




















































http:IBMDOS.COM
http:IBMBIO.COM
http:IBMDOS.COM
http:IBMBIO.COM
http:IBMDOS.COM
http:IBMBIO.COM
http:IBMBIO.COM
http:IBMBIO.COM
http:IBMDOS.COM


































































http:FixedS2499.00
http:FlxedS2149.00
http:S1399.00
http:Cassette.$171.99



http:P.$229.00
http:C64/Atari)S199.00

































http:lil!l#il1J!.JW










































http:AnnArbor.M1





























































memory pointers in the display
list—LO byte first, HI byte second.
Remember, the screen memory
pointers are always the fifth and
sixth bytes of the display list. Use
the following short program as an
example:

190 AD=40960

20 HI=INT(AD/256):L0D=AD-(
256%HI)

GRAPHICS @
DL=PEEK (568) +2568PEEK (
561)

POKE DL+4,L0:POKE DL+5
,HI

When executed, the screen
should almost instantly change to
display this new area of memory.
This area of memory is part of the
BASIC ROM, and should be filled
with all sorts of interesting data. It
will be displayed as characters, since
GRAPHICS 0 is a character mode.
By substituting different values for
the variable AD in the program
above, any area of memory can be
displayed (as long as it doesn't cross
a 4K boundary, remember). Of
course, if the area of memory you
choose to display is empty, the
screen will be blank.

More Pointers

There are two other memory loca-
tions that are important to know
when page flipping. These are loca-
tions 88 and 89, another pointer.
They store a memory address in the
usual low-byte /high-byte form, and
point to the area of memory where
all PRINTs, PLOTs, and DRAWTOs
will be directed, except for infor-
mation displayed in text windows.
By POKEing new values into these
locations, you can redirect all
PRINTs, PLOTs, and DRAWTOs to
any area of memory. In other words,
rather than printing text or drawing
graphics on the screen, you can print
text or draw graphics anywhere in
memory and then display this page
instantly.

This makes it possible to con-
struct a series of pictures, each
slightly different than the one before
it, and each in a separate area of
RAM. By rapidly flipping through
these pictures in sequence, a pro-
gram creates the illusion of motion.
That’s how the demonstration pro-
grams below work.

A Spinning Globe

If you have at least 48K RAM, use
Program 1. If you have only 16K
RAM, use Program 2 and make sure

30
40

=17

no disk drive is connected. Program
1 creates a spinning globe on the
high-resolution GRAPHICS 8
screen. Program 2 creates a spinning
globe too, but on the medium-
resolution GRAPHICS 7 screen to
conserve memory. (Program 2 also
works on machines with more than
16K as long as the disk drive is
disconnected.)

Both programs GOSUB to a
routine that READs machine lan-
guage DATA into page 6 (starting at
location 1536 decimal). After RE-
TURN, Program 1 fills an array with
SIN and COSINE values to speed up
the drawing process. Program 2
skips this step due to the limited
memory on a 16K machine. Both
programs switch to a PLOT mode at
line 60 and set up the various color
registers at line 70. The starting ad-
dress of the display list is calculated
at line 80, and certain variables are
initialized at line 0. (When you run
Program 1, the screen is blank for
about one minute during these
steps.)

Lines 100 through 240 use
BASIC trigonometric functions to
draw three slightly different views
of a wire globe. Each drawing is
stored in a separate area of RAM.
The spokes of this globe are nine
degrees apart, and each drawing
shows the globe rotated three de-
grees from the previous one. As
each drawing is completed, the ON-
GOSUB statement at line 230 directs
the program to one of two subrou-
tines at lines 1000 and 2000. These
routines POKE the screen memory
pointers into the display list, and
POKE the PRINT, PLOT, and
DRAWTO pointers with the address
of the next area of memory to be
displayed.

When all of this is completed,
line 250 calls the machine language
subroutine in page 6. This sets up a
vertical blank interrupt routine that
rapidly displays the drawings in se-
quence. The globe appears to spin!

Multiprocessing?

Although machine language is not
really necessary for page flipping, it
was included here for a reason. No-
tice that when the globe starts spin-
ning, the READY prompt appears in
the text window at the bottom of the
screen. You can type LIST to view
the program in the text window
while it is executing, or even type

NEW and enter another program
without affecting the display. This
allows you to incorporate the spin-
ning globe in your own programs.

Another interesting item is
memory location 1554. This location
in the vertical blank routine controls
the speed of the globe’s rotation. It
normally contains a 1. Try POKEing
1554 with a 3 to slow down the
rotation, or a 0 to speed things up.

For an example of page flipping
in BASIC, add these lines to Pro-
gram 1:

L1 245 POKE DL+5,129:POKE DL
+161,144:FOR X=1 TO 1
PsNEXT X

POKE DL+5,97:POKE DL+
161,112:FOR X=1 TO 10

s NEXT X

246

Fl 247 POKE DL+5,65:POKE DL+
1¢1,80:FOR X=1 TO 10:
NEXT X

H 248 GOTO 245

or these lines to Program 2:

Al 2485 POKE DL+5,16:FOR X=1
TO 18:NEXT X

Al 246 POKE DL+5,32:F0OR X=1

TO 19:NEXT X

POKE DL+S,4B:FOR X=1
TD 18:NEXT X

i 248 GOTO 245

These modifications bypass the
machine language, yet show how
BASIC is plenty fast enough for
page flipping. You can slow down or
speed up the globe by changing the
values in the FOR-NEXT loops. Or
you can press BREAK and enter
GOTO 250 in direct mode to let the
machine language routine spin the
globe.

Feel free to use these programs
for your own pursuits. Remember
that once they are running, you can
enter NEW and type in your own
program. Who knows—maybe you
can come up with a game that has a
rotating planet in the background.
(Incidentally, player/missile graph-
ics is an ideal way to add moving
objects when flipping screens, be-
cause it's not affected by page

flipping.)

BA 247

Plsase refer to “"COMPUTE!'s Guide to Typing In
Programs” before entering these listings.

Program 1: Spinning Globe
Demo (48K)

(05 REM REQUIRES AT LEAST 4
aK

POKE 559,8:G0SUB 3008:
DIM ARR(459,1):DEG

REM %%tk ARRAY FILL RO
UTINE skxx

FOR I=@ TO 458
ARR(I,P)=8IN(I)

ARR(I, 1)=COS(I)

610
ik 19
oL 2o
PP 30
(LT
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Quickly flipping in sequence through
four previously drawn screens, Program
1 creates the tllusion of a spinning globe
in high-resolution graphics.

NS58 NEXT I

59 REM 3% SETUP GRAPHICS
MODE %X

0P 68 GRAPHICS 8

(F70 POKE 716,144:POKE 712,
144:COLOR 1

IN79 REM s3x CALCULATE START
OF DL xx

£k 86 DL=PEEK (568) +25&4%PEEK (
561)

W98 XO9=139:Y¥P=79:RDS=78:1I=
1

60 99 REM %%3% DRAW GLOBE RO
UTINE zxx%%

P 168 FOR ROT=6 TO @& STEP -
3

fl 116 FOR ANG=ROT TO ROT+18
é STEP 9

01280 R=RDSXARR(ANG, 1)

[E138 X=X@+R2ARR(279, 1)

Copy any
Atari cartridge'

For a limited time onty you can
get CART CLONE with sottware
for onty:

$ 5 9 ?tu?z.so Shiping

CART CLONETM Please speclly sk o (ape

A must for all Atari users.CART CLONE will back-
up and transfer any 8 or 16K cartridge to disk or
tape. Thecontents of the cartridge will become a
file which you can transfer, rename or delete.
They will execute from DOS.No need to run a spe-
cial menu or program to run these files (requires
minimum 48K RAM).

DI Will it copy any cartridge? The answer is YES.
00 What will | get? The answer is a cartridge con-
taining the hardware and a disk with the cloner
software in a powerful machine language
program.

CART CLONE Goes in the left cartridge slot

enabling it to work in all ATARI Home Computers
including the XL series.

ULTIMA ELECTRONICS, LTD.

21 Central Drive

Farmingdale, New York 11735

(516) 752-0144 Toli Free: 800-645-9607
We accept VISA, Amencan Express and €.0.D. orders
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IN148 Y=YB+RDSEARR(278,0)
IL 156 PLOT X,Y
M168 FOR CIR=288 TO 450 ST
EP 12
B 178 X=REARR(CIR, 1)
IL 188 Y=RDSXARR(CIR,9)
(P 198 DRAWTO X@+X,YB+Y
(" 208 IF ANG=ROT THEN DRAWT
0 X@-X,Y@+Y:PLOT XB+X
,YO+Y
4218 NEXT CIR
K} 226 NEXT ANG
L2389 ON Z GOSUB 1890,208080
W 249 NEXT ROT
() 245 POKE DL+5,129:POKE DL
+101,144:FOR X=1 TO 1
2:NEXT X
1) 246 POKE DL+5,97:POKE DL+
161,112:FOR X=1 TO 10
:NEXT X
f1 247 POKE DL+5,65:POKE DL+
11,80:FOR X=1 TO 1@:
NEXT X
W 248 BOTO 245
10 256 A=USR(PAGE&)
8 2608 END
£ 999 REM & POINTER POKE SU
BROUTINE %
Pl 19000 POKE DL+5S,97:POKE DL
+101,112
01619 POKE 89,97
m1028 7=2
XE 1832 RETURN
HE 1999 REM % PODINTER POKE S
UBROUTINE &
AL 2069 POKE DL+5,65:POKE DL
+101,890
2618 POKE B9,6&S
L2028 I=0
KF 28638 RETURN
N 2999 REM £x2% ML READ SUB
ROUTINE sxxx
(£ 3000 PAGE6=153&
W 3216 FOR I=0¢ TO S8
(" 3¢20 READ OBJ
M 3IB38 POKE PAGE&+1,0BJ
£ 3040 NEXT I
Xl 3858 RETURN
N 3999 REM &2 MACHINE LANGU
AGE DATA 2%
Bl 4096 DATA 104,169,5,133,2
04,169,6,162
IN4P1@ DATA 6,140,15,32,92,
228,946,165
4620 DATA 28,41,1,208, 29,
164,204,185
P8 4030 DATA 53,4,141,85,128
,136,185,53
X 4649 DATA 6,141,181,128,1
92,8,240,6
X 4858 DATA 136,132,204, 76,
58,6,169,5
th 4060 -DATA 133,204,76,95,2
28,80,65,112
0 4878 DATA 97,144,129

Program 2: Spinning Globe
Demo (16K)

KIS REM DISCONNECT DISK DRI
VE

N 19 POKE 186,464:GRAPHICS @
:POKE 559,0:G05UB 3609

IF 53¢ DEG

A8 59 REM x& SETUP GRAPHICS
MODE %%

00 6@ GRAPHICS 7

kKF 7@ POKE 710,144:POKE 712,
144:COLOR 1

IN79 REM %% CALCULATE START

OF DL xx

Program 2 also simulates a spinning
globe via page flipping, but uses
medium-resolution graphics to save
memory.

DL=PEEK (568) +25&6%PEEK (
561)
X@=79: ¥YP#=39: RDS=38:Z=1
REM tx¢& DRAW GLOBE RO
UTINE %%%X
FOR ROT=&6 TO © STEP -
3
FOR ANG=ROT TO ROT+18
® STEP 9
R=RDS&COS (ANG)
X=X@+R3CDS(270)
Y=YP+RDSESIN(278)
PLOT X,Y
FOR CIR=286 TO 45 ST
EP 10
X=R&COS (CIR)
Y=RDSESIN(CIR)
DRAWTO X@+X,YB+Y
IF ANG=ROT THEN DRAWT
O X@-X,YB+Y:PLOT XB+X
,YB+Y
NEXT CIR
NEXT ANG
ON Z GOSUB 1000,2000,
3000
NEXT ROT
A=USR (PAGES&)
END
REM & POINTER POKE SU
BROUTINE &
POKE DL+5,32
POKE B9,32
=2
RETURN
REM § POINTER PODKE S
UBROUTINE %
POKE DL+5,16
POKE 89,16
=0
RETURN
REM sxxx ML READ SUB
ROUTINE s%%%
PAGE&=1536
FOR 1=90 TO 47
READ 0BJ
POKE PAGE6&6+1,0BJ
NEXT 1
RETURN
REM &t MACHINE LANGU
AGE DATA %x& )
DATA 104,169,2,133,2
84,169,6,162
DATA &6,169,15,32,92,
228,96, 165
DATA 20,41,1,208,21,
164,204,185
DATA 45,6,141,167,47
,192,0,240
DATA 5,198,204,7&6,42
,6,169,2
DATA 133,204,76,95,2
28,16,32,48 (o)

{9=1")

MO
60 99

P 100
FE11@

£8 120
tH130
I 140
L1589
A 160

0999

H 1008
FP1O01@
1820
1830
HE 1999

HE 2000
PG 2010
L2029
kKF 2030
N 2999

3002
6P 3010
LW3020
M3IS3D
P3040
Kl 3050
LN3999
F 4000
Wap1o
N 4@ 20
LF 4230
F0 4240

PD 4859



Commodore 64
Hi-Res

Quick

Clear

Paul W. Downing

Here's a machine language routine
that clears the Commodore 64’s high-
resolution screen in less than a second.

If you've ever used high-resolution
graphics on the Commodore 64, you
probably know how long it takes to
clear the hi-res screen in BASIC.
You need to POKE 8,000 memory
locations with zeros, usually with a
line like this:

FOR J=8192 TO 16192:POKE J,0:NEXT

This takes about 30 seconds—
not a very long time, but it can seem
almost endless if you're staring at a
PLEASE WAIT message on the
screen, waiting for the program to
set up.

“Quick Clear” is a short ma-
chine language routine that clears
the hi-res screen in less than one
second. It can be inserted in any
program that uses high-resolution
graphics. You don’t need to under-
stand machine language to use it—
just type it in and enter RUN. This
installs the ML in the cassette buffer,
starting at location 828. Once the
routine is in place, use SYS 828
whenever you want to clear the hi-
res screen.

Fill With Any Value

If you've never used hi-res graphics
before, try this experiment. Run
Quick Clear, then enter the follow-
ing line to put your 64 in bitmap
mode:

POKE 53265,PEEK(53265)OR32:
POKE 53272,PEEK(53272)OR8

The screen will be full of gar-
bage. Now press SHIFT-CLR/
HOME and enter SYS 828. The
screen will clear in a heartbeat.

Ordinarily, you'll want to clear
the screen with zeros. But you can
also use this routine to fill the hi-res
screen with any value from 0 to 255.
Just change the second number in
the third DATA statement from 0 to
the desired number.

The ML routine is relocatable,
so you don’t need to put it in the
cassette buffer. To change its loca-
tion, change the variable SA in line
10 from 828 to another safe address
(49152, for example).

The variable HS in line 10 is the
starting address of the hi-res screen.
If you locate the screen at some ad-
dress other than 8192, be sure to
change HS to match,

Quick Clear

Please refer to “COMPUTE!'s Guide to Typing In
Programs” before entering this listing.

19 SA=828:HS=8192:POKE2,HS-256
*INT(HS/256) : POKE3, INT(HS/2

56) :rem 30
20 FORA=SATOSA+31:READB:POKEA,
B:NEXT :rem 74
39 DATA 165,2,133,4,165,3
crem 193
49 DATA 133,5,162,30,160,0
:rem 233
50 DATA 169,0,145,4,136, 2088
trem 45
60 DATA 251,2308,5,202,16,242
:rem 81
79 DATA 164,64,145,4,136,16
:rem 45
80 DATA 251,96 trem 181 @;
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Unlocking IBM BASIC Programs

This short utility unlocks BASIC pro-
grams which have been saved in pro-
tected format with the P option. It
works on any IBM PC or PCjr.

IBM BASIC lets you save a program
in three formats: in tokenized (com-
pressed binary) form, as an ASCII
file, or as a protected (encoded bina-
ry) program. The commands for
these options are:

SAVE “filename”
SAVE “filename’ A
SAVE “filename’ P

(tokenized)
(ASCID)
(protected)

In each case, DOS automatical-
ly appends the extender .BAS and
does not indicate the format on disk
directories. You can load a program
saved in any format with LOAD
“filename.BAS”, omitting the .BAS
extender if you wish.

Although a protected program
loads and runs normally, it cannot
be listed or edited, and neither
BASIC nor DOS provides a way to
“unlock” it. So when you save a
program in protected format, you
should also save an unprotected
copy in case you decide to make
some changes later. If you find your-
self without a backup, however, the
following utility can remove the
protection.

Type in and save UNPROT.
UTL. Note that you must save it with
the filename UNPROT.UTL. When
you run it, youll be prompted to
enter the active drive (enter A if you
have one drive) and the name of the
protected program. The drive runs
briefly as the protection is removed,
and then your program is listed on
the screen, ready for you to edit or
resave.

Invisible Fingers
To mimic the effect of entering direct
keyboard commands, UNPROT.

88 COMPUTEl June 1985

Peter F. Nicholson

UTL assigns strings to the ten spe-
cial function keys. It then manipu-
lates the keyboard buffer to enter
each string automatically, as if the
function keys were being pressed in
sequence by invisible fingers. If you
use DOS 2.1, the subroutine at line
2000 automatically enters the func-
tion keystrokes for you. If you have
another version of DOS, you’ll have
to delete the GOSUB 2000 state-
ment from line 290 and press F1
through F10 in sequence yourself,
after entering the filename.

Mimicking keystrokes is an effi-
cient technique, but it makes a pro-
gram somewhat difficult to follow. If
you're interested in how this utility
works, here’s a brief explanation of
how protected programs can be
unlocked.

The Key Addresses

The first thing you need to learn is
where the program starts and ends
in memory. As explained in Appen-
dix I of the IBM BASIC Manual, these
addresses can be found with the fol-
lowing PEEKs:

PEEK(&H30) + 256*PEEK(&H31)
Program starting address
PEEK(&H358) +256*PEEK(&H359)— 1
Program ending address

The starting address is the same
in every case; you can find it simply
by entering NEW followed by the
first PEEK statement above. Finding
the ending address is more difficult,
as you'll find if you load a protected
program and enter the second state-
ment. All you'll get for your trouble
is an illegal function call error.

However, there’s another way
to get the same information. Scalar
variables are stored immediately
after the end of a BASIC program,
and the VARPTR function can find
the address of any variable. All you
need to do is define an arbitrary
scalar variable, CHAIN the protect-
ed program into memory, and use
VARPTR to find the address of the
dummy variable.

Breaking The Chains

Unlike the LOAD command, which
clears variables, CHAIN brings a
program into memory and begins
execution at a specified line number
without destroying preexisting vari-
ables. This is the method used in
UNPROT.UTL. We don't want to
run the chained program after it’s in
memory, so the CHAIN command
uses a nonexistent line number
(65529). This simply halts execution
with an illegal function call error.

Subtracting a few bytes to ac-
count for the variable descriptor
gives us the exact address where the
program ends. To determine its
length, we subtract the starting ad-
dress from the ending address.

Now that we know the pro-
gram’s starting address and length,
we BSAVE it back to disk as a binary
file. After performing a second
NEW, it’s necessary to set the point-
ers for the start of scalar variables,
arrays, and strings at the spot where
the program ends. Finally, the pro-
gram is BLOADed back into memo-
ry at the correct starting address,
and the unlocking process is
complete.

If you would rather not type in
this program, send a formatted disk
with a self-addressed, postage-paid
mailer and a $3.00 check to:

Peter F. Nicholson
1701 South Princeton Road
Ottawa, Kansas 66067

UNPROT.UTL

Please refer to "COMPUTEl's Guide to Typing In
Programs’* before entering this listing.

ID 86 REM “UNLOCK”> PROGRAMS SAVE
D IN PROTECTED FORMAT.

M 980 REM LOADS A PREVIOUSLY PRO
TECTED PROGRAM INTO MEMORY

M8 95 REM WITHOUT PROTECTION, SO
PROGRAM CAN BE LISTED AND
SAVED.

kKb 96 REM IBM BASIC VERSIONS 1.1

AND 2.0

DEF SEG:CLEAR:KEY OFF:CLS

:ON ERROR GOTO 3¢2¢

L 100

W 110 BZ=0:A=0
N 126 GOSUB 1090



HK

IF
a

mL

ON
NE

El
H
AC
HN
0]
EE

NE
0o

L

oC

HH

o

PC

6F

KN

OH

B

EN

EF

&F

DN

6

co

130

149

158

1460
178
180
198

200
210

220

239
249

250
260

270
280

29¢
300

310

320
S08
S18

520

A=PEEK (%H39) +256 XPEEK (&H3
1

LINE INPUT “PROTECTED FIL
E DRIVE ";G%:IF LEN(GS) >0
THEN IF INSTR(GS,":")=9
THEN G$=G$+":"

LINE INPUT "PROTECTED FIL

E NAME ";F$:IF INSTR(FS$,"
.")m@ THEN F$=F$+".BAS"

GS=G$+F$

F$="PROT. SCR"

H$="PROT.DAT": I$="UNPROT.

uTL”

KEY 1,"B=VARPTR(B)"+CHR% (
13

KEY 2,"BSAVE F$,A,B-A"

KEY 3,"-4:BSAVE H$,B,"

KEY 4,"4:CHAIN 1%,500"+CH
R$ (13)

KEY S, "BLOAD"+CHRS (34)
KEY &,H$+CHR$(34)+",856"+
CHR$ (13)

KEY 7,"BLOAD"+CHRS (34) +F$
KEY.8,CHR$ (34) +", “+STR$ (A
)+CHRS (13) +*LIST"+CHRS (13
)

KEY 9,"FOR I=1TD 1@:KE"
KEY 18,"Y I,"+CHRS$(34)+CH
RS (34) +" 1 NEXT"+CHRS (13)
GOSUB 2000:COLOR @,0:CHAI
N G$,65529!,ALL

FOR I=1 TO 1@:KEY I,"":NE
XT 1

COLOR 7,8:IF ERL=298 AND
ERR=5S3 THEN CLS:BEEP:PRIN
T G$+" DODES NOT EXIST":RE
SUME 140

ON ERROR GOTO @:END
B=@:DIM B1%(2):COLOR 7,@
BLOAD "PROT.DAT",VARPTR(B
)

FOR I=@ TO 2:IF B<2~15 TH
EN B1%(I)=B ELSE B1%(I)=B
-2~16

S38@ NEXT I:BSAVE "PROT.DAT",V
ARPTR(B1%(2)), 46
S48 NEW
1000 PRINT "UNPROTECTING BASI
C PROGRAMS"
1910 LOCATE 4,18:PRINT "1. YO
U WILL BE PROMPTED FOR T
HE FILE DRIVE AND NAME"
1940 LOCATE 7,1@:PRINT "2. TH
E FINAL STEP IS THE LIST
ING OF YOUR PROGRAM"
1858 LOCATE 16, 1:PRINT "NOTE:
FUNCTION KEYS ARE CLEAR
ED BY THE PROGRAM AND T
0 SCRATCH"
1860 LOCATE 18,1:PRINT "FILES
s PROT.SCR AND PROT.DAT
ARE LEFT ON YOUR DEFAULT
DRIVE"
10786 LOCATE 25,1:PRINT "PRESS
ANY KEY TO START";
1080 KB$=INKEY$:IF KB$="" GOT
0 1999: ’CLEAR KEYBOARD
19990 KB$=INKEY$:IF KRs="" GOT
0 1899
1199 CLS:RETURN
2000 REM 3 SET KEYBOARD BUFF
ER TO ENTER F1 THROUGH F
10 AUTOMATICALLYXSX
2019 REM xx IBM P
C DOS VERSION 2.1
12
20206 DEF SEG=&H49:FOR I=1 TO
181 POKE 281+28,@:POKE 2%
1+29,58+I:NEXT I
2038 POKE 2%1+28,13:POKE 281+

29,28: POKE 254,3@:POKE 28
s 30:DEF SEG:RETURN @

Fast Atlari Circles

Owen Sexsmith

Draw circles, stars, diamonds, and
other geometric shapes in Atari BASIC
quickly and easily, all with a single
subroutine written in machine lan-
guage. For the Atari 400/800, XL, and
XE computers.

Unlike some newer versions of the
language, Atari BASIC has no CIR-
CLE statement, so drawing circles
can be a slow and cumbersome pro-
cess. But with “Fast Atari Circles,”
you can easily draw circles, ellipses,
stars, and a galaxy of other shapes.
The routine is written in machine
language for maximum speed, but
you don’t need to understand ML to
use the routine in your own
programs.

Type in and save Fast Atari Cir-
cles. When you run it, you'll see a
pattern of finely drawn, elliptical
lines. After that, the program gener-
ates colored disks, open stars, hexa-
gons, diamonds, and other complex
shapes in various graphics modes.

Believe it or not, all these
shapes were created with just one
routine. As you can see from the
program, GOSUB 900 is used when-
ever graphics are generated. Line
900 consists of a single USR state-
ment (which calls the machine lan-
guage subroutine), followed by
RETURN. The USR statement in-
cludes several descriptively named
variables, such as XCENTER and
YRADIUS. To create a shape, you
simply assign values to these BASIC
variables, then call the Fast Circles
routine with USR.

Defining The Variables
XCENTER and YCENTER locate
our  shape on the screen.
XCENTER defines the X coordinate,
or horizontal location. Give
XCENTER a small value to put the
shape near the left of the screen, and
larger values to move it to the right.

YCENTER defines the Y coordinate,
or vertical location. Smaller
YCENTER values put the shape
higher on the screen, and larger val-
ues move it down. XRADIUS and
YRADIUS define the shape’s width
and height, respectively.

To learn how these four vari-
ables interact, look at lines 165-220.
In line 165, XCENTER and
YCENTER are given values that
place the shape in the middle of the
screen. In lines 205-220, a FOR-
NEXT loop increases the values of
XRADIUS and YRADIUS each time
the loop is executed. Since XRA-
DIUS is always greater than YRA-
DIUS, the shape is wider than it is
high, forming an ellipse. In lines
225-240, the process is repeated,
giving YRADIUS greater values
than XRADIUS, so the ellipse is
higher than it is wide.

By changing the STEP values in
lines 205 and 225, you can change
the distance between the lines. For
example, try STEP 3 instead of STEP
5 in line 205, and STEP 1 instead of
STEP 5 in line 225. You'll see an
interesting moiré effect in areas
where the two shapes overlap. If
you'd like to experiment further,
add these two lines:

201 XRADIUS=96: YRADIUS=96:
GOSUB 900
202 GOTO 202

When you run the program
again, it draws one shape and
pauses in an endless loop at line
202. Since XRADIUS and YRADIUS
are equal, the shape is a circle (some
TV sets and monitors may be mildly
distorted, making the circles look
slightly elliptical).

Press BREAK to stop, and edit
line 175 so that DELTA=32. When
the program runs, you should see an
octagon. When DELTA=64, it be-
comes a diamond. If you change
DELTA to an odd value such as 81,
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the program draws a complex series
of lines that eventually overlap to
form a thick doughnut shape. When
you're done experimenting with this
section, delete lines 201 and 202.

A small example of some shapes you can
draw with “Fast Atari Circles.”

Using The Routine

The demonstration program con-
tains REMarks explaining what each
section does. By studying the pro-
gram and experimenting with other
sections, you can quickly learn how
to handle all the variables used by
the Atari Fast Circles routine.

To use this routine in your own
programs, you’ll need to include
lines 50-60, 70, 900, and
1000-1135. Lines 50-60 create a ta-
ble of sine values in SINE$. Line 70
builds the machine language routine
in CIRCS$. Line 900 contains the
line-drawing USR call, and lines
1000-1135 are the machine lan-
guage data. Put the lines that create
CIRC$ and SINES$ in the setup por-
tion of your program. Once the set-
up is complete, you're ready to
create your own graphics
masterpieces.

