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WHAT’ S NEW??? Well, we have only heard of one
printed item on the Astrocade front, and thaet was
that ITT was interested in the foreign market
(i.e., European production and sales). What this
directly means for Astrocade and its problems we
don’t know yet, but any money coming in is
obviously of benefit. On the Nitron side, a month
ago, Nitron informed their creditors of an
ingbility to pay off debts, but that a plan was
in work to locate capital investment. The local
paper subssquently indicated that Nitron was
planning to pay their smaller creditors at a 25%
discount.

ADD-ON NEWS The manufacturers of this device
(disassociated from Astrocade) are leery of
making any public predictions as to when it will
be availoble, because thaere have been so many
schedule problaems before with the wvarious
Bal lys/Astro releases. However, I can report that
the language is up and running, and tha interface
to the keyboard has been enhanced by the use of a
microprocessor just for that function. The
59-key keyboard by Oak, by the way, is quite
attractive, with an 1ll-key kaypad to the side,
and & ten user-definable keys across the top. Thae

design neaeded to gat the keyboard to mate with
the motherboard containing the language and
-memory, and the outer cabinet is just about

finished, so that a Spring production still saems
feasible.

TREASURE COVE CARTRIDGE is ¢ new game now
available. We received onae of the first
production items last week Just in time to
display it at the lWest Coast Computer Faire. It

many positive remarks from non-Arcade
ownars in the areas of resolution and charactaer
action. Designad by Brett Bilbrey of Spectra
Systems, it will operate with up to four players.
Your joystick controls the swimming movemants of
the scuba diver as he attempts to retrieve
treasure from the sea bottom, without touching
one of the mony fish and other fauna swimming by,
and wmaking his way back to the surface where his

received

ship is located, all within the air quantity
given to him. Successful raetrieval of four
traeasvureas results in anothaer screan, more
treasuraeas, higher scores, and .of coursa, mora
denizens of the deep, over 286 ail told. There
are 28 screens to swim through. Brett added a

TOURNAMENT LEVEL of play (a technique proposed by
Dick Houser some time back) which allows players
at one location to compete with others, using the
same set of game parameters. Also unique in
Brett’s design is tha lack of a menu - the screen
shows a highly detailed underwater visw of the
sunken traeasure ship as soon as the cartridge is
plugged in; and the musical background is
continuous - wunless you want to turn it off. 1
expect others will also utilize these technigues.
You should be able to locate the new cartridge at
dealers that handle the Esoterica line. If you
can’t find it there, we will mail order it from
here a4t the price of $3B.ppd (plus $1.92 for
sales within Cal ifornial.
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EXTENDED MEMORY SYSTEM SUPPORT As you work
and play with the Blue Ram and Viper Systems, !at
us know what you discover and develop for them.
We will publish matarial as it arrives for the
general education of all extanded memory systaem
ownars, and we’ll also include tutorials in the
ARCADIAN as we havae in this issue. Most ’things’
will work with either vaersion of tha Extended
Basic, but we need to identify any lack of
equality. We are planning a tutorial that wil]
discuss translations for near-term publ ication.

SUBROUTINE DICTIONARY We are thinking of a
document that will contain subroutines taken from
the various game cartridges (in machine code) so
that one could util ize one or another of them in
a program being developed. A sort of cook-book of
techniquas. If you hava any interaest in such a
projact - to wuse or to contribute ideas, etc.,
please contact Don G!adden.

TUTORIAL AUTHOR APPEAL Yes, we are in need of
authors to write tutorials on the Basic Astrocade
unit. Raemember, we are paying at the rate of $25
par page for this material. Again, contact Don
Gladdan if you can halp out, and either of us if
you have some subjact that you would | ike to
hava covaered.

PROGRAMS NEEDED too, I may as wall get my usual
pitch in here. We are always in nead of programs
for tha genaeral benefit of Queryonae. They den’t
have to be stupendous, just somathing of general
interest. I naed a tape and prefaerably a listing
along with+it, in case that there is a problem in
toading.

PROGRAM' CONTEST UPDATE We have not had a contest
yet this yeor due to a couple of technical
difficulties that should be claared up this

month, so that thare is a good chance that we’ ||
have a contast naext month and thaen probably one
euary othar month to the end of the year. We

provide a $109 prize toc the winnar - gll you have
to do is submit a tape, listing, instructions,
and a statement that the work is a product of
yours.
SCHEDULE This issue should get us pretty weltl
back on the monthly schedule, with issues
appearing ovar tha first weaekend of the month -
more or less. While I have a convention to go to
at the end of April, hopefuliy I'11 get the paper
into print baefore 1 leave so0 that it will be
ready for mail ing when I return.

MUNCHER BACKLOG REDUCED TO ZERO As of the date
of writing, we have del ivered all orders for this

very popular game. Reports from the field have
bean all raves. There were two lemons in the
first batch sent out, but we are now screening
all cartridges to assure that you don’t get

“garbage” when it is plugged in. While we have a
reasonable supply here now, they won't lagst
foraver, and I'm debating the economics of
another run. Anyway, those of Yyou with the
Muncher have a collector’'s item, you can bea

assured.
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2 CY=339;PRINT " PLAYER #",#B,M," SHOTS™, #3, K; RETURN

3 LINE X,¥Y,4:LINE X,¥Y+5,1;LINE X-12,Y+5,1;LINE X,¥Y+17,1;LINE X-7,Y+17, 1;LINE X+
2,¥+23,1°

4 LINE X+11,¥Y+17,15LINE X+4,Y+17,13LINE X+16,¥Y+5,1;LINE X+4,Y+5,1;LINE X+4,Y,1;
RETURN

5 LINE X,Y,4;LINE X,Y+3,1;LINE X-4,Y+3,1;LINE X,¥+8, 1;LINE X-2,Y+8,1;LINE X+1,Y
+12,1

B LINE X+4,Y+8,1;LINE X+2,Y+8,1;LINE X+6,Y+3,1;LINE X+2,Y+3,1;LINE X+2,Y, 1;RETU
RN

7 BC=81;FC=7;NT=5;FOR N=-68T0 7BSTEP 7;BOX M,8,3,3, 1;NEXT N:;FOR N=-78T0 S55STEP
5

8 GOSUB 9;G0SUB 11;N=N+3;MU="a";G0SUB 12;GOSUB 11;NEXT N;CLEAR ;RETURN

S LINE N,8,4;LINE N+3,6,1;LINE N+18,18, 1;LINE N+15,9, 1;LINE N+28,5,1;LINE N+19,
8,1;B0OX N+5,4,2,2,1

18 LINE N+28,-5,1;LINE N+15,-9,1;LINE N+18,-18, 1;LINE N+3,-6,1;LINE N, @, 1;RETURN

11 BOX N+18,8,22,25,2; RETURN
12 LINE N,B8,4;LINE N+5,5,1;LINE N+18,8,1;LINE N+15,5,1;LINE N+28,1, 1;LINE N+18,0
,1;BOX N+5,4;2,2,1 A

13 LINE N+20,-1,1;LINE N+18@,-8,1;LINE N+5,-5,1;LINE N,3, 1;RETURN

14 IF M=1B=B+K;D=D+W

15 IF M=2E=E+K;F=F+Wl Joe Peoples

16 IF M=3G=G+K;H=H+W TRAPSHOOT 310 SailFish Lane

17 IF M=4I=I+K;J=J+W North Philadelphia, OH 44663
18 RETURN

19 IF TR(MINT=1;MU="_*;NT=B;K=K+1;GOSUB 2;GOSUB 21

28 RETURN

21 FOR Q=-34T0 5BSTEP 4;BOX 2,Q,1,2,1+A;B0X B,0-4,1,6,2;G0SUB 22;NEXT Q;RETLRN
22 IF N>-3IF N<K3IF Q>Y-2R=1;B0OX NMN,Y,8,8,2;W=W+1;G05UB 24

