iMATAZY NI XNEAZEEd
SIoNAo¥d MAN-SAV JHOW

i . 3008¥, JHL HLIM
SANNIINOD IIANDFLd OIdd
iSaarAISSYIO

XOd1IVAH TVNOILVN dIDIVI
JAAOINT NIATHIS LNOYA

86Z ‘opN itwaay

1 ‘uoyuritiooig 2zL19 m_o.s___ "YIWSMOLY o ¥G x08 'O'd NOTINAS SINTH TOAITEH MIN
aivd 31T Kr4HYa-139
IOVISOd SN

VA HIng --mn—mz-




00D D %)

SEND CHECK OR MONEY ORDERS
T0:
THