38,160,5,3;B0X 6,8,
74,8,4;B0X ©,8,44,13,7;B0X ©,8,48,9,4;DATA NT,0,-15,8,7;PRINT

" QUADRA" ,

THE ABOVE IS FROM THE 16K QUADRA. THE TITLE IS DRAWN, THEN
THE SCREEN IS FADED TO ALL WHITE. LINES 478 THROUGH 7868 REVEAL
ONE QUADRANT AT A TIME. SUBROUTINE #9828 IS A SHORT TIME DELAY AND
#63 PRINTS TITLES OUT DEPENDING ON UARIABLE "G". "FA" AND "FB"
ARE THE OTHER TWO COLORS IN EB (FOR YOU AB + BB USERS), AND THE
WORrRD "DATA " OR "GOSUB A,B,C,D,E,(ETC.>" IS A FAST WAY TO LOAD A
STRING OF VARIABLES. IN “GOSUB " THE FIRST NUMBER 1S THE NUMBER
OF THE SUBROUTINE. THE SECOND IS THE VARIABLE TO START LOADING
AT. THE REST IS DATA TO LOAD. THE SEQUENCE IS, “NT,CX,CY,CC". WE
KNOW ABOUT NT,CX, AND CY FROM AB. CC IS "CHARACTER COLOR" AND IT
CONTROLS WHICH COLOR WE "PRINT " IN (S5=FA, &=FB, 7=FC). NOW, LET
US STUDY THIS! THE LEFT SIDE OF THE SCREEN ONLY IS FADED IN, AND
TITLE "G" 1S PRINTED, THEN "FOR FA=242T0Q S8STEP -5" FADES FA BACK
TO WHITE (THE LOOP STOPS AT 7, SEE NIAGARA BUG BULLETIN VOL.Z2
PG.27+33) . &(18) IS MOVED UP, AND THE TOP OF THE SCREEN IS FADED
THE SAME AS BEFORE (USING FB). &(9) IS SET, AND THE RIGHT SIDE
OF THE SCREEN IS SHOWEN BY TYING &(1)> TO A VARIABLE <(&(1) IS FA
RIGHT OF &(9)). THEN 3 BOXES "MASK OUT" THE TOP BY USING *XOR",
AND THE BOTTOM IS VIEWED THE SAME AS THE OTHER PARTS. THE BOXES
ARE "XOR FC". [IF THEY OVERLAY FB IT BECOMES FA. FC BECOMES BC,
AND BC BECOMES FC. NO FA PIXELS ARE HIT, SO AN FB FADE WILL ONLY
SHOW THE BOTTOM OF THE SCREEN. LINE 71@ HEALS THE TOP AND CENTER
OF THE PICTURE (A LOT FASTER THAN REDRAWING IT).

THIS PART, BEING IN THE 16K VERSION ONLY, IS NOT CRAMPED FOR
SPACE. LINE #478 WOULD HAVE USED "FOR X=8TO0 3;&(X)=73;NEXT X", IN
PLACE OF THE 4 PORT COMMANDS (SAVING 11 BYTES) IF IT HAD BEEN.

_/
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f Macen 21,1486 < ‘QRQBQ' QL\{

WE MUST aLWaYS LOOK FOR NEW WAYS TGO IMPROVE QUR PROGRAMS, OR
EVEN SOMEONE ELSES! THIS IS HOW I GOT STARTED. LAST MONTH I LET
YO SEE TWO SUBROUTINES FROM STARBASE I BY GREG MIEJSKI. THEN I
CHALLENGED YOU TO REWRITE THEM FOR EFFICENCY. DID YOU GET THIS?

Vol 7 No 3 \

7 &(21)=@;FOR FC=7TO ISTEP -1;FOR A=1TO 28 :;NEXT AINEXT FCiRETURM
€ FOR FC=@TO &:;FOR A=1TO0 20;NEXT aiNEXT FC;FC=%1;RETURN

ONLY THE "91" IS MY FAULT. I DIDN‘T SAY WHAT THE VALUE OF
"F" WAS LAST MONTH. THIS SETS FC TO & DULL RED.