Fast Atari Circles

Piease refer to "COMPUTE!'s Guide to Typing In
Programs’ before entering this listing.

fL 1@ BRAPHICS 2+16:POSITION
5,437 #63"PLEASE WAIT
"3? H637 #63"

{7 SPACES})loading"

REM

REM BUILD A SINE TABLE
IN SINES

REM

DEG :DIM SINES$ (45):FOR
I=@ TO 64:X=INT(256%S
IN(9S/648]1) +8.5)

IF X>255 THEN X=2595

SINE$ (I1+1)=CHRS$ (X) :NEX

T1

EP &5 REM
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£l 40
i 42

EN 45
LLIST

LSS
Fl 60
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ER 66

F8 &7
P56 70

H 150
08 155
H 1608
11165

IN17@
kKF 175
N 280
LE 283
05210

LB 215
222
LD 225
238

L 235
B0 249
08 245
i 250
PG 255
2460
PI 265

270
0275

(£ 280
I 285

LE 299
€ 295

BP 320
(h 385
Hl 310
KB 313
W 320
PL 325
FL 330

EH 335
337

N 349
A 345
B 35e
Il 360
K378
F375
H 386
P 385

A 398
Ll 4802

[P A4AS

410

EN 420
430
(Eq40

F6 450
Bl 460

0479

REM PUT M.L. ROUTINE I
N CIRCs
REM
DIM CIRC$(280):FOR I=1
TO 288:READ X:CIRCS(I
)=CHRS$ (X) : NEXT I

REM

REM ELLIPSES

REM

XCENTER=14&6@: YCENTER=%
&

ARCSTART=@: ARCEND=0
KOLOR=1:DELTA=2
GRAPHICS B8+16

FOR I=@ TO 75 STEP S
XRADIUS=S5+281: YRADIUS
aS+1

GOSUB 989

NEXT I

FOR I=06 TD 4S5 STEP S
XRADIUS=5+1I: YRADIUS=3
+281

GOSUB 9906

NEXT 1

FOR I=1 TO 3I@@:NEXT I
REM

REM DISKS

REM
KOLOR=1:DELTA=1:GRAPH
ICS 7+16

FOR I=6 TO 27 STEP 3
XCENTER=18+4%21: YCENTE
R=18+2%21

FOR J=¢ 70 I
XRADIUS=J: YRADIUS=J:A
RCEND= NOT J

GOSUB 99@

NEXT J

KOLOR=KOLOR+1: IF KOLO
R>3 THEN KOLOR=1

NEXT 1

REM

REM SQUARES

REM

GRAPHICS 3+146:DELTA=S
4

REM SIXTY-FOUR IS A @
UARTER ARC
XCENTER=2@:1 YCENTER=12
FDOR K=@ TO 1:ARCSTART
=328K: ARCEND=322K

FOR I=¢ TO 5: KOLOR=KO
LOR+1: IF KOLOR>3 THEN
KOLOR=1

FOR J=0 TO 1
XRADIUS=2¢I+J: YRADIUS
=2%1+J

GOSUB <900

NEXT J:NEXT I:NEXT K
FOR I=1 TO 38@:NEXT 1I
REM

REM VARIOUS OTHER SHA
PES

REM

GRAPHICS 7+14:KOLOR=@
:DIM S(4),E(4),1(4)
S(1)=28:E(1)=08:1(1)=64
:5(2)=193:E(2)=191:1I(
2)=182
S(3)=16:E(3)=16:1(3)=
32:S(4)=@:E(4)=0B:1(4)
=1

XRADIUS=16: YRADIUS=19
FOR I=0 TO 3:S=4-1:F0
R J=@¢ TO 3
KOLOR=KOLOR+1: IF KOLD
R>3 THEN KOLOR=1
S=S+1:IF S>4 THEN S=1
XCENTER=20+40%J: YCENT

ER=12+20%1

ARCSTART=S(S) : ARCEND=

E(S):DELTA=1(S)

Lf 4880
01 490
bl 493
B See
909

B 19080

Fl 1085

K119

E11815S

B1228

081825

P 18308

FE 1835

PK1640

A6 1245

FR 1850

(¥ 1853

M1860

P 1865

EH1@870

NL1275

1280

i 1285

1890

1295

k1199

1185

IF1110
1115
LE 1120
PR 1125

PF1130@

EF 1135

GOSUB 980

NEXT J:NEXT I

FOR I=1 TO 380:NEXT I
G0TO S00
X=USR(ADR(CIRC%),ADR(
SINES) , XCENTER, YCENTE
R, XRADIUS, YRADIUS, ARC
START, ARCEND, 256%K0OLO
R+DELTA) : RETURN

DATA 104,104,133,231
,164,133,2309,104,133
,217

DATA 164,133,216, 104
,133,228,133,229, 104
,133

DATA 218, 104,104,133
,219,104,104,133,222
, 104

DATA 184,133,221, 1064
,1084,133,222,184,141
, 251

DATA 2,104,133,223,1
62,90,134,227,165,227
DATA 56,233,64,133,2
27,165,221,56,229, 22
7

DATA 133,224,144,249
,165,227,41,128,133,
225

DATA 165,227,41,64,2
40,7,169,64,56,229
DATA 224,133,224,165
,227,240,6,201,192,2
49

DATA 2,162,128,134,2
26,164,224,177,230, 1
33

DATA 214, 165,226,133
,215,169,8,133,212,1
52

DATA 8,70,214,1434,3,
24,101,215,1846,1082
DATA 212,282, 208,243
,166,225,240,5,73,25
5

DATA 24,105,1,24,101
,218,133,84, 169,64
DATA S5b6,229,224,148,
177,238,133,214, 165,
219

DATA 133,215,1469,0,1
33,212,162,8,288,2
DATA 208,138,78,214,
144,3,24,191,215, 104
DATA 102,212,282, 208
, 243,133,227, 164,226
, 240

DATA 16,165,216,56,2
29,227,133,85, 1465, 21
7

DATA 233,8,133,86,24
,144,13,165,216, 24

DATA 101,227,133,85,
165,217,10%,0,133,86
DATA 166,228,208,40,
162,96,134,228,169,1
1

DATA 157,646,3,1469,0,
157,72,3,157,73

DATA 3,173,251,2,32,
B84,228,169,17,157
DATA 656,3,169,12,157
+74,3,169,0,157

DATA 75,3,248,9,162,
96,32,864,220, 1464
DATA 229,288,16,165,
221,24,101,223,133,2
21

DATA 197,222,208, 142
»202,134,229,268,137
» 96 @



Apple
Universal
INPUT

Wilham Simpson

Banish EXTRA IGNORED errors from
your Applesoft programs with this
short INPUT routine. It works on any
Apple II series computer with DOS 3.3
or ProDOS.

As you know if you've ever tried it,
Applesoft BASIC won't let you type
commas or colons when responding
to an INPUT prompt. The computer
rejects everything after the punctua-
tion and gives you an EXTRA IG-
NORED error. There’s a good
reason for this, but there may be
times when you’'d like an input
string to include the punctuation.
For example, you might want to
input a time value in response to a
prompt like:

ENTER HOURS:MINUTES.

“Apple Universal Input” solves
this problem and can be used as a
routine in any Applesoft BASIC pro-
gram. Once installed, it lets you in-
put strings containing commas and
colons, from the keyboard or from
disk.

Type in and save the following
program, then enter RUN and type
any string containing commas or co-
lons. The program prints the string
to show that the input was accepted
without errors.

You'll notice that the input
prompt is a greater-than sign (>)
rather than a question mark. This
signals that the normal Applesoft
INPUT command is not in use. If
you don't like this prompt, you can
easily change it to another character.
Find the ASCII code for the charac-
ter you prefer, add 128 to the ASCII

code, and substitute that value for
the second DATA number in line
270 of the program. For example,
the < character has an ASCII code of
60. To use that character as the
prompt, you would replace the sec-
ond DATA number in line 270 with
188 (60 + 128).

Program Breakdown

Let’s look at the example program to
learn how this input routine can be
used in other programs.

Line 100 defines the variable
T$. It's essential that this be the first
variable your program defines.

Line 110 POKEs a short ma-
chine language (ML) routine into
memory; the DATA for this routine
is contained in lines 270-300. Lines
120 and 130 print a prompt on the
screen, and call the new input rou-
tine with GOSUB 190. When using
this routine in your own programs,
you should use a similar GOSUB
whenever you want to input a new
string. Note that the string is re-
turned in the variable A$ (line 140).

The BASIC subroutine calls the
ML routine (CALL 768) to bring the
input string into the computer’s
memory. Using the ROM GETLN
routine, the ML routine first moves
the string into the input buffer. Then
it stores the string’s length in loca-
tion 798, subtracts 128 from each
character’s value to obtain the cor-
rect ASCII codes, and returns con-
trol to BASIC.

Lines ,200-260 move the string
from the input buffer to a safe place
in memory where it can accessed by
the main program. The vehicle for
this transfer is the string variable T$,

which you'll recall was the first vari-
able defined in the program. This is
done so that you can find the de-
scriptor for T$ by PEEKing the
pointer in locations 105-106.

Variable Descriptors

As you may know, a simple variable
descriptor consists of five bytes in
the following form:

Byte #
1

Function

First letter of the variable’s
name

Second letter of the name
Length of the variable

Low byte of the variable’s
memory address

High byte of the variable’s
memory address

2
3
4

e

5

By manipulating the descriptor
for the variable T$, it is relatively
simple to transfer the string from the
input buffer (where it would quickly
be overwritten) to another string
variable (A$ in example program).

After the descriptor is located
(line 210), its third byte is POKEd
with the length of the string (line
220), and the fourth and fifth bytes
are POKEd with the low byte/high
byte address of the input buffer
(lines 230-240). T$ is now set to the
correct length and its descriptor
points to the input buffer.

The final step (line 250) is to
copy T$ into A$, using a form of the
MID$ function that extracts every
character from T$. You may substi-
tute other names for T$ and A$, of
course, when using this routine in
your own programs.

Applesott Universal Input

100 T$ = ™"

1190 FOR I = 768 TO 798: READ A:
POKE I,A: NEXT

120 HOME

138 PRINT "INPUT ANYTHING": GOS
UB 199

149 PRINT "ANYTHING==> “;A$

156 PRINT

168 INPUT "ANY MORE? (Y OR N) *
1YTS

170 IF YT¢ = "Y" THEN 120

180 END

1990 CALL 768

200 Bl = PEEK (798)

2i¢ B2 = PEEK (1@6) 8 256 + PEE
K (193)

220 POKE B2 + 2,B1

238 POKE B2 +
24¢ POKE B2 +

3,0
4,2

250 A$ = MID$ (Ts,1)

268 RETURN

27¢ DATA 169,190,133,51,32,106
»y 253,142

28¢ DATA 30,3,164,08,204,30,3,2
48

298 DATA 12,185,0,2,41,127,153

0
’
308 DATA 2,200,76,12,3,96,8,8C
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Hardcopy Sprites
For Commodore 64

Make a hardcopy printout of any Com-
modore 64 sprite with this BASIC pro-
gram for the VIC-1525, MPS-801, or
MPS-802 printer. It's easily adapted to
other printers as well.

Have you ever wished you could
print a sprite on paper? For example,
you may want to check some detail
on a sprite you designed without
bothering to load and run the pro-
gram. With “Hardcopy Sprites,”
you can check such details in sec-
onds rather than minutes, and even
compile a personal library of sprite
shapes for future reference.

Ordinary screen dump pro-
grams can't make sprite printouts
because the data that defines sprite
shapes isn’t located in regular screen
memory. To print out a sprite, you
need a program that reads the 64-
byte memory area where the sprite
shape is actually stored.

Hardcopy Sprites uses this
technique to print a 24 X 21 charac-
ter representation of any sprite, with
vertical or horizontal expansion if
you wish. Large ball-shaped charac-
ters form single-color sprites, and
additional characters represent mul-
ticolor sprites. Figures 1 and 2 show
two examples of what is possible.

After typing and saving the
program, POKE your sprite data into
memory and note the address where
it begins, Then simply run Hard-
copy Sprites and follow the
prompts. The program asks you to
enter the memory address where the
sprite data begins, to give the sprite
a descriptive name, to choose hori-
zontal or vertical expansion (or
both), and to select single-color or
multicolor mode.

Non-Commodore Printers

Hardcopy Sprites is written for
Commodore printers, but is readily
adapted to other printers. If your
printer can’t handle Commodore
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graphics, replace the ball-shaped
Commodore graphics character
(SHIFT-Q in the program listing) in
lines 200, 210, 230, 340, and 360
with some other character, such as
an X or a plus sign. With a little extra
work, you could also incorporate
Hardcopy Sprites as a subroutine
within a BASIC sprite editor
program.

Figure 1: Expanded Single-
Color Sprite
i
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[
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“"”‘; ii g’ ......
s 0000 000938848
2880 _gode
§3232328°°

Figure 2: Unexpanded Multi-
color Sprite
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Hardcopy Sprites

Please refer to "COMPUTEI's Guide to Typing In
Programs* before entering this listing.

10 REM ** SPRITE HARDCOPY **
:rem 30
2@ INPUT"{CLR} {DOWN}SPRITE DAT
A MEMORY LOCATION":PG
trem 287
30 INPUT"{CLR}{DOWN}EXPAND X D
IR. (Y/N)":EXS :rem 35

40
45
47
50
55
69
78
80

90

1090
110

120
130

140
1508

168

INPUT" {7 SPACES}Y DIR. (Y/N
)" ;EYS :rem 194
INPUT" {DOWN]}SPRITE NAME";N$
:rem 243
INPUT" { DOWN }MULTICOLOR MODE
(Y/N)";Ms :rem 82
OPEN1, 4 srem 40
PRINT#1,CHRS$(15)"MEMORY LOC
ATION"PG"{2 SPACES]"N$
:rem 242
FORR=@TO6QSTEP3 srem 132

FORC=0TO2:P=PEEK{PG+R+C)
srem 146
FORB=7TOWSTEP-1:V(B)=P/2:P=
INT(V(B)) :rem 111
V(B)=V(B)-INT(V(B)):rem 202
IFV(B)>@THENGOSUB20@
:rem 184
IFV(B)=GTHENGOSURB258
:rem 189
NEXTR trem 20
FORB=@TO7 :LS=LS$+D$(B)
trem 129
NEXTB:NEXTC trem 210
IFEYS<>"Y"THENPRINT#1,CHRS
(15)+CHRS$(16)+" 28" +LS+CHRS
(8) trem 255
IFEYS="Y"THENFORRE=@TOl : PR
INT#1,CHRS(15)+CHRS(16)+"1
6"+LS+CHRS(8) :NEXTRE

:rem 201

170 L$="":NEXTR :rem 84
186 PRINT#1:CLOSE1:END:rem 188
2006 D$(B)="Q" rrem 223
2160 IFM$="NTANDEXS$="Y"THENDS(B
)="QQ" srem 29

220 IFMS="Y"ANDEXS$="N"THENGOSU
B39O :rem 19

23¢ IFMS$="Y"ANDEX$="Y"THENDS (B
)="QQ" : GOSUB320 srem 121

240 RETURN trem 118
250 D$(B)=" " srem 19
260 IFM$="N"ANDEX$="Y"THENDS(B

)="{2 SPACES}" :rem 128

27@ IFM$="Y"ANDEXS$="N"THENGOSU

B340 :rem 28

280 IFMS$="Y"ANDEX$="Y"THENDS (B
)="{2 SPACES}":GOSUB360

c:rem 224

299 RETURN trem 123

300 IFB=60RB=40RB=20RB=@THENIF

D$S(B+1)=" "THENDS$(B+1l)="g"

:D$(B)="0" :rem 128

313 RETURN trem 116

320 IFB=60RB=40RB=20RB=Q@THENIF

330
340

350
36l

370

D$(B+1)="{2 SPACES}"THENDS
(B+1)="gg":DS$(B)="080"

trem 226
RETURN :rem 118
IFB=60RB=40RB=20RB=@THENIF
D$(B+1)="Q"THENDS$(B+1)="0"
:D$(B)="0" trem 147
RETURN trem 120

IFB=60RB=40RB=20RB=@THENIF
D$(B+1 )="Q_Q"THEND$ (B+1)="0
o":DS(B)="00" :rem 4
RETURN :rem 122 @
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IBM Variable Lister

This handy utility lists all the vari-
ables in your IBM BASIC programs. It
runs on any PC with at least 64K RAM
or PCjr with at least 128K RAM.

The ability to list variables is a valu-
able aid in debugging and docu-
menting BASIC programs. The three
programs accompanying this article
show how IBM BASIC variables are
stored and let you list the variables
in any IBM BASIC program.

“Variable Lister”” (Program 3) is
the actual utility. Programs 1 and 2
demonstrate how IBM BASIC stores
variables for those who are interest-
ed in the details (see below). But you
don't have to be familiar with the
theory to use Variable Lister.

The first step is to type in and
save Program 3. (Note: All three
programs assume that your screen is
in the 80-column mode. Enter
WIDTH 80 from BASIC or MODE
80 from DOS before running the
programs.)

Once Variable Lister is saved on
disk, there are two ways to run it
The easiest way is to run your own
program first, break out, then acti-
vate Variable Lister with the CHAIN
command. For example, if you have
saved Variable Lister under the file-
name “VARLIST,” enter CHAIN
“VARLIST”,70,ALL and press EN-
TER. This preserves your program'’s
variables while Variable Lister loads
and runs.

After doing this, Variable Lister
replaces your program in memory. If
you want to get a variable list while
your program remains in memory,
you need to renumber Variable List-
er with line numbers not used in
your program, and then merge it

Peter F. Nicholson

with your program using CHAIN
MERGE. See the IBM BASIC Manual
for details.

Of course, Variable Lister uses
variables of its own. To avoid confu-
sion, these variables (BAS, XLEN,
CTA, CTV, 111, ]j1, ADO,
VARNAMES$, ARRNAMES$, ITV!,
and TESTARRAY) are suppressed
from the variable list, and should
not be used by your program.

The subroutine beginning at
line 820 sorts variables and arrays
alphabetically. There may be times
when you'd rather display them
chronologically (the order in which
they’re defined as the program
runs). This is easily done by deleting
the statement GOSUB 820 from
lines 500 and 520.

How It Works

IBM BASIC uses four types of vari-
ables—integer, string, single-
precision, or double-precision. The
term scalar describes all variables
that are not arrays. Appendix I of the
IBM BASIC Manual explains how
and where scalars are stored. Page I-
2 of this appendix shows where the
scalar storage area starts, and pages
I-3 and I-4 explain the meaning of
the data stored there.

If you want to see a graphic
illustration of scalar variable stor-
age, type in and save Program 1,
then enter RUN. The program de-
fines four variables—each a differ-
ent type—and displays the
descriptor bytes that describe each.
You'll see two columns of numbers
for each variable. The left column
provides a reference number for
each byte of the descriptor, and the
right column shows the value that
each byte contains.

The first byte of the descriptor
indicates the variable type. This byte
contains a 2 for an integer variable, 3
for a string, and 4 or 8 for a single- or
double-precision variable, respec-
tively. The next two bytes hold the
first two characters of the variable
name. For the variable A, we see the
value of 65, the ASCII code for the
letter A. The letter B is shown with
an ASCII code of 66, and so on.

When a variable name has
more than two characters, the fourth
byte of the descriptor shows the
number of remaining characters.
The additional characters are stored
immediately after this byte, with
128 added to their ASCII codes.
Thus, where the variable is named
ABC, you will see the values 65 and
66 (ASCII codes for AB), 1 (the num-
ber of remaining characters), and
195 (128 + ASCII code for C). The
final bytes in each descriptor, high-
lighted in reverse video, show the
value given to each variable.

Array Varliables

The IBM BASIC Manual gives few
details about how and where array
variables are stored. However, its
memory map does show that sca-
lars, arrays, and strings occupy three
contiguous areas in memory. You
can use these formulas to find the
boundaries of each zone:

PEEK(&H358) + 256* PEEK(&H359)
Scalar variable space starts

PEEK(&H35A)+256*PEEK(&H35B)-1
Scalar variable space ends

PEEK(&H35A)+ 256*PEEK(&H35B)
Array space starts

PEEK(&H35C)+ 256 *PEEK(&H35D)-1
Array space ends

PEEK(&H35C)+256*PEEK(&H35D)
String space starts
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(Of course, the PEEKs won't return
meaningful results until your vari-
ables have actually been declared.
Prior to that time, the storage zones
are empty, and the pointers all point
to the same place.)

Like scalars, array variables can
be any of four types: integer, string,
single-precision, or double-precision.
Thus, the first part of an array de-
scriptor is the same as a scalar de-
scriptor—first comes a type byte,
followed by the characters of the
array name—but additional bytes
are needed to describe the more
complex structure of an array. The
two bytes after the name show the
number of bytes needed to complete
the array; this includes a description
of the array’s elements and dimen-
sions, and the array data itself.

The next byte in the array de-
scriptor (highlighted in reverse vid-
eo) shows the number of
dimensions in the array. For ex-
ample, the statement DIM A(2,200)
creates a two-dimensional array; the
statement DIM B(1,2,3,4,5,6) creates
an array with six dimensions. Al-
though it's rarely necessary to use
more than a few dimensions, IBM
BASIC lets you define an array with
as many as 255 of them.

The DIM statement that defines
an array also specifies the maximum
number of elements in each dimen-
sion. The array descriptor contains
two more bytes for each dimension
in the array, indicating the number
of elements in that dimension. An
array dimension may contain a max-
imum of 32,767 elements. If the
number of elements is not specified,
the default value of 10 elements is
assigned.

Program 2 graphically illus-
trates array storage. Its display is
similar to that of Program 1, using
reverse video to highlight the area
allocated for the array dimension
and element numbers.

Lister Details

Strings stored in program lines may
not be stored in string space. For
example, say that your program has
this line:

5 AS = “A": B§ =
STRINGS$(2,CHRS$(65))

Variable Lister reports both A$ and
B$ as variables, but the string space
is only two bytes long, since the
character A for A$ is stored in line 5
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of the program where it is defined.

Functions defined in a program
are indicated by the FN prefix and
are listed last for the variable type. A
function is shown by adding 128 to
the code of the first character. If your
program contains DEF FNAA%,
Variable Lister displays 2, 193
(65+128), 65, 0. Where your pro-
gram consists of the line 5 A% =
1:DEF FNA%(X,Y)=X"2+Y"2, Vari-
able Lister reports A, FNA, X, and Y
as variables.

The program lists array dimen-
sions exactly as defined in your DIM
statement, independent of the OP-
TION BASE you have selected. If
your program consists of the line 5
DIM A(2,2), the report should list
A(2,2) and show 47 bytes occupied.
If the program consists of 5 OP-
TION BASE 1: DIM A(2,2), the re-
port should list A(2,2) and show 27
bytes occupied.

Keep in mind that string space
is filled from the top of memory
downward. To find the starting ad-
dress of your stack area, use
PEEK(&H30A) + 256 * PEEK
(&H30B). Use PEEK(&H32F) + 256
* PEEK(&H330) to find the current
string space. To get an accurate re-
port, you may first need to issue a
FRE(””") command as described in
the manual.

Finally, Variable Lister cannot
report any variable that your pro-
gram does not actually use. Consid-
er this example:

5 D$="12-31-84":IF
RIGHT$(DS$,2)="85" THEN A=1
Since the IF condition can never be
satisfied, the computer never exe-
cutes A=1. Variable Lister reports

only one variable—D$.

If you would like a copy of this
program, send a formatted disk with
a self-addressed, postage-paid mail-
er and a check for $3.00 to:

Peter F. Nicholson

1701 South Princeton Road L
Ottawa, Kansas 66067

Please refer to “"COMPUTEI's Guide to Typing In
Programs™ before entering these listings.

Program 1: Scalar Varlable
Storage

64 198 KEY OFF:DEF SEG:COLOR 7,9
1CL8: PRINT "HOW SCALAR VA
RIABLES ARE STORED":PRINT

L8 112 A%=g:ABs="0"1ABC=03 ABCD#=
2

10 126 AD!=PEEK (&H358) +256XPEEK (
LH3S9)

Pl 138 PRINT "INTEGER
NG SINGLE PREC.
DOUBLE PREC. "

M 148 FOR J=1 TO 4

B 150 FOR I=@ TOD PEEK(AD!')+PEEK

(AD!+3)+3

IF I>PEEK(AD'+3)+3 THEN C

DLOR &,7 ELSE COLOR 7,8

L 1780 K=PEEK(AD!+I)

F) 180 LOCATE I+5,1S58(J-1)+1:PR1
NT USING “###  *3I;K;

0l 199 NEXT I

Wb 288 AD!=AD'!+PEEK(AD!)+PEEK (AD
143) +4

NE 210 NEXT J

6 226 COLOR 7,0

FX 238 PRINT:PRINT
a.

L0 248 PRINT "STRING ABS$=‘p’"

{6 259 PRINT "SINGLE PRECISION
ABC!=g"

3 268 PRINT "DOUBLE PRECISIDN
ABCD#=@"

(L 270 PRINT STRINGS (5,CHRS (219)
)3" DATA "j

P 286 LOCATE 15,1

STRI

X 160

"INTEGER A=

Program 2: Array Varlable
Storage

E8 1000 KEY OFF:DEF SEG:COLOR 7,
2:CLS:PRINT "HOW ARRAYS
ARE STORED":PRINT

H 12810 J=1:I=@:K=3: XLEN=@:OPTIO
N BASE 13’ DECLARE ALL V
ARIABLES USED

LP 1620 DIM ABCDY(1),ABC$(1),AB!
(2,1),A# (1)1 *DECLARE SA
MPLE ARRAYS

It 1838 AD!=PEEK (&H3ISA) +2S568PEEK
(&H3I5B)

10 1048 PRINT TAB(2); "INTEGER";T
AB(18) 3 "STRING"; TAB(32);
"SINGLE PREC."3;TAB(46&)3"
DOUBLE PREC."

(H 1958 WHILE AD!<PEEK (&H3SC) +25
SSPEEK (&H35D) —1 1 XLEN=PEE
K(AD!+3)

P 10608 FOR I=@ TO XLEN+S+PEEK(A

D! +XLEN+4) +235¢PEEK (AD ! +

XLEN+S)

IF I>XLEN+S THEN COLOR @

y7 ELSE COLOR 7,8

IF I>XLEN+6+28PEEK (AD!+X

LEN+&) THEN COLOR 7,0

CA 1090 K=PEEK(AD!+I)

N 1108 LOCATE I+3,158(J-1)+1:PR
INT USING "### "1 I31K3

FE 1118 NEXT I

LP 1128 AD!=AD!+XLEN+&+PEEK (XLEN
+AD ! +4) +2548PEEK (XLEN+AD
'43) s d=mJ+1

FN 1133 WEND

0L 1143 LOCATE 19, 1:PRINT "VARIA
BLEB: ":PRINT TAB(11);"AB
CD%(1)"

{0 1150 PRINT TAB(11);"ABCS(1)"

B0 1160 PRINT TAB(11)j3"AB!(2,1)"

N 1170 PRINT TAB(11);"AR(1)"

K 11808 PRINT "ARRAY DIMENSION A
ND ELEMENTS PER DIMENSIO
N "jCHR$(219) ;CHRS$(219)

IE 1199 COLOR 7,0

EE 12008 LOCATE 1,79

F 1870

0L 19680

Program 3: Varlable Lister

N 18 REM PROGRAM ANALYZES DATA
AREA AND PROVIDES A REPORT
ON

0B 286 REM 1. SCALAR VARIABLES

NE 38 REM 2. ARRAYS



kP

o8

N

il

66

e

3}

L]

By

)]

N

FB

FH

HY

6F

I

20

BE

KL
IF

KN

BC

6B

PA

143
x

113

4@

REM 3.

AMDUNT OF MEMORY R

EQUIRED FOR VARIABLES

SS9

REM INTERNAL VARIABLES:

AD

2!,BAS,CTV,CTA,111,JJ1,XLE
N

[=19]

REM

ARRAYS: IT

V!, VARNAMES, ARRNAMES , TMPNA
ME$

78

DEF SEG:SCREEN 2:WIDTH B@:

COLOR 7,9:KEY OFF:CLS:0ON E
RROR GOTO 928

80

LOCATE 1,1:PRINT *“SORTING

VARIABLES ";

9@ BAS=1:DIM TESTARRAY(2):TES
TARRAY (B)=1:" TEST FOR OPT
ION BASE

199 ERASE TESTARRAY

110

120

130

149

15@

1606

176

180

199

299

219

220

239

2409
259

260

278

280

299

389

319

320
338

ADG'=@: XLEN=@: CTV=-BAS:CT
A=-BAS: 111=@:JJ1=@:DIM IT
V! (19-BAS):’ DECLARE INTE
RNAL VAR.

ADG ! =PEEK (&H358) +256 PEEK.
(&H359): *COUNT NUMBER OF
VARIABLES

CTV=CTV+1: XLEN=PEEK (AD8 ' +
~1)

ADZ ! =ADY ! +PEEK (ADB ' ) +XLEN
+4

IF AD@'<PEEK (&H3SA) +256%F
EEK (&H3SB) -1 GOTO 130

ADD ! =PEEK (XH35A) +256IPEEFK
(&H3SB): > COUNT NUMBER O
F ARRAYS

CTA=CTA+1: XLEN=PEEK (AD@ ' +
3)

AD@ ' =AD@ ' +XLEN+PEEK (ADB "' +
44XLEN) +2568PEEK (AD@ ! +5+X
LEN) +4

IF ADB!<PEEK (&H3SC) +2561F
EEK (&H35D) -1 GOTO 178

DIM VARNAMES (CTV) , ARRNAME
$(CTA): ’DECLARE STRINGS
FOR VAR. AND ARRAYS

GOSUB S98: 'GET ADDRESS O
F INTERNAL VARIABLES
CTV=-BAS: ADG ' =PEEK (¥H358)
+256¥PEEK (&H359)
XLEN=PEEK (AD@'+3) : FOR 111
=1-BAS TO 7-BAS:IF ADB!=1
TV'(II1) GOTO 280

NEXT I11:CTV=CTV+1
VARNAMES (CTV) =STR$ (PEEK (A
DB ') ) +CHR$ (PEEK (ADB! +1) ) :
*GET TYPE AND NAME

IF PEEK(AD@'+2) >3 THEN vA
RNAMES (CTV) =VARNAMES (CTV)
+CHR$ (PEEK (AD@' +2)) :FOR 1
I1=1 TO XLEN:VARNAMES (CTV
) =VARNAMES (CTV) +CHR$ (PEEK
(ADP ! +3+111)-128) sNEXT 11
1

IF PEEK(AD®')=3 THEN VARN
AMES$ (CTV) =VARNAMES (CTV) +"
o

AD@ ' =ADB +PEEK (ADB ! ) +XLEN
+4

IF AD@!<PEEK (&H35A) +256%F
EEK (&H35B) -1 GOTO 23¢@
CTA=-BAS: AD@ ' =PEEK (LH35A)
+256 KPEEK (&H35B)
XLEN=PEEK (AD@'+3) :FOR 111
=B-BAS TO 10-BAS:IF AD@'=
ITV!(I11) GOTO 419

NEXT I111:CTA=CTA+1
ARRNAMES (CTA) =STR® (PEEK (A
DS')) +STR$ (PEEK (AD@ ' +&6+XL
EN) ) +CHRS (PEEK (AD@!+1) ) :
GET TYPE AND NAME

IF PEEK(AD@'+2)>8 THEN AR
RNAMES (CTA) =ARRNAMES (CTA)
+CHRS (PEEK (AD@ ' +2)) : FOR 1
I1=1 TO XLEN:ARRNAMES (CTA
) =ARRNAMES$ (CTA) +CHRS (PEEL
(ADG'+3+111)-128) :NEXT I1
1

0C

LL
¥l

AR

3

13
1}

KL

61

EN

L

EH
op

FE

K

06

o]

6D

L}

FL
BH

L]

o

NF

350

3460

379

380

399

499
419

420

439

349

459

460

470
489

49g

So9

516

520

539

S40

55¢

560

S78

580
599

[-11]

IF MIDS (ARRNAMES (CTA) 2. 1
y="3" THEN ARRNAMES$ (CTA)=
ARRNAMES (CTA) +"$"
ARRNAME$ (CTA) =ARRNAMES (CT
Ay +"
FOR I11=PEEK (AD@!+XLEN+6)
TO 1 STEP -1
ARRNAMES (CTA) =ARRNAMES (CT
A) +STR$ (PEEK (AD@ ! +6+ XLEN+
28111-1)+256XPEEK (ADG! +&+
XLEN+2¥111)-BAS)
IF 111=1 THEN ARRNAMES$(CT
A) =ARRNAMES (CTA) +") " ELSE
ARRNAMES (CTA) =ARRNAMES (C
TAY+", "

NEXT II1

ADB ! =ADG ! +XLEN+PEEK (ADB ' +
4+XLEN) +254¢PEEK(ADS ! +5+X
LEN) +6

IF AD@!<PEEK (&H35C) +256¢P
EEK(&H35D) -1 60TO 318
ITV! (1-BAS)=PEEK (&H35A) +2
SHEPEEK (&H35B) —PEEK (&H358
) —2563PEEK (&H359) -464

ITV! (2-BAS) =PEEK (¥H35C) +2
S6XPEEK (&H35D) —PEEK (&H35A
} —25463PEEK (&H35B) -192-3% (
CTA+CTV+2¢BAS)

FOR II1=1-BAS TO CTA:ARRN
AMES (I11)=RIGHTS (ARRNAMES
(I11),LEN(ARRNAMES (1I1)) -
1)
JJ1=INSTR (1, ARRNAMES (II1)
yCHR$ (32)):IF JJ1>@ THEN
ARRNAMES (I111)=LEFTS$ (ARRNA
ME$(II1),JJ1-1)+MIDS (ARRN
AME$ (111),JJ1+1,LEN(ARRNA
ME$(111))-JJ1)

IF JJ1>8 GOTO 468

NEXT II1:IF CTv=-1 THEN C

Tv=@ ELSE IF CTV=6 THEN C

TV=1

CLS: DIM TMPNAMES (CTV) :FOR
II1=1-BAS TO CTV: TMPNAME

$(I11)=VARNAMES$ (I111):NEXT
111

JJ1=CTV-1:G0SUB 829:111=0
:GOSUB 860:GOSUB 749:ERAS
E TMPNAMES$:CLS: IF CTA=-1
THEN CTA=0 ELSE IF CTA=0
THEN CTA=1

DIM TMPNAMES (CTA) :FOR II1
=1-BAS TO CTA: TMPNAMES$ (II
1)=ARRNAMES$ (II11):NEXT IIl
JJ1=CTA-1:60SUB B2@:I1I1=1
1BOSUB 860:GOSUB 949:ERAS
E TMPNAMES$, VARNAMES , ARRNA
ME$:CLS

PRINT "STRING SPACE USED
"y TAB(38@);
ADG'!=FRE (" ") : ADG ! =PEEK (&H
30A) -PEEK (&H32F) -1 +2568% (P
EEK (&H3@B) -PEEK (&H330) ) : P
RINT USING "####8";AD3!
PRINT "SCALAR VARIABLE SP
ACE", TAB(30) ; : PRINT USING
"HHNNNT 3 ITV! (1-BAS)

PRINT "ARRAY SPACE",TAB(3
2)3:PRINT USING "####8";1
TV! (2-BAS)

PRINT:PRINT "TOTAL VARIAB

LE SPACE ",TAB(38);:PRINT
USING "##8##"3; ITV! (1-BAS
Y+ITV! (2-BAS) +ADG ! 5 : PRINT
" BYTES"

GOSUB 940:CLS:END

ITV! (1-BAS)=VARPTR(ADA!) -
5: *SUBROUTINE TO GET INTE
RNAL ADDRESSES

ITV! (2-BAS)=VARPTR (XLEN) -
6

A
HC

K1
[}
NI

BF

0K

133
BL

fC

o

HE

L
8}

o
[}

B

610
620
4638
648
6359
Y14

672
&89

&90

‘700

710

728

738

740
750

7608
778
7808

790
800

810
820
839
849

a85¢

840

879

880

890

900

919
920

938
940

959

ITV! (3-BAS)=VARPTR(CTV) -5
ITV! (4-BAS)=VARPTR(CTA) -5
ITV! (5-BAS)=VARPTR(111)-5
ITV! (6-BAS) =VARPTR (JJ1) -5
ITV! (7-BAS) =VARPTR (BAS) -5
ITV! (B-RAS) =VARPTR(ITV! (1
-~BAS))-10

ITV! (9-BAS) =VARPTR (VARNAM

E$(1-BAS))-14

ITV! (19-BAS) =VARPTR (ARRNA

MES$ (1-BAS))—-14

FOR II11=1-BAS TO 9-BAS:IF
ITVI(IIL1IC<@ THEN ITV! (1]
1)=m2716+ITV! (II1)

NEXT II1:RETURN
XLEN=@:FOR II1=1-BAS TO C

TV

IF MIDS (TMPNAME$(I11),1,2
)=STR$(JJ1) AND MIDS(TMPN

AMES(IX1),3,1)<"a" THEN P

RINT MID$ (TMPNAMES$ (1I1),3
sLEN{TMPNAMES$ (111))-2) +SF

ACES$ (2) ; : XLEN=1

IF MIDS (TMPNAMES$ (II1),1,2
)=STR$(JJ1) AND MIDS$(TMPN

AMES$(II1),3,1)>"a" THEN P

RINT "FN"+CHRS$ (ASC(MIDS$(T

MPNAMES (111),3,1))-128)+M
ID$ (TMPNAMES (111) ,4,LEN(T

MPNAMES$ (111))-2) +SPACES (2
)3 2 XLEN=1

NEXT II1

IF XLEN=@ THEN PRINT "NON

E":PRINT:PRINT ELSE PRINT
:PRINT

RETURN

FOR II11=1-BAS TD CTA

IF LEFT$(ARRNAMES$(II1),1)

=RIGHTS$ (STR$(JJ1),1) THEN
PRINT MIDS (ARRNAMES(II1)
» 3, LEN(ARRNAMES (111))~-2)+

SPACES$ (2) 3 : XLEN=1

NEXT II1

IF XLEN=@ THEN PRINT "NON

E"”:PRINT: PRINT ELSE PRINT
tPRINT

XLEN=8: RETURN
XLEN=1:WHILE XLEN:XLEN=08

FOR 1I1=1-BAS TO JJ1

IF TMPNAMES (II1)>TMPNAMES
(IT1+1) THEN SWAP TMPNAME

$(II1), TMPNAMES (II1+1):XL

EN=1

NEXT II1:WEND:RETURN

IF Il1=@ THEN PRINT "VARI

ABLE SPACE ";ITV!(1-BAS);
"BYTES"”: TMP$="" ELSE PRIN
T "ARRAY SPACE ";ITV! (2-B
AS) y "BYTES OPTION BASE "
s ABS (1-BAS) ; : TMP$="ARRAYS

PRINT:PRINT: PRINT:PRINT *
INTEGER "+TMP$+" - "3:JJ1
=23 IF TMP$="" THEN GOSUB
719 ELSE GOSUB 77¢
PRINT:PRINT: PRINT “STRING
"+TMP$+" = "3:JJ1=3:1IF T
MP¢="" THEN GOSUB 710 ELS
E GOSUB 778
PRINT:PRINT:PRINT “SINGLE
PRECISION "+TMPS$+" -
JJ1i=43 IF TMP$="" THEN GOS
UB 710 ELSE GOSUB 770
PRINT:PRINT:PRINT "DOUBLE
PRECISION "+TMPS$+" — "33
JJ1=B: IF TMP$="" THEN GOS
UB 716 ELSE GOSUB 77@
RETURN
IF ERR=9 AND ERL=9¢ THEN
BAS=@: RESUME NEXT
ON ERROR GOTO @
LOCATE 25, 1:PRINT "PRESS
ANY KEY TO CONTINUE";
KB$=INKEY$: IF KBs$="" GOTO
95@ ELSE RETURN Q
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Apple lic RAM Disk Mover

Last month, Part 1 of this two-part
series demonstrated the RAM disk and
subdirectory options with ProDOS and
the Apple Ilc. This month’s article
presents a utility program which rap-
idly copies a number of programs from
a floppy disk to the RAM disk, greatly
speeding up the preparations required
for using the RAM disk.

]

The discussion in Part 1 was a bit on
the theoretical side, but this month
we tackle the practical side. “/RAM
Disk Mover” is a program which
automates the processes described
in Part 1. It adds a few little twists,
however. Here is how RAM Disk
Mover works:

1. First it looks for the PROGRAMS
subdirectory on your floppy disk. If
PROGRAMS is not found, RAM
Disk Mover instructs you to insert
another disk.

2. Next, it looks in the RAM drive
for the PROGRAMS subdirectory. If
PROGRAMS is not found, RAM
Disk Mover creates the subdirec-
tory. If PROGRAMS is found, it de-
letes all of the files in PROGRAMS.
This makes room for the new
programs.

3. RAM Disk Mover goes back to the
floppy PROGRAMS subdirectory.
Then it saves the name and length
(in blocks) of each BASIC program.
It stops when there are no more
BASIC programs or when the num-
ber of blocks exceeds the capacity of
the RAM drive (118 blocks, consid-
ering the directories).

4. Using this list of BASIC programs,
RAM Disk Mover builds an EXEC
file containing a series of LOAD and
SAVE commands. The EXEC file is
named TEMP.EXEC and is stored in
the volume directory of the floppy
with which RAM Disk Mover is cur-
rently working.

5. RAM Disk Mover adds a RUN
command as the last line of the
EXEC file. The program specified by
the variable P1$ will start automati-
cally when the copy operation is
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finished. Right now, 1§ is set up for
STARTUP.RAM. You can change
this to whatever program name you
want.

6. After building the EXEC file,
RAM Disk Mover clears the screen
and informs you that all is well.
Then the EXEC file starts up. At this
point, programs are actually moved
from floppy disk to RAM disk. Your
startup program will run and you'll
be in business.

Preparing The Mover
RAM Disk Mover requires little, if
any, of your attention while it runs.
Your biggest job is to organize your
disks so that Mover can access them
properly.

Here are some guidelines for
trouble-free operation:

Format some disks so you'll al-
ways have some spares handy. Use
whatever volume labels suit you.

As you format the disks, be sure
to establish the PROGRAM and
DATA subdirectories.

Place a copy of Mover in the
volume directory of each disk. Mov-
er does not require much space.

Place all of the BASIC programs
you want Mover to copy in the
PROGRAMS subdirectory. Don't
forget that the RAM disk has a limit
of about 61K or 120 blocks. If you
think you will exceed this limit,
place some of the programs on a
second disk.

Putting It To Work

Now for the actual operation. It's
simple:

1. Always make sure your Ilc is
turned on, that ProDOS is ready,
and that you're in Applesoft.

2. Place your program disk in the
internal disk drive.

3. Type either RUN MOVER or
-MOVER. RAM Disk Mover will
take over from there. It tells you the
name of each program it is copying,
then starts the EXEC file. As the
EXEC file runs, you will see a series

of open brackets displayed. This
means all is well.

4. When the EXEC file is done, the
STARTUP.RAM program will begin
running if it is present.

5. At this point, you can remove
your floppy disk from the disk drive.
You can insert a data disk and have
the entire 140K free for data storage.

Now What?
RAM Disk Mover has done its job.
The BASIC programs have been
moved over to the RAM disk. Now,
how do you get to the programs?
If you want to run a program,
you can type:
RUN /RAM/PROGRAMS /program-
name

or
- /[RAM/PROGRAMS /program-name

Perhaps typing all this seems a
bit tedious. You can use the PREFIX
command:

PREFIX /RAM/PROGRAMS

Now whenever you want to run
a program, you can just type RUN
followed by the program name.
/RAM/PROGRAMS/ is automati-
cally appended to the front of the
name.

A caution is in order, however.
Suppose that your program per-
forms some file operations. If the
input/output statements do not in-
clude a full path name, the prefix
will also be applied to your data file
commands. This will cause your
program to try to read or write to the
RAM disk—probably not what you
intended. Remember this when us-
ing the PREFIX command.

You can also use the usual
LOAD and SAVE commands, of
course, But this time a warning is in
order. Yes, you can recall a program
from the RAM disk, work on it, test
the revisions, and store it back in the
RAM disk. Just don't forget it's only a
RAM disk. If the power goes ka-
plooey, then your program goes ka-
plooey along with it. If you make
important changes to a program,



save the new version on a real live
disk. The RAM disk is best for pro-
grams you just want to run.

Oops!

On occasion things can go wrong—
especially where computers are con-
cerned. Here are a few gotchas.
Watch out for them.

* RAM Disk Mover is designed for
an Apple Ilc and ProDOS. It uses the
80-column display capability of the
[lc. If the display looks funny, make
sure your computer is in the 80-
column mode.

* Mover attempts to use all of the
available RAM drive space. It will
clean up /RAM/PROGRAMS, but
it is not aware of anything else that
you may have in the RAM drive. If
you run out of room, ProDOS will
tell you about it loudly and clearly.

* There can be problems writing the
EXEC file. Do not remove your pro-
gram disk until RAM Disk Mover is
finished with it. Do not write-
protect it, either. Finally, leave a few
blocks free for Mover’s use. That
EXEC file has to go somewhere.

Additional Hints

Programs can run other programs. If
the programs are in the RAM disk,
switching from program to program
is almost instantaneous. Here's an
example:

18 REM PROGRAM1

20 D$=CHRS$ (4)

3@ PRINT "PROGRAM 1 IS RUNNING"

40 PRINT D$; "-RAM/PROGRAMS/PROG
RAM2"

16 REM PROGRAM2
D$=CHRS (4)

PRINT "PROGRAM 2 IS RUNNING"
PRINT D$; "-RAM/PROGRAMS/PROG
RAM1 "

How about that! Keep this tech-
nique in mind when you are writing
that huge program that eats all the
available program space. The way
out is to think small and think RAM
drive. ProDOS even has a CHAIN
statement that permits variables to
be passed between programs.

If you would like to learn more
about ProDOS, find a copy of Ap-
ple’s BASIC Programming with Pro-
DOS. It covers all the ProDOS
features available from Applesoft
BASIC.

Apple lic RAM Disk Mover

199 REM MOVE /.../PROGRAMS TO /
RAM/PRDOGRAMS (MOVER)

118 REM

12¢ PFe = "/RAM/PROGRAMS/"

130
149

158
168
179

i8¢
198

209

219

220
238

24¢
250
260

27¢
280
299
398

310
320
330
349

350

360

370

380
399
4@

410

420
430

440
459

460
479
488

493
See

S18

520

530

540
550

560
578
588
599
(-1
618
628
&30
649
659
[-Y-14

679
&80

Pls$ = "STARTUP.RAM"

RB = 118: REM /RAM BLOCKS A
VAILABLE

MP = S#: REM MAX PROGRAMS
DIM PN$ (MP)

HOME :D$ = CHR$ (4): PRINT
D&; "PR#3"

GOSUB 33@: REM TITLE

GOTO 499: REM OPEN DIRECTCR
Y

GOTO &45@: REM CREATE /RAM D
IRECTORY

GOSUB 86P: ReM MODVE PROGRAM
=]

REM

REM THE EXEC PROGRAM WILL M

OVE THE PROGRAMS

REM

HOME

VTAB 12: HTAB 1: PRINT "Run
ning the EXEC copy program

FOR I = 1 TO 1886: NEXT
PRINT D$;"EXEC ";FL$

HOME

VTAB 12: HTAB 1i: PRINT "Pro

grams are being copied to:"
;PF$

FOR I = & TO 1069: NEXT

END

REM PROGRAM TITLE

ULs = "": FOR I = 1 TO 806:U

LS = ULS + " _": NEXT

TL$ = "DISK TO /RAM PROGRAM
MOVER"

HOME : VTAB 1: HTAB 1: PRIN

T ULS

VTAB 3: HTAB (80 - LEN (TL$
}) / 2: PRINT TL$

VTAB 4: HTAB 1: PRINT UL$

RETURN

REM OPEN /.../PROGRAMS DIRE

CTORY

GOSUB S59@: REM GET VOLUME L

ABEL

DR$ = VL$ + "PROGRAMS/"

VTAB &: HTAB 1: PRINT "Movi

ng programs from ";DR$
ONERR GOTO 480
PRINT D$;"0OPEN ";DR$;",TDIR

POKE
60TO
POKE 21&6,8: REM NORMAL ERR

CALL - 3288: REM FIX STACK
VTAB 8: HTAB 1: PRINT "The
directory ’/PROGRAMS/’ is n
ot on the diskette ";VL$
VTAB 18: HTAB 1: PRINT "Ins
ert the proper diskette."
VTAB 12: HTAB 1: PRINT "Pre
ss SPACE to continue. Pres
s RETURN to stop."

GET Cs$: IF C$ < > " " AND C
$ < > CHR$ (13) THEN 53@
FOR I = & TO 12 STEP 2

VTAB 1I: HTAB 1: PRINT SPC(
79); CHRS (13)

NEXT

IF Cs =
GOTO 4992
REM GET VOLUME LABEL

PRINT D%$; "PREFIX /"

PRINT D$:"PREFIX"

INPUT VLS

PRINT D$

RETURN

REM CREATE /RAM/PROGRAMS/
VTAB B: HTAB 1: PRINT "Movi
ng programs to ";PF%

ONERR GODTO 820

PRINT D%; "OPEN ";PF$;",TDIR

216,0: REM NORMAL ERR

200

CHR$ (13) THEN STOP

6980 PRINT D$; “READ ":PF¢

700 INPUT L1%

718 INPUT L2$

720 INPUT L3%

738 INPUT L4%: IF L4% = "" THEN
779

74@ T = MID$% (LA4%$,2,15)

75380 NP = NP + 1:PN$(NP) = T%

769 60TO 739

778 PRINT D$;"CLOSE ":PF$

788 FOR I = 1 TO NP

798 PRINT D$:;"DELETE ":;PF$:PNS$(
1)

BB@ NEXT

81¢ GOTO 210

820 POKE 216,8: REM DIRECTORY N
0T PRESENT

836 CALL - 3288: REM FIX STACK

849
850
860
879

PRINT D$; "CREATE ";PF$

GOTO 210

REM MOVE PROGRAMS

NP = @: REM NUMBER OF PROGR
AMS
886 BC = 2:
899

80

REM BLOCK COUNT
PRINT D$; "READ ";DR$®

INPUT Li$: REM DIRECTORY NA
ME

918 INPUT L2%:
20
938
40

958

REM TITLE LINE
INPUT L3$: REM BLANK LINE
INPUT L4s$: REM FILE ENTRY
IF L4$ = "" THEN 979

GOSUB 19@88: REM SAVE PGM NA
MES

GOTO 238

979 PRINT D%;"CLOSE"

989 GOSUB 1166: REM BUILD
! FILE

998 RETURN

1969 REM SAVE PGM NAMES

1819 IF MID$ (L4%$,18,3) <
S* THEN 115@

NP = NP + 1

IF NP > MP THEN 113
BC = BC + VAL ( MIDS
23,6))

IF BC > RB THEN 1159

T$ = MID$® (L4%,2,19)
FOR K = 15 TO 1 STEP
IF MID$ (T$,K,1) < > "
HEN 11080

NEXT

PNS$ (NP) = LEFT$ (T$,K)

IF PN$(NP) = P1% THEN SU =

-1

EXEC

> "BA

1920
1830
1940 (Las,
1050
1860
1879
1980

-1
v T

1999
1188

1118

1
VTAB 1@: HTAB 1: PRINT SPC
( 79); CHR$ (13)
VTAB 18: HTAB 1: PRINT
pying “;PNS(NP);" ..."
FOR K = | TO S@8: NEXT
RETURN
REM BUILD EXEC FILE
V(AB 14: HTAB 1: PRINT SPC
('79); CHR$ (13)
VTAB 18: HTAB 1: PRINT "Bu
ilding EXEC copy program .

1120

1130 "Co
1140
1152
1169
1170

1180

.

FL$ = "TEMP.EXEC"
PRINT D$;"OPEN ";FL$

PRINT D$;"CLOSE ";FL$
PRINT D$; “DELETE "3FL$
PRINT D$;"OPEN ";FL$

PRINT D$; "WRITE ";FL$

FOR I = 1 TO NP

PRINT "LOAD "3VL$; "PROGRAM
S/";PNS (1)

PRINT "SAVE ";PF$;PN$(I)
NEXT

IF SU = 1 THEN PRINT "-";P
F$;P18$

PRINT "PRINT:PRINT"

PRINT D$; "CLOSE"

RETURN (e}

1198
1200
1210
1229
123¢
1240
1258
1269

1279
1288
1292

1300
1312
1320
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Commodore Disk Editor

Examine or edit any sector on a disk
with this short, useful program for the
Commodore 64 and 1541 disk drive.
Recommended for intermediate to ad-
vanced users.

One of the best ways to learn about
disk storage is to look at the actual
contents of sectors on the disk.
“Commodore Disk Editor” lets you
do just that and even change the
contents if you wish. Equipped with
this tool, you can repair garbled
disks, retrieve accidentally
scratched files, as well as protect
vour programs against tampering by
others.

To make the most of Disk Edi-
tor, you'll need to know at least the
basics of Commodore disk storage.
Consult your 1541 User’s Manual.
Additional information also is avail-
able in various books and program-
ming guides. Even without
advanced knowledge, however, you
can perform some interesting tricks.
A few examples are given below.

To get started, type in the pro-
gram and save it. When running it
for the first time, put an unimportant
disk in the drive. Making mistakes
with a program like this can scram-
ble a disk and render it useless. Until
you have gained some experience,
practice on an unimportant disk.
Make a backup copy of any impor-
tant disk before you try to alter it.

Reading And Editing
Blocks

Disk Editor begins by prompting
you to enter track and sector num-
bers of the block of data you want to
examine. Commodore 1541 disks
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have 35 tracks, and each track con-
tains a number of sectors. (The
terms sector and block are often used
interchangeably to describe a 256-
byte data area on the disk.) The
available track and sector numbers
are listed below. Tracks 1-17 each
have 21 sectors, numbered 0-20,
and so on.

Tracks Sectors
1-17 0-20
18-24 0-18
25-30 0-17
31-35 0-16

To choose a particular sector,
you must enter two numbers sepa-
rated by a comma. The program
does not let you enter nonexistent
track or sector values, with the ex-
ception noted below. For example,
enter 18,1 and press RETURN to
examine track 18, sector 1 (this
block holds the first part of the disk
directory). Disk Editor reads that
block from the disk and displays its
contents at the top of the screen.

Disk Editor displays the block
using the upper-/lowercase charac-
ter mode. Thus, the values on the
screen correspond to the numbers in
your 64 User’s Guide screen code
table: A zero is displayed as an @
character, 13 as a lowercase m, and
so on.

The next prompt asks whether
you want to edit the block displayed
on the screen. Press Y to edit, or N to
choose another sector. If you select
Y, press the cursor keys to move the
blinking cursor atop the character
you want to change. Then type in
the new character over the old one.
For instance, if the first filename in
your directory is DOG, you can
change the name to BOG simply by
typing SHIFT-B over the D.

When your editing is complete,

you again have two options. You
can press RETURN to write the
changed block back to the disk, or
press the f1 special function key to
escape the editing mode without
changing anything on the disk. In
either case, you'll return to the first
prompt, so you can read the same
sector again to verify your changes
or proceed to another sector. To exit
the program, enter track 99, sector
99 at the first prompt. These are the
only nonexistent track and sector
numbers that Disk Editor allows you
to enter.

Don’t Boggle The BAM

You've already seen how to change
filenames by editing directory
blocks. The disk name can be
changed just as easily, by editing
track 18, sector 0. Note that these
names cannot be more than 16 char-
acters long.

Sector 0 of track 18 contains the
Block Availability Map, or BAM—
important information about the or-
ganization of programs on the disk.
It's very easy to damage files by
improperly changing things in this
sector. Until you're familiar with the
BAM, avoid changing anything in
this sector other than the disk name.

You may notice that a copy of
the disk ID follows the disk name in
the BAM. However, you cannot
change the disk ID by changing this
value in the BAM. (You can change
the value of the ID shown in sector
0, but this won’t change the disk ID;
there’s no way to do that without
reformatting the disk.)

Hidden Programs

Lots of tricks are possible with
Disk Editor. Perhaps you’d like to
conceal a program’s name to make
it difficult for others to find in the



directory. Directory lists are dis-
played on the screen with the
equivalent of PRINT, so it’s easy to
disrupt the list by inserting control
characters in a filename.

For instance, you might conceal
the filename DOG by adding three
delete characters after the name.
The ASCII table in your 64 User’s
Guide tells you that a delete charac-
ter has a value of 20. This corre-
sponds to lowercase f in the screen
code table, so you simply type three
t's after DOG. Now the program
appears as ‘" when you list the
directory. But you can still load the
program with the filename DOG* or
DOG???. It can also be loaded with
the line AS="DOG"” + CHR$(20)
+ CHR$(20) + CHR$(20): LOAD
A$,8.

Most characters are easily en-
tered from the keyboard. To enter a
reverse video character, press
CTRL-9 before typing the character.
Disable reverse video by pressing
CTRL-O0.

Like many protection methods,
of course, these simple tricks are
only effective against people who
know less than you do. It's not very
difficult to write a BASIC program
that displays a directory without us-
ing PRINT statements. If your
friends also are familiar with Disk
Editor, your attempts at conceal-
ment will be utterly transparent.
Nevertheless, such methods should
be sufficient to deter casual users.

As your knowledge grows,
you'll find more practical uses for
Disk Editor, such as changing the
file type to prevent a program from
being scratched. You can also copy
blocks from one disk to another,
store data directly in unused disk
sectors, and restore damaged files to
their original condition.

Commodore Disk Editor

Pisase refer to "COMPUTE!'s Guide to Typing In
Programs’ before entering this listing.

14 REM BLOCK EDIT :rem 214
20 FORX=0@TO026 : READA:POKE820+X,

A:NEXT :rem 28
39 DATA 162,2,32,198,255,160,0
. 32,207 :rem 16
4@ DATA 255,153,9,4,169,1,153,
@,216 :rem 178
5@ DATA 289,208,242,162,1,32,1
98,255 :rem 228
64 DATA 96 :rem 239

7@ PRINT"{CLR}{CYN}":POKE53281
,0:POKES3288,9 :rem 2

89 POKE 53272,23:PRINTCHR$(8)

100
110

:rem 124

93 OPEN 1,@:0PEN15,8,15
crem 248
GOSUB389 srem 172
INPUT"ENTER TRACK, SECTOR"
;T,S srem 227
IFT=99THEN47d trem 239

120
132

149
159
160

178
180

19@

200

220

230

240

258

260

280
290
300
314

339

340

35@

3e@

378

380

390

490

410

420
430

440

450

460

479

IFT<10RS>200RT> 35THEN168

trem 211
IFT>17ANDT<25ANDS> 18THEN1@
] :rem 117
IFT>24ANDT<31ANDS> 17THEN1@
5] irem 112
IFT» 30ANDS> 16 THEN109

:rem 166
OPEN 2,8,2,"#" trem Bl

PRINT#15,"Ul:"2;0:T: S

:rem 153
$YS820: CLOSE2:G0OSUB420:G0S
UB388 :rem 186

INPUT"EDIT AND SAVE? {RvVS}
Y{OFF]ES OR [RVSIN[OFFJ}O";
AS:IFA$<>"Y"THEN100

:rem 105
POKE254,PEEK(1824) :GOSUB38
@:PRINT"{WHT}"; :rrem 183
PRINT"USE THE CURSOR TO TY
PE OVER THE BLOCK.
{2 SPACES]IF YOU MAKE A MI
STAKE, DO "; trem 160
PRINT"NOT PRESS(5 SPACES]}R
ETURN. PRESS THE F1 FUNCTT

ON KEY."” srem 85
POKE781 ,0:POKE782,0:5Y8655
20 trem 99

POKE204 ,0:WAIT198, 255 :WAIT
207,1:POKE1@24,PEEK(254)
trem 108
GETAS : IFPEEK(2@3 )=@THEN28¢
:rem 233
IFAS=CHRS$(13)THENWAIT267,1
:POKE204,1:GOT0O34@ :rem 66
IFAS=CHRS$(133) THEN330

irem 114
POKE285,3:WAIT207,1:PRINTA
$; :GOTO260Q trem 144

CLOSE1:CLOSE1S :OPEN15,8,15
,"I@" :CLOSE15:PRINT" {CLR]}

{2 DOWNJ}OK":GOSUB46@:GOTO7
] rrem 162
OPEN2,8,2,"#":PRINT" [ HOME]
{14 DOWN}{RVS}SAVING TRACK
"T"SECTOR"S" :irem 136
FORX=0TO254 : PRINT#2,CHRS (P
EEK(10825+X)); :NEXT:PRINT#2
,CHRS({PEEK(1824)});:rem 163
PRINT#15,"U2:"2:@;T; S:CLOS

E2 :rem 124
AS$="":G0OSUB427 :GOTO169
srem 212
PRINT"{HOME} {6 DOwWN]}"
trem 229

PRINTCHRS$ (5

)i
RINTCHRS (162)

:FORX=0T039:P
7 tNEXT:PRINTC

HR$(159) srem 254
FORX=1TO18@ :PRINT "
{5 SPACES}"; :NEXT :rem 52

PRINT"{HOME} {7 DOWN]}":RETU
RN :rem 10
INPUT#15,A,B$,C,D :rem 141
IF BS$="OK"THEN RETURN

:rem 182
PRINTA;B$;C;D:POKES3281,9

srem 213
FORX=1TO2000 :NEXT: POKE5328
1,8:G0T0100 :rem 240

FORX=1TO2808 : NEXT : RETURN
srem 63
PRINT"OK" : CLOSE1 : PRINT#15,

"1@":CLOSE15:END :rem 71 ©

THE AMAZING VOICE MASTER

() A—
VOOE MASIEL .

Three Excitng Products in One:
LR | I} — Your C
your own voice.
« Word Recagnition — Make yous compulss respond fa
your spolken commands.
* Volce Harp — A towlly new musicsl instrument thal you
play and composs by humming.

Based upon new technologies invented by COVOX. Per-
formance is equal to other systems costing thousands of

doliars more. One low price buys the enlire system.

ONLY $89.95 (suogesind wai)

Avaiabia from your dasir of Dy mail When orderning by masl, pieass

Include $4.00 shipping and handing ($10 00 lor [oresgn arders).

cait (503) 342-1271 tor a wiephone demonstn
nformabon VISA or MG accepted FREE trochure avadable

OOVOX INC.

6&75-D Conger Street, Eugene, OR 97402

Telex 706017 (AV ALARM UD}

can talk 1o you In

#ton and ordenng

maxell pisks

LIFETIME WARRANTY

Think you're getting the best price
on Maxell Diskettes?

You're right . . . BUT ONLY IF . . .
You're buying from
NORTH HILLS CORP.

We will beat any nationally adver-
tised price” or give you a 15 disk
library case FREE!

Call us last—TOLL FREE—for our
best shot every time.

1-800-328-3472
Formatted and hard sectored disks in
stock.

Dealer inquines invited CCL s and charge cards
uccepted All arders shipped Irom stock within 24
huurs Why waiy 10 days 10 be stuppea?

AA/;N{

North Hills Corporation
3564 Rolling View Dr
White Bear Lake MN 45110
MN Call Collect 1:012-770-0485
‘verihable same produc! saime quanhlies

June 1985 COMPUTEI

R



Lyco Computer Marketing & Consultants

SAVE PRINTERS

CARDCO MANNESMANN TALLY

. 549
MTL-180L . . ... 739

ON THESE
IN STOCK

PANASONIC
0 .. ..189

CITIZEN

GP 7 500 S E
Elite 5CD (C-64 : FITBO Gotar Plotter NEC
. NEC 8025 Smith Corona
BLUE CHIPS JUKI NEC 802 Byt Fastext B0 ... 189 00
M12010 e s275 COMREX Jukr D100 . .. .. .. 21900
M12010 C-64 - §275 -[1-EC Comrter 1IE Parallel RS 232 Senal Board D200 . .. 38900

-I-ES Comnter [ E Parallel Tractor KIDATA Foba ete

C.IT OH 'C Comrnter IV Paratiel Sheet Feeder Okimate 10 ) 179
Prowrnter 8510 A V.S Comriter IV Seral 689  Juki 6300 82"{“3 L1000 . 339 00

LEGEND 83

92 Imagewriter
92 IBM Version.

Corona
LP300 Laser Printer 2699
200361 Toner Cantnicge 89

DIGITAL

STARMICRONICS e

¥ PRINTER

Cgadaaacs
[=l{slsletelalelote o)

PU o
10 SSPU or RDU

TP = - I~ OO0 OO

DEVICES

TTI

ThE prcter Lulter 3975
42¥ prirter hutter 119758
£4r franteer Lgthee *HG a5

INTERFACING
Available

**BRAND NEW/FACTORY FRESH MERCHANDISE!""

oLIv

DY 250 Parallel
DY 250 Seral

DY 450 Parallel
DY 450 Serat

739 Powerlype

Gemini’ 10X .
Gemim 15X
SB-10

**WE OFFER FULL LINE OF ACCESSORIES!"”

COMPUTER
CARE

PRINTING
PAPER

DISK ORIVE
COMPUTERCARE xIT $1975

NORTRONICS
DISK DRIVE
CLEANER
with software for
IBM-PC, Atari, Vic,

OISk DRIVE CLEANER with

3000 SHEETS
FANFOLD. $42 75

1000 SHEETS
..819 7%
1000SHEETLETTER 82195
200 SHEETS LETTER. .. .$8 99
150 RAG STATIONARY  $1099
MAIUING LABELS (1in) 8995

14 5 111000
FANFOLD .. $24 7%

INNOVATIVE CONCEPTS

DISKETTES

SKC

.~ SKC-D3DD

ELEPHANT

MAXELL
MD-1

" MD-2
1Bas 10)

IBM-PC

COMPATABLE

2290R0NA
Poriable 256K-Amper 1F98
PPC 22
Portable 256-K-Green 1£99
PPCXTA

Scranle 256K- “3“9% 2899
COR! 28K 128K RAL 1599

Zenith
2-150 Catl

Leading Edge
PC Compatable Can

"LEADING EDGE

- =
N TO ORDER —
CALL TOLL FREE

tyco Computer

800-233-8760 PO Box 5088

Customer Service 1-717-327-1825 Jersey Shore PA 17740

software tor 1IBM-PC Atan Vi Flip-n
sopie Ti 52975 FEREE NS 28 A3y 23
: C ip-n-File oc o asic .. . 0
DISK CLEANER Flip-n-File 50 1725 | B M. PC LEWP Merge Prnt. 99 00
REFILL. E:Ip n- En:e go Lock. ?ggg LE Spell Correction .. . 169.00
CASSDRIVE CLEANER .. 1p-n-File Hom SOFT-W
. -WARE .
MEDIABULK ERASER _$46 °% QUADRA
Qs E s s
ua r X emor
NEC DR'VES *LOTUS Quad Memgvy s 209 00
PCB20" Ponatie . $429 g‘;‘,ﬁ;n’éf'; Quadcolor |
NECB' 64K Computer ., ' .
System . | .$1049 ¢ R10-64K
NECB 128 % Comoute: 281 2 --ASHTON-TATE 3u0er R1a S5
System .. ..81299 o Baeaie Super R10-256K
PCE221 ThermaiPonter. . § 139 INDUS g Bg:g i 2 Graphics Plus 1l
PCBZOYBKRAMCrp . % 99 GT Atari .... 21 9 d Base {| upgrade 13500 ARADISE
2 RAM '
PCBI0E o hamCan . % 299 GT Atan 219 *PARADISE Mut-Display Card - 335 00
PCEBO! MSDOS GT Commodore 249 5.Pak Multifunction. . 179.00
. GT Apple w/controller 219 Modular Graphics ..~ 283.00 CONT[NENTAL
6 Bt Cara GT Apple 169 Mogular Graphies Card 31500 Home Accountant ..
TOLL FREE 1-800-233-8760
RISK FREE POLICY
tn-stock item shipped within 24 hours of order No deposit on C O D
orders Free smpping on prepaid cash orders within the Continentat U S
PAresidents add sales tax APO. FPO, and International orders add $5 00
plus 3% tor prionity mail service Advertised prices show 4% discount for
cash add 4% for Master Carg or Visa Personal chechs require 4 weeks
clearance betore shipping All items subject to change withoul notice
For your protection, we check for stolen credit cards.

or send order to




800 XL Compuler
1050 Drive
1010 Recorder
1020..

SYNAPSE
(ATARI)
Synhile
Syncalc
Syncomm
Syntrend.
Synchron
Synstock

SCARBOHOUGH
Net Wovrh
Mastert
Improve Masterlype
Mastertype’s Filer

SPINNAKER
Delta Drawing Room 199
Cosmic_Lile Room 19.9
Up for Grabs Room 18 9

SSi

Baseball .
Question. ..

50 Mission Crush
Broadsides
Computer Ambush

Trillium
Shadowkeep
Fahtrenheit 451
Amazon

82675
S2875
82875

MICROPOSE

Solo Fhight.
ATO E

prthre Ace
F-15 Strike Eagle

CONTINENTAL

Home Accountant
‘G835 Socx of Atatr Schware 16 95

SUBLOGIC

Fhght Stmulator 11 3275
Night Mission Pinbali 18 75
PERSONAL

PERIPHEIALS
Super Sketch-Atan 3295

Dishe
Ultra

BRODERBUND

Bank St Writer

The Pnnt Shop
Serpent's Star
Spelunker ..
Stealth

BUSINESS

VISICALC
LETTER PERFECTR ... 5
DATA PERFECT

FILE MANAGER. ... ..
HOME FILE MGR

..$6975

ADVENTURE
299

1sassembler 29485

GRAPHIC TABLET

Super Sketch
Koala Pad

59 95

EASTERN HOUSE

<4 95

Monkey Wrencn (1800
Monkey Wrench 11800 XL

CONTINENTAL

Home Accountant
1985 Boge of Atar Sotua 16 95

ADVENTURE INTEHNATIONAL

Unra E)»ssamblm '32 75

WICO

(Joyst chs)
159714 Bat Handle
50-2002 Super 3-way
72-4545 Tracxball

Scarborough
Songwriter . ........
Piciurewnt ..
PhiBeta F ...
Mastertype ...

Run 1 Money ..

Net Worth ...
Microprose

Solo Fhight

<. 852475
----$24.75
-.-83275
-$2475
-$3275
$5475

$2275
$2275
- 82295
- 82275
$2275

Spitfire ...
F-15 Strike ..
Asr Rescue

Baseball
Questron
Germany 1985
50 Missions .

Splnnaker
Alphabet ... ..
Story Machine
Kids on Keys ...
Grandma
Snocper Troop .

Broderbund
Bank St wnter ... ...,
Bank St Fuer .,
Bank St Maer
Bark St Speil
Mask ot Sum Lo, oL,
Print shop .
Loge Runner (L,

$2275
$26 75
$3275
- 82175

- %1875
$1975
--81875
$1975
£2275

. %4275
..%4275
$42 75
%4275
. $2495
32 95
522 95

Grapbhics Tablet

Supersketrr
¥olaa . .,

COMMODORE

Simon’s Basic ... .

Assembler 64 .

Super Expander .

Logo 64.. e

Piot 64 ..

Easy Cale.......

Easy Script. .

C 64 Computer. . . .

C 1541 Disk Drive... .. ..
PS 801 Printer

C 1702 Monitor .

C 1531 Datasette

C 1660 Auto Modem

S$S1

(C-64)
Computer Baseball 2475
Field of Fire 2475
Computer Quarterback .24.75
Questran 24.75
50 Mission Crush 24 75

Scarborough
Songwrniter $2475
Phi Beta F $2945
Mastertype $2475
Run { Money $24.75
Net Worth 34395

SUBLOGIC
(C-64)
Fhght Slmulalor ll .
Night Mission Pinball .

PERSONAL PERIPHERALS
Super Sketch 64 32.75
Printer Uty 1875

KOALA
(C-64)
Koala Pad

.34 75
2275
...49.75
.38.75
.34.75

..32.75
22.75

"P=’ 1000 € fatan)
VPP 1064 1C-64

HAYES
Smartmodem 300
Smarlmoden 1200
Smartmoden 12008
Micromodem |IE
Micromodem 100
Chronograph
Srmart Com [l

MICROBI TS

MODEMS

o:’I 95

TELE LEARNING

Paint Brush

_AIARI N | [appie] [coMmoDoRE

CARDCO
C/01 Wrize Now
C/02 Write Now - 64
D/01 Mail Now - 64
D04 Spell Now - 64 .. .
D02 Utiily Desk
CSD-1 Disk Drive (new)
MOD-1 Modern (new)
D/03 Tax Payer (new)
D;07 Catc Now/64 (new)
D/08 SUper Prnter Uty
D/08 Super Prunter
Utility
CK/1 Numeric Key Pad
DC/1 Data Cassette
CB/5 5 Slot
Board C-64
CR/1 Light Pen
CE/1Cassette Interface
CB/3 3 Siot
Board Vic-20
CB/6 6 Slot
Board Vic-20

HES
HES Games 84
Omni Wrdter/Spell
HES Mon 64
Microsoft Muttiplan
Type N Write
Turtle Graphics Il
Cell Detense

27.95
3495
3995

54 00
2975
2975

2495

65 00

2295
34.95
23.95
55.00
. 19.95
23.95
. 2295
12.95
2295
2795
2995
2395
2495
24.95

Tn Math
Graphics Basic
HES Ka
Milionaire

64 Forth

HES Writer 64

Timeworks
\nventory
Sales
Accts Rec
Accts Rec
G. Ledger
Data Mgr
Checkbook
Star Battle
Cave of Word

$3275
$3275
$3275
$32 75
$3975
$1475
$1475
$1475
$1875
Microprose
Soiv Flnghl §2275
NATO $2275
Spitfire $19 95
F-15 Strike $2275
Air Rescue $2275

* LOWEST PRICES! X

AMDEK
300 Green
300 Amber
310 Amber 18M
Color 300 Audio
Color 500 Composite
Color 600
Color 700
Color 710.

PANASONIC
DT 1300 RGY composite

JB-1205 Amber
GORILLA

12" Green .
Amber

* SUPER SPECIAL! X

5 Compostte ... .
6 Hi Res Color

TAXA
210 Color RBG
115 Green
116 Amber

122 Amber IBM

-TRON
Comcolor | Compenite Green 199

TO ORDER
CALL TOLL FREE
800-233-8760
In PA1717-327-1824
Lyco Computer
P.O. Box 5088
Jersey Shore, PA 17740

AMERICA’S MAIL ORDER HEADQUARTERS
LYCO COMPUTER
WORLD’S LEADER IN SALES & SERVICE










70

0

100
110

120

138

149

1S9

1602

178

18@

199

200

210

22¢

238

240

258
260

270

289

299

390

320

330
340

358

3608
370
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AR(I,13,L,18):: NEXT I :
¢ RETURN

Z$=N$ (W-L)

FOR 1=¢ TO 15 :: D(I)=AS

C(SEG$(Z$,I+1,1))-48 ::
D(I}Y=D(I)+({D(I)>9)%7

NEXT 1 :: J=0 :: FOR 1=0
TO 7 33 DISPLAY AT(2+1,
1)3:C$(D(J));:: DISPLAY A

T(2+1,5):C${D(J+1))3:: J
=J+2 :: NEXT I :: RETURN
CALL DELSPRITE(#1):: DI
SPLAY AT(5,15):"WAIT"
FOR R=1 TO B :: FOR C=1
TDO 8B
IF M=189 THEN CALL GCHA
R(R+1,11-C,H):: BG0OTO 1S
]
IF M=97 THEN CALL GCHAR
(18-C,R+2,H):: GOTO 159
CALL GCHAR(R+1,2+C,H)
V(R,C)=H-141 :: NEXT C
13 NEXT R
H$="@123456789ABCDEF" :
: IF M=118 THEN H$="FED
CBA9B76543218"
Ig="" FOR R=t TO B :
: LO=V(R,S5):8+V(R,6) %4+
VIR,7)82+V(R,8) +1
HI=V(R,1)88+V(R,2)£4+V(
R,3)22+V(R,4)+1
Ie=ZS&SEGS (H$,HI, 1) &SEG
$(H$,LO,1):: NEXT R
IF (M<>108)2 (M{>183) THE
N 249
IF MC>188 THEN 239
2$=SEG$ (2%, 1 ,ROWEZ2-2)&S
EG$(2%,ROWX2+1,14)%"@202"
1y GOTO 2490
Z$=SEG$ (Z%,1,ROWEI2-2)&"
GO "&SEGCS (Z$,ROWE2-1, 16—
ROWR2)
CALL CHAR(W,Z%$):: N$(W-
L)=Z$ 1: IF (M=108)+ (M=
185) THEN GOSUB 70
GOSUB 4@ :: RETLRN
Fe$="0000P001001000110106
2010101100111 1000100110
101011110811 0111161111 "

FOR I=0 TO 1S5 :: Z$=SEG
$(F$,I184+1,4):: D$=""
FOR J=1 TO 4 :: T=VAL(S

EG$(2%,J,1))+141 :: D$=
D$&CHR$ (T):: NEXT J ::
C$(I)=D$ :: NEXT I

CALL CHAR{141,"",142,RP
T$("F",16),143,"FFB1818
181B181FF"):: FOR I=141

TO 143 :: CALL CHARPAT
(I1,AS(I-L)):: N$(I-L)=A
$(I-L):z: NEXT I

CALL DELSPRITE(#1):: CA
LL CLEAR :: FOR I=2 TO
14 :: CALL COLOR(TI,2,1+
2):: NEXT 1
FOR I=L TO 143 :: PRINT
CHR$(I)5;:2: NEXT I :: D
ISPLAY AT (1,11):"SUPERF
ONT” :: GOSUB 1189
FOR R=1 TO 8 :: CALL HC
HAR{(R+1,3,141,8):: NEXT
R
BR=28 :: BC=2 :: W=L
CALL SOUND(10@,888,2)::
DISPLAY AT(3,15):"MODE
o
CALL KEY(@,M,S)::
® THEN 359
IF M<{>101 THEN S1¢
T=1 :: GOSUB 120@¢ :: GO
SUB 988 :: IF (F=1)% (K<
>112) THEN 38 ELSE IF K=
112 THEN M=K :: GOSUB 4
P :: GOTO 910

IF §=
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380
399

280

419

4208

438

440
4s9
450
470

480

499

Seg

519
S20

539

S48
55¢

560
570
5860

590

600
610

62¢
&30
&40

658

&60

670

&89

6960
760
718

.GOSUB 79

GOSUB 70 :: I=1
CALL SPRITE(#1,143,10,9

s17)2:: R=1 :2: C=2 :2: CA
LL GCHAR(R+1,C+1,T)
CALL KEY(®#,K,S5):: IF (K

=13)+(K=112) THEN ROW=R

:: GOSUB 1@9 :: GOSUB 1
189 :: IF K<>112 THEN D
N Z GOTO 349,599

IF (K>13)THEN M=K :: GO
TO 369

CALL J0YST(1,X,Y)s: IF

ABS(X)+ABS(Y)=B THEN 42
7]

CALL KEY(1,KK,8)Y:: IF (
KK<>18) % (ABS (X)) +ABS(Y) =
@) THEN 4¢9

OK=@ :: IF ABS(X}+ABS(Y
)=4 THEN OK=1
C=C-(X=4)+(X=-4):: R=R-

(Y=—3)+(Y=4)
C=C-(C=1)88+(C=19)%8 ::
R=R-(R=0) 88+ (R=9) 28
CALL LOCATE(#1,BtR+1,82
C+1)
IF (KK=1B8)%x (0K=8)THEN C
ALL GCHAR(R+1,C+1,T)::
T=283-T
IF (OK=1)%(KK<>18)THEN
CALL GCHAR(R+1,C+1,T)
CALL HCHAR(R+1,C+1,T):
CALL SOUND(-1,294,3):
GOTO 499
IF M<>118 THEN 579
T=1 :: GOSUB 12080 :: GO
SUB 988 :: IF F=1 THEN
30
DISPLAY AT (5,12):"CHAR
HEX CODE?" :: ACCEPY AT
(6,11)SIZE{(146)BEEP:DS% :
: IF LEN(D$)<>16 THEN S
30
GOSUB &0 :: GOSUB %&6¢@
N$ (W-L)=2% :: GOSUB B¢
CALL CHAR(W, Zs%)
GOSUB 49 :: GOTO 590
IF M<{>114 THEN 600
GOSUB 1298 :: CALL CHAR
(W, AS (W-L)):: NS$S(W-L)=A
% (W-L)
Z=1 =3
B 79 :
1180 ::
H

GOSUB 49 :: GOSU
: M=191 :: GOSUB
CALL HCHAR(3,17
s 69) 3 CALL SOUND(592,88
2,3): GOTO 399

IF M<{>1@84 THEN 628
GOSUB 1200 :: FOR I=L T
0 143 :: CALL CHARI(I,AS
{I-L))z: NS(I-L)=A$(I-L
Yz: NEXT I :: GOTO 596
IF M<C>102 THEN 678
GOSUB 12900

DISPLAY AT(5,15):"18T C
HAR?" :: GOSUB 9B :: 1
F F=1 THEN 30 ELSE TM=W
t: DISPLAY AT(
S5,15): "2ND CHAR?" :: GO
SUB 98¢ :: IF F=1 THEN
3@ ELSE CALL DELSPRITE(
#1)

CALL CHARPAT(TM,Z$):: C
ALL CHAR(W,Z%):: N$(W-L
)=Z¢ :: GOTO 599

IF M=1989 THEN GOSUB 129
?g :: GOSUB 188 :: GOTO
599

IF M=118 THEN GOSUB 122
P :: GOSUB 1868 :: GOTO
59@

IF MC>97 THEN 730

GOSUB 1200

GOSUB 198 :: GOSUB 79 :
: GOSUB 1180 :: T=9 ::
D$="AGAIN (Y/N}?" GO

720
730

740

758

769
779

780

798
BO@
810
82@
538
849

85¢

860
879
ase
898

41

?1e

20

930
940

958
60

970

989

590

1000

i91@

1820

193¢0

1840

1850

1860

SUB 122@ :: GOSUB 48 ::
IF T=1 THEN 718
GOTO S9¢

IF M=99 THEN GOSUB 1200
D$=RPTS("2",16):: C
N$ (W-L

ALL CHAR(W,DS$)::
)=D¢ :: BGOTO 599
IF M=1@5 THEN GOSUB 128
@ :: ZI=2 :: GOTO 399
IF M=198®% THEN GOSUB
@ :: ZI=2 :: GOTO 390
IF M<>119 THEN 828
T=1 :: GOSUB 1288 :: GO
SUB 982 IF F=1 THEN
F=0 :: GOTO B16 ELSE GO
SuUB 7@

DISPI.AY AT(7,16): "CHAR=

120

s e
s

“sW :: DISPLAY AT(9,11)
:Ns$ (W-L)
D$="AGAIN(Y/N) 2" :: GO
SUB 1229

CALL HCHAR(?,11,L,18)::
IF T=1 THEN GOSUB 48 :
: G0OTO 779
GOSUB &0 :: GOTO 348
IF M<C>198 THEN 860
GOSUB 1209
GOSUB 942 ::
, INTERNAL, INPUT ,FIXED
INPUT #1:T ,N$(T):2: IF T
<2112 THEN CALL CHARI(T+
L,N$(T)}):: GOTO 850 ELS
E CLOSE #1 :: GOSUB 644
IF ASC(D$)=67 THEN 3
@8 ELSE 349
IF M<{>115 THEN 919
GOSUB 1288 :: GOSUB 949
OPEN #1:D%, INTERNAL, OUT
PUT,FIXED :: FOR I=L TO
143
IF N$(I-L)<>A$(I-L)THEN
PRINT #1:1-L,NS$S(I-L)
NEXT I :: T=112 :: F$="
" 3: PRINT #1:T,F$ :: C
LOSE #1 :: GOSUB &@ ::
IF ASC(DS$)=47 THEN 308
ELSE 349
IF M=112
SUB 1269
IF M=116
SUB 1260
GOTO 340
DISPLAY AT(S,13):Q% ::
ACCEPT AT(6,14):D% ::
F D¢="" THEN GOSUB 69
: GOTO 349 ELSE GOSUB
&0
RETURN
Z‘E" L[]

OPEN #1:Ds$

THEN H=1 :: GO

THEN H=0 :: GO

g

:: FOR I=1 TO LEN
(D$):: F$=SEGS(DS$,I,1):
: IF (ASC(F$)>96)8(ASC(
F$)<123)THEN F$=CHRS (AS
C(F$)-L)
Z$=7Z$4&F$ :: NEXT I :: D
¢=7% :: RETURN
CALL SPRITE(#1,143,10,B
R¥B+1,BCx8+])
CALL JOYST(1,X,Y):: IF
ABS(X)+ABS(Y)=8 THEN 99
-]
BC=BC-(X=84)+(X=-4):: W
=Y~ (X=4)+(X=-4)
BR=BR—-(Y=-4)+(Y=4):

: W
=W-—(Y=-4)228+{(¥=4) 128

IF BC<2 THEN BC=29

BR=BR-1

IF BC>29 THEN BC=2 ::

BR=BR+1

IF BR<280 THEN BR=23 ::
WaW+112

IF BR>23 THEN BR=28 ::
W=aW-112

CALL KEY(1,KK,ST)::
LL KEY(8,K,S)

cAa



1870 IF S<>8 THEN F=1 :: IF 28+1,CE8+1)1: RETURN Y“CHRS # - "&"<"LSTRS (W
M=111 THEN RETURN ELS 1200 GOSUB 5@ :: CALL HCHAR Y&
E CALL DELSPRITE(#1):: (3,17,M=L):: IF T=1 TH 1320 PRINT #1:TAB(30);:: FO
RETURN EN DISPLAY AT(S,15):"P R C=3 TO 19 :: CALL GC
1688 IF KK=18 THEN CALL SOU ICK A CHAR" :: T=9 HAR(R,C,X):: IF X=141
ND(12,110,2):: GGSUB 4 1218 RETURN THEN X=45 ELSE X=88
8 :: CALL DELSPRITE(#1 ;539 DISPLAY AT(5,15):Ds$ :: 1338 PRINT #1:CHR$(X);:: NE
):: RETURN ACCEPT AT(S,27)BEEP V XT € :: IF R=S THEN PR
la9@ GDTO 988 ALIDATE ("yn")SIZE(1):2 INT #1:TAB(47); "HEX CO
1108 DISPLAY AT(11,1):"E ED $ :: IF Zs="y" THEN T= DE — "B"CUENS (W-L)&">"
IT";TAB(14) ;"N INPUT" 1 1346 NEXT R :1: PRINT #1 ::
111@ DISPLAY AT(12,1):"R RE 3535 RETURN PRINT #1 :: IF H=1 THE
STORE CH";TAB(14);"H R 1249 CALL CLEAR :: CALL SCR N 1369
ESTORE CHSET™ EEN(E):: DISPLAY AT (12 1350 NEXT T
1126 DISPLAY AT(13,1):"F CO ,7):"LOADING CHARPATS" 1368 CLOSE #1 :: F=0 :: H=0
PY"3;TAB(14); "W WRITE D 11 FOR 1=127 TO 1408 : :: E=15 3: W=TM :: CA
ATA : CALL CHAR(I,""):: NE LL SCREEN(E):: RETURN
1136 DISPLAY AT(14,1):"M MI XT 1
RROR"; TAB(14); "V REVER 125¢ FOR I=L TO 146 :: CALL
SE*" CHARPAT(I,A$(I-L))::
1149 DISPLAY AT(15,1):"A RO N$(I-L)=A$(I-L)z2: NEXT
TATE";TAB(14);"C CLEAR I :: RETURN Program 2: Character Set
b 1268 DISPLAY AT(3,15):"PRIN
1150 DISPLAY AT(146,1):"1 IN T" :: OPEN 0;:"R5232/2 Loader
SERT"; TAB(14); "D DELET .BA=94P@.DA=8.PA=N" 160 !GAME
E" 1278 TM=W :: IF H=1 THEN 13 118 'GET REDEFINED CHARS
1169 DISPLAY AT(17,1):"L LO (1" ] 129 CALL CLEAR
AD FONT";TAB(14);"S SA 1288 FOR T=L TO 143 :: IF N 138 B$="DSKI1.FONT"
VE FONT" $(T-L)I<D>AS(T-L)THEN W= 148 OPEN #1:B$, INTERNAL, INP
1179 DISPLAY AT(18,1):“P PR T ELSE 1358 UT ,FIXED
INT CH";TAB(14);"T PRI 1290 E=E+1 :: Ex=(E=17)8214+E 158 INPUT #1:F,NEWAS :: IF
NT CHSET" :: RETURN :1 CALL SCREEN(E) F<>112 THEN CALL CHAR(F
1182 FOR 1=9¢ TD 5 STEP 2 :: 1308 IF ((F=1)X(H=1))+ (H=@) +32,NEWAS):: PRINT CHRS
CALL HCHAR(7,17+1,W): THEN GOSUB 79 :: GOSUB (F+32)3;:: GOTO 156
: NEXT I :: RETURN 1180 160 CLOSE #1
1194 R=28 :: C=2 :: W=L :: 1318 FOR R=2 TO 9 :: IF R=S 170 FOR T=1 TO 18866 :: NEXT
CALL SPRITE(#1,143,2,R THEN PRINT #1:TAB(S); T
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Apple ProDOS Variable Lister

This fast machine language utility
takes the pain out of debugging BASIC
programs by listing the current value
of every program variable. You can
also make a hardcopy of the variable
list. ProDOS is required.

]

How many times have you run a
program, only to get a message like
OVERFLOW ERROR IN 240, or
worse yet, BAD SUBSCRIPT ER-
ROR IN 240? When you list the line
in question, it may look something
like this:

240 AS(X +XZ2*B/4=C+1),B/9

= STRS$ (Z)

To locate the error, you'll need
to type PRINT X, followed by
PRINT XZ and so on, to find the
current value of each variable. This
is a slow, tedious way to debug a
program, especially when you find
that some of these variables were
defined with other formulas.

“Apple Variable Lister” takes
the drudgery out of such debugging
tasks by quickly listing the current
value of every variable in your pro-
gram. The program is written in ma-
chine language and works on any
Apple 1I series computer with
ProDOS.

You can use this utility even if
you don’t understand machine lan-
guage: The BASIC loader program
listed below creates the machine
language and saves it on your disk.
Type in the loader, and save a copy
before you run it in case you made a
typing error. The program has a
checksum to catch errors and identi-
fy any lines that have mistakes. If no
errors are found, it prints OK and
saves the utility with the filename
VAR.LIST on your disk as a binary
file.

Once this is done, you're ready
to use the lister. Enter BLOAD VAR,
LIST to load it into memory, fol-
lowed by HIMEM: 31000 to set the
top of memory. You will ordinarily
want to do this at the beginning of a
programming session. To list your
variables, simply type CALL 32000
and press RETURN. The same com-
mand can run the routine from with-
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in a BASIC program. To make a
hardcopy of the variable list, enter
PR#1 before calling the routine.

A Chronological List

Variable Lister displays your pro-
gram’s arrays first, followed by
floating point, string, and integer
variables. The variables are dis-
played in chronological order (the
order they are used in the program),
not alphabetically. Although Apple-
soft BASIC allows arrays with up to
88 dimensions and as many ele-
ments per dimension as available
memory will allow, Variable Lister
is more restrictive. For this program,
arrays are limited to three dimen-
sions and a maximum of 254 ele-
ments per dimension. Attempting to
list a larger array—for example, the
one created by DIM A$(500)—
crashes the utility.

Note that Variable Lister cannot
display a variable until it has actual-
ly been used in the program. For
instance, consider the following
line:

10 A$="YES":IF A$="NO” THEN

B$="OK"

Since the IF condition can never
be satisfied, B$ will not appear on
the variable list unless the program
uses it elsewhere. This is no problem
when debugging, since you're inter-
ested only in variables that were
used up to the time the program
crashed. However, to make a com-
plete variable list for permanent
documentation, you'll need to run
your program until you know that
every variable has been used.

Apple Variable Lister

160 HOME : PRINT "CREATING VAR.
LIST": HIMEM: 31060

110 X = 32000:TC = 0: PRINT

120 7 = 6: FOR A =@ TO 9

138 READ P: POKE X,P:Z =7 + P

148 X = X + t: IF X > 32601 THE
N 200

150 NEXT A:TC = TC + Z

140 READ A: IF A = Z THEN 12¢

17¢ PRINT "ERROR IN DATA "

18@¢ PRINT "CHECK LINE # “;X .— 3
1610: STOP

199

29¢ IF TC = 85238 THEN PRINT "0

K": PRINT CHR$ (4);"BSAVE
VAR.LIST,A$7D@0,L&601": END

219 PRINT "ERROR IN DATA "
228 PRINT "MISSING A LINE": STO
P
1600 DATA 632, 127, 125, 169, @
69, 133, @4, 832, 017, 12
S, 764
1619 DATA 238, @94, 932, 617, 1
25, 239, 984, 169, 141, 63
2, 984
182¢ DATA 237, 253, 165, 186, 1
33, 236, 165, 105, 208, @0
9, 1617
1630 DATA 149, 097, 924, 101, 2
35, 144, 982, 238, 236, 13
3, 1281
1940 DATA 235, 165, 236, 197, 1
28, 144, 999, 249, 9081, €9
6, 1431
1656 DATA 1465, 235, 197, 167, 1
76, 249, 932, 251, 126, 22
8, 1766
1060 DATA 004, 208, 223, 032, 9
19, 127, 168, 992, 164, OO
4, 945
1870 DATA 248, 929, 202, 249, O
13, 169, 165, 632, 237, 25
3, 1580
1988 DATA 32, 872, 249, 932, 2
28, 124, 208, 198, 169. 16
4, 1478
1696 DATA €32, 237, 253, @32, 1
73, 126, 832, 188, 126, 20
8, 1487
1190 DATA 185, ©32, @72, 249, 1
64, 236, 165, 235, 924, 18
5, 1467
1116 DATA @92, 144, 991, 200, O
32, 249, 234, 032, 844, 23
7, 1177
1126 DATA 169, 141, @32, 237, 2
53, 208, 159, 149, 200, 13
3, 1561
1138 DATA €64, 632, 141, 125, 2
38, 904, 232, 141, 125, 23
2, 1064
1140 DATA 294, 149, 141, 032, 2
37, 253, 145, 167, 133, 23
5, 1476
1156 DATA 145, 108, 288, @11, 1
65, 237, 924, 161, 235, 13
3, 1387
1160 DATA 235, 165, 238, 161, 2
.36, 133, 236, 197, 119, 24
2, 1891
1170 DATA 983, 144, @97, 096, 1
&5, 235, 197, 169, 176, 24
9, 1381
1188 DATA 168, @03, 177, 235, 1
33, 238, 136, 177, 235, 13
3, 1627
1198 DATA 237, 832, 251, 124, 2
268, @064, 208, 212, 132, 25
2, 1482
12866 DATA 132, 251, 132, 250, |1
&8, 894, 177, 235, 178, 20
B, 1711
1210 DATA 200, 177, 235, 149, 2
49, 202, 208, 247, 134, 25
5, 2056
1228 DATA 134, 234, 134, 253, 1
52, @56, 191, 235, 133, 23
5, 1687



Math Blaster!
Word Attack!

Now Available For

ATARI

GLD. Thoroughbred “Gold™ Edition™
A “Full” fealured thaipughbred analysis designed Yo the professional and senous
novice $159.95 compiete

EGLD. Enhanced “Gold"* Edition™

“Goid ' Edition with coriplete Master Bettor ™™ system integrated onto the sarme
thsk. Ths pawerfu) program will transfer all horses and scores 1o the bat anatysis
wih a “single keysiroke  (Master BettorTM included) $199,95 complete

GLTD. Limited “Gold" ™

Enables Professiona! Handicappers 10 ass:ign specihc values 0 the racing var-

iables “they’” feel are smportant Create program weight based po 3 particula

1rack and ling tune it for maximym win percentage This program 15 gesigned

for “ ease of use’  The user needs N0 programming experience.
{contars Integraled Bettor™™) $289.95 compiete

GD, Gold Dog Analysis™
The only professional 30 handicapper on the market, includes

1) Speed 4) Post Last 71 Runming Style
2) Post Today 5 Distance 8) Weghl
3] Kennel 81 Condition 9 All new internal weighting

101 NEW cass ndeater
W you are near 2 greyhaund track. you can ¢ at'ord not 1o use thes program
$149.95 comgtete (wth (Megrated Master BettorTM) $199.95
Limited Dog™ $299.95

PPX. Professor Jones® Football Predicior, Prof. Pix™
Complete Football Andlysis with Data-Bass.

1) Overlays 3 *'Super Plays’ 5) Data Base Stats

2) Port Spreads  4) “'Qver’Unger’ bets 6} Hoids 1007 teams

The Davidson

Best Seller Tradition.

Davidson & Associates, Inc.

6069 Groveoak Place #12

Rancho Palos Verdes, CA 90274

(213) 373-0971,(800) 556-6141 Outside Ca.liforniaJ

Highess percentage of winners 1984
$49.85 compiete $98.85 win Data Base Managemeri

MHH. Master Hamess Handicapper™

Professional sofiware des:gnad 1o provide a 1vorough analyss of ab tealter and
pacer races m North Amenca and Canada

$158.95 complete with wtegrated Master BetlorTM §199.85

NBA. Baskelball™

This ¢ata base managed analysis il provice the wser with  ALL * betling sidua-
nons wheie Stonng relevant mfornation on ihe dsk

$99.95 compiete wManual $129.95 NBA/Colizge Verson
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1239 DATA 169, 908, 161, 236, 1 13440 DATA €32, 237, 253, @32, 1 1499 DATA 235, 133, 159, 142, 1
33, 236, 832, 019, 127, 16 27, 126, 168, 999, 032, 22 44, @24, 932, 155, 235, 03
&, 1219 B8, 1227 2, 1311

124¢ DATA 004, 208, 285, 932, @ 1370 DATA 126, 924, 165, 235, 1 1580 DATA 944, 237, 169, 141, @
44, 126, 208, @11, 262, 29 95, 002, 144, 992, 238, 23 76, 237, 253, 162, 999, 1&
8, 1248 6, 1269 2, 1481

125¢ DATA @885, 032, 974, 126, 1388 DATA 133, 235, @94, 1689, 1 1516 DATA @01, 177, 235, P16, @
208, 993, 832, 162, 126, 1 &8, 632, 237, 253, 1&5, 25 o1, 232, 999, 128, 133, 6@
&4, B72 3, 1741 1, 933

1260 DATA 253, 166, 254, 165, 2 1390 DATA 832, 934, 127, 165, 2 1529 DATA 136, 177, 235, 916, @
55, 209, 196, 250, 144, 01 51, 240, 824, 169, 172, 83 21, 232, 2999, 128, 133, 290
6, 1899 2, 1246 8, 1947

1279 DATA 160, 9908, 232, 228, 2 1489 DATA 237, 253, 1465, 254, & 1539 DATA €956, 165, 800, ©32, 2
S1, 144, 989, 162, 996, 92 32, 834, 127, 145, 252, 24 37, 253, 145, 061, 032, 23
4, 1210 9, 1759 7, 1218

1288 DATA 185, 661, 197, 252, 1 1410 DATA 218, 169, 172, 832, 2 1%48 DATA 253, 1&S, 241, 876, 1
76, 999, 132, 253, 134, 25 37, 253, 165, 255, 032, 83 &8, 252, 168, 098, 162, 09
4, 1513 4, 1359 8, 1477

1299 DATA 133, 255, 874, 236, 1 1420 DATA 127, 169, 169, €32, 2 1558 DATA 201, 180, 144, 812, 1
25, 165, 236, 876, 167, 12 37, 253, @876, 9872, 249, 17 &8, 176, 162, 176, 208, 05
S, 1594 7, 1561 6, 1387

13¢¢ DATA 032, 127, 126, 145, 2 1438 DATA 235, 133, 142, 2008, 1 15468 DATA 233, 109, 201, 1906, 1
35, 164, 235, 832, 249, 23 77, 235, 133, 802, 208, 17 76, 248, 201, 919, 143, 61
5, 1608 7, 1634 9, 1423

13108 DATA 232, 944, 237, 169, | 1448 DATA 235, 133, 993, 896, @ 1573 DATA 182, 176, 232, 836, 2
41, 932, 237, 253, 824, 16 32, 872, 249, 169, 162, 03 33, 919, 201, 818, 176, 24
9, 1348 2, 1183 8, 1504

1326 DATA 205, 161, 235, 144, & 1458 DATA 237, 253, 166, 142, 2 1588 DATA 809, 1746, 872, 138, O
92, 230, 236, 133, 235, B89 49, P18, 1606, 900, 177, 00 72, 152, 24¢, 993, 832, 23
&, 1417 2, 1395 7, 1131

1332 DATA 169, 164, 832, 237, 2 1460 DATA 909, 128, 632, 237, 2 1598 DATA 253, 184, 240, @93, 8
S3, 832, 127, 126, 148, 99 53, 145, 241, 832, 148, 25 32, 237, 253, 104, @76, 23
e, 1389 2, 1517 7, 1539

134¢ DATA 032, 173, 126, 152, @ 1479 DATA 200, 202, 298, 240, 1 1608 DATA 253, 003, 020, 990, ©
56, 101, 235, 133, 235, 14 &9, 162, 032, 237, 253, 16 20, 000, 900, 003, 000, OF
9, 1412 9, 1872 @, 253

1350 DATA @98, 121, 236, 133, 2z 1480 DATA 141, @76, 237, 253, 1 1618 DATA 0080, 200, 020, 000,
36, 976, 191, 12&, 169, 16 77, 235, 133, 138, 200, 17 © 999, 000, 020, 900, @00, O
5, 1433 7, 1787 oa, o ©

4 )

Educational Software Professional
That Works: Handicapping LY
. |
Systems by Lrofessor Jones

IBM™
APPLE™
TRS-80™
CPM™
COMMODORE ™

Prof. Jones

1940 W. State St.
Boise, ID 83702

)

48 HR. FREE
SHIPPING

ﬂ CALL

208-342-6939

TEAMS FREE SHIPPING ALL
SOFTWARE Add $6 00 hard-
ware 18600 C.O D / UPS Blue
$6 00 / Gut of Counlry $9 00 /
1D Residents 4% / 3 weeks per-
sonal checks / Gash price anty,
add 2% Visa, MC / Pnices sub-
ject to change.
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Atari Cassette Filenames

Do you have trouble loading Atari
cassette files because you keep losing
track of the tape counter numbers? Or
maybe you're wasting lots of tape by
recording only one progrant per cas-
sette side. Now there’s a solution—a
clever way to add filename capability
to Atari cassettes. The technique
works on any Atari 400/800, XL, or
XE.

Unlike some other tape storage sys-
tems, the Atari doesn’t allow file-
names for cassette files. You must
either jot down the tape counter
numbers where the files start, or
record only one file on each side of a
cassette. But what happens if your
cassette recorder’s counter goes
awry, or if you lose the index num-
bers? Things would be a lot easier if
the computer could locate a pro-
gram in the middle of a tape and
load it for you.

Finally there's a simple way to
solve these problems: “Atari Sear-
cher/Loader.” It lets you save nu-
merous programs on a single side of
a cassette, and then automatically
finds and loads the program you
want.

Saving Programs
Atari Searcher/Loader is very easy
to use. Just follow these steps:

1. Type in the program listing
following this article. (Note: Line 90
is too long to be typed as listed; to
enter it, you must abbreviate POSI-
TION as POS. When you list the
program, POS. automatically ap-
pears as POSITION. Don’t attempt
to edit the line after it is entered. If
you make a mistake, retype the en-
tire line.)

2. Save the program once at the
beginning of each tape using the
LIST“C:”” command—not the
CSAVE command. (Just type
LIST“C:"”, press RETURN, push the
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Play and Record buttons on the re-
corder, and hit RETURN again. Of
course, you'll have to start with
blank tapes to avoid overwriting
programs on your existing tapes.)
After you've saved Atari Searcher/
Loader with LIST"C:"”, do not rewind
the tape. Type NEW to clear Search-
er/ Loader out of memory.

3. Enter the following short line
in immediate mode (that is, without
a line number):

OPEN#1,8,0,"C:":? #1;
“filename’:CLOSE #1

where filename is the name you wish
to assign to your program. Then
press the Play and Record buttons
and hit RETURN twice. After a few
seconds, the filename is written onto
tape and the computer's READY
prompt reappears.

4. Now you can start saving
your regular program as usual, ex-
cept that you must use the LIST”C:”
command as described above in-
stead of CSAVE. If you want to load
a program from another tape to save
onto the Searcher/Loader tape with
a filename, swap cassettes without
rewinding the Searcher/Loader
tape.

Repeat steps 3 and 4 for each
program you save on that side of the
tape.

The filename can be anything
you like. Disk filenames are limited
to eight characters plus a three-
character extender (such as PRO-
GRAM1.BAS), but Atari Searcher/
Loader permits much longer
filenames. However, you should not
include spaces or graphics charac-
ters as part of a name. Stick to let-
ters, numbers, and common
symbols. Do not use the same file-
name more than once on the same
side of a cassette. It is a good idea to
write the filenames on the cassette
label in case you forget them.

Automatic Loading

Loading your programs with Atari
Searcher/Loader is even easier than
saving them. Suppose you've saved
five programs on one tape using the
above procedure. Their filenames
are PROG1, PROG2, PROG3,
PROG4, and PROGS5. Now you
want to load PROG4. Just follow
these steps:

1. Rewind the tape to the begin-
ning and load Atari Searcher/
Loader by typing this command and
pressing RETURN:

ENTER"”C:”

2. When the READY prompt
reappears, type RUN. Searcher/
Loader asks, FILENAME?. Type in
the filename (in this example,
PROG4) and press RETURN.

Searcher/Loader hunts
through the tape until it finds
PROG4, then automatically loads it
and stops.

How It Works

After Searcher/Loader asks you for
the filename, it stores the name in
the string variable A$ and enters the
FOR-NEXT loop at lines 40-80. This
loop searches for and loads one
block of data at a time (made possi-
ble by the LIST“C:” format in which
the programs are saved). Each block
of data is stored in B$. If you'd like
to see these blocks of data printed
on the screen during the search pro-
cess, insert line 65 PRINT B$.
Line 70 checks to see if B$
equals A$—in other words, if the
block of data loaded is the same as
the filename you specified (which is
actually a block of data in itself). If
B$ does not equal A$, the search
goes on. If an error occurs or the
tape ends, Searcher/Loader dis-
plays the error message at line 100.
If a block of data loaded corre-
sponds to the specified filename (if
B$=AS$), the program jumps out of



the FOR-NEXT loop and goes to line
90. Line 90 clears the screen, erases
Searcher/Loader from memory, and
then loads the program that follows.
When the program is loaded, the
operation stops.

Although slow, Searcher/
Loader does eliminate part of the
hassle of cassette files.

Atari Searcher/Loader

Pleose refer to “"COMPUTE!'s Guide to Typing In
Programs™ before entering this listing.

Bl 18 REM TO SAVE A PROGRAM
WITH A FILENAME, TYPE
OPEN #1,8,8,"C1":?#13"
LFILENAME]":CLOSE #1

A28 DIM AS$(1008),Bs (254&)

B39 ? "FILENAME";1 INPUT AS

49 FOR I=1 TO 1.BE+97

S OPEN #1,4,8,"C:"

N&F TRAP 18831 INPUT #1,Bs$

572 IF B$=A$ THEN 99

h B0 CLOSE #1:PDOKE 764,33:N
EXT 1

W98 ? "(CLEAR}":POSITION 2
,4:? "NEW":? 1? 1? “EN
TER";CHR$(34); "C: ";CHR
$(34):? 1? :? “POKESA42
,12":POSITION 2,831POKE

842, 13: POKE 764, 33:EN
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COMPUTE!s Guide
To Typing In Programs

Before typing in any program, you should famil-
iarize yourself with your computer. Learn how to
use the keyboard to type in and correct BASIC
programs. Read your manuals to understand how
to save and load BASIC programs to and from
your disk drive or cassette unit. Computers are
precise—take special care to type the program
exactly as listed, including any necessary
punctuation and symbols. To help you with this
task, we have implemented a special listing
convention as well as a program to help check
your typing—the “Automatic Proofreader.”
Please read the following notes before typing in
any programs from COMPUTE!. They can save you
a lot of time and trouble.

Since programs can contain some hard-to-
read (and hard-to-type) special characters, we
have developed a listing system that spells out in
abbreviated form the function of these control
characters. You will find these special characters
within curly braces. For example, {CLEAR} or
{CLR} instructs you to insert the symbol which
clears the screen on the Atari or Commodore ma-
chines. A symbol by itself within curly braces is
usually a control key or graphics key. If you see
{A}, hold down the CONTROL key and press A.
Commodore machines have a special control key
labeled with the Commodore logo. Graphics
characters entered with the Commodore logo key
are enclosed in a new kind of special bracket. A
graphics character can be listed as [<A>]. In this
case, hold down the Commodore logo key as
you type A. Our Commodore listings are in
uppercase, so shifted symbols are underlined. A
graphics heart symbol (SHIFT-S) would be listed
as S. One exception is {SHIFT-SPACE}. Hold
down SHIFT and press the space bar.

If a number precedes a symbol, such as {5
RIGHT}, {6 S}, or <8 Q>], you would enter five
cursor rights, six shifted S's, or eight Com-
modore-Q’s. On the Atari, inverse characters
(printed in white on black) should be entered
with the Atari logo key. Since spacing is some-
times important, any more than two spaces will
be listed, for example, as: {6 SPACES}. A space
is never left at the end of a line, but will be
moved to the next printed line as {SPACE}.
There are no special control characters found in
our IBM PC/PCjr, TI-99/4A, and Apple program
listings. For your convenience, we have prepared
this quick-reference key for the Commodore and
Atari special characters:
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Atari 400/800/XL

When you see Type See
{CLEARY} ESC SHIFT < [ ] Clear Screen
P> ESC CTRL - * Cursor Up
{DOWNY ESC CTRL = + Cursor Down
{LEFT> ESC CTRL + - Cursor Left
{(RIBGHT> ESC CTRL ¢ > Cursor Right
(BACK S ESC DELETE <4 Backspace
(DELETE} ESC CTRL DELETE 4] Delete character
{INSERT) ESC CTRL INSERT )] Insert character
{DEL LINE} ESC SHIFT DELETE Delete line
{INS LINE) ESC SHIFT INSERT [ 4] Insert line
{TAB> ESC TAB > TAB key
{CLR TAB) ESC CTRL TAB [ <] Clear tab
(8ET TAB) ESC SHIFT TAB ] Set tab stop
{BELL> ESC CTRL 2 [} Ring buzzer
{ESCY ESC ESC % ESCape key

Commodore PET/CBM/VIC/64

When You When You

Read: Press: See:| Read: Press: See:

eun) ] (o] GG | om0 [ ]+ ] R
o) w0
e o1 [ ]
oom) —— [Feurg 1[0 | 1) )
{LEFT} (r2) [ » ]

{RIGHT] (F3} [}
{rRVS]} (F4} fa

|
& R R

L]
{oFF} CTRL [I] {F5} E
tetk)  [am ][] (F6)
twat)  [awm ][ 2 ] {F7} o
{RED) CTRL [Z] {F8} 8
{cYN} CTRL [j <

tpur)  [emc] [5] T [woe][¥] g

The Automatic Proofreader

Also, we have developed a simple, yet effective
program that can help check your typing. Type
in the appropriate Proofreader program for your
machine, then save it for future use. On the VIC,
64, or Atari, run the Proofreader to activate it,
then enter NEW to erase the BASIC loader (the
Proofreader will still be active, hidden in
memory, as a machine language program). Press-
ing RUN/STOP-RESTORE or SYSTEM RESET
deactivates the Proofreader. You can use SYS 886
to reactivate the VIC/64 Proofreader, or PRINT
USR(1536) to reenable the Atari Proofreader. The
IBM Proofreader is a BASIC program that lets
you enter, edit, list, save, and load programs that
you type. It simulates the IBM's BASIC line editor.

Using The Automatic Proofreader
Once the Proofreader is active, try typing in a
line. As soon as you press RETURN, either a
number (on the Commodore) or a pair of letters
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MINIMUM TOTAL ORDER: $35.00

FOR ORDERS ONLY:
1-800-621-6827 INQUIRIES:
{InIhinois 1-312-944-2788) 1-312-944-2788

HOURS: 8AM-5PM Centrat Time
Monday-Friday
WE WILL BEAT ANY NATIONALLY ADVERTISED PRICE
ON THE SAME PRODUCTS AND QUANTITIES!
DISK WORLD!, Inc
Suite 4806 » 30 Easl Huron Street » Cmcago llinos 60611

INFORMATION &

PRINTER
RIBBONS:

extraordinary
prices!

Brang new ribbons, manulactured to Onginal Equipment
Manufacturer's specilications, 10 housmngs (Not re-inked or
spools only.)

LIFETIME WARRANTY!
Epson MX-70/80 . . $3.58 ea. + 25¢ Shpng.
Epson MX-100 . . . . $4.95 ea. + 25¢ Shpng.
Okidata Micro83. . $1.48 ea. + 25¢ Shpng.
Okidata Micro84 . . $3.66 ea. + 25¢ Shpng.
e
(inlinois: 1-312-944-2788)  1-312-944-2788
HOURS: 8AM-5PM Central Time, Monday-Friday
WE WILL BEAT ANY NATIONALLY ADVERTISED PRICE
ON THE SAME PRODUCTS AND QUANTITIES!
WORLD!, Inc
Suite 4806 » 30 East Huron Streete Chlcaqo Hlinos 60611

DISK
WORLD!

Incredible value!

Nashua.

Diskettes

ea.
$1 sv. SSDD 115
Qty.50 5% DSDD

These are poly-bagged diskettes packaged with Tyvek sleeves,
reinforced hubs, user identification labels and write-protect tabs.
NASHUA Corporation 15 a halt-billion dollar corporation and a
recognized leader in magnet:c media
SOFT SECTOR ONLY!  Sold in multiples of 50 only!

FOR ORDERS ONLY: |NFORMA‘I’|ON &
1-800-621-6827 INQUIRIES:
(iniinois: 1-312-944-2788)  1-312-944-2788
HOURS: BAM-5PM Central Time, Monday-Friday
WE WILL BEAT ANY NATIONALLY ADVERTISED PRICE
ON THE SAME PRODUCTS AND QUANTITIES!
DISK WORLD!, 1
Suite 4805 » 30 East Huron Street o Chucago Inos 60611

DISK

NASHUA
Authorized Distributor MAGNETIC

WORLD!

ATHANA
DISKETTES
The great unknown!

ea.
<—5v4 SSDD
Q.50 gy DSDD -

Qty. 50
You've used these diskettes hundreds of
times. ..as copy-protected originals on some of
the most popular software packages. They're
packed in poly-bags of 25 with Tyvek sleeves,
reinforced hubs, user identification labels and
write-protect tabs.

LIFETIME WARRANTY!1

SOFT SECTOR ONLY! Sold in multiples
of 50 only.
it
(In Hhnots. 1-312-944-2788) 1-312-944-2788
HOURS- 8AM-5PM Central Time, Monday-Friday
WE WILL BEAT ANY NATIONALLY ADVERTISED PRICE
ON THE SAME PRODUCTS AND uUANTITIESI
DISK WORLD!, |
Suite 4806 « 30 East Huron Street s Cmcago lllinos 60611

DISK

ATHANA
Authorized Distributor MAGNETIC
MEDIA

WORLD!

Nail down
great prices on

MEMOREX

diskettes!

LIFETIME WARRANTY!
ea.
S 28 SDD Y 'S 70
Qty. 20 s géDD 1 Qty. 20

MEMOREX DISKETTES come with
heavy. lintless paper sleeves. remnforced
hubs, wnte-protect tabs and user iD
lahels

“WCRO FLOPP « DSDD-HD
ISUCRO FLOPPIES  SOFTSECTORONLY! omian ot ot
$244¢3  MINIMUM ORDER 20 DISKETTES $3.88e2

INFORMATION & INQUIRIES:
1-312-944-2786
HOURS: 8AM-5PM Central Time
Monday-Friday
WE WILL BEAT ANY NATIONALLY ADVERTISED PRICE
ON THE SAME PRODUCTS AND QUANTITIES!

DISK WORLD, inc
Suite 4806 « 30 East Huran Street Chicagc llings 60611

DISK
WORLD!
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(Atari or IBM) appears. The number or pair of
letters is called a checksum. Try making a change
in the line, and notice how the checksum
changes.

All you need to do is compare the value pro-
vided by the Proofreader with the checksum
printed in the program listing in the magazine. In
Commodore listings, the checksum is a number
from 0 to 255. It is set off from the rest of the
line with rem. This prevents a syntax error if the
checksum is typed in, but the REM statements
and checksums need not be typed in. It is just
there for your information.

In Atari and IBM listings, the checksum is
given to the left of each line number. Just type in
the program, a line at a time (without the printed
checksum) and compare the checksum generated
by the Proofreader to the checksum in the listing.
If they match, go on to the next line. If not,
check your typing: You've made a mistake. On
the Commodore and Atari Proofreader, spaces
are not counted as part of the checksum, and no
check is made to see that you've typed in the
characters in the right order. If characters are
transposed, the checksum will still match the list-
ing. Because of the checksum method used, do
not use abbreviations, such as ? for PRINT. How-
ever, the Proofreader does catch the majority of
typing errors most people make. The IBM Proof-
reader is even pickier; it will detect errors in
spacing and transposition. Also, be sure you
leave Caps Lock on, except when you need to
enter lowercase characters.

Special Proofreader Notes For

Commodore Cassette Users

The Proofreader resides in the cassette buffer,
which is used during tape LOADs and SAVEs.
Be sure to press RUN/STOP-RESTORE before
you save or load a program, to get the Proof-
reader out of the way. If you want to use the
Proofreader with tape, run the Proofreader, then

enter these two lines exactly as shown, pressing
RETURN after each one:
A$="PROOFREADER.T":B$="{10 SPACES}"
:FORX=1TO4:A$=A$+B$:NEXT
FORX=886TO1018:A$=A$+ CHR$(PEEK(X))
:NEXT:OPEN 1,1,1,A$:CLOSE1
Then press RECORD and PLAY on a blank tape,
and a special version of the Proofreader will be
saved to tape. Anytime you need to reload the
Proofreader after it has been erased, just rewind
the tape, type OPEN1:CLOSE], then press PLAY.
When READY comes back, enter SYS 886.

IBM Proofreader Commands

Since the IBM Proofreader replaces the comput-
er’s normal BASIC line editor, it has to include
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many of the direct-mode IBM BASIC commands.
The syntax is identical to IBM BASIC. Com-
mands simulated are LIST, LLIST, NEW, FILES,
SAVE, and LOAD. When listing your program,
press any key (except Ctrl-Break) to stop the list-
ing. If you enter NEW, the Proofreader will
prompt you to press Y to be especially sure you
mean yes.

Two new commands are BASIC and
CHECK. BASIC exits the Proofreader back to
IBM BASIC, leaving the Proofreader in memory.
CHECK works just like LIST, but shows the
checksums along with the listing. After you have
typed in a program, save it to disk. Then exit the
Proofreader with the BASIC command, and load
the program into the normal BASIC environment
(this will replace the Proofreader in memory).
You can now run the program, but you may want
to resave it to disk. This will shorten it on disk
and make it load faster, but it can no longer be
edited with the Proofreader. If you want to con-
vert a program to Proofreader format, save it to
disk with SAVE “filename”’,A.

VIC/64 Proofreader

100 PRINT" {CLR}PLEASE WAIT...":FORI=886TOl@
18 :READA : CK=CK+A : POKEI , A:NEXT

IF CK<>17539 THEN PRINT"{DOWN}YOU MADE
{SPACE]}AN ERROR":PRINT"IN DATA STATEMEN
TS.":END

SYS886 :PRINT" {CLR} {2 DOWN}PROOFREADER A
CTIVATED." :NEW

DATA 173,036,003,201,150,208

DATA 0@1,996,141,151,083,173

DATA ©37,063,141,152,0063,169

DATA 150,141,036,003,169,003

DATA 141,837,003,169,008,133

DATA 254,096,032,087,241,133

DATA 251,134,252,132,253,008

DATA 201,013,240,017,201,332

DATA 248,005,024,101,254,133

DATA 254,165,251,166,252,164

DATA 253,040,096,169,013,832

DATA 218,255,165,214,141,251

DATA ©03,206,251,003,169,0080

DATA 133,216,169,019,832,210

DATA 255,169,018,032,218,255

DATA 169,058,832,210,255,166

DATA 254,169,000,133,254,172

DATA 151,9003,192,087,208,306

994 DATA ©32,205,189,076,235,003

1600 DATA @32,205,221,169,832,832

18006 DATA 216,255,032,216,255,173

1912 DATA 251,063,133,214,676,173

1918 DATA 003

110

Atari Proofreader

1060 GRAPHICS @

118 FOR I=1536 TO 1788:READ A:POKE I
+sA:CK=CK+A:NEXT 1

128 IF CK<>19472 THEN ? "Error in DA
TR Statements. Checl Typing.":E
ND

138 A=USR(1536&)

146 ? :? "Automatic Proofreader Now

Activated. "



15@ END

1536
1542
1548
1554
1564
1566
1572
1578
1584
1599
15986
1682
1668
1614
1620
1626
1632
1638
1644
1650
1656
1662
1668
1674
16898
14686
16922
1698

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

164,160,9,185,26,3
261,469,.240,7,200, 200
192,34,208,243,96, 200
169,74,153,26,3, 208
169,6,15%,26,3,162
9,189,0,228,157,74
6,232,224,146,208, 245
169,93,141,78,6, 169
6,181,79,6,248,173
4,228,165,1,141,95
6,173,5,228,105,9
141,956,6,169,8,133
203,96,247,238, 125,241
93,6,244,241,115,241
124,241,76,205,238,0
8,08,8,6,32,62
2456,8,201,155,240,13
261,32,240,7,72,24
161,2063,133,2063, 104,40
96,72,152,72,138,72
160,0,169, 128, 145,88
200,192,40,268,249,165
203,74,74,74,74,24
165,161,169,3,145,88
165,203%,41,15,24,185
161,200,145,88,169,08
133,263,1064,170, 184, 148
164,406,986

IBM Proofreader

18 -

Automatic Proofreader Version 2.8¢ (L

ines 270,510,515,517,420,43¢ changed f
rom Vi.@)

18¢
118
12¢
139
149

158

160

179
189
199

209

239

24¢
260

DIM L$(500) ,LNUM(S@S) : COLOR @,7,7:KEY
OFF: CLS: MAX=0:1LNUM(@) =65534"

ON ERROR GOTO 124:KEY 15,CHR$ (3) +CHR$
(79):0N KEY(15) GOSUB 649:KEY (15) ON
:GOTO 139

RESUME 130

DEF SEG=%HA¥:W=PEEK (&H4A)

ON ERROR GOTO &65@:PRINT:PRINT"Proofre

ader Ready."

LINE INPUT L$:Y=CSRLIN-INT (LEN(LS)/W)
—-1:L0CATE Y,1

DEF SEG=@:POKE 105@,38:POKE 1052,34:P

OKE 1954,@:POKE 1055,79:POKE 1€56,13:
POKE 1857,28:LINE INPUT L$:DEF SEG: IF
L$="" THEN 150
IF LEFT$(LS$,1)="
:GOTO 17¢@

IF VAL(LEFTS$(L$,2))=0 AND MID$(L$,3,1
y=" " THEN L$=MID${L$,4)

LNUM=VAL (L$) : TEXT$=MIDS (LS, LEN(STRS (L
NUM) ) +1)

IF ASC(L$) >37 THEN 260
r, therefore command
IF TEXT$="" THEN GOSUB S4¢:1F LNUM=LN
UM{P) THEN GOSUB S&48:G0TO 159 ELSE 15
@

CKSUM=0:FOR I=1 TO LEN(L$):CKSUM=(CKS
UM+ASC(MIDS(LS$,I))%xI) AND 255:NEXT:LO
CATE Y, 1:PRINT CHR$(65+CKSUM/16) +CHR$
(65+(CKSUM AND 13))+" "+L$%$

GOSUB S4@: IF LNUM(P)=LNUM THEN L$(P)=
TEXT4:60T0 150 °replace line

GOSUB S8@:60T7T0 159 ’insert the line
TEXT$="":FOR I=1 TO LEN(L$):A=ASC(MID
$(L$, 1)) : TEXTS$=TEXT$+CHRS (A+32K (A>96
AND A<123)):NEXT

" THEN L$=MID%(L%,2)

’no line numbe

279

280
299
390

319

320
339
349

359
360

378
380
399
499
41¢

42¢

439
449

45¢@
/469

479

489
499

639
&A%

658

DELIMITER=INSTR(TEXTS," "):COMMANDS=T
EXT%: ARG$¢="":IF DELIMITER THEN COMMAN
D=L EFT$(TEXT$,DELIMITER-1) : ARGE=MID%
(TEXT%,DELIMITER+1) ELSE DELIMITER=IN
STR(TEXT$,CHR$(34)): IF DELIMITER THEN
COMMANDS$=LEFT$ (TEXT$,DELIMITER-1):AR
G$=MID$ ({TEXTS,DELIMITER)

IF COMMANDS$<>"LIST" THEN 41i¢

OPEN "scrn:" FOR DUTPUT AS #1

IF ARG$="" THEN FIRST=0:P=MAX—1:G50T0

349

DELIMITER=INSTR(ARGS,"-"): IF DELIMITE

R=¢ THEN LNUM=VAL (ARGS$):G0SUB S549:FIR

ST=P: G070 348

FIRST=VAL (LEFT$ (ARG$,DELIMITER) ) : LAST

=VAL (MID% (ARGS$, DELIMITER+1))

LNUM=FIRST: GOSUBR S4@:FIRST=P:LNUM=LAS
T:605UB 549: 1IF P=¢ THEN P=MAX-1

FOR X=FIRST TO P:N$=MID$ (STR$ (LNUM{X)
)’2)+ll "

IF CKFLAG=¢ THEN A$="":60T0 379

CKSUM=0: A$=N$+L$ (X):FOR I=1 TO LEN{AS
) : CKSUM= (CKSUM+ASC(MIDS$ (A%, 1)) XI) AND
255:NEXT: A$=CHRS (65+CKS5UM/16) +CHRS$ (6

5+{CKSUM AND 1S))+" *

PRINT #1,At+N$+L$(X)

IF INKEY$<>"" THEN X=P

NEXT :CLOSE #!1:CKFLAG=@

GOTO 139

IF COMMANDS="LLIST" THEN OPEN "lpti1:"
FOR OUTPUT AS #1:G0T0 309

IF COMMAND$="CHECK" THEN CKFLAG=1:GOT

0 299

IF COMMANDS<>"SAVE"

GOSUB &689: 0PEN ARGS

ARGS$="":6G0T0 398

IF COMMANDS<>"LOAD"

GOSUB 6968: 0PEN ARG

AX=0:P=0

WHILE NOT EOF(1):LINE INPUT #1,L$:LNU

MIP)=VAL (L$):LE(P)=MID$(LS$,L EN{STR$ (V

AL {L$)) ) +1) :P=P+1:WEND

MAX=P:CLOSE #1:G0T0 138

IF COMMAND$="NEW" THEN INPUT "Erase p

rogram — Are you sure”;L$:IF LEFTS$(LS$
,1)="y" OR LEFT${L%,1)="Y" THEN MAX=0
:60TO 139:ELSE 13¢

IF COMMAND$="BASIC" THEN COLOR 7,82,0:
ON ERROR GOTO @:CLS:END

IF COMMAND$< >"FILES" THEN 520

1IF ARG$="" THEN ARG$="A:" ELSE SEL=1:
GOSUB 69¢@

FILES ARG$:G0OTO 139

PRINT"Synta» error":G0T0O 138

P=@: WHILE LNUM>ML_NUM(P) AND P<{MAX:P=P+
1: WEND: RETURN

MAX=MAX-1:FOR X=P TO MAX:LNUM(X)=LNUM
(X=1) LS (X)=L$ (X+1) :NEXT:RETURN
MAX=MAX+1:FOR X=MAX TD P+1 STEP —1i:LN
UM(X)=LNUM(X—~1) s LS OO =LE{X-1) :NEXT:L &
(P)=TEXT$:LNUM{P)=LNUM: RETURN

IF LEFT$(ARGS, 1)< >CHR%(34) THEN 520 E
LSE ARG$=MID$ (ARGS, 2}

IF RIGHTS (ARGS, 1)=CHR$(34) THEN ARGS$=
LEFTS (ARG%, LEN(ARGS) ~1)

IF SEL=¢ AND INSTR{ARG®,".")=0 THEN A
RG$=ARGS$+" . BAS"

SEL=¢: RETURN

CLOSE #1:CKFLAG=@:PRINT"Stopped. " :RET
URN 15@

PRINT "Error #";ERR:RESUME 158

THEN 45¢
FOR OUTPUT AS #1i:

THEN 498
FOR INPUT AS #1i:M
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Ap

ple MLX

Machine Language Entry Program

To make it easier to enter machine
language programs into your computer
without typos, COMPUTE! is introduc-
ing its MLX entry program for the
Apple Il series. It's our best MLX yet.
It runs on the 11, 11+, Ile, and Ilc, and
with either DOS 3.3 or ProDOS.

A machine language (ML) program
is usually listed as a long series of
numbers. It's hard to keep your
place and even harder to avoid mak-
ing mistakes as you type in the list-
ing, since an incorrect line looks
almost identical to a correct one. To
make error-free entry easier, COM-
PUTE! generally lists ML programs
for Commodore and Atari comput-
ers in a format designed to be typed
in with a utility called “MLX.”" The
MLX program uses a checksum sys-
tem to catch typing errors almost as
soon as they happen.

This month, COMPUTE! intro-
duces MLX for the Apple Il series.
Apple MLX checks your typing on a
line-by-line basis. It won't let you
enter invalid characters or let you
continue if there’s a mistake in a
line. It won't even let you enter a
line or digit out of sequence. Best of
all, you don‘t have to know any-
thing about machine language to
enter ML programs with MLX. Ap-
ple MLX makes typing ML programs
almost foolproof.

Using Apple MLX

Type in and save some copies of
Apple MLX on disk (you’ll want to
use MLX to enter future ML pro-
grams in COMPUTEY). It doesn’t mat-
ter whether you type it in on a disk
formatted for DOS 3.3 or ProDOS.
Programs entered with Apple MLX,
however, must be saved to a disk
formatted with the same operating
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system as Apple MLX itself.

If you have an Apple lle or Ilc,
make sure that the key marked
CAPS LOCK is in the down posi-
tion. Type RUN. You'll be asked for
the starting and ending addresses of
the ML program. These values vary
for each program, so they're given at
the beginning of the ML program
listing and in the program’s accom-
panying article. Find them and type
them in.

The next thing you'll see is a
menu asking you to select a func-
tion. The first is (E)NTER DATA. If
you're just starting to type in a pro-
gram, pick this. Press the E key, and
the program asks for the address
where you want to begin entering
data. Type the first number in the
first line of the program listing if
you're just starting, or the line num-
ber where you left off if you've al-
ready typed in part of a program. Hit
the RETURN key and begin enter-
ing the data.

Once you're in Enter mode, Ap-
ple MLX prints the address for each
program line for you. You then type
in all nine numbers on that line,
beginning with the first two-digit
number after the colon (:). Each line
represents eight bytes and a check-
sum. When you enter a line and hit
RETURN, Apple MLX recalculates
the checksum from the eight bytes
and the address. If you enter more
or less than nine numbers, or the
checksum doesn’t exactly match,
Apple MLX erases the line you just
entered and prompts you again’ for
the same line.

Invalid Characters Banned
Apple MLX is fairly flexible about
how you type in the numbers. You
can put extra spaces between num-
bers or leave the spaces out entirely,
compressing a line into 18 key-
presses. Be careful not to put a space

between two digits in the middle of
a number. Apple MLX will read two
single-digit numbers instead of one
two-digit number (F 6 means F and
6, not Fb).

You can’t enter an invalid char-
acter with Apple MLX. Only the nu-
merals 0-9 and the letters A-F can
be typed in. If you press any other
key (with some exceptions noted be-
low), nothing happens. This safe-
guards against entering extraneous
characters. Even better, Apple MLX
checks for transposed characters. If
vou're supposed to type in A0 and
instead enter 0A, Apple MLX will
catch your mistake.

Apple MLX also checks to make
sure you're typing in the right line.
The address (the number to the left
of the colon) is part of the checksum
recalculation. If you accidentally
skip a line and try to enter incorrect
values, Apple MLX won't let you
continue. Just make sure you enter
the correct starting address; if you
don't, you won't be able to enter any
of the following lines. Apple MLX
will stop you.

Editing Features
Apple MLX also includes some edit-
ing features. The left- and right-
arrow keys allow you to back up and
go forward on the line that you are
entering, so you can retype data.
Pressing the CONTROL (CTRL) and
D keys at the same time (delete)
removes the character under the
cursor, shortening the line by one
character. Pressing CTRL-I (insert)
puts a space under the cursor and
shifts the rest of the line to the right,
making the line one character long-
er. If the cursor is at the right end of
the line, neither CTRL-D nor CTRL-I
has any effect.

When you’ve entered the entire
listing (up to the ending address that
you specified earlier), Apple MLX



automatically leaves Enter mode
and redisplays the functions menu.
If you want to leave Enter mode
before then, press the RETURN key
when Apple MLX prompts you with
a new line address. (For instance,
you may want to leave Enter mode
to enter a program listing in more
than one sitting; see below.)

Display Data

The second menu choice, (D)IS-
PLAY DATA, examines memory
and shows the contents in the same
format as the program listing. You
can use it to check your work or to
see how far you've gotten. When
you press D, Apple MLX asks you
for a starting address. Type in the
address of the first line you want to
see and hit RETURN. Apple MLX
displays program lines until you
press any key or until it reaches the
end of the program.

Save And Load

Two more menu selections let you
save programs on disk and load
them back into the computer. These
are (S)AVE FILE and (L)OAD FILE.
When you press S or L, Apple MLX
asks you for the filename. The first
time you save an ML program, the
name you assign will be the pro-
gram’s filename on the disk. If you
press L and specify a filename that
doesn't exist on the disk, you'll see a
disk error message.

If you're not sure why a disk
error has occurred, check the drive.
Make sure there’s a formatted disk
in the drive and that it was format-
ted by the same operating system
you're using for Apple MLX (Pro-
DOS or DOS 3.3). If you're trying to
save a file and see an error message,
the disk might be full. Either save
the file on another disk or quit Ap-
ple MLX (by pressing the Q key),
delete an old file or two, then run
Apple MLX again. Your typing
should still be safe in memory.

Apple MLX: Machine
Language Entry Program

198 N = 9: HOME :
T "APPLE MLX":
NERR GOTO 619

114 VTAB 1: HTAB 28: PRINT "STA

RT ADDRESS";: GOSUB S539: IF

A = @ THEN PRINT CHR$ (7

): GOTO 1109

S =A

VTAB 2:

NORMAL : PRIN
POKE 34,2: O

120
130 HTAB 2@: PRINT "END
ADDRESS GOsuUB S53@: IF
S > =A0ORA=8 THEN PR

INT CHR$ (7): GOTO 138

140
150

160

179

180

199
200

210
220

238

240

250

260
279

280
293

309

310

329

330

349

350

369

379
380

390
4900

410

420
430

449

4508

460
47¢@

E=4A

PRINT : PRINT "CHOOSE: (E)NT
ER DATA";: HTAB 22: PRINT
(D) ISPLAY DATA": HTAB B: PR
INT "(L)OAD FILE (S)AVE F1
LE (®UIT": PRINT

GET A$: FOR I = 1 TO S: IF

A$ < > MID$ (“EDLS@",I,1) T
HEN NEXT : GOTO 168

ON I GOTO 279,220, 180,200:
POKE 34,06: END

INPUT "FILENAME: ";As$:
$ < > "" THEN PRINT

(4); "BLOAD" ; A$; ", A"; S
G0TO 158

INPUT “FILENAME: ";A$: IF A
$ < > "" THEN PRINT CHRS
(4); "BSAVE";A%; ",A";S;",L"
sE - §
GOTO 150
GOSUB 59¢@:
2
FOR B = B TO E STEP 8:L = 4
:A = B: GOSUB 58@: PRINT A%
$": "gib = 2

FOR F = @ TO 7:V(F + 1) =P

EEK (B + F): NEXT : GOSUB S5

6@:V(9) = C

FOR F = 1 TO N:A =

SUB 580: PRINT As$"
: PRINT : IF PEEK
< 128 THEN NEXT

POKE 49148,0: GOTO 15@

GOsSuUB 598: IF B = @ THEN 15
]
FOR B = B TDO E STEP B

HTAB 1:A = B:L = 4: GOSUB S
B@: PRINT A%;“: CALL &4
b468:A$ = "":P = @: GOSUB 33
@: IF L = & THEN 15@

GOSUB 47@: IF F < > N THEN
PRINT CHR$ (7);: GOTO 299

IF N = 9 THEN GOSUB S56@: IF
C < > V(9) THEN PRINT CHRS$
(7);: GOTO 29@

FOR F = 1 TO 8:

~ 1,V(F): NEXT :

XT : GOTD 15¢

IF LEN (A$) = 33 THEN A$ =

O8:P = O: PRINT CHR$ (7);

L = LEN (A$):0% = A%$:0 = P:

L$ = "": IFP > @ THEN LS =

LEFT$ (AS$,P) :

R$ = "": IF P < L - 1 THEN

R$ = RIGHTS (A$,L - P - 1)

HTAB 7: PRINT L$;: FLASH :

IF P < L THEN PRINT MID$ (A

IF A
CHR®

IF B = @ THEN 1S

V(F): GO
NEXT
(49152)

New
R

POKE B + F
PRINT : NE

$,P + 1,1)3: NORMAL : PRINT
R$;

PRINT ™ “;: NORMAL

K = PEEK (49152): IF K < 12
8 THEN 380

POKE 491468,8:K = K - 128

IF K = 13 THEN HTAB 7: PRIN

T A$3" ";: RETURN |

IF K =32 0RK > 47 AND K <
S8 OR K > 64 AND K < 71 TH

EN A$ = L$ + CHRS (K) + Rs$:

P=P +1

IF K = 4 THEN A$ = L$ + Rs$
IF K =9 THEN A$ = L$ + "
+ MID$ (A$,P + 1,1) + R$
IFK =8 THEN P =P ~ (P >

)

IFK=21 THEN P = P + (P ¢
L)

GOTD 339

F=1:D=9: FORP =1 TOL

EN (A%$):C$ = MID$ (AS,P,1):
IFF >NANDCS$ < > " * TH

EN RETURN

480 IF C$ < > * " THEN GOSUB 5
20:V(F) = J + 16 % (D = 1)
£ VIF):D =D + 1
IFD>OANDCS =" " ORD
=2 THEN D = @:F = F + 1
NEXT : IF D = @ THEN F = F
-1
RETURN
S20 J = ASC (C$):J = J ~ 48 - 7
&£ (J > &4): RETURN
A = @: INPUT AS$:AS$ =
{A%$,4): IF LEN (AS$) =
N RETURN
FOR P =
MID$ (A$,P,1):
OR C$ > "9" AND C$ <
Cs > "Z" THEN A = @&:
N
GOSUB 520:A =
EXT : RETURN
C = INT (B / 256):C =B - 2
54 « C — 255 ¢ (C > 127):C
= C - 255 & (C > 255
FOR F =1 TOB:C =C & 2 -
255 & (C > 127) + V(F):C =
C - 255 ¥ (C > 255): NEXT :
RETURN
1 = FRE (@):A% = "": FOR I
= 1 TO L:T = INT (A / 16):
AS = MID$ ("@123454789ABCD
EF",A - 16 § T + 1,1) + As:
A = T: NEXT : RETURN
PRINT "FROM ADDRESS "3: GOS
UB S38: IF S >AOREC<ALD
R A =0 THEN B = @: RETURN
B=S+8 % INT ((A-S5) /
B): RETURN
PRINT “DISK ERROR":

490
S99

S18

3530 LEFTS

2 THE

S54¢ 1 TO LEN (A$):C$ =

IF C$ < "@"

" Al’ DR
RETUR
o958 A X 16 + J: N

S68

578

SB8

o598

(-1 1

61 60TO 15
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SpeedScript 3.0

All Machine Language Word Processor For Apple

Charles Brannon, Program Editor

Apole Adaptction By Kevin Martin, tditoncl Programmer

COMPUTE! concludes its SpeedScript
3.0 series this month with a version
for Apple Il-series computers with
DOS 3.3 and at least 48K RAM. Origi-
nally written for the Comniodore 64
and VIC-20, SpeedScript has also
been adapted for Atari computers
(COMPUTE!, May 1985) and has become
extremely popular, It compares favor-
ably with commercial programs and
has some features never seen before in
an Apple word processor.

SpeedScript 3.0, though compact in
size (5.5K), has most of the functions
you expect in a full-featured word
processor. SpeedScript is also very
easy to learn and use. You type in
everything first; preview and make
corrections on the screen; insert and
delete words, sentences, and para-
graphs; then print out an error-free
draft, letting SpeedScript take care of
things like margins, centering, head-
ers, and footers.

The Apple version of SpeedScript
3.0, and all other Apple programs in
this issue, may be ordered on disk
directly from COMPUTE! Publica-
tions. Call TOLL FREE 1-800-334-
0868 (in NC 1-919-275-9809) to
charge your order 8:30 a.m.-7:00
p.m. Eastern Time, Monday
through Friday. Or send check or
money order ($12.95 plus $2.00
shipping and handling) to:

COMPUTE! Publications, Inc.
P.O. Box 5058
Greensboro, NC 27403 USA

Readers outside the United States
and Canada add $3.00 shipping and
handling. All orders must be pre-
paid in US funds.
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Special Typing Instructions
Apple SpeedScript is the longest
Apple machine language program
we’'ve ever published, but COM-
PUTE!s new “Apple MLX" entry sys-
tem helps you type it right the first
time. MLX can detect most typing
errors as they happen. (See the Ap-
ple MLX article elsewhere in this
issue.) MLX also lets you type Speed-
Script in more than one sitting. Al-
though the program listing is
lengthy, we guarantee the effort will
be worthwhile. If you prefer, you
can order Apple SpeedScript 3.0 (and
all other Apple programs in this
issue) on disk directly from COM-
PUTE! Publications at a nominal
cost (see box).

To begin entering the data for
SpeedScript, boot up your Apple
with a DOS 3.3 startup disk in the
drive. As the MLX article states, pro-
grams entered with MLX must be
saved to a disk with the same oper-
ating system format as the disk from
which MLX was loaded. Since this
version of SpeedScript works only
with DOS 3.3, you must load Apple
MLX from a DOS 3.3 disk. If you
have a Ile or Ilc that came with the
ProDOS operating system, you
must obtain a copy of DOS 3.3
before entering SpeedScript.

Because the machine language
data for SpeedScript resides in the
same area of memory where BASIC
programs are normally loaded, it's
necessary in this case to reconfigure
memory before loading MLX to en-
ter SpeedScript. Otherwise, the
SpeedScript data you enter with MLX
will overwrite the MLX program it-
self as you type. To reconfigure
memory, type the following line in
direct mode (no line number) and

hit RETURN:
POKE 104,32: POKE 8192,0: NEW

You must always enter this line
before loading MLX to enter Speed-
Script data. It is, however, not neces-
sary to enter this line before loading
the completed SpeedScript program.

Now load and run Apple MLX.
Answer the first two questions that
MLX asks like this:

STARTING ADDRESS? 0800
ENDING ADDRESS? 1E45

An options menu appears next.
Press E to Enter the program. Now
type the address at which you’d like
to start typing. If you're just begin-
ning to type the listing, you'd enter
0800. The screen then shows the
first prompt, the number 0800 fol-
lowed by a colon (:). Type in each
two-digit number shown in the
SpeedScript listing (some of the dig-
its are letters, because the numbers
are in hexadecimal). You don't need
to type the spaces shown in the
listing, but you can for the sake of
readability. MLX does not let you
type illegal characters.

The last number you enter in
each line is a checksum. If you type
the line correctly, the checksum cal-
culated by MLX should match the
checksum number you typed in. If it
doesn’t match, MLX makes you re-
type the line. MLX is not foolproof,
though. It's quite rare, but it’s possi-
ble that an error in one number
could be offset by an error in anoth-
er. MLX will help catch your errors,
but you still must be careful.

Typing In Multiple Sittings

If you want to stop typing the listing
at some point and pick up later,
press RETURN at the address
prompt without typing anything.



Apple SpeedScript 3.0 Keyboard Map

Use [CTRL) or [control] with most commands

Apple lic Keyboard Shown. Apple lle,ll+ keyboard similar

'with SHIFT : 3
rase
— gz:sir Sentence with SHIFT :
t‘JnmcktIgzss l Word Tab tnsert Buffer Print
insert 2> [switon | |[Paragrapn | Replace | {(indent) |11 (lle,)ie) with OpAp
i uppercase | | [into buffer ]| with OpAp} |5 spaces or ESC:
with OpAp or ll ith or ESC: insert || Open c
ESC:Delete ||lowercase] {9 ERASE |l 5etect Mode up a Print to
spaces. T ALL Replace Find & 1 oeel | SPace Screen  |lEnd Paragraph
v Phrase Replace| =" (nsert)|LerSlotZ Il i ndent
l:&gn%edes 'I ] @ # (s 3 ~ & r ( ) —- + LBackspace
commands| eS¢ | 1 2 JIE JllaJlis e Jlz_) 8 _Jjls_Jllo —_J |=_)|idelete j] delete
()4 —
] 9 } Load
ltab Q wq E B T Y U | O P {[ ] [I\ at cursor
Save | — — : position
: . ]
Hold down | lcomtrol |A lS D |F IG lH J¥ |K’ L | ; l' l"t""'
with most | ] Return=
commands = >1[? mark
shift ] [Z X [C |v [B r[N [M AL 7 ] [swirt
Grab
(Delete) [ {CapPS) | ~ ] | [ r I
Character | Uock) 1> G ‘ } - _'l'r ! -‘rl
at cursor Availablel rans- Ent 1 L
ES@ @ onr:;t Ba::;e' Cu_rsor Yeft] [Cursor right][Next Previous
ariable| 5P mﬂE\S%oAp with OpAp |{Sentence | |sentence
or : : :
Delete " or ESC: |Wﬂh Op with OpA
Bohe— ] [Sentence Findnext.  Iyam || LiordLeft |y o g Right 'or EsC: | |or ES?ZP °
Hold down | |Word with OpAp Buffer S OTRE ‘ —~ g::_d aph Previous
o orme | | Parasrapn] | o EST- with SHIFT - End | [paragraph
¢ into Select SearchllsHrT | Para raph indent
(lle,lc) buffer [Phrase 1\ cert g(][+)'
Buffer
(i+)

Write down the address number you
stopped at. The options menu reap-
pears, and you can save your typing
at this point. To continue entering
data the next time, boot your sys-
tem, enter the direct-mode line giv-
en above to configure memory, and
load MLX. Answer the STARTING
ADDRESS? and ENDING AD-
DRESS? questions with the same
values you used the first time, 0800
and 1E45. Then select Load from the
options menu, then press E to enter
data. Give MLX the address number
you previously stopped at. Now
continue typing as before.

When you finish all typing,
MLX returns you to the options

menu, where you can save the fin-
ished program.

MLX has now created a binary
file on disk. To run it, reboot the
machine to clear out memory, then
from BASIC type BRUN filename,
where filename is the name you
specified when saving SpeedScript
on disk with MLX. SpeedScript auto-
matically loads and runs. If you pre-
fer, you can write a short program:

10 PRINT CHR$4);"BRUN filename”

and save it as the HELLO file on the
disk (INIT HELLO to format and set
up a blank disk). This makes Speed-
Script load and run automatically
when you boot up.

Do You Have Lowercase?
When you BRUN SpeedScript, you'll
first be asked, LOWERCASE?
[Y/N]. If you are running Speed-
Script on an Apple Ile or llc, or have
a lowercase character generator in
your Apple II+, press Y for Yes.
Otherwise, press N. This adjusts
SpeedScript for your machine.
After you've answered the
prompt, you'll see a blank 40-col-
umn screen with a blinking under-
line cursor. The first line on the
screen is in inverse video, white
with black letters. SpeedScript pre-
sents all messages on this command
line. The remaining 23 lines of the
screen are used to enter, edit, and
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display your document. You cannot
enter text in 80 columns, although
you can print the document to the
screen in 80 columns, if you have
the appropriate hardware.

The cursor shows where the
next character you type will appear
on the screen. SpeedScript lets you
move the cursor anywhere within
your document, making it easy to
find and correct errors.

Entering Text

To begin using SpeedScript, just start
typing. If you have an Apple I+
without a lowercase character gen-
erator and SHIFT key modification,
you’ll need to follow a special proce-
dure because the Apple I+ SHIFT
key does not work with alphabetic
characters. (Lowercase adapters and
SHIFT key modifications are avail-
able for the Apple II+; see your
Apple dealer.)

For lowercase text, just type
normally. On an Apple II+ without
a lowercase adapter, lowercase text
appears on the screen as uppercase.
When you need to specify an upper-
case letter, press the ESC key before
typing that letter. An uppercase let-
ter appears on the screen in inverse
video (with the colors switched).
The next character you type will
appear as a normal uppercase char-
acter, representing lowercase.

This is the convention used by
most Apple word processors when
lowercase is not available. While
this may seem awkward, it over-
comes the uppercase-only limitation
of the Apple II+ and becomes sec-
ond nature after a while. For ex-
ample, to enter:

Who won the World Series?
you'd type:
ESC WHO WON THE ESC WORLD
ESC SERIES?

which appears onscreen as:

0 wON THE PORLD BBERIES?

With an Apple II+ with the
SHIFT key modification or an Apple
lle/Ilc, you type as you would on a
typewriter, holding down the SHIFT
key while typing the uppercase let-
ter. Be sure to disengage the CAPS
LOCK key if you want to type
lowercase.

When the cursor reaches the
right edge of the screen, it automati-
cally jumps to the beginning of the
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next line, just as in BASIC. But
unlike BASIC, SpeedScript never
splits words at the right edge of the
screen. If a word you're typing
won't fit at the end of one line, it’s
instantly moved to the next line.
This feature, called word-wrap or
parsing, also helps make your text
more readable.

Scrolling And Screen
Formatting

When you finish typing on the last
screen line, SpeedScript automatical-
ly scrolls the text upward to make
room for a new line at the bottom.
Imagine the screen as a 23-line win-
dow on a long, continuous docu-
ment. There’s room in memory for
27904 characters on a 48K machine,
or about 10-15 pages of text. (Un-
fortunately, SpeedScript 3.0 cannot
make use of the extra memory avail-
able with 64K or 128K.) To check at
any time how much space is avail-
able, press CTRL-A (hold down the
CTRL key while pressing the A key).
The number appearing in the com-
mand line indicates how much
available room remains for charac-
ters of text.

If you're used to a typewriter,
you’'ll have to unlearn some habits if
this is your first experience with
word processing. Since the screen is
only 40 columns wide, and most
printers have 80-column carriages, it
doesn’t make sense to press RE-
TURN at the end of each line as you
do on a typewriter. SpeedScript’s
word-wrap takes care of this auto-
matically. Press RETURN only
when you want to force a carriage
return to end a paragraph or limit
the length of a line. A return-mark
appears on the screen as an inverse
less-than sign (<).

Using The Keyboard

Most features are accessed with con-
trol-key commands—you hold
down CTRL while pressing another
key. In this article, control-key com-
mands are abbreviated CTRL-x
(where x is the key you press in
combination with CTRL). An ex-
ample is the CTRL-A mentioned
above to check on available memo-
ry. CTRL-E means hold down CTRL
and press E.

Some commands have special
options. On the Apple I+, you'll
sometimes need to press ESC before
the CTRL key, as in ESC-CTRL-E.

You first press ESC, then release it
and press CTRL and E together. If
your Apple I+ has the SHIFT key
modification, you can press SHIFT
instead of ESC, but you must press it
simultaneously with CTRL and the
command key.

On the Apple Ile and Ilc, you
hold down the Open Apple key (the
key with a hollow Apple symbol)
while pressing the CTRL key combi-
nation. This is represented in this
article as OpAp-CTRL-E. Other
keys are referenced by name or
function, such as DELETE for the
backspace key, carat for the carat (")
symbol (SHIFT-N on the Apple I+
or SHIFT-6 on the Apple Ile/IIc), or
cursor-left for the « key. See the
figure for a complete quick-refer-
ence chart of all keyboard
commands.

The Apple II+ keyboard does
not support all the keys used by
SpeedScript, such as cursor-up and
cursor-down (T l), but these com-
mands can still be accessed with
CTRL-key combinations. Because
SpeedScript uses almost every key,
not all combinations are especially
mnemonic. Most keys, though,
stand for the name of the function
they perform.

Some keys let you move the
cursor to different places in the doc-
ument to make corrections or scroll
text into view. You can move the
cursor by character, word, sentence,
or paragraph. Here’s how to control
the cursor:

» The cursor-left/right keys
(=/~) move the cursor a single space
in either direction. By preceding this
key with ESC on the Apple Il +, or
by holding down the Open Apple
key while pressing the key on the
Apple Ile/Ilc, you can move the cur-
sor to the beginning of the next (»)
or previous (+) word.

* The cursor-up/down keys
(/4 onthelle/llc, CTRL-J/CTRL-K
on the II+) move the cursor to the
beginning of either the previous or
next sentence. On the Ile/Ilc, hold
down the Open Apple key as you
press the arrow to move to the be-
ginning of the next (}) or previous
(T) paragraph. On the Apple I+,
press CTRL-K to move the cursor to
the beginning of the next sentence,
and press CTRL-] to move the cursor
to the beginning of the previous sen-
tence. Press ESC-CTRL-K to move



the cursor to the beginning of the
next paragraph, or ESC-CTRL-J to
move the cursor to the beginning of
the previous paragraph. (A para-
graph is defined as any sequence of
characters ending in a return-mark.)
» Pressing CTRL-@ (CTRL-
SHIFT-2 on the Ile/llc, CTRL-
SHIFT-P on the II+), puts the
cursor at the top of the screen. If the
cursor is already at the top of the
screen, CTRL-@ moves the cursor
to the top of the document. So to
quickly move to the beginning of the
document, press CTRL-@ twice.

* CTRL-Z moves the cursor to
the end of the document, scrolling if
necessary. It's easy to remember
since Z is at the end of the alphabet.

Making Corrections
Sometimes you’ll have to insert
some characters to make a correc-
tion. Use CTRL-O to open up a sin-
gle space. Merely position the cursor
at the point where you want to in-
sert a space, and press CTRL-O.

It can be tedious to use CTRL-O
to open up enough space for a whole
sentence or paragraph. For conven-
ience, SpeedScript has an insert
mode that automatically inserts
space for each character you type. In
this mode, you can't type over char-
acters; everything is inserted at the
cursor position. To enter insert
mode, press CTRL-1. To cancel in-
sert mode, press CTRL-I again. To
let you know you're in insert mode,
the cursor changes from a blinking
underline to a blinking inverse un-
derline (which looks like a solid
square). The cursor changes back to
a blinking underline when you exit
insert mode. Because of keyboard
redundancy, the TAB key on the
Apple Ile/llc works just like CTRL-1.

Insert mode is the easiest way
to insert text, but it can become too
slow when inserting near the top of
a very long document because it
must move all the text following the
cursor position. So SpeedScript has
even more ways to insert blocks of
text.

One way is to use CTRL-T
(tab). 1t is programmed in Speed-
Script to act as a five-space margin
indent. To end a paragraph and start
another, press RETURN twice and
press CTRL-T. A shortcut for this is
CTRL-] on the Apple lle/llc and
CTRL-SHIFT-M on the Apple I1+;
these keystrokes automatically in-

sert two return-marks and indent
the margin. CTRL-T always inserts;
you don't need to be in insert mode.
You can also use CTRL-T to open up
more space than CTRL-O. (You can-
not set or clear tab stops in Speed-
Script as you can with some word
processors.) No matter how much
space you want to insert, each inser-
tion takes the same amount of time.
So CTRL-T can insert five spaces
five times faster than pressing
CTRL-O five times.

There's an even better way,
though. Press CTRL-Q to quickly
insert 255 spaces (it does not insert a
line; use RETURN for that). You can
press it several times to open up as
much space as you need. And
CTRL-Q is quick indeed. It inserts
255 spaces as fast as CTRL-O opens
up one space. Now just type the text
you wanted to insert over the blank
space. (You don’t want to be in
CTRL-I insert mode when you use
this trick; that would defeat its
purpose.)

Since DELETE (backspace) is
also slow when working with large
documents (it, too, must move all
text following the cursor), you may
prefer to use the cursor-left key to
backspace when using this method.

After you're done inserting,
there may be some inserted spaces
left over that you didn’t use. Just
press ESC-CTRL-Q on the I+ or
OpAp-CTRL-Q on the Ile/llc. This
instantly deletes all extra spaces be-
tween the cursor and the start of
following text. It’s also useful when-
ever you need to delete a block of
spaces for some reason.

Erasing Text

To erase the character on which the
cursor is sitting, press CTRL-G (to
grab the character). The character
highlighted by the cursor is re-
moved, and all following text is
moved toward the cursor to fill the
empty space.

Press CTRL-B (backspace) on
the I+ or the DELETE key on the
lle/Ilc to delete the character to the
left of the cursor. All the following
text is moved with the cursor to fill
the empty space.

These keys are fine for minor
deletions, but it could take all day to
delete a whole paragraph this way.
So SpeedScript has two commands
that can delete an entire word, sen-
tence, or paragraph at a time.

CTRL-E erases text after (to the
right of) the cursor position (and can
also erase all text), and CTRL-D
deletes text behind (to the left of) the
cursor.

To use the CTRL-E erase mode,
first place the cursor at the begin-
ning of the word, sentence, or para-
graph you want to erase. Then press
CTRL-E. The command line shows
the message “ERASE (5,W,PA):
RETURN TO EXIT.” Press S to erase
a sentence, W for a word, or P for a
paragraph. Each time you press one
of these letters, the text is quickly
erased. You can keep pressing S, W,
or P until you've erased all the text
you wish, Then press RETURN to
exit the erase mode. .

You also use CTRL-E to erase
all text from memory when you
want to start a new document. To
erase all text, press CTRL-E, then
press the A (all) key. A prompt ap-
pears: ERASE ALL TEXT: ARE YOU
SURE (Y/N). Press Y to perform the
irreversible deed. You cannot recov-
er any text erased this way. Press N
or any other key to cancel this
function.

The CTRL-D delete mode
works similar to CTRL-E, but de-
letes only one word, sentence, or
paragraph at a time. First, place the
cursor after the word, sentence, or
paragraph you want to delete. Then
press CTRL-D. Next, press 5, W, or
P for sentence, word, or paragraph.
The text is immediately deleted and
you return to editing. You don't
need to press RETURN to exit the
CTRL-D delete mode unless you
pressed this key by mistake. (In gen-
eral, you can escape from any function
in SpeedScript by simply pressing RE-
TURN.) CTRL-D is most convenient
when the cursor is already past what
you've been typing.

The Text Buffer

When you erase or delete with
CTRL-E and CTRL-D, the text isn’t
lost forever (unless you've per-
formed an Erase All). SpeedScript re-
members what you've removed by
storing deletions in a separate area
of memory called a buffer. The buff-
er is a failsafe device. If you erase
too much, or change your mind, just
press CTRL-carat (CTRL-SHIFT-6
on the lle/Ilc, CTRL-SHIFT-N on
the I[+) to restore the deletion.
However, be aware that SpeedScript
remembers only the last erase or
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delete you performed. It's not to
hard to remember this command,
since the carat is used in paper-and-
pencil editing to signify an insertion.
Be sure you don’t press CTRL-N
without SHIFT, since CTRL-N is the
command to clear out (null) the
buffer.

Another, more powerful, use of
this buffer is to move or copy sec-
tions of text. To move some text
from one location in your document
to another, first erase or delete it
with CTRL-E or CTRL-D. Then
move the cursor to where you want
the text to appear and press CTRL-
carat. CTRL-carat instantly inserts
the contents of the buffer at the
cursor position. If you want to copy
some text from one part of your
document to another, just erase or
delete it with CTRL-E or CTRL-D,
restore it at the original position
with CTRL-carat, then move the
cursor elsewhere and press CTRL-
carat to restore it again. You can
retrieve the buffer with CTRL-carat
as many times as you like. If there is
no room left in memory for inserting
the buffer, you'll see the message
NO ROOM.

Important: The CTRL-E erase
mode lets you erase up to the maxi-
mum size of the buffer (2K), and
CTRL-E also removes the previous
contents of the buffer. The buffer is
also erased with the ERASE ALL
option of CTRL-E. Keep this in mind
if there’s something in the buffer
you’d rather keep. If you don’t want
the buffer to be erased, hold down
the Open Apple key (or precede
with ESC on the II+) when you
press CTRL-E. This preserves the
buffer contents and adds newly
erased text to the buffer.

If you ever need to erase the
contents of the buffer, press CTRL-N
(null buffer).

Search And Replace
SpeedScript has a Find command
that searches through your docu-
ment to find a selected word or
phrase. A Replace option lets you
automatically change one word to
another throughout the document,

ESC-CTRL-F or OpAp-CTRL-
F (find) lets you define a search
phrase, ESC-CTRL-R or OpAp-
CTRL-R (replace) lets you define a
replace phrase, and CTRL-Y is for
automatically searching and
replacing.
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Searching is a two-step process.
First you need to tell SpeedScript
what to search for, then you trigger
the actual search. Hold down Open
Apple and press CTRL-F (on the
Apple lI+, press ESC, then CTRL-F).
The command line prompts FIND:.
Type in what you’d like to search
for, the search phrase. If you press
RETURN alone without typing any-
thing, the Find command is
canceled.

When you are ready to search,
press CTRL-F. SpeedScript looks for
the next occurrence of the search
phrase starting from the current cur-
sor position. If you want to hunt
through the entire document, press
CTRL-@ twice to move the cursor to
the very top before beginning the
search. Each time you press CTRL-F,
SpeedScript looks for the next occur-
rence of the search phrase and
places the cursor at the start of the
phrase. If the search fails, you'll see
the message NOT FOUND.

CTRL-R works together with
CTRL-F. After you've specified the
search phrase with OpAp-CTRL-F
or ESC-CTRL-F, press OpAp-CTRL-
R or ESC-CTRL-R to select the re-
place phrase. (You can press
RETURN alone at the REPLACE
WITH: prompt to select a null re-
place phrase. When you hunt and
replace, this deletes the located
phrase.) To manually search and re-
place, start by pressing CTRL-F.
After SpeedScript finds the search
phrase, press CTRL-R if you want to
replace the phrase. If you don’t want
to replace the phrase, don't press
CTRL-R. You are not in a special
search and replace mode. You're
free to continue writing at any time.

CTRL-Y links CTRL-F and
CTRL-R together (think of the two
branches of the Y linking together
Find and Replace). It first asks
FIND:, then REPLACE:, then auto-
matically searches and replaces
throughout the document starting at
the cursor position.

There are a few things to watch
out for when using search and re-
place. First, realize that if you search
for ““the,” SpeedScript finds the em-
bedded “‘the”” in words like “there-
fore’” and ‘’heathen.”” If you
changed all occurrences of “the’” to
“cow,” these words would become
“cowrefore” and “heacown.” If you
want to find a single word, include a
space as the first character of the

word, since almost all words are
preceded by a space. Naturally, if
you are replacing, vou need to in-
clude the space in the replace
phrase, too.

Also, SpeedScript distinguishes
between upper- and lowercase. The
word ““Meldids” does not match
with “meldids.” SpeedScript will not
find a capitalized word unless you
capitalize it in the search phrase. To
cover all bases, vou will sometimes
need to make two passes at replac-
ing a word. Keep these things in
mind when using CTRL-Y, since
you don’t have a chance to stop a
linked find and replace.

Storing Your Document

To store your text, press CTRL-S.
You’'ll see the prompt SAVE:. Type
in the filename and press RETURN.
If you need to access a second disk
drive, precede the filename with 2:,
This becomes the default drive for
future disk access. To return to drive
1, precede the filename with 1:. If
the filename you specify coincides
with one already on the disk, the
existing file will be overwritten by
the new one.

CTRL-S always saves the entire
document. The cursor position with-
in the document is not important.

When the SAVE is complete,
SpeedScript reports NO ERRORS if
all is well, or gives a message like
DISK FULL if not. Check your DOS
or BASIC manual for a list of error
messages and their causes.

Press CTRL-C to display the
disk catalog. The catalog pauses
when the screen is full, waiting for
you to press a key to continue.
When the catalog is finished, press
RETURN to return to editing.

Loading A Document

To recall a previously saved, docu-
ment, press CTRL-L. Answer the
LOAD: prompt with the filename.
Again, you can precede the filename
with 1: or 2: to switch drives. Speed-
Script loads the file and should dis-
play NO ERRORS. Otherwise,
SpeedScript reports the error.

The position of the cursor is im-
portant before loading a file. Docu-
ments start loading at the cursor
position, so be sure to press CTRL-@
twice or CTRL-E and A (Erase All) to
move the cursor to the start of text,
unless you want to merge two docu-
ments. When you press CTRL-L to



load, a flashing asterisk appears to
warn you if the cursor is not at the
top of the document.

To merge two or more files,
simply load the first file, press
CTRL-Z to move the cursor to the
end of the document, and then load
the file you want to merge. Do not
place the cursor somewhere in the
middle of your document before
loading. A Load does not insert the
text from disk, but overwrites all text
after the cursor position. The last
character loaded becomes the new
end-of-text pointer, and you cannot
access any text that appears ahead of
this pointer.

Since SpeedScript stores docu-
ments as binary files, you cannot
read a text file in BASIC, load a
BASIC program into SpeedScript, or
upload a text file with a modem.
However, Program 2 is a file conver-
sion program which allows these
functions. It converts SpeedScript bi-
nary files into ASCII text files. It can
also convert an ASCII text file into a
SpeedScript binary file. This lets you
convert word processing files from
other word processors, or change a
SpeedScript document into a text file
suitable for uploading. You can even
edit BASIC programs with Speed-
Script. Add the following line to
your BASIC program and run it. It
creates a text file on disk of your
BASIC listing.

0 PRINT CHRS$(4);"OPEN filename"
:PRINT CHR$(4)"WRITE
filename”:LIST

Run Program 2 to convert the
BASIC text file to a SpeedScript file.
You can then load this file into
SpeedScript for editing. Save this file
back to disk, run Program 2 to con-
vert it back to a text file, then in
BASIC use EXEC filename to read
the text file back into BASIC. Al-
though this seems rather tedious,
you may find it quite worthwhile
when working with long programs.
A similar technique can be used to
edit files written by other
applications.

Note: Delete any SpeedScript
print formatting commands (de-
scribed below) before converting a
text file to an ASCII file. Otherwise,
they will not be converted correctly.

Additional Features

SpeedScript has a few commands
that don’t do much, but are nice to

have. CTRL-X exchanges the char-
acter under the cursor with the char-
acter to the right of the cursor. Thus
you can fix transposition errors with
a single keystroke. CTRL-W (think
sWitch) changes the character under
the cursor from uppercase to lower-
case or vice versa.

Apple SpeedScript traps the RE-
SET key. RESET or CTRL-RESET
always returns you to editing mode.
There is no way to exit SpeedScript
once you've run it, short of
rebooting.

PRINT!

If you already think SpeedScript has
plenty of commands, wait until you
see what the printing package of-
fers. SpeedScript supports an array of
powerful formatting features. It
automatically fits your text between
left and right margins you can speci-
fy. You can center a line or block it
against the right margin. SpeedScript
skips over the perforation on contin-
uous-form paper, or can wait for you
to insert single-sheet paper. A line of
text can be printed at the top of each
page (a header) and/or at the bottom
of each page (a footer), and can in-
clude automatic page numbering,
starting with whatever number you
like.

SpeedScript can print on differ-
ent lengths and widths of paper, and
single-, double-, triple-, or any-
spacing is easy. You can print a doc-
ument as big as can fit on a disk by
linking several files together during
printing. You can print to the screen
or to a file instead of to a printer.
Other features let you send special
codes to the printer to control fea-
tures like underlining, boldfacing,
italics, and double-width type (de-
pending on the printer).

But with all this power comes
the need to learn additional com-
mands. Fortunately, SpeedScript sets
most of these variables to a default
state. If you don't change these set-
tings, SpeedScript assumes a left
margin of five, a right margin posi-
tion of 75, no header or footer,
single-spacing, and continuous pa-
per page feeding. You can change
these default settings if you want
(see below).

Before printing, be sure the pa-
per in your printer is adjusted to top-
of-form (move the paper perforation
just above the printing element).
One additional note: Some printers

incorporate an automatic skip-over-
perforation feature. The printer
skips to the next page when it
reaches the bottom of a page. Since
SpeedScript already controls paper
feeding, you need to turn off this
automatic skip-over-perf feature
before running SpeedScript, or pag-
ing won't work properly.

To begin printing, press CTRL-
P. If your printer is attached,
powered on, and selected (online),
SpeedScript begins printing immedi-
ately. To cancel printing, press
CTRL and the RESET key.

If you need to print to an RS-
232 printer or to a printerin a slot
other than slot #1, press+ ESC-
CTRL-P (Apple II+) or OpAp-
CTRL-P (Apple lie/lIc). This brings
up the prompt PRINT TO: SCREEN,
PRINTER? Press S to print to the
screen. If you don’t have lowercase,
the screen display won’t make much
sense, although you can still see
where pages break. If you have an
Apple Ilc, an Apple Ile with the 80-
column card, or an Apple I+ with a
compatible 80-column card, Speed-
Script automatically prints to the
screen in 80 columns, simulating the
printer.

If you select P, you'll be asked
for the slot number. Output is sent
to the slot number you select. It's
similar to PR# in BASIC. If you print
to slot 6 (the disk drive), you'll cause
the system to reboot, so be careful.

Formatting Commands

The print formatting commands are
single letters embedded in text, such
as L for left margin. To enter a for-
matting variable, press CTRL-V.
You'll see the prompt ENTER FOR-
MAT VARIABLE:. Now press any
key. The print formatting com-
mands must be distinguished from
normal text, so they appear on-
screen in flashing inverse video with
the text and background colors
switched. All lettered printer com-
mands should be entered without
the SHIFT key. During printing,
SpeedScript treats these characters as
printing commands.

There are two kinds of printing
commands, which we’ll call Stage 1
and Stage 2. Stage 1 commands
usually control variables such as left
margin and right margin. Most are
followed by a number, with no
space between the command and
the number. Stage 1 commands are
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executed before a line is printed.
Stage 2 commands, like center-
ing and underlining, are executed
while the line is being printed.
Usually Stage 1 commands must be
on a line of their own, although you
can group several Stage 1 com-
mands together on a line. Stage 2
commands are by nature embedded
within a line of text. Again, remem-
ber to press CTRL-V to enter the
boldface characters shown below.

Stage 1 Commands

L Left margin. Follow with a
number from 0 to 255. Use 0 for no
margin. Defaults to 5.

R Right margin position, a
number from 1 to 255. Defaults to
75. Be sure the right margin value is
greater than the left margin value, or
SpeedScript will go bonkers.

T Top margin. The position at
which the first line of text is printed,
relative to the top of the page. De-
faults to 5. The header (if any) is
always printed on the first line of the
page, before the first line of text.

B Bottom margin. The line at
which printing stops before continu-
ing to the next page. Standard 8% X
11-inch paper has 66 lines. Bottom
margin defaults to the fifty-eighth
line. Don't make the bottom margin
greater than the page length.

P Page length. Defaults to 66. If
your printer does not print six lines
per inch, multiply lines-per-inch by
11 to get the page length. European
paper is usually longer than Ameri-
can paper—11% or 12 inches. Try a
page length of 69 or 72.

S Spacing. Defaults to single-
spacing. Follow with a number from
1 to 255. Use 1 for single-spacing, 2
for double-spacing, 3 for triple-
spacing.

@ Start numbering at page
number given. Page numbering nor-
mally starts with 1.

? Disables printing until select-
ed page number is reached. For ex-
ample, a value of 3 would start
printing the third page of your docu-
ment. Normally, SpeedScript prints
starting with the first page.

X Sets the page width, in col-
umns (think a cross). Defaults to 80.
You need to change this for the sake
of the centering command if you are
printing in double-width or con-
densed type, or are using a 40-
column or wide-carriage printer.
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N Forced paging. Normally,
SpeedScript prints the footer and
moves on to the next page only
when it has finished a page, but you
can force it to continue to the next
page by issuing this command. It
requires no numbers.

M Margin release. Disables the
left margin for the next printed line.
Remember that this executes before
the line is printed. It's used for
outdenting.

W Page wait. This command
should be placed at the beginning of
your document before any text.
With page wait turned on, Speed-
Script prompts you to INSERT
NEXT SHEET, PRESS RETURN
when each page is finished printing.
Insert the next sheet, line it up with
the printhead, then press RETURN
to continue. Page wait is ignored
during disk or screen output.

J Select automatic linefeeds
after carriage return. Like W, this
command must be placed before
any text. Don't use this command to
achieve double-spacing, but only if
all text prints on the same line with
some printers.

I Information. This works like
REM in BASIC. You follow the com-
mand with a line of text, up to 255
characters, ending in a return-mark.
This line will be ignored during
printing, and is handy for making
notes to yourself such as the file-
name of the document.

H Header define and enable.
The header must be a single line of
text (up to 254 characters) ending in
a return-mark. The header prints on
the first line of each page. You can
include Stage 2 commands such as
centering and page numbering in a
header. You can use a header by
itself without a footer. The header
and footer should be defined at the
top of your document, before any
text. If you want to prevent the
header from printing on the first
page, put a return-mark by itself at
the top of your document before the
header definition.

F Footer define and enable. The
footer must be a single line of text
(up to 254 characters) ending in a
return-mark. The footer prints two
lines prior to the last line of each
page. As with the header, you can
include Stage 2 printing commands,
and you don‘t need to set the header
to use a footer.

G Go to (link) next file. Put this
command as the last line in your
document. Follow the command
with the filename (with no spaces
between the G and the filename),
including the drive number prefix 1:
or 2:, if appropriate. After the text in
memory is printed, the link com-
mand loads the next file into memo-
ry. You can continue linking succes-
sive files, but don’t include a link in
the last file. Before you start printing
a linked file, make sure the first of
the linked files is in memory. When
printing is finished, the last file
linked to will be in memory.

Stage 2 Commands

These commands either precede a
line of text or are embedded within
one.

C Centering. Put this at the be-
ginning of a line you want to center.
This centers only one line ending in
a return-mark. Repeat this com-
mand at the beginning of every line
you want centered. Centering uses
the page-width setting (see above)
to properly center the line. To center
a double-width line, either set the
page width to 40 or pad out the rest
of the line with an equal number of
spaces. If you use double width, re-
member that the spaces preceding
the centered text will be double-
wide spaces.

# When SpeedScript encounters
this command, it prints the current
page number. You usually embed
this within a header or footer.

U A simple form of underlining.
It works only on printers that recog-
nize CHR$(8) as a backspace and
CHR$(95) as an underline character.
Underlining works on spaces, too.
Use the first U to start underlining,
and another one to turn off
underlining.

Fonts And Styles

Most dot-matrix printers are capable
of more than just printing text at ten
characters per inch. Some printers
have several character sets, with
italics and foreign language charac-
ters. Most can print in double width
(40 characters per line), condensed
(132 characters per line), and in
either pica or elite. Other features
may include programmable charac-
ters, programmable tab stops, and
graphics modes. Many word proces-
sors customize themselves to a par-
ticular printer, but for flexibility



SpeedScript was purposely designed
not to be printer-specific. Instead,
SpeedScript lets you define your own
Stage 2 printing commands.

You define a programmable
printkey by choosing any character
that is not already used for other
printer commands. The numbers 0-9,
most symbols, and some alphabetic
characters are available for print-
keys. You enter these commands
like printer commands with CTRL-V.
The printkeys are like variables in
BASIC.

To define a printkey, press
CTRL-V, then type the key you
want to assign as the printkey, then
an equals sign (=), and finally the
ASCII value to be substituted for the
printkey during printing. Now
whenever SpeedScript encounters
the printkey embedded in text, it
prints the character with the ASCII
value you previously defined. (If
you have trouble passing some
printkeys to the printer, try adding
128 to the ASCII value you wish to
send. Otherwise, some printer inter-
faces intercept the printkey.)

For example, to define the +
key as the letter z, you first look up
the ASCII value of the letter z (in
either your printer manual or in the
BASIC manual). The ASCII value of
the letter z is 122, so the definition
is:

B-122H

Now, anywhere you want to print
the letter z, substitute the printkey:

Gadiffooks! The lfoo is any'Hl
This would appear on paper as:
Gadzooks! The zoo is zany!

More practically, here’s how
you could program italics on an Ep-
son MX-80 compatible printer. You
switch on italics by sending an ESC
(a character with an ASCII value of
27), then the character 4. You turn
off italics by sending ESC 5. So de-
fine * as the escape code. Anywhere
you want to print a word in italics,
bracket it with *4 and *5.

You can similarly define what-
ever codes your printer uses for fea-
tures like double width or empha-
sized mode. For your convenience,
four of the printkeys are predefined,
though you can change them. The
keys 1-4 are defined as 27, 14, 15,

and 18, common values for most
printers. On most printers,
CHR$(27) is the ESCape key,
CHRS$(14) starts double-width
printing, CHR$(15) either stops
double width or starts condensed
characters, and CHR$(18) usually
cancels condensed characters.

Keep one thing in mind about
printkeys. SpeedScript always as-
sumes it is printing to a rather dumb,
featureless printer, the least com-
mon denominator. SpeedScript
doesn’t understand the intent of a
printkey; it justs sends out its value.
So if you make one word within a
line double width, it may make the
line overflow the specified right
margin. There’s no way for Speed-
Script to include built-in font and
typestyle codes without being cus-
tomized for a particular printer,
since no set of codes is universal to
all printers.

Hints And Tips

It may take you awhile to fully mas-
ter SpeedScript, but as you do you'll
discover many ways to use the edit-
ing and formatting commands. For
example, there is a simple way to
simulate tab stops, say for a colum-
nar table. Just type a period at every
tab stop position. Erase the line with
CTRL-E, then restore it with CTRL-
carat multiple times. When you are
filling in the table, just use word-
left/word-right to jump quickly be-
tween the periods. Or you can use
the programmable printkeys to em-
bed your printer'’s own commands
for setting and jumping to tab stops.

You don't have to change or
define printer commands every time
you write. Just save these defini-
tions, and load this file for each
session. You can create many cus-
tom definition files and have them
ready to use on disk. You can create
customized “fill-in-the-blank” let-
ters. Just type the letter, and every-
where you'll need to insert some-
thing, substitute a unique character,
such as an * or a CTRL character.
When you're ready to customize the
letter, use Find to locate each sym-
bol and insert the specific infor-
mation. Instead of typing an
oft-used word or phrase, substitute a
unique character, then use CTRL-Y
to automatically change these char-
acters into the actual word or
phrase. You can even use Speed-
Script as a simple filing program.

Just type in all your data, flagging
each field with a unique character.
You can use Find to quickly locate
any field.

If you experience any problems
with SpeedScript that you are sure
are not due to your error, please
write (don’t call) with a detailed ex-
planation of the problem and how it
occurred. Describe your hardware
configuration. It also helps to send
us a disk copy of your typing so we
can determine with our equipment
whether you have a hardware
problem.

Due to the volume of mail, we
cannot always reply to individual
questions, but we welcome your
suggestions. Who knows—your
feedback may help make Speed-
Script 4.0 a reality.

The Apple version of SpeedScript
3.0, and all other Apple programs in
this issue, may be ordered on disk
directly from COMPUTE! Publica-
tions. Call TOLL FREE 1-800-334-
0868 (in NC 1-919-275-9809) to
charge your order 8:30 a.m.-7:00
p.m. Eastern Time, Monday
through Friday. Or send check or
money order ($12.95 plus $2.00
shipping and handling) to:

COMPUTE! Publications, Inc.
P.O. Box 5058
Greensboro, NC 27403 USA

Readers outside the United States
and Canada add $3.00 shipping and
handling. All orders must be pre-
paid in US funds.

Program 1: SpeedScript 3.0
For Apple

Please refer to the “Apple MLX" article before
entefing this listing.

START ADDRESS:
END ADDRESS:

2808: 20 5B FC A9 26 A@ 1E 85 ES
¢8@8:s ED B4 EE A9 00 286 DE 09 SF
2819: 20 E? 69 C? DY FP 8C C? DC
@818: CE D@ FS A9 90 8D 99 83 56
9829: AC 28 ¢8 A9 80 6D 28 63 3I9
PB28: 20 29 OA 20 9B 99 4AC 18 87
$830: OB AS 66 8D 51 @8 AS 968 Cb6
P838: 8D 52 @8 AS 19 8D 54 98 AE
88461 AS 1B 8D 55 08 A6 F? F@ BO
9848: 20 A? @0 8D S3I 1E AP 006 FF
#8506: B9 FF FF 99 FF FF C8 CC 35
2858: 53 1E D F4 EE 52 @8 EE C2
2860: S5 08 EQ 00 FO@ 87 CA DO 43
@8468: £E¢ AS 1D D@ DE &2 AT F9 C@
2879: AA 85 1D D@ 21 &P 18 B8A BC
2878: &5 98 8D 99 28 AS @85 68D F8
2889: 98 28 18 8A &5 1B 8D 9C D9
28688: 88 AS 19 8D 9B 98 EB A4 75
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889¢: 1D DO P4 F@ @D
2898: FF FF 99 FF FF
@8AQ: D8 FS CE 99 €8
98AB: CA D EA 60 A2
98B#: B9 8D OF 99 8D
#BBB: B84 99 8D OE 89
@8CO: AD 4F 1E 8D DC
@8C8: 0B 8D 83 99 AD
g8DS: DD ¢8 8D EE 08
08D8: EB AG 00 BY FF
@BES: B2 FO 1C C9 3C
@BEB: 28 D@ F@ BB BY
9BF2: 68 FO @B 29 3F
98F8: 95 88 D@ FO AG
29¢9: ED 88 B? FF FF
99281 63 B@ 82 AS FF
8910: B8 10 EF A4 ED
99181 DC 28 6D DC €8
992¢: BD @3 29 AD DD
9928: 6D DD @8 BD EE
2930: 09 €0 @1 D@ O3
2938: CO 28 FO OA A9
9940: FF C8 CO 28 DP
2948: 09 8D OF 99 8D

2930: B4 €9 BD 9E 09
9958: EB E® 18 F@ @3
2969: AD DC 928 8D 39
P968: €8 8D SA 1E 60
29798: @b 86 97 O7 o4
2978: 86 96 07 V7 04
298@: P4 B6 97 97 B8O
9988: 80 99 80 28 AB
#9999: AB 28 AB 58 DO
2998: DO 50 DO AD 44
P9AG: 8D 4F 1E 8D 355
@9AB: AD 47 1E B5 EC
#9B&: 8D S6 1E 85 FC
99B8) 1E ED 47 1E AA
P99C9d: FF C& EC 91 EB
@9CB8: 91 EB C8 D& FB
29D9: DB F6 91 EB 60
@9D08: EE 20 80 FE AS
P9Ed3: FP 86 20 ED FD
@9EB: 60 20 FS 09 FO
P9FS: 98 82 29 DF &9
Q9F8: 106 2C AD 02 Ce
2a09: 21 2C 29 93 30
SAd8: AD &1 CP @D 44
2A1G: CO 18 28 AS EI
PAiB: 10 CO 69 A9 @0
PA20: AS E3 8D 10 Co
PA28: &P 20 S8 FC A9
PA38: 1E 8D 446 1E 8D
2A3B: 4A 1E 8D AC 1E
PA4d: 8D 19 1F 20 95
#A48: BD DS A6 A9 G1
PASA: A9 22 1B &9 B1
PAS3: A9 99 8D 49 1E
2A&D: 4B 1E A? 99 8D
PALB: FF BD EE 1E 26
BA79: AD BD F2 83 A9
PA78: 83 49 AS BD F4
2ABY: B85 FF 20 99 @A
2AB8: 1C 20 D5 @9 EE
BAFG: 20 AL A A? C1
P9A98: D5 @9 A? OB 8D
PAAG: 20 82 AA 4C 18
PAARB1 A9 20 9D O3 G4
PABG: A? 92 BS 24 85
2ABB: FC 2C 00 P33 32
PACY: 98 69 C? EP 90
PACB: &0 29 1F &40 AQ
@ADB: BS IF AB ©9 AS
PADB: FB OB 29 3F C9
PAEB: A B2 4C EC @A
PAEB: EC 9A A9 B1 91
SAFS: 28 AG 02 AS 1IF
PAF8: 12 2@ FS5 29 D@
2BP9: FB CA D@ FS 20
2B28: 12 20 F3 29 D9
2B18: FB CA DB FS 4C
2B18: AD 45 1E 30 12
9B29: 8¢ 8D 44 iE CE
2B28: 2F 9B A? 90 8D
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@B3G:
P2B381
2B42:
2B48:
8BS8:
@¢BS8:
=321 H
2B68:
@B79:
2B78:
2B89:
2B8a:
2B90:
2B98:
2BAG:
@BABL
2BBO:
2BBB:
2BCO
¢BLCB:
?BDO:
oBDA:
PBED:
2BEB)
PBF@:
@BFB:
BCo0:
ace8:
gC19:
2C16:
2C28:
2c28:
BC3d:
2C38:
PCA0:
2C48:
BC50:
2C58:
BC6D1
2C68:
8C70:
gec78:
aceo:
&ces:
aCo9s:
ace8:
BCAD:
@CAB:
[-Is}:]-H
@CB8:
BCCca:
2cca:
aCD2:
2CDh8:
BCED:
SCEB:
BCFas3
@CF8:
2Doa:
2Do8:
2D19:
2#D18:
2D20:
2D2a8:s
2D3B:
D382
2Dad:
2D48:
2D50:
2D58:
2D60:
PD68:
2D70:
PD78:
2D8o:
2DB8:
2D9g:
2D98:
BDAG:
@DAB:
2DB0:
2DB83
@DCo:
opca:

2DD@:
2nna:
@DEG:
@DEB:
ODFB:
2DF 813
PESS:
GED8:
PE1D:
SE18:
PEZ2S:
SE28:
PE3G:
PE38:
PEAD:
PEAB:
BESS:
PES81
PE&LD:
PE68:
PE7O:
PE78:
PEBD:
PEB8:
PEID:
GESB:
PEAD:
PEAB:
PEBD:
OEB8:
BECO:
BPECA:
GEDD:
PEDS:
PEED:
PEESB:
PEFD:
PEF8:
oFeg:
OF 282
OF103:
oF18:
OF20:
gF28:
BF3@:
@F38:
OF40:
PFA8:
BFS0:
@F58:
BF60:
gF&B:
BF 792
BF78:
grag:
2F88:
BFI0:
BF98:
oFAB:
OFA8B:
OFBG:
9FBB:
BFCH:
OFCB:
BFD®:
@FDB:
PFED:
gFES:
BFFJ:
@FF8:
1906:
1908:
1610:
1918:
1928:
1928:
1030:
1638:
1646:
1948:
1858:
1858:
1960:
1p48:



1310:
1318:
1328:
1328:
1330:
1338:
13409
1348:
1350:
1358:
1360:
1348:
1379:
1378:
1388:
1368:
1398:
1398:
13A0B:
13A8:
13B@:
13B8:
13Co:
13C8:

13D@:
1308:
13E8:
13EB:
13F0:
13F8:
1400:
1498:
1410:
1418:
1420:
1428:
1430:
1438:
1449
1448:
145@:
1458:
1469
1468:
1473
14782
1480:
1488:
1499
1498:
14A0:
14A8:
14B@:
14B8:
14C0O:
14C8:
14DB:
14D8:
14E09:
14E8:
14FQ:
14FB:
1500:
1508:
1510:
15181
15292
1528:
1530:
1538:
1540:
1548:
1558:
1558:
1569:
154&8:
1570:
1578:
1580:
1588:
1590:
1598:
15AB:
15A8:

15B@:
15B8:
15C8:
15C8:
15D9:
15D8:
15E9:
15E8:
15F@:
15F8:
1600
1608:
14619:
1618:
14620:
1428:
1630:
16383
1649:
14648:
146502
14658:
16602
15668s
1670:
146782

1680: -

16883
1690:
1698:
16AD:
146A8:
14BP:
16B8:
16C@A:
16C8:
146D0:
146D8:
16E@:
16E8:
16FO:
1&4F8:
1700:
1708:
1710:
1718:
172¢:
1728:
17302
1738:
1740:
1748:
175@:
1758:
176@:
1768:
1779:
1778:
17808:
1788:
1790:
1798:
17A@:
17A8:
17B@:
17B8:
17Ce:
17C8:
17D@:
17D8:
17E6:
17E8:
17F@:
17F8s
1800:
1808:
181@:
1818:
1820:
1828:
1830:
1838:
1849:
1848:
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185@¢: DF 1E AD DE 1E
18358: 99 1B A9 00 20
1840: AL OA AT EB AG
18&8: 99 20 E? 29 20
1879: EA 1E 28 95 FE
1878: F® 11 BD S3 1E
1880: D& A9 28 B85S D7
1888: 20 ©5 1C A9 8D
1899: AC D9 1E 8C E4
1898: F@ 8A 39 08 A9
18AG: 16 88 DO FB &2
18A8: D6 1E BC E3 LE
18B9: 32 16 88 DB FA
18B8: 1E 18 98 4D E4
18C9: 1E A9 BD 20 52
18C8: FA &0 8D E6 LE
18D@: DD 19 19 F& @9
i8D8: CE E3 1E 4C 99
18E@: BA AA BC ES 1E
18EB: AY F3 48 BD 22
18F9: 21 19 48 4@ 38
18FB: &3 EB 85 EB AS
1969: B85 EC 4C 31 17
1998: 3C F8 €1 88 BC
1919: 18 57 4C 52 S4
1918: 48 46 49 S@ 7F
1929: 47 7D 19 846 19
1928: 19 A4 19 AE 19
1939: 19 E? 19 &3 19
1938: 19 49 19 49 19
19491 1A C8 A9 08 8D
1948: 25 19 C8 2¢ F@
1958: 1E 4C 95 19 CB
1958: 8D DF 1E AD C9
1960: 1E 4C 25 19 C8
1948: 8D DD 1E AD C9
1978: 1E 4C @5 19 C8B
1978: 8D D8 1E 4C &5
1988: 8D DC IE CB 4C
1988: 20 F@ 14 8D Db
1998: 19 C8 20 Fo 14
1998: AC @5 19 C8 20
19AG: D9 1E 4C @5 19
19A8: 14 8D DA 1E 4AC
19Bg: 28 F@ 14 8D DB
19B8: 19 AC ES 1E C8B
19Ca: 99 18 &6 A8 8C
19C8: 20 E2 19 88 8C
19pg: 91 B1 EB 99 Ci
19D8: D4 1E 9@ FS F@
19EG: 95 19 C6 B1 EB
19EB: F9 6@ 20 E2 19
19F9: 1E AP @1 Bl EB
19F8: CB CC D3 1E 90
1APB: 4C 65 19 26 E2
1APB: 19 €CB B1 EB C9?
1A16: BB AD E6 1E 4C
1A1B: 28 FO 14 48 AD
1A20: 68 9D 42 IF 28
1A281 F4 1B A2 9@ CB
1A3@: 3C F9 OA 28 2F
1A38: 1E EB 4C 2C 1A
1A44: 20 9B 69 20 57
1A48: BD 72 AA AS FC
1A59: A7 32 8D SF AA
1A581 &5 AA 20 &@ 14
1A6@: AE &@ AA AC 61
1Ab48:1 BS F@ OB 20 96
1A70: 20 95 FE 4C 36
1A781 1E BC 56 1E AS
1A80: 55 1E 8D 55 IE
1ABB: 56 1E BD 56 1E
1A90: &8 &8 4C 27 17
1A981 AD F@ 1E FO 16
1AAB: 28 E7 1A AD EE
1AAB: FO 09 20 8B 1B
1ABA: 4C AP 1A 4C 99
1AB8: C# @D 44 1E 4D
1ACA: 2& 20 AL OA A9
1ACB: 20 DS 89 20 71
1ADY: 1E D@ 83 4C 90
1ADB: BY B3 1E 99 F1
1AE@: 58 1E D@ F4 4C
1AEB: FB B85 EB AS FC
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1AFG:
1AF8:
1Bo3B:
1B28:
1B18:
1B18:
1B2@:
1B28:
1B30:
1B38:
1B4g:
1B48:
1B50:
1B58:
1B&G:2
1B&B:
1B70:
1B78:
1B6@:
1B88:
1B90:
1B98:
1BAGd:
1BAB:
1BB&:
1BB8:
1BC@:
1BC8:
1BD@:
1BD8:
1BE®:
1BEB:
1BF @2
1BF8:
1Co0:
1CP8:
1C10:
1C18:
1C28:
1C28:
1C30:
1C38:
1C4d:
1C48:
1C50:
1C50:
1C60:
1C&8:
1C70:
1C78:
1CB@:
1C868:
1C99:
1C98:
1CAD:
1CAB:
1CB@:
1CB8:
1CCa:
iccas
1CD@2:
1CbB:
1CED:
1CEB:
1CF2:
1CFB:
1D2A:s
1D@B:
1D1@:
1D18s
1D28:
1D28s
1D33:
1D3I8:
iD4g:
1D48:;
1DSo:
1DS8:
1Dé&2:
1Dé&8:
1D7@:
1D78:
1D88:
1D88:

1D99: D3 A2 D2 CS D4 DS D2 CE 86
1D98: @@ CE CF A@ D2 CF CF CD CD
iDAG: @@ CE CF A® D4 CS DB D4 D&
1DAB: A@ C9 CE AP C2 DS C4 C6 4B
1DB@: C5 D2 AE 99 DY D2 C9 CE 8C
1DBB: D4 AP D4 CF BA A® D3 C3I EO
1DC®: D2 CS CS CE AC AP DP D2 D7
1DC8: C? CE D4 CS D2 BF @9 D3 FB
1DD&: CC CF D4 A® CE DS CD C2 36
iDb8: CS D2 BF @9 D® D2 C? CE D&
1DE@: D4 C? CE C7 AE AE AE ©¢ DB
1DEB: €9 CE D3 CS5 D2 b4 A9 CE 8C
1DFg: C5 D8 D4 AP D3 CB CS C5 FB
iDF8: D4 AC A@ D@ D2 CS D3 D3 13
1E09: AP D2 CS D4 D5 D2 CE 88 DE
1E®8: C6 C? CE C4 BA @0 CE CF 83
1E19: D4 A® Cb6 CF D5 CE C4 98 28
1E18: D2 C5 D@ CC C1 C3 CS AP SF
1E2@: D7 C9 D4 C8 BA 90 CC CF 21
1E28: D7 C5 D2 C3 C1 D3 CS AG EI
1E3@: DB D? AF CE DD BF &9 98 &2
1E3B: CE DS CC CC AP C2 DS Cé& 3A
1E4@: C6 C5 D2 99 09 FF 90 92 AB

Program 2: SpeedScript 3.0
Flle Converter

S HIMEM: 8191

18
20
3@
40
5@

&0

78

99

HOME

D$ = CHRS (4)

PRINT D$;"MAXFILES1"

PRINT "DO YOU WANT TO:"
PRINT " (1) MAKE A SPEEDSCRI
PT FILE INTO A TEXT FILE

PRINT " (2) MAKE A TEXT FILE
INTO A SPEEDSCRIPT FILE
"

GET A%:A = VAL (AS$)

IF A< >1AND A < > 2 THEN

79

ON A GOTO 190,200

188 PRINT “ENTER SPEEDSCRIPT FI

LE NAME": INPUT ":";AS$

118 PRINT "ENTER TEXT FILE NAME

TO CREATE": INPUT “:";B$

120 PRINT D$;“BLOAD ";A8;",A$28

125 L = PEEK (43614) + PEEK (43

617) & 256 + 8192

132 PRINT D$; "OPEN “;Bs

PRINT D$; "DELETE ";Bs

132 PRINT D$;"OPEN “";Bs
1498 PRINT D$;"WRITE “;Bs
150 FOR I = 8192 TO L - 1

B = PEEK (I)

168 IF B = &0 THEN B = 141

PRINT CHR$ (B);

NEXT

PRINT

PRINT D$;“CLOSE ";Bs$

END

PRINT "ENTER TEXT FILE NAME

"3 INPUT ":";B$

INPUT "ENTER SPEEDSCRIPT F1I
LE NAME TO CREATE :"jAs
PRINT D$;"OPEN ";B$

PRINT D$;"READ ";B$

L=2o

ONERR GOTO 270

GET C$:A = ASC (C$ + CHRS (
) + 128: IF A = 141 THEN
A= 40

POKE 8192 + L,A:L = L + 1:
60To 250

POKE 216,08

PRINT

PRINT D$;"CLOSE ";Bs$

PRINT D$;"BSAVE ";A$;",AB19
2,L";L - 1

END
(o)



CAPUTE!

Modifications or Corrections
To Previous Articles

Apple Games In ProDOS
Most of the Apple game programs
recently published in COMPUTE! fail
to operate properly with Apple’s
new ProDOS operating system, al-
though they all work with DOS 3.3.
The programs suffer from the same
bug: Their graphics were developed
using the DOS 3.3 version of the
“Apple SuperFont” utility (pub-
lished in the April 1985 issue). To
use the following programs with
ProDOS, these changes are
required:

For “Mindbusters” (April 1985, p. 54):

120 POKE 6,9:POKE 7,141:P
RINT CHR%(4);"PR# A$3
ggll

450 PRINT CHR$(4); "PR#%#8"

For “Space Caverns” (March 1985, p. 54):

918 HOME:HGR:POKE &,8:P0K
E 7,141:PRINT CHRS$(4)
; "PR# As$300"

For “Bowling Champ”’ (February 1985,
p. 126):

130 HOME : POKE 23@,32: CALL
6245@: HGR: POKE &6,8: POK
E 7,141: PRINT CHR$(4);"P
R# A$340"

838 X = @: FOR I
: READ A:X =

= 748 TO 853

X + A: POKE
I,A: NEXT : IF X < > 7950
THEN PRINT "ERROR IN DAT
A STATEMENTS FOR ML AT 74
8.": STOP

849 DATA 216,133,69,134,708,1
32,71,146,7

For “Paratrooper” (January 1985, p. 72):

200 FOR I = 768 TO 1 + B85: RE

AD A:X = X + A: POKE I,A:

NEXT : IF X < > 23417 TH

EN PRINT "ERROR IN DATA S
TATEMENTS.": STOP

220 PRINT CHR$ (4)"PR# A$500

1138 DATA 216,133,69,134,70,
132,71,166,7

For “Things in the Dark” (December

1984, p. 79):

770 HOME : HGR :
KE 7,141: PRINT CHR$
PR# A$399"

998 X = @: FOR I =
: READ A:X = X + A:

POKE 6,8: PO
|)"

768 TO 833
POKE

I,A: NEXT : IF X < > 7950
THEN PRINT “ERROR IN 1ST
SET OF DATA STATEMENTS."
: STOP
1998 DATA 2164,133,49,134,76,
132,71,166,7

For “Spiders” (November 1984, p. 96):
160 CALL 36884

In addition, ProDOS filename con-
ventions require that you BSAVE
the machine language portion of
Spiders (Program 6) with the title
SPIDER.2 instead of SPIDER 2 as
indicated on p. 90. You'll also have
to change SPIDER 2 to SPIDER.2 in
line 130 of Program 5.

Atari Disk Rx

The author of this utility program
from the March issue (p. 107) has
provided the following corrections:
Renumber line 4015 to become line
4006, replace the old line 4015 with
4015 REM, change the GOTO HALT
in line 5075 with GOSUB HALT,
and change the REC=1 in line 6040
to REC=0.

It is also possible for the pro-

gram to crash with the message
ERROR 5 IN LINE 325 while you
are attempting to recover large files.
The error occurs because the pro-
gram does not check for buffer over-
flow. To prevent this, reader Jim
Owens suggests adding and chang-
ing the following lines:
IF FILL=1 AND (BCNT+T
YPE) >RAM THEN 7:7? "BU
FFER FULL. LAST BUFFE
R SECT=";SECT-1:POP:G
OTO 338

NEXT SECT
IF DIR=1 THEN RETURN

323

326
33

Apple SuperFont

There are two typos in the checksum
program (Program 6, p. 137) for this
custom character utility for the Apple
Il series in the April issue. Lines 140
and 150 should read as follows:

® TO 63:5
(4996 + 1

149 FOR J =
+ PEEK
4 + J): NEXT
158 READ A:S = S - 256 %
INT (S 7/ 256)

= 8
X 6

Plus/Term For VIC & 64

In addition to the items in last
month’s “CAPUTE!” column, there
is another correction to the machine
language portion for the VIC-20.
Whenever you load a file into the
buffer, the lower boundary of the

buffer is reset incorrectly so that 256
bytes of garbage are added to the
start of the text. To remedy this,
reset the VIC by turning it off and
back on. Load the machine language
data by typing LOAD “'PLUS/
TERM.ML",8,1 (for tape, replace the
,8,1 with ,1,1). Then enter the fol-
lowing line in direct mode (without
a line number):

POKE 43,0: POKE 44,24: POKE 7075,64

Immediately save the revised ver-
sion by typing SAVE *'PLUS/
TERM.ML2”,8 (or ,1 for tape). Now
change line 100 of the BASIC por-
tion to reflect the new name for the
machine language portion.

If your printer is not properly
handling upper- and lowercase
characters, try changing line 1900 to
1900 OPEN 5,ZE,7.

The article states that changing
the baud rate after other parameters
have been set causes all other pa-
rameters to revert to their default
values. Actually, even though the
various submenus will show all pa-
rameters reverted to their default
states, the actual parameter values
will not have changed. Thus, the
menus will not reflect the actual set-
tings of the parameters. For this rea-
son, you should always change the
baud rate before changing any other
parameter.

For Appite. Adam,
com uter Atan. Commodore,
- 18M. Kaypro Tandy
A.r F Iters and many more!
Don’t Let DUST Collect
Inside Your Computer! /\\ ﬁ
Protect your investment \)/
and reduce the chances
for costly service. Klts cut to size ea:lryl
KIT A1 Wil sapyny the Apple 1 e e 100 (0t syt
KIT #1 For Appile 08 14 lle 10 Adarn Atan \UEQD X1 800
Comireeaze 39 VIC 20 1BM PIC Kaypro 2/4
frcludes 1 - 707 Selt Adhesne vecro
1127 w607 Faler Matenal Only $10.50
KIT #2 For Apple, Maantosh IBM PIC
Inchudes 1 1087 Selt Adnesne Ve ro
1= 167 < 00" F lies Mutew al Only 512.50
£yt Ut LrpUter Lot mentoeied meastne e Otk le
Gdamietet af 10 ity 00 YO Cermptet and order the
it s vour needdy
Extra Self Adhesive Velcro $3.00/yd.
Reflll Air Fliter Material for Kits #1 and #2
Refilt #1 1127 x 607 Filter Matenial Only $7.75
Retll #2 1 - 167 x 607 Silter Mutenal Only §9.25
Add $1.75 postage and hanﬂllng for any size order.
Wiscorsin res. add §%

Send check of maney order to:
Computer Alr Filter Co. P.O. Box 972 Raclne. Wi 53405
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