23 RETURN

24 NT=5;FOR N=1TO 5;:MU="4";BC=Nb28;NEXT N;NT=8;BC=7:;:RETURN

25 CY=15;PRINT " /\/N\/NININININININININANSN

25 CY¥==-13;:PRINT "N/A\/N/NINNANANAANAASN" sRETURN

39 CLEAR ;GOSUEB 25;CY=0; INPUT * NUMBER OF PLAYERS7?"L;IF L>4L=4

48 CLEAR ;GOSUB 25;:;CY=@; INPUT * NUMBER OF TARGETS?7"T:IF T>839T7=3989

58 CLEAR ;IF RND (5)=3GOSUB 7

58 NT=0;M=1;R=08;K=0;W=0; B=0;E=8;F=0; G=08;H=0; I1=0;J=08

78 BC=7;FC=168;X=-31;¥Y=-26;G05SUB 5;X=-51;Y=-31;G0SUB 5;X=-67;Y=-43;GOSUB 3;X=-36
;Y=-44;G0SUB 5

88 X=-18;Y=-38;G0OSUB 3;x=21;Y=-26; GOSUB 5;X=6;Y=-32;G0SUB 5;X=65;Y=-29;G0OSUB 5;X
=37;¥=-37;GOSUB 3; X=57;Y=-42;G0OSUB 5

99 GOSUB 2 E

190 A=8;BOX B, -4©,3,8, 1;CY=-39;CX=13; PRINT "PULL 248 IF TR(1)GOTO 5@
118 IF JX(M)BOX 18,-39,38,11,2;R=R+1;G0T0O 140 258 GOTO 248

128 IF R=TbLGOTO 20@

138 GOTO 118

149 Y=(RND (5)-2)b18;X=(RND (53+1)b18;:5=RND (4)+1;:C=RND (2);IF C=2GOTO 168
158 FOR N=-XTC 7BSTEP S;G0TO 170

168 FOR N=XTO -7BSTEP -S

1789 BOX N,Y,15,5,2;B0X N,Y,4,4,1+A3G0SUB 19;NEXT N:;BOX 78,106,15,58,2;B0X -74,10,
15,58,2;G0SUB 14

188 M=M+1;K=0:W=8;IF M>L M=1

188 GOTO SB

208 CLEAR ;FC=283;CY¥=20;PRINT " PLAYER: #1 #2 %3 #4

218 PRINT ;;PRINT " HITS:*",#6,D,#4,F,%4,H,%4,7J

228 PRINT ;;PRINT * SHOTS:",#5,B,#4,E,#4,G,%#4,1 () R.Fabris 1683
238 PRINT ;;PRINT " USE TR1 TO RUN
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ASCII VMALUES
WHAT ARE THEY???

BND USE OF THE “KP’ RND
“TY” FUNCTIONS

IF YOU REMEMBER. WE MENTIONED IN ONE OF
OUR PREVIOUS LESSONS THAT OUR COMPUTER ONLY
UNDERSTRANDS NUMBERS. THEREFORE. SOMEWHERE IN
THE SYSTEM SOFTWARE, THERE HAS TO BE R ROU-
TINE THRT TRANSLATES QR INTERPRETS CERTAIN
YALUES INTO THEIR CORRESPONDING LETTERS OR
CHARACTERS, OR HE WOULD NOT EVER BE RBLE TO
“PRINT®" OR DISPLRY THEM. THESE YRLUES RRE
KNOWN RS "RSCII® YRLUES. C(RAMERICAN STANDARD
CODE FOR INFORMATION EXCHANGE)>, AND  ARE
PRETTY MWELL STRNDARD FRRE MWITH MOST COM-~
PUTERS. WE CAN USE THEM MWITH BRSIC T0O.
RERD ON. ..

KPP AND TV

THE "KP®" FUNCTION WORKS SOMETHING LIKE
"INPUT", EXCEPT THRT IT RETURNS RSCII YRLUES
INSTEAD OF DIRECT. KEYED IN YALUES. TRY THIS:

>18 PRINT KP
228 RUN

RUN THE PROGRAM, THEN HIT THE “R‘ KEY. YOU
WILL SEE THE YALUE 657 PRINTED. THIS IS THE
ASCI1 YALUE FOR THE LETTER ‘A“. YOU CAN USE
THIS IF YOU WISH TO FIND THE ARSCII YALUE FOR
ANY CHARRCTER OR COMMAND WORD ON THE KEYPAD.
OR YOU CAN REFER TQ THE CHART WHICH FOLLONWS
THIS LESSON. SIMILAR TO THE "INPUT" COMMAND.
WHEN THE COMPUTER SEES R “KP’, HE STOPS
EVERYTHING HE’S DUING AND WRITS FOR A KEY TO
RE PRESSED. (“GO” IS NOT NEEDED  HERE).

THE *"T¥" FUNCTION IS RLSO USED HITH
ASCII VYALUES TO DISPLAY THE CHARACTERS.

218 TY=72;TY=69;TY=76;TY=76;TY=79;TV=13

WHAT WE DID HERE IS TAKE THE CHARACTERS”
ASCII YALUES 1IN THE WORD, THEN DISPLAYED
THEM ONE RT R TIME USING "T¥=", THEN RDDED R
CARRIAGE RETURN (13> AT THE END. YOU MRY
WONDER MWHY WE WOULD USE THIS METHOD INSTERD
OF JUST USING THE “"PRINT" COMMAND. KELL.
THERE RRE MANY USES FOR THIS METHOD., RND
WE’LL GET INTO SOME OF THEM IN R LRTER TUT-
ORIAL. FOR NOW: TRY THESE EXAMPLES TO GET
THE IDER OF WHRT IS HAPPENING:

218 PRINT “"HWHAT IS YOUR NRME?

.;38 g=KP; T¥=R;B=KP; TY=8;C=KP; T¥=C;D=KP; TY=D;
=

238 PRINT "HI THERE *®,;TV¥=R;TY=B;TY=C;TY=D;

PRINT ™!1!!

218 FOR R=32T0 119
228 TY=A
238 NEXT R

218 PRINT “"CHARARCTER? ",

228 K=KP;T¥=K;PRINT

238 PRINT °"THE RSCII VALUE IS ".#1.K
248 RUN

N\
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GO=13 /=47 =64 =8/ x =98
ERRSE=3I =48 =65 =82 + =99
SPRCE=32 1=49 =66 =83 LIST=]/64

=33 =58 =67 =84 CLEAR=185
=34 3=51 =68 =85 RUN=186
#=35 4=52 E=69 =86 NEXT=187
$=36 5=53 F=r@ W=87 LINE=1088
x=37 6=54 G=71 X=88 IF=189
&=38 7=35 H=72 ¥Y=89 GOT0=1186
=39 8=56 I=73 Z2=98 GOSUR=]11
(=48 9=57 J=r4 [=91 RETURN=I|I2
=4 | :=58 k=75 \=92 BOX=113
*=42 ;=59 L=76 - 1=93 FOR=114
+=43 =68 MN=77 =94  INPUT=115
»=44 ==6| N=78 «=95 PRINT=I16
-=45 =62 0=79 $=96 STEP=117
.=46 ?=63 =88 =97 RND=118
T0=119

VALUES 188-183 PRODUCE WEIRD-LOOKING CHAR-

ACTERS THAT DON-T REALLY MEAN ANYTHING. BUT
CAN BE USED IN R PROGRAM IF YOU WANT. ALL
OTHER VYALUES UP TO 256 RRE UNRECOGNIZED AND
WILL PRODUCE R QUESTION MARK.

TWO—LETTER ¥ARIABLES

IN QUR SECOND LESSON, (YOL. 5 NO. 2), WE
DISCUSSED WHAT R "YARIABLE® IS USED FOR. IN
OUR EXAMPLES SO FAR, MOST OF THE YARIARBLES
THAT WE HAYE USED HRAYE BEEN “ONE-LETTER®
VARIABLES. (R THRU Z)>. AGRIN, TO REFRESH QUR
MEMORY. THESE ARE USED SIMPLY AS LOCRTIONS
TO STORE AND CHRANGE VALUES. "TWO-LETTER"
YARIABLES RRE DIFFERENT. EACH THO-LETTER
YARIABLE HAS IT’S OWN SPECIAL FUNCTION. IN
OTHER WORDS. WE DO NOT USURLLY “STORE” R
YALUE INSIDE THEM. (ALTHOUGH IT CAN RE DONE
UNDER SOME CIRCUMSTANCES), BUT WE ‘SET’ THEM
TO B YALUE NEEDED FUR THEIR SPECIFIC PUR-
POSE. “CX’ AND ~“CY’ RRE EXAMPLES OF TWO~
LETTER V¥ARIABLES THART WE HRVE ALREADY USED.
HERE IS A LIST OF ALL THE THO-LETTER YAR-
IABLES USED IN ASTRO BASIC ALONG WITH THEIR
FUNCTIONS. (EXCEPT THE ~“MUSIC PROCESSOR‘
YARIARBLES MWHICH WILL BE DISCUSSED IN A FUT-
URE ARTICLE).
CNOTE-"DEFRULT YALUE® IS THE VALUE SET TO
THE E‘RRI ABLE BY THE COMPUTER UPON HITTING
“RESET”).

DEFARULT
YALUE  VYAR.
=77 C X -(CURSOR X’ POSITION)

TELLS COMPUTER WHERE TO PLACE CURSOR TO
START PRINTING HORIZONTITALLY. ¢(-38 TO
79).
32 CY-(CURSOR ¥~ PASITION)
TELLS COMPUTER WHERE TO PLACE CURSOR TO
START PRINTING VERTICALLY. (~-44 TO 43).
(SEE TUTORIAL #1-¥0L. 5 NO. | FOR EX-
RMPLES OF USE).
2 N T-(NOTE TIME)
SETS LENGTH OF TIME. (IN SIXTIETHS OF R
SECOND)>, THRT EACH TONE WILL SOUND WHEN
*PRINTING® TQ THE SCREEN, OR USING THE
MU’ COMMAND. “NT=8" WILL TURN SQUND OFF

J
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TRY THIS:

>18 INPUT NT
>28 PRINT "THIS IS NT=",#I,NT
236 RUN

7 B -(BACKGROUND COLOR)
ALLOWNS Y0OU TO SET THE SCREEN BRCKGROUND
TO ANY OF 256 COLORS. (8-255).
8 F € -(FOREGROUND COLOR >
ALLOWS Y0OU TO SET THE SCREEN FOREGROUND
TO ANY OF 256 COLORS. (8-255)

>18 INPUT BC.FC
228 RUN

e S Pr-(SCROLL MODE)

THIS  FUNCTION CONTROLS HOW THE SCREEN

WILL SCROLL MWHILE PRINTING. THERE RRE

FIVYE DIFFERENT YALUES WE CAN SET IT TO.

€@-4). THEY WORK AS FOLLONWS:
SM=8 NORMAL SCROLLING.
SM=] KNILL FILL THE SCREEN. THEN WHEN CY=-48
WILL SUPPRESS SCROLLING, RND CONTINUE PRINT-
ING ON THE LAST LINE. (HOLDS CY AT -48).
SM=2  SIMILAR TO SM=I, EXCEPT CLEARS BOTTOM
LINE RFTER IT IS FULL OF TEXT.
SM=3 FILLS SCREEN. THEN CLERRS SCREEN AND
FILLS IT RGRIN, ETC.
SM=4 SAME RAS SM=3, EXCEPT AFTER SCREEN IS
FULL., NWRITS FOR YOU TO PRESS ANY KEY, THEN
CLEARS SCREEN AND PRINTS THE NEXT "PRGE*®.

THE BEST WRAY TO EXPERIMENT WITH "SM® IS
TO ENTER A FRIRI.Y LONG PROGRAM. THEN “LIST”
IT USING DIFFERENT 5M YALUES.
a R P1-(REMRINDER)
THIS YARIABLE HOLDS THE REMAINDER OF THE
LAST DIYISION PROBLEM THE COMPUTER PER-
FORMED. C(USEFUL FOR WORKING OUT DECIMAL
MATH ROUTINES).
a Me'=(LINE X.¥Y COORDINATES)
HOLDS X AND ¥ POSITION NEEDED FOR THE
“LINE®" COMMAND. (WILL BE COYERED MORE IN
R FUTURE TUTORIAL).

THERE RARE ALSO SOME “TWO-LETTER" FUNCTIONS
THAT ARE NOT RERALLY YARIABLES, BUT "INPUT-
OUTPUT® FUNCTIONS. (HWE CANNOT <STORE” R
YALUE IN THEM). HERE THEY RRE:

(NOTE-TO “RERD” SOMETHING MERANS TO FIND OUT
THE YALUE STORED THERE. <(E.G."PRINT BC").
TO "WRITE® MEANS TO SET IT. (E.G. °"BRC=86").

RERD ONLY:

SZ-(SIZE)
HOLDS NUMBER OF BYTES LEFT RYARILRBLE FOR OUR
BRSIC PRUOGRAM.

P> -(PIXEL)
USED TO ODETERMINE WHETHER RN INDIVIDURL
PIXEL IS “ON” (FC)> OR “OFF“ (RC). SEE YOL. S5
PAGE 5°7.

T =CJOYSTICK X POSITION)
USED TO RERD JOYSTICK LEFT-RIGHT STATUS.
IF JOYSTICK #1 IS IN LEFT POSITION. JXCI)=-I
CENTER=-JXC 1 )=8 RIGHT-JXC|)=].

Jw-(JOYSTICK ¥ POSITION)
USED TO RERD JOYSTICK UP-DOWN STATUS.
JOYSTICK #2 FORWARD (UP)I-JY(2)=]
JY(2)=8 BACKWARD (DOWNI-JVY(2)r==]

CENTER-
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RERD ONLY: (CONT.)

T R-(TRIGGER)
USED TO READ TRIGGER STATUS. TRIGGER #I
PULLED: TRCI)=1. NOT PULLED: TR(I)=8.

K IN—=(KNOB)
USED TO CHECK POSITION OF KNOBS. WILL RETURN
R YALUE OF =~128 (COUNTER-CLOCKWISE) TO 127
(CLOCKWISE). EXRMPLE: KN(3)=8.. KNOR #3 IN
CENTER POSITION.

P -CKEYPRD)
SIMILAR TQ THE “"INPUT®" FUNCTION, EXCEPT
RETURNS ASCII VALUE OF WHATEYER CHRRACTER IS
PRESSED.

WRITE ONLY:

T A*=(DISPLRY ON TV¥)
USED TO DISPLAY CHARACTERS BY USING THEIR
ASCI1 YALUES.

rMUI-(MUSIC)

IMMEDIATELY PLAYS A NOTE EQUAL TO THE ASCII
YALUE IT IS SET TO. (SAME NOTE THRT WOULD
SOQUND IF YOU PRESSED THE CHARACTER).

HERE IS R SHORT BEGINNING TO A GRAME PROGRAM
THAT WE WILL BE USING IN OUR NEXT FEW TUT-
ORIRLS TO APPLY SOME OF THE THINGS WE HAVE
LEARNED. KEY IT IN. AND SAYE IT ON THPE.
IF YOU HAYE ANY SUGGESTIONS ON WHRT TQ RDD.
OR HOW TO IMPROVE IT, SEND THEM IN!''! RNE’LL
ALL WRITE THIS ONE TOGETHER. YOU DON‘T HRYE
TO KNOW HOW TO CHANGE IT. JUST SEND IDERS ON
WHAT TO ADD/CHANGE, ETC. YOU CONTROL THE
SMALL DASH (UP AND DOWN) WHILE IT IS MOVING
ACROSS THE SCREEN FROM LEFT TO RIGHT. TRY TO
HIT AS MANY OF THE B80XES RS YOU CRAN USING
JYCI1)>. DESCRIPTION OF THE PROGRAM RAND WHRT
IT IS DOING FOLLOKWS.

>la B=lag
228 CLEAR
>38 FOR R=ITO B
248 BOX RND € 158)-75,RND (88)-48,3,3. |
>38 NEXT A
268 FOR X=-78T0 78
;gg Y=Y+J¥YC1)>
IF PX(X+1,Y)BOX X+2,¥.3,5,
298 BOX C.D.2.:1,2 2:¥,3.5.2
21868 BOX X,¥.2.1.,1
2118 C=X;D=¥
2128 NEXT X
2138 B=B+2
2148 Gara 2@

LINE #18-INITIALIZES ‘B- TO 188, WHICH
HOW MANY BOXES WE NWANT ON THE SCREEN ;g
START .

LINE #28-CLEARS THE SCREEN.

LINES #38-568-SETS UP A COUNTER LOOP. DRAKWS
"B (NUMBER)> 3 BY 3 BOXES IN RANDON PDS-
ITIONS ON THE SCREEN. ¢188 TO START).

LINE #60-STARTS X COORDINATE (FOR OUR MOYING
PRSH) RT -78. (LEFT SIDE OF SCREEN)>. WILL
CONTINUE TO P78. (RIGHT SIDE OF SCREEN).
LINE #78-SETS ¥ COORDINATE TO WHRTEVER IT
WRS PREYIDUSLY PLUS ONE IF JY(I)=] (FORNARD)
OR HINUS ONE IF J¥(l)=-1. (PULLED RACK).
(ADDING A NEGRTIYE ONE IS THE SRME RS SLR-
TRACTING ONE). NO CHANGE IF J¥Y(|)=8. (CEN-
TER POSITION).

1583
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LINE #86-CHECKS TO SEE IF R PIXEL IS "ON".
(FC), DIRECTLY IN FRONT OF YOUR DASH. (X+1).
IF SQ. BOX HRS BEEN HIT, ERRSE IT WITH R
NUMBER "2*®, (BC) BOX 3 BY 5. (COVERS ANY OF WHICH ROM DO I HAVE? can be answered by arother

VOl. 5 NO. 6

THREE POSSIBLE “HIT” POSITIONS). method recently submitted by Bert Holimes after
LINE #98B-ERRSES THE OLD DRSH. reading of the probiems that Craig Anderson
LINE #1868-DRANS THE NEW DASH. discussed on page 49. Bert’s idea is to have the
LINE #|16-REMEMRERS POSITION OF NEW DASH S0 computer display the contents of memory where
IT CAN BE ERRSED NEXT TIME RAROUND . the words GAME OVER are imbedded in the ROM. The

LINE #I120-KEEP GOING UNTIL YOU REACH RIGHT first byte is ecither at location 3159 or at
SIDE OF SCREEN. (WHEN “X° IS GREATER THAN(>) 3184, and the words take up 9 spaces, so Bert

78). osks the computer to print out its memory
LINES #138-148-DIVIDE ‘B~ BY THO, (CUT NO. contents from 3159 to (3164 + 9) to cover either
OF BOXES IN HALF), AND RESTART. casa, as:
18 FOR A= 3159 TO 3172

DON GLRDDEN 20 TV = X (D)
53408 NINE MILE RORD 38 NEXT A
SQUTH LYON, MI 48178 In aexplanation, Line 18 starts the
C313) 437-3984 FOR-NEXT 1loop at the first location, toc end at

the last location. Line 20 diraects the computer

HRNABARRERRERAERNE R AR RRARRRERERRALRABRNRE to print the contents of the memory space
RUESTIONS FROM REARDERS addressed by Line 19; whila Line 30 increments
the program by 1 (STEP 1 is implied) and goes

HAS ANYONE COME UP NWITH AN EXTENSION CORD back to Line 18 with the new value of R.

FOR THE ASTROCADE HRAND CONTROLS? What you should see is either:

THE *“WICO®™ EXTENSION CORD MADE FOR THE GAME7?OVER?;7? ? if you have the 3153
ATARI SYSTEM HWILL RLSO WORK PERFECTLY WITH board, or
THE ASTROCADE. IT IS A 12 FOOT EXTENSION. 7?7 ??7GAME?OVER if you have the 3164

AND IS RAYRILABLE AT MOST VYIDEUO STORES OR board.
FROM HOME RRCADE ELECTRONICS IN EL MONTE. CA
FOR $9.35 POSTPRID.

WHEN A MACHINE-LANGUAGE PROGRAM/ROUTINE IS

USED IN R BRASIC FPROGRAM, AND NUMBERS ARE
L » = ; ’ ¥

THEM?

THIS IS R FREQUENTLY-ASKED QUESTION. UN-
FORTUNARTELY, IT IS NOT AN ERSY ONE TO ANS-
WER. WHAT THE NUMBERS MEAN ARE MRCHINE-CODE
INSTRUCTIONS AND DRTR PUT INTO R FORMAT SO
THAT OUR COMPUTER CAN UNDERSTRND THEM. HOW
THEY RARE HRRRIVED AT IS SOMETHING WE HILL BE
COVERING IN R TUTORIRL IN THE VYERY NEAR FUT-
URE, SO BE PRTIENT AND BERR HWITH US!'!!

WHY WON‘T THE RSTRO-RASIC WORK WITH DECIMALS
LIKE SO MANY OTHER COMPUTER SYSTEMS WILL?

YOU HAVE TO REMEMBER THAT THE ASTROCRDE
WAS DESIGNED TO BE A GAME-PLAYING COMPUTER,
SO0 EYERY EFFORT KWAS PUT FORTH TO NAKE IT
ERSY TO PROGRAM GRAPHICS, SOUND EFFECTS.
COLORS, ETC. DECIMAL MATH. IN MOST CRASES.
ACTUALLY MAKES THIS HARDER TO DO, SO INT-
EGER, (NON-DECIMAL)>, MATH ROUTINES BRECAME
THE WAY TO GO WITH OUR BRSIC. THOUGH IT MRY
SEEM IMPOSSIBLE TO USE DECIMAL MATH WITH OUR
COMPUTER, THIS IS NOT THE CRSE., FOR EVEN
THOUGH HE ONLY TELLS US THE ROUNDED OFF
VYALUES, HE DOES SAVE RALL REMRINDERS OF DIv-
ISION PROBLEMS, SO THAT DECIMAL MATH ROU-
TINES CAN BE DONE WITH A BIT OF HEAD-
SCRRTCHING .

HOW RBOUT SOME ARTICLES/TUTGRIALS ON BLUE
RAM/YIPER EXTENDED BRSIC?

STARTING WITH THIS [ISSUE, THRT’S JUST
HHRT YOU-LL SEE. WE HRYE NOW HAD ENQOLIGH INT-
EREST SHOWM TO INCLUDE AN *EXTENDED BRSICT
kCORNER IN ERCH RRCADIAN. @ R.Fabris 198- J
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Have you ordered your copy of the

WINTER 1982
(2nd Edition of WINTER 19827
ASTROCADE SOURCEBOOK?

*

¥

*

%

¥

¥

¥

* The SOURCEBOOK is a compilation of
* Known SOURCES of Hardware and
¥ Sof tware Products for the
¥ BALLY/ASTROCADE Professional ARCADE.
X It contains the only available
4 complete index and descriptions
% to the ARCADIAN programs and
3 tutorials. The SOURCEBOOK alsc has
¥ a 40 page catalog section containirng
¥ complete coverage of the top sixteen
¥ Software and Hardware Sources. Over
% 116 pages of information.

¥

¥

¥

¥

S

¥

¥

3

X

¥

¥

¥

The SOURCEBOOK is available for
$ 7.88 in US Funds from:

RMH Enterprises
4625 Los Alamos Ave.
Livermore, CA 94558

Special $1.88 saving for ARCADRIANS
Regular price is $8.8@
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INCREDR IBLE

asirofage SHALE!

ABC HOBBYCRAFT and GUY’S BARGAIN BASEMENT offer you the opportunity to
pick up four ASTROCADE cartridges you may have missed at INCREDIBLE

low prices!

Why? Put simply,

WE WANT YOUR BUSINESS!

We are THE Astrocade experts,

with more experience than any other retailer! We want you to try our
fast, dependable service, and we’re willing to offer this INCREDIBLE

deal to get you to try us first!

customer, consider this sale our
support...)}

CATCH THESE BUYS!

BIORHYTHM
Regular price $29.95

only $9.95

SAVE $20!

GALACTIC INVASION
Regular price $29.95

SAVE %135!

SPECIAL EBONUS!
GET THE ASTROCADE
RIDGE (a #23.9

This

| —
ot

valuable collecteor™s item

- LIMITED GUANTITIES AVAILABLE!

| only $5194.95 gnluy $20.95

BEUY AlY

(If you’re already a regular
special "thank you" for your

- DOFFER ENDS JULY 1!

DOGFATCH
Regular price $292.95

only $9.05

SAVE $20!

= TR

New ASTROCADE BARSIC
Regular price $59.95

SAVE $30!
.

3 ITEMS AEBOYE
STRATION CART-

&

DEMON

walue) FEREE!'!!

.demonstrates all your ASTROCADE s

features - color,
more!
ASTROCADE deaslers, but now
with purchase of any three
sale items above!
available separately for %£zZ9.%93!

music, games %

YOUrs

s EECEBEEEGH
astrocqde

Freviously available only to

FREE

of the
(Demo cartridge

)

Send orders or requests for ow FREE
1é~-page illustrated catalog tol

ARC HOBRYCRAFT: 21Z5 E. Morgan Av.
Evansvills, IN 477 e A477-2&61
Ericlose $1.50 | Shandling f2=2
all ords Masteroard,
and Z.0.D. i

phones!

4wy

R,

S
=

with

o
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28 CLEAR ;;PRINT ;PRINT " NEW DECK";FOR U=BTO 488;NEXT U;R=52;FOR Z2=0TO S1;%(2)=
ZiNEXT 2

38 CLEAR

483 FOR Z=BTO 4STEP 4;FOR ¥Y=Z2TQ 2Z+42;@(Y)=0;NEXT Y;NEXT 2

58 J=0;G0SUB H; J=4;GOSUB H; J=8;GOSUB H;J=4;GOSUB H

68 1IF @(86)=21G0T0O 460 BLACKJACK

780 IF @(4)=21T=1;G0SUB 218;T=0;60T0 3168

8@ Y=JIX(P);IF Y=BGOTO B8 Dick Harris

9@ IF Y=-1GOTO 218 1424 S.W. Montgomery #104
198 J=8;G0OSUB H Portland, OR 97201

11@ IF @(J)>>21G07T0 310

115 IF @(1)=5G0T0O 4E@

120 IF @(J)=21IF @(J+2)=8G0T0 218

138 GOTO 88

218 J=4;A=-76;B=-40; GOSUB 528;S=M;VU=N; GOSUB 530;G0SUB 1808b(6+S)
212 IF TRETURN

228 IF @(J3>16G0TO 2489

238 GOSUB H;GOTO 228

240 IF @(J)>>21GOTO 410 Player's cards at top
258 IF e(8)>e(4)>3G0TO 418 Joystick -3 R = Hit
312 I="D";GO0TO 47@ €= L = Stand
410 I=43;G0T0O 478 Dealer takes push

458 I1=50 Pays double for Blackjack,
478 CX=-77;CY=0;GOSUB 492 or 5 and under

475 IF &(P+15)=8GOTC 475

480 IF R>16GOTO 38

480 GOTO 29

482 IF I="D"PRINT * I WIN";RETURN

434 PRINT " YOU WIN",;IF I=S5@GPRINT " DOUBLE!"

496 RETURN

519 FOR D=A+3TO A+19STEP 4;LINE D,B+32,8;LINE [,B,1;NEXT D

515 FOR E=BTO B+BSTEP Z;LINE A,E,8;LINE A+23,E+24, 1;NEXT E;RETURN

528 BOX A+l1Z,B+16,28,36, 1;BOX A+12,B+16,24,32, 2; RETURN

538 CY¥=B+27;CX=A+5; TU=%(U+5E); RETURN

508 D=A+6;E=B+10;GOSUB E88;D=D+12;GOSUB 688;D=D-5;E=E+6; GOSUB 580

£10 BOX A+12,B+7,2,8,1;B0X A+12,B+3,6,2, 1 ;RETURN

&8 BOX D,E,6,6,1;B0X D,E,10,2,1;BOX D,E,2,18, 1;RETURN

7808 FOR D=A+11TO A+12;GOSUB 78@; NEXT D;RETURN BOX A+12.B+12,8,9, 1;RETURN

786 LINE D,B+28,8;LINE D-8,B+12,1;LINE D,B+4,1;LINE D+8,B+12,1;LINE D,B+20, 1;RET
URN

888 D=R+4;F0OR F=7T0 -7STEP -14;FOR E=B+13TC B+14;LINE D,E,8;LINE D+F,E-7,1;NEXT

E:D=A+1S;NEXT F

822 FOR D=A+8TO A+15STEP 7;BOX D,B+18,5,1,1;B0OX D,B+19,3,1,1;NEXT D

849 FOR E=B+15T0 B+1E6;LINE A+4,E,8;LINE A+7,E+3, 1;NEXT E

850 FOR E=E+18T0 B+19;LINE AR+16,E,B;LINE A+19,E-3,1;NEXT E

855 BOX A+12,B+17,4,1,1

856 BOX A+12,B+1E6,2,1,1

368 RETURN

S20 D=A+19;F0R F=-7T0 7STEP 14;FOR E=B+STO B+12;LINE D,E,2;LINE D+F,E+7, 1;NEXT E
s U=RA+4; NEXT F

318 D=A+12;E=B+10

524 BOX D,E,14,6,1;B0X D,E,12,8,1:B0X 0,E,10,18,1;BOX D,E+3,8,6,1;E0%X [I,E+4,4,3,

3;BOX D,B+5,2,2,1
@a BOX D[,B+3,5,2,1;RETURN ——.'/
98 © R.Fabris 1983
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1818 Z=RND (R)-1;C=%(Z);R=R-1;%(Z)=%(R);S=Cc13; U=RM
1820 A=32be(J+1)-765;B=@( J+3)

1838 GOSUB 528;IF JIF @(5)=@M=5;N=U;GOSUB 518;G0TO 195a
1848 GOSUB 538;GOSUB 180b(6+S)

1050 @(J+1)=@(J+1)+1

1118 IF U=12IF @(J)<11@(J)y=@(J)+11;@(J+2)=1;RETURN
1120 IF U=12@(J)=€(J)>+1;RETURN

1138 IF U<S@(JT)I=@(J ) +2+V

1148 IF U>B@(J)=@(J)+10

1158 IF @(J)>21IF @(J+2)@(J+2)=3;0(J 1=e(J }-18

1168 RETURN

16-K AND 32-K
BLUE RAMS NOW
BEING SHIPPED

The Blue Ram by Perkins Engineering has aiready opened
the door to hundreds of creative programmers who love the powerful
graphics and sound capabilities in the Astrocade, but were stymied
by its lack of random access memory (RAM). No more! Now, instant-
ly, 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 New 16K Blue Ram and the

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 H H
modem, a printer, a keyboard and many other applications! Regular EXtended Bas"c Cartrldge
price is $249.95. (32K model is $369.95). a $300.00 value

.Blue Ram Extended Basic Cartridge
Written by Jay Fenton and John Perkins to take advantage of the 2 75

Blue Ram’s exclusive input and output ports, hardware and software R )
switching mechanisms, and the Astrocade’s outstanding game and New 32K Blue Ram & Extended Basic Cartridge, $395
graphics design capabilities. With 16K Blue Ram it gives up to T —— T —_—

15,500 bytes of programming space (total SZ. With 32K Blue Ram ; ot s M
total SZ is 31,884), with special POINT, CIRCLE and SNAP com- (O T ) TR e
mands, 4 colors, built-in math routines, keyboard and printer-driving : T

logic, 300 baud or 2000 baud data output and much more! Will not L =

operate without a Blue Ram or other extended memory. Regular
price is $49.95.

o

The B'ue Ram Keyboard! A 62 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 command

o E R KI N S words are added to the keys. Price assembled and tested is $89.95

1004 Pleasant Ave., Boyne City, Michigan 49712 Phone (616) 582.9832

<€ NGINEERING 300 haud Baly Baskc or 200 baud Anacade Basi

April 4, 1983

USE THE FOLLOWING ROUTINE TO CHECK THE
VALUES (F ALL TWO-LETTER YARIABLES IN YOUR
PROGRAM AT ANY TIME. CALL IT WITH: "GOTO
sapan” .

380088 CLEAR ;PRINT ;FOR X¥Y=20862T0 26052STEP
2; CX==rFO+{(XY2200 13 )+( XYD>200836 ) X 52; LY
=CY+((XY=208820 )+({ XY=20833 ) IX72

38018 TV=(XY-28000)72+864; FRINT #8, "=",X(XY);
MEXT XY:Cv=-48

© R.Fabris 1983 )
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TITLE FPARAGE
INSTRUCTIONS

EYER GET RERDY TO :PRINT R PROGRAM TO
TRPE AND WONDER HOM THE "PROS" GET THE TITLE
PAGE TO STRAY WITHOUT THE ":PRINT" SHOWING
ON THE SCREEN WHILE THE PROGRAM LORADS? IT’S
REALLY VERY SIMPLE. WHEN YOUR PROGRAM IS
REHDY TO TARPE, KEY IN THE FOLLOWING:

CLEAR ;CY=-48;5M=2 (GO)

THEN YOU CAN KEY IN COMMANDS TO PRINT YOUR
TITLE. INSTRUCTIONS, ETC. BY RDDING ‘CvY=-48~
TO THE END OF ERCH COMMAND. WHEN YOUR SCREEN
LOOKS THE WRY YOU WANT IT, (IGNORE THE BOT-
TOM LINE...IT WILL BE ERASED), GET YOUR REC-
ORDER MOYING, KEY IN: SM=8;:PRINT AND HIT
“G0°. THE LAST COMMAND WILL DISRPPEAR., THE
SCREEN WILL STILL BE THERE. SM WILL BE RESET
TO ZERQ, RND IT WILL RLL BE ON TAPE. EXAMPLE:

CLERR ;CY=-48;S5M=2 (GO)

CY=18;CX=-24;PRINT "CHECKERS":CY=-48 (GO)
C¥Y=8;CX=-33; PRINT "BY JOE BLOW";CY=-48 (GO
SM=8; :PRINT (GO WHEN TRPE 1S MOVYING).

HERE IS R PROGRAN YOU CAN USE TQ TYPE
TITLES. INSTRUCTIONS., ETC. ON YOUR “TITLE
PAGE- AND ERACH LINE WILL RUTOMARTICALLY BE
CENTERED ON THE SCREEN FOR A NICE PROFESS-
TONAL LOOK. (NOTE: THIS PROGRAM NEEDS 224
BYTES TO FUNCTION AND USES YARIARBLES ¥ THRU
Z AND @(BI>-&25> SO IF YOU NEED PRESET
VALUES IN ANY OF THESE LOCATIONS FOR YOUR
ORIGINAL PROGRAM. BE SURE AND RESET THEM
AFTER USING THE ROUTINE.

STEP #!-HITH YOUR PROGRAM IN MEMORY, MAKE
SURE 52>223. IF IT IS SMALLER. TRKE R FEN
LINES OUT. (WRITE THEM DOWN FIRST S0 YOU CAN
ADD THEM RAGRIN LRATER).
STEP #2-ADD THE ‘TITLE‘ PRQGRAM TO YOUR PRO-
GRAM. (BE SURE RND USE THESE LINE NUMBERS).
228888 CLEAR ;SM=2;Y=48;CY=-Y;2=2+2
220881 X=|;H=a
220082 Y=KP;T¥=VY;IF ¥=]3G0TQ 2+3
220883 IF ¥=3|TY=32;TY=Y;H=H-1;X=X+3;G0T0 2
226884 B(H)I=Y;X=X-3; "H+I G6oto 2
2286885 CX=. .-CV—V,FOR ¥Y=06T0 R-1;T¥=8(¥Y);

NEXT V;CX=-77:CY=-48;Y=Y-8;60T0 2~I

STEP #3-CHECK SZ AGAIN. YOU SHOULD HRYE AT
LEAST 52 BYTES LEFT.

STEP #4-KEY IN: Z=28060;G0T0 Z AND THE ROU-
TINE WILL RUN. NOW, TYPE IN YOUR INSTRUC-
TIONS. TITLE, ETC., BEING CAREFUL NOT TO EX-
CEED 26 CHARACTERS BEFORE ENTERING ERCH
LINE. (GO)>. “ERRSE’ MAY BE USED. THE COM-
PUTER NWILL RUTOMARTICALLY CENTER ERCH LINE
AS IT IS PRINTED ON THE SCREEN.

STEP #5-WHEN Y0OU RARE DONE, PRESS “HALT”.
TAKE LINES 26636-28085 0UT. PUT ANY PROGRAN
LINES BARCK IN THAT YOU TOOK OUT ERRLIER. SET
YARIABLES ¥Y-2 RND @(Q)>-@(25) (IF NECESSARY).
THEN DUMP TO TRPE WITH: SM=8.:PRINT

TO SAVE THIS ROUTINE ON TAPE, KEY IT IN
ALL BY ITSELF, (NOT ON THE END OF RNOTHER

\\‘ © R.Fabris 19£3
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PROGRAM>, AND PRINT SZ. IT SHOULD BE EXACTLY
1628. €172 BYTES). IF IT ISN’T, GO BACK AND
CHECK FOR MISTAKES. THEN DUMP WITH:

:PRINT X2(-24576),86 (ONLY TRKES A FEW
SECONDS)>. THEN TO LOAD IT TO AN EXISTING
PROGRAN :

=28608; : INPUT 2(A(Z)-4);2(2I=/(2)+172

THIS WILL ADD THE ROUTINE TO THE END OF YOUR
CURRENT PROGRAM IN MEMORY, THEN RESET THE
END-OF-PROGRAM COUNTER TO THE PROPER YALUE.
MAKE SURE THERE ARE NO LINE NUMBERS RROVE
19999 IN YOUR ORIGINAL PROGRAM.

PRIKS .. (PRUSE)>

ON-BORRD SUBROUTINE #81 (PAWS) IS R
NIFTY LITTLE ROUTINE THAT IS YERY EASY TO
USE IN A BASIC PROGRAM. MOST PROGRAMS USE R
"TIME DELAY" (PRUSE) FOR-NEXT LOOP SOMEWHERE
OR OTHER TO LET THE USER VIEW SCORES, RERD
INSTRUCTIONS OR SOMETHING. HWELL. WE CAN DO
THE SAME THING WITH THE "PRWS® ROUTINE. RAND
IT ONLY USES 4 BYTES OF MACHINE CODE., AND S
BYTES IN YOUR BRSIC PROGRAM (IF YOU HAYE A
YARIABLE AYRILABLE> TO ~“CALL” IT. YOU CAN
STORE THE MACHINE CODE ANYWHERE YOU WISH
THAT WON’T BE HWIPED OUT. (BEGINNING OF THE
STRCK--28258 IS USURLLY GOOD). HERE IS THE
LISTING: DEC. HEX

2(28258 )= 235 FF RST 38H  SYSSUK
£(28259)>= 8I 51 DEFs PAKRS
2(28268)= 248 F8 DEFB 4 SEC. DELRY
228261 )= 281 C9 RET RETURN

THAT’S ALL THERE 1S TO IT!!! THE YRLUE
RT Z(28268) CRAN BE CHANGED TOQ SUIT YOUR
NEEDS FROM 8-255 WHERE R VYALUE OF 68 GIVYES R
ONE-SECOND PRUSE, 120 R TWO-SECOND PRUSE,
ETC. IF YOU WANT TQ CHANGE THIS YRALUE INSIDE
YOUR BASIC PROGRAM., CHANGE X(28261) TO ZERQ
AND RDD %(28262)=281. THEN YQU CAN CHRANGE
BY SIMPLY ENTERING 2(28268)=N WITHOUT RFF-
ECTING THE FOLLOWING BYTE. USE "CALL2G2S8*"
IN YOUR PROGRAM WHENEYER YQU WANT THE PRUSE.
IF YOU HWANT A LONGER PRUSE THRAN 4 1/4 SEC..
CMAXIMUM FOR THIS ROUTINE)>, SIMPLY “CALL” IT
MORE THAN ONCE.
OO OO OO
MICHIGAN ASTROBRUGS
TRAFPE #i

TWELYE ORIGINRL PROGRAMS WITH INSTRUCTIONS
ON TRAPE ALONG WITH MEMBERSHIP IN THE ASTRO-
BUGS, ONLY £9.58 POSTPAID.

(NOT BAD WHEN YOU CONSIDER PRICE IS $/@ @@
FOR THE TAPE ALONE TO NON-MEMBERS.)

SEND U.S. FUNDS TO:
MICHIGARAN ASTROE
PEGSY GLADDEN.
S35 NINE MILE
SQUTH LYyON. MI
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*BASICALLY RAMBLING ON'"
BY KEN LILL

A SERIES OF ARTICLES DESIGNED RS AN RID TO
"BLUE RAM" EXPRANSION UNIT OWNERS. RALTHOUGH
MOST PORTIONS OF THIS COLUMN CAN BE APPLIED
TO "YIPERSOFT BRASIC®, SOME MAY HRYE INFOR-
MATION PERTRINING ONLY TO THE "BLUE RAM EX-
TENDED BRSIC*.

SAVING A “SAFE- RAREA
FOR “POKES-!
HAVE YOU TRIED ‘POKING” IN R LARGE

“SNAP®, OR R LONG SERIES OF DRTR YALUES AT
THE END OF YOUR PROGRAM ONLY TO FIND THEM
GONE WRHEN YOU “CALLED” THEM UP? THE PROBLEM
IS THAT THE RDDRESSES RAFTER YOUR PROGRAM RARE
LIKE THE ~“@C)>” ARRAY. THEY CAN BE CRUSHED
AS YOU MODIFY YOUR PROGRRAM' THERE RRE SEY-
ERARL WAYS TO AYQID THIS. ONE WAY 1S FOR THE
OWNERS OF 16 & 32K UNITS TO WRITE THEIR PRO-
GRAMS IN THE "UPPER" OR "LOWER" SECTION., RND
STORE THE ODATA IN THE OTHER WITH “POKES".
TQ "POKE" SIMPLY MEANS TO INSERT THE DATRA
INTO A GIVEN RDDRESS IN RAM.

ANOTHER WRY TQO SAYE SMALL QURNTITIES OF
DRATAR OR SMALL “SNRPS® IS TO RESERYE SPACE
IN R LINE NUMBER EQUIVILANT TG THE NUMBER OF
BYTES NEEDED FOR THAT “POKE“. AN ERSY WAY TO
COUNT HOW MRANY BYTES YOU RRE RESERVING 1S
LIKE THIS:

2188 A23456789812345678961234567898123 ETC.

BY USING A LETTER RS THF FIRST SAYED DIGIT,
THE COMPUTER DOES NOT THINK YOU ARE TRYING
TO ENTER A LINE NUMBER NWITH 37 DIGITS!!!
NOW, STRART HWITH 2, AND WORK UP TQ THE @.
THIS GIVES YOU 1@ BYTES, FOLLOWED BY 18 MORE
EACH TIME YOU GO FROM | TO @. SO NOW., ALL
YOU HAYE TO DO IS COUNT ZEROES. MULTIPLY BY
TEN, THEN ADD THE LRAST DIGIT KEYED IN AND
YOU HAYE THE TOTAL RYTES RESERYED. SIMPLE!
TO SNRP INTO THIS LINE CAN BE DIRECT
NOW. ONLY IF THERE RARE NOT ANY "!8D* VYALUES,
CIX DECIMAL)Y IN ANY BYTE. TO CHECK FOR THIS,
SET NB=16, SNRP YOUR PICTURE INTO THE &C)
RRRAY. AND USE THIS DIRECT COMMAND :
CT=43;CLEAR :FOR A=BTO NNNNSTEP 2;
PRINT #5,8(R).;NEXT R
WHERE NNNM IS EQUAL TO THE LAST NUMBER USED
FOR THE SNAP INFORMATION. CT CAN BE DIFF-
ERENT IF ¥0U DONT WANT TO LOSE SOMETHING
BLREADY ON THE SCREEN. ¢ IN WHICH CRSE DELETE
THE "CLERR®" RLSO). IF ANY BRYTE SAYS @D OR
SIMPLY D WITH NOTHING PRECEDING IT, yau

CANNOT POKE THIS SNAP INTO R LINE NUMBER.

THE COMPUTER SEES THE 13 AS A *GO*, AND THEN
PLACES THE REST OF THE DATA RIGHT OVER THE
NEXT LINE NUMBER AND ITS DRTA'! EITHER
CHANGE THE SNRPS PQSITION OR REDESIGM THE
SNAP TO PUT IT INTO R LINE. OTHERWISE IT
WILL HRYE TO GO INTQO THE &C) ARRAY. OR POKE
IT INTO RANOTHER SAFE RARER. THE SAME IS TRUE
WHEN POKING DATR FOR ANY OTHER RERASON.

IF NONE- OF THE RYTES HAVE 'aD (I13) IN
THEM, ALL Y0OU NEED TO DO IS:
CLERR ;SHOW B.8.8.8C3);SNAP 8.@.KN.H,>188
CW=WIDTH OF SNAP H=HEIGHT OF SNAP).
NOH THE SNAP CAN BE CALLED LIKE THIS:

April &4, 1933
SHOH X,Y.M.> 188

WHERE X & Y RRE THE POSITION COORDINRTES.
M IS THE "SHOW MODE®". AND THE *“>* FOLLOWED
BY THE LINE NWUMBER IS THE LOCATION OF THE
SNAP .

NOW FOR THE DILEMMA I WAS IH. I HAD USED
UP THE LOWER SECTION, MY PROGRAM WRS LONGER
THAN 138 BYTES S0 I COULDN‘T RE-LOCATE
EYERYTHING, AND I HAD A YERY LARGE *SNAP"
LEFT TO DO! IF I WRS TO POKE IT INTO AN RDD-
RESS OR USE THE 8() ARRAY. IT WAS GOING TO
GET LOST MWHILE I FINISHED MY PROGRAM. 1 DID
NOT WANT TO 'RPL' A COUPLE OF THOUSAND BRYTES
INTQ A LINE NUMBER, (THAT WOULD TAKE FOREVER
EVEN USING THE "REPEAT"™ KEY ON THE BLUE RAN
KEYBOARD), SO HERE’S HOW I SOLYED THE PRO-
BLEM: FIRST I MOVED THE *"END OF PROGRAM
RREAR" VECTOR. (NOT THE SAME RS “"END OF PRO-
GRAM COUNTER)> THIS IS NORMALLY SET TQ !'&CIE
WHEN IN THE ‘4K RREA. IT’S RDDRESS IS
ZCI6FFE>. FOR 16 AND 32K UNITS THIS IS SET
TO THE YALUES 'AB72 OR 'EB72, RESPECTIVLY
DURING YOUR “INSTALL" PROGRAM. THIS YECTOR
IS WHERE YQU TELL THE BASIC WHERE THE END OF
ALLOTED SPACE FOR YOUR PROGRAM SHOULD FALL .
ANY DATA- STORED ARFTER X(!'6FFE> IS NOT AFF-
ECTED BY PROGRAM LENGTH, AS IT IS NOT IN THE
PROGRAM ARER ALLOTED. ALSD. ANYTHING PRIOR
TO THE "STRRT OF PROGRAM®™ VECTOR., CXC'6FFC)),
IS NOT ' RFFECTED EITHER. FOR NOW WE’LL WORK
WITH ZC!'6FFE)>. I CHANGED X('6FFE) TQ !8FFE
NHICH IS ONE “WORD® (TWO BYTES)> BEFORE MY
STARTING ADDRESS USED. € '9888). REMEMBER TQ
STRAY AT LEAST TWO BYTES (1 WORD)> RWAY FROM
THE STARTING RDDRESS! NEXT, I CHANGED MY
FIRST LINE IM MY PROGRAM TO SAY: X(!6FFE)=
!QFFE; ETC. THIS LETS ME CHANGE THE PROGRAM
ARQUND EYERY TIME I :INPUT IT FRON TRPE. NOW
COMES THE TRICKY PART! FOR SAYING.

FIRST I ENTER: XC'!'6FFE)>=!R@72 CFOR 16K),
THEN HIT “G50°. THEN AND ONLY THEN COULD I
"GOTO 25888" AND LOAD THIS ON TAPE! THIS
LETS THE DATA STORED FRON !S838 ON TO RE
INCLUDED AS PART OF THE PROGRAM ARER. SO
THAT THE FORMULA USING (NMN-SZ)>+2 INCLUDED IN
YOUR DUMP ROUTINE AT LINE #25889 HWILL RE
DUMPED WITH THE REST OF THE PROGRRAM MATERIAL
I KNOW THIS MAY SOUND CONFUSING, BUT IT DOES
HORK. ONE NOTE OF CRUTIOW: DON’T PLACE THE
COMMAND  Z( '6FFE)=!RB72 (OR 'EA72) INTQ LINE
250888, AS THIS DOESN-T ALWAYS WORK TO SRVE
!9888 AND ABOYE. I°M NOT EXACTLY SURE WHY,
BUT I HAYE NOTED R COMPLETE WIPE-QUT OF ALL
OARTA FROM '9686 ON'

WHEN IN DOURT SET XC!6FFE) TQ YOUR MAX
NUMBER AND RE-SHOW X('!9868) BEFORE SRYING
"GOTO 25608". CHANCES RRE IT IS STILL THERE
RND YOU HILL HAYE NO PRORLEM GETTING LINE
25808 TO HWORK.

KEN LILL
6688 S. CRMPRELL
CHICARGO, ILL 668528

WHAT WOULD You
"EXTENDED BASIC CORMER?™
AND LET US KNOW.

LIKE 70 SEE COYERED IMN THE
DROP US R LETTER

© R.Fabris 19£2 j
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pR% %]
165
126
138
140
158
168
176
198
288
258
360
218
328
325
330
380
398
488
481
493
405
410
420
480
5e0
529
530
558
598
g %%
71@
720
738
80a
8108
1%}
21
820

April 4, 1983

CLEAR ;&(8)=-1;N=3;5=0;L=3;P=7;R=1

I=250; GOSUB 700

GOSUB 20@; BOX ©,-4,160,80,2;G0SUB 188¢; T=25;U=5
GOSUB 256; M=N

88 X=(RND (58)-25)b2;Y=(RND (18))b2;B0X %X,Y,10,5,3
U=U-1;IF W1U=4;T=T-2;IF T=BGOSUB 3598

IF T=0G0TO 4898

1260
1985
1414
1850
2060
Zpl® FOR A=Y-2T0O -4@STEP -2;BOX X,A,18,5,3:E0%X %,A,1€,5,3
C2E20 X=X+IX( 1) Z;BC=RND (255); TA=TAR+1; TB=TE+1:iNEXT A

ZA25 FOR A=1T0 M3 IF X>#(AI-41IF X% (A3+4F=1;GOSUE S00

2Bz26 NEXT A » J

~
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E=0;F=0; IF TR(1)GOTO 388
J=JX(13b3;K=JY(1)b2;IF ABS(X+J)>70J=8

IF K+Y>22K=0

IF K+Y<-24K=8

BOX X,Y,18,5,3;X=X+J; Y=Y+K;BOX X,Y,1@,5,3

IF RND (89)>PGOSUB 400

IF FGOTO 2080

IF M=BGOTO S@0a

GOTO 9B

URA=9;UB=9;FOR A=176T0 2@BSTEP -2;&(16)=A;TA=A; TB=A+1;NEXT A;“;GOTO 780
UA=9;UB=9;FOR A=28TO 175STEP 2;&(18)=A;TA=A; TB=A+1;NEXT A;";RETURN
UA=9; TA=200; LINE X,Y,4;G=IX(1)b20;LINE X+G,-38,3

FOR A=1TO N

IF (X+G>#(A)-3)b(X+G<$(AI+3)GOSUB 500

NEXT A

IF E=1 E=8;GOTO 398 LAZER BLAIER

LINE X,Y,4;LINE X+G,-38,3
;6070 185 By ROBERT ROSENHOUSE

IF M=BRETURN . . _ Box 702
IF M=1U=Q;GOTO 495 Plainfield, NF O0O7067-0702
U=$(RND (N));IF U=-99RETURN
UA=3; TA=33; UB=9; TB=34; W=-32
LINE U,W,4;J=U+(RND (3)-2)b2@;LINE J,Y,3
IF (JI>X-5)b(J<X+5)F=1;RETURN
LINE U,W,4;LINE J,Y,3;";RETURN
FOR Z=1T0 13STEP 2;TA=TA+3;BOX *(A),-38,2,2,3;NEXT 2
IF F=BLINE X,Y,4;LINE X+G,-38,3
BOX #(A),-38,14,13,2;";M=M-1;5=5+R; GOSUB 700
#(A)=-939; IF M=1GOSUB 998
A=N+1;E=1; “;RETURN
CY=39; CX=-63; PRINT "SCORE:*,45,S, 0",
PRINT " LIVES:",#2,L,
IF S>=I I=I1+250;GOTO 806
BC=125; RETURN
L=L+1;*;UA=15; GOSUB 700
FOR C=1TO 99;TA=RND (95);&(9)=50;&(93=-1;NEXT C:*;RETURN
FOR Z=1TO N;IF %(Z)#-93Q=#(2)
NEXT Z
FOR 2=1TO N;*(Z)=Q;NEXT Z;RETURN
GOSUB 1@@8@@;5=1
FOR A=-5@TC S@STEP 2
BOX A,-48.5,8,1:BOX A, -35,1,11,1
#(E)=A; B=D+1; NEXT A;RETURN
EOX X,Y,18,5,3:F=0; UA=9; UB=9; TA=3; TB=9
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April 4, 198
Lazer Blazer is a gawe of skill. » 1993
The object is to destroy each of
the lazer outposts before being hit 2030 UB=B: NM

i : =B;NM=1; NU=208; CY=38; CX=-27; P .

yourself. The game uses joystick zpip For A=170 5;1ASRND (208> BoatD (256 VinexT B
one. To wmove your spaceship, BOove 2108 “;L=L-1;GCSUB 7¢@;1F L<160TO 2909 ’
the joystick in that direction. To 2110 IF M=0GOTO Seges
fire  straight down, pull  the 2120 10 10
rir 19h% 2920 CY=@;CX=-24;PRINT *GAME OUER
rigger. o fire at an angle, pull 3pee 1F &(23)RUN

the trigger AND wmove the joystick 3218 GOTO 3@89
at the same time. The first round 3592 “iFOR U=1T0 3;UA=15;TA=50;FOR 0=1T0 S@;NEXT O;-;
consists of three bases. MWbhen you igég ?3212315273'?'} .23 e
destro all of the ] 4 =9} TA=33;UB=9; TBegasLant er o

. y . », you will aia UR=S; TA=33;UB=9; TB=34;LINE #(2),-32 4;LINE X,Y,3
recz:ve tzonus tpoznt;, §nd will go :gég ';EXT 216070 2008 , )Y,
on o e next round. ¥ you take >4 : .
too long to complete a round, you gggaa Sc,zsf:;.gg;;gaégglm PONUS:T, 43,7, "0
will bhear a warning sound. After 5225 R=R+1;IF R>SR=S
::5 warning sound, you will only ggég ?:N;iéézemm“‘m

e & fTew seconds with which to S03@ IF N>BP=4
hit the remaining base(s). Each sesw GoTo 1w
game consists of three turns, with 19999 Z=100c(N-15;RETURN
& bonus turn awarded at each
interval of 2,500 points.
The graphics in this game are Hit GO to play again
simple ’BOX’ graphics. A version
of this game complete with machine
language graphics is available from»
SUPER SOFTWARE for only $6.00.

600D LUCK!!/!

SUPER SOFTWARE, BOX 702, PLAINFIELD, NJ 07061-0702
NEW PROGRAMS FOR YOUR ASTROCADE'!

Tape 21 - Cash-N-Carry- This is the fastest chase game yet! You are a smart
consumer trying to make ends meet. You earn your money, and wait for the bank
to open. The real challenge comes when "Mr. Inflation” starts to go after

your money. Run to the bank, the door is open! Only $12.00

Tape 22 - Circuit- Finally, a maze game with brains! In some other maze
games, you know how the predator gets ?stuck’ in corners. SUPER SOFTWARE
brings you the most intellegent maze game to date. You are an electron
winding vyour way through a printed circuit board. You are being chased by
sparks, which have the ability to jump. €Can you evade the sparks and make a
complete trip around the board? Only $12.00 - Shocking!

SUPER SOFTWARE Announces Software For The Blue Ram!

With the added memory of the Blue Ram, SUPER

SOFTWARE has created a really SUPER version of the game published in the
Arcadian. Among the other features included is a docking sequence. The lazer
bases even move. At last, true animation in BASIC. ONLY %18.00 - It’s a

Blast!

Tape BR 1 -~ Lazer Blazer-

Tape BR 2 - Cone-Man— You are an empty ice cream cone. Scoops of ice cream
are falling fast. Catch them in the cone for points. Miss, and *Pink-man’
appears to gobble the fallen scoop. Build a milk shake for bonus points.

This is one game that cannot be licked! Only $18.00!
PLEASE WRITE FOR OUR FREE CATALOG!
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