ALSO, LAST MONTH I PROMISED TO EXPLAIN THE "SHRINKING" "Q"
AND THE "FLASHLIGHT EFFECT", FOUND IN THE 16K QUADRA. THE SECRET
1€ IN THE USE OF XOR! THIS LINE DOES THE "FLASHLIGHT EFFECT":

2000 &(23)=-1:;FOR X=1T0 26;&(21)=RND (Xx 18> ;GOSUB &;NEXT X3
& 16)=0:30SUE 9,BC,6,103,6,204;8(?)=463;DATA NT,0,-17,48,5;PRINT
"8H N@t!

NOTICE THE "GOSUB ¢,BC,8,163,08,204". THE COLOR VARIABLES ARE
LOADED IN ORDER (BC,FA,FB,FC). THE SCREEN 1S DRAWN IN FB. THE
FLASHLIGHT SPOT IS DRAWN IN FA AND SNAPED TO LINE #6888. THEN
THE SPOT IS SHOWEN USING XOR! THE BC AND FB COLORS ARE THE SAME,
MEANING THAT THE SCREEN REMAINS HIDDEN UNTILL THE SPOT HITS AN
OBJECT. THEN BC BECOMES FA, AND FB BECOMES FC (<DARK BLUE) . THIS
ME&NS THAT THE SPOT IS YELLOW "183", THE SCREEN IS BLACK "6",
AND THE PART OF AN OBJECT HIT BY THE SPOT GETS CHANGED TO A DARK
BLUE "284", BY XORING THE SPOT WITH THE SCREEN! XOR IS ALSO THE
SECRET BEHIND THE "SHRINKING" "Q"! ON PG.42 \VO0OL.2 NIAGARA BUG
BULLETIN I SAID "IF WE DRAW AND REDRAW THE SAME REVERSE (XOR)
LINE WE WIND UP WITH THE ORIGIONAL PICTURE REGARDLESS OF WHAT IT
MAY HAVE BEEN." BUT, IF WE ERASE THE ORIGIONAL PICTURE USING XOR
WE WIND UP WITH THE LINE! COMPLETE AND SOLID! SO THE "Q" SIMPLY
XORED OFF, AND THEN BACK ON AGAIN, ONLY SMALLER. THIS PRINCIPLE
ALSO WORKS IN REVERSE'! S0 WHEN THE CIRCLES, BOXES, AND LINES ARE
XORED FROM THE SCREEN, THE "SHRINKING" "Q" IS FINE.

é BC=RND (25&
7 DATA FA,BC+48,BC+194,BC+132:;RETURN
¢ NT=8;PL.;&(18>=71;RETURN

THESE ARE THE SUBROUTINES #&6 AND #9 REFERED TO IN LINE #2000
SHOWN ABOVE, "COLOR RANDOM" AND "SOUND OFF".

SORRY I LEFT YOU AB + BB PEOPLE SOMEWHAT OUT THIS MONTH, BUT
I WANTED TO SHOW THE ADVANTAGE OF THE 4 COLOR SCREEN IN EB. NEXT
MONTH I‘LL TALK ABOUT THE MAZE FROM SAFECRACKER, AND THE MARTIAN
FROM QUADRA 16K VERSION AGAIN, ONLY BOTH "TRICKS" CAN BE DONE IN
ABE! WITH THE MAZE, THE SCREEN IS CLEARED AND "FUSE TIMER" ALONG
‘WITH THE REMAINING TIME IS PRINTED NEAR THE SCREENS CENTER. THEN
THE MAZE APPEARS, INSTANTLY! HOW? SINCE &(1@> COULDN’T HAVE BEEN
USED? SEE QUADRA AB. TILL NEXT MONTH, KEEP BUGGIN-!!'!!

\_ 53 Y

©@ 986 K Fabris




-

Nl EN T S E R A 5

[y
(=]

[

4 U

gaouw
88860

102
110
128
130
148
158

~

2508
300
310
3:0
23

340

150
168

158
160
178
188
170

150
160
170
180
178

158
1602

158
168

178

- _ALL BASIC’S

ARCAOIEN

x » -+

MARCH 21 19€6

.MAIN PROGRAM LOGIC
. BY
.DIETER HEINERMANN

J=131=0

FC=938C=127

CLEAR

A=RND (148)-71

Y=RND (8B)-43

A=13B=1

LINE XsYs4

C=X+(AbLJ) I IF {(CL-74)+(C3T74)A=~A
D=Y+(BbLJ) ;IF (D<—41)+(D>41)B=-B
X=CsY=D

I=I+1

iIF 1>4996G0T0 310

b A

.START ROUTINE
LEND ROUTINE

IF YOU PUT TO MANY LETTERE IN THE PRINT STATEMENTS SOME OF THEM WILL
APEAR ON THE OPPOSITE SIDE OF THE SCREEN

INSERT ROUTINE OF CHOICE INTO ABOVE PROGRAM

GOTO 100 ALSO SOMETIMES THE SCREEN WILL SCROLL

J=J+1

IF J»3J=1

CLEAR 31=0 AFTER RUNNING THE PROGRAM A FEW TIMES YOU WILL NOTICE THE ANGLE OF
FOTO 4@ REFLECTION IS ALLWAYS 9@ DEG. TO REMEDY THAT SITIUATION

CHANGE LINE 8® TO READ B8 A=RND (3)3;B=RND (3) THIS LINE ALSD WORKS
IN THE BOUNCING BALL SIMULATION AND BOUNCING BALL ART PROGRAM

ALL PROGRA&S RUN FASTESTsHAVE THE BEST DISPLAY IN EX.BASIC
LPOINT ROUTINE
LINE Xs+Y23

.LINE FILL ROUTINE

X=X

LINE Xs¥:33 LEX.BASIC THAMBE 3 TO 2
Xy=-X

LINE -Xs-Y:33 .EX.BASIC CHANGE 3 TO i

.2ND LINE ROUTINE

XY=y

LINE XsY433 .EX.BASIC CHANGE 3 TC Z
RY=-¥

LINE =Xs-Ys33 .EX.BASIC CHANGE 3 TO 1
.3RD LINE ROUTINE

LINE -X:Y:33 .EX.BASIC CHANGE 3 TO 1
LINE =Xs-Ys33 .EX.BASIC CHANGE 3 TO 2
LINE XsYs33 .EX.BASIC CHANGE 3 TO 1
LINE Xs-Y333 L.EX.BASIC CHANGE 3 TO 2

.BOX ROUTINE
BOX @:@r1+ABS(Xb2) s 1+ABE(YE2)4 3

.3D EFFECT
CX=X3CY=YsPRINT *SOME LETTERS NUMBERS OR YOUR NAME
CX==X3C¥==Y3;PRINT “SAME AS LINE 160

54
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[

LOWERCASE = 1-BYTE KEYPAD WORDS. UNDERSCORES
= SPACES. 3894 CHARACTERS

1 .LISTING_FORMATTER,_CARRIAGE _return

2 . (C) _GEORGE_MOSES_ 34

3 %(10)=20@;zero ;CC=7:;NT=9;CF=8M.,

4 clear ;print iprint "_IS_THE_PROGRAM_to
print STORED_IN:"i;print "_1._J@@_BAUD";print
" _2._2008_BAUD_EB"jinput "_3._2000_BAUD_AB_"

T;gosub 3008

) rinput % (!8008);goto 9

8 return

9 gosub 2000

18 TVv=1Q:print #1,%('800Q).;1=7;gosub 3000

1for A=!8002to E-1

12 I=I+1;if I1-BOI=I-80

13 C=%(A)~285

14 if (CX127)+ (%L (A-1)"2858=13)TV=10;print #

1,%4(A);I=73g0sub 30BB;A=A+iinext A

16 if C=32TV=95;next 4

17 if C»99i¢ C<{1@4next A

18 if¥ C>94if C<1@@gosub 300@:gosub F6+Cine

xt A

bl if Cx99if C<1287=8:gosub F6+CiI=I+Ijnex

t A :

100 TV=%{(A);next A

1021 if WetY'TV=10: TV=18: TV=14; TV=K3print "{

) _ARRAYS"; TV=10;for E=U+L+(S

x2)step F3
- [see paae 35 for cemainder]

105 goto 18@

1580  7=0; TV=18; I=0; X=B-'23002; gosub 2000:Tv=1

B:for A=180Q2to B

132 I=I+1;if 1-801=1-80

1§52  C=%(RA) 255

156 I=@:if C»94i+ C<1Z8gosub F6+C:ilI=l+Iinex

tA

160 if C=32TV=FC:next A

1465 if C=13TV=1@: I=0:next A

178 TV=i(A):if A{Bnext A

180 TV=10:print ;print ;TV=24;TV=20:NT=0;:r

eturn ;STOP

191 TV=6@3;gosub 3000; TV=4T;return

192  Tv=118;gosub I000Q; TV=124;return

193 Tv=62;9o0sub 30@0:TV=4Z5return

194 TV=120;return

195  Tv=S8:gosub J000:Tv=45ireturn

200 print "line clear input print _",:I=4;r

eturn

201 print " +line 3for _",:I=8Sjreturn

2082 print “for step gqoto _",;I=3ireturn

283 print "goto data print _",jZ=4ireturn

284 print "line clear goto _",;Z=4jreturn

205 print “"clear ",;TV=102:iprint "_",;I=2ir
eturn

286 TV=1@3;print "gosup print gosub _",;I=4
sreturn

287 TV=103;print "gosub input step x_",;iI=
Sireturn

208 print "for print step for goto _",;1=63

return

209 print " xgosub data _",;Z=3jreturn

218 Tv=1@Z:print "gosub for _",;Z=3jreturn
211 print "clear goto return step print _",
12=S;return

212 print "return for clear goto print _",;
I=55return

55

-
iotid
~
o

INSTRUCTIONS FOR THE
FRINTED LISTING
CLEANUFP UTILITY

BY GEORGE MOSES

THIS PROGRAM REQUIRES A BLUE RAM WITH
AT LEAST 16 K OF MEMORY, BLUE RAM BAS
AND A PRINTER,

SET UP YOUR PRINTER SO THAT IT DOESN'T
ADD ITS OWN LINE FEED WHEN IT RECEIVES
A CARRIAGE RETURN FROM YOUR ARCADE. THE
PROGRAM WILL SEND THE LINEFEEDS FOR

YOU AFTER EACH CARRIAGE RETURN (TV=13

WILL BE FOLLOWED BY A Tv=10). IF YOU

CAN'T SETUP YOUR PRINTER THIS WAY JUST
FIND ANY “Tv=1@" IN THIS PROGRAM AND

DELETE IT FROM THE LISTING.

OTHER THAN THAT ALL THE INSTRUTIONS sSRE
ALREADY IN THIS PROGRAM AND WILL BE
DISPLAYETZ ON THE SCREEN AT THE TIME vVOU
WILL NEED THE PROMPTS.

WHAT THIS PROGRAM WILL DO IS TO MAKE

YOUR PRINTER CREATE ACTUAL MULTIPLY AND
DIVIDE SiGNS, LEFT, RIGHT, UP AND DOWN
ARROWS, ETC.,, INSTEAD OF THOSE AWFUL

LOWER CASE LETTERS AND SYMSOLS THAT ARE
USUALLY CREATED WHEN CERTAIN BALLY BAS-
IC CHARACTERS ARE TRANSLATED BY YOUR
PRINTER.

HAPPY PRINTING'

Marer 21,1946

213  print “input print return _",;I=4;retur

n
214 print "for goto _",iZ=3ireturn
215  print "print gosub _",;Z=2;return
216  print " #print 3_",;Z=4;return
217 print " sclear for +line

218 print "return gosub clear goto print _

y32=S3return
219  print "",;TV=102:print "
rint _",3Z=7;return

_"y3l=6ireturn

>step line p

228 print "input list gosub to _",jZ=4;jretu

rn
221 print "input goto 2Jreturn
rn

222 print "point for gosub _",;Z=4;return
+for gosub line line _

223 print "input
Z=b3raturn
300  if (T>3)+(T<Brun

301 if T=2L=2;K="@";F=2;gosub 48Q;return

309 if T=3L=4;gosub S0@;return

_"yil=43retu

318 if T=iclear iprint iprint "_IS_BASIC":p
rint "_1._BALLY_BASIC";input "_2._BLUE_RAM_BA

SIC_"T;gosub 410;:input 300;A=!8002

v

_/
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r Voo T Vo3

338 for B=Ato 'AGOB:%(B)=KP;if %(B-1)"255#2 5208 clear jprint jprint “__1._RESET";print

55if %Z(B-1)#15B85if %(B-1)#3434next B " 2. _INSERT_ASTROBASIC";print "__3._LOAD_SOU

340 :return jgoto 150 RCE_PROGRAM"3;print "__4._SAVE_to TAPE_THIS_WA

408 clear jprint "_HOW_LONG_IS_PROGRAM_to 1 Yz

ist ?";print jinput "_(if UNKNOWN_input zero S38  CC=6:print “__:print % (-24576),908":pri
y_"X nt jCC=7gprint “__THIS_GIVES_YDU_PURE_TEXT_ON

401 if X=@BE=!'DFFC;print iprint "_PRINTER_WO _TAPE_THAT___WILL WORK_WITH_THIS_UTILITY

N’'T_STOF_AT_list END":;goto 410 S48 print jprint "__next INSERT_BLUE_RAM_BA

403 print ;E='8000+X:5=0;print "_print THE SIC_CARTRIDGE,___RELOAD_THIS_UTILITY_&_ SELECT

ARRAYS?";print :print “_Y_/_N_",;W=KPji1f W="N "3CC=63print *__3._2000_BAUD_ASTROBASIC_",;CC
"goto 410 =73;print “OPTION_FROM_____ THE _MENU

404 A=13k="@"3;if L=4| =23clear :CY=@iprint " S58 NT=@;print jprint "__HAVE_YOU_ALREADY_D

_(1)_@()_ARRAYS?";print "_(2)_STAR_*{)_ARRAYS ONE_THIS?",sCC=b3print "_Y_/_N_",;A=KP;CC=7;1

?h,3input "_"Ajif A=1K="@";F=2;goto 407 ¢ A="N"print jNT=S;print jprint "__DO_IT_NOW!

405  if A=2K="x";F=-2:igoto 407 *3 8TOP

406 if A#1if A#Zgoto 404 Sé6B  if A="Y"L=4;goto 400

4@7 print ;print "_input START_%_END_ARRAY_ S7¢ goto 550

ADDRESSES";print :CC=é;print "_START_",3;TV=K; 2008 clear ;CX=-65:CY=0;print "ON_line ?_FRE

input "()_"Sjprint jprint "_END_",;TV=K;jinput SS_A_KEY"3;if KPclear ;Cy=@;CX=-14;print "PRIN
" ()_"D;CC=7 TING";i+ P=l:print 300

4928 v=S;U=E;if K="#"L=4;U='8000+1800-(2 x5) 2010 NT=!'1AQ0;TV=18;TV=27:TV=117;TV=1;TV=10;
§S==-53 D=-D print *_LOWERCASE_=_1i-BYTE_KEYPAD_WORDS. _UNDE

419 print ;input "_IS_PRINTER_L1]_SERIAL_OR RSCORES_=_SPACES._",

[2)_PARALLEL__"P;if P>2goto 41Q@ 2020 i+ (T=1)+(T=3)H=1B800

420 CC=43NT=i3print jprint "_LOAD_PROGRAM_t 2030 if T=2H=3100

o list "jprint ijprint “_PRESS_A_KEY_WHEN_TAFE 2040 if X=@print #1,H,

_IS_RUNNING":;print "_for 300_BAUD_USE_INTERFA 205@ if Xprint X,

CE_to input ____WITH_PRINTER_OFF_line ";A=KP; 206R print "_CHARACTERS"ireturn

CC=73NT=@sprint iprint jreturn 3000 Tv=133;if I>@for b=ito I-1;TV=3Zinext @3

58@ clear :;print "_THIS_BASIC_WON'T_print I return

N_PRESENT_FORM.";print ;prrnt‘"_PRESS_A_KEY_F 3012 return

OR_INSTRUCTIONS";if KP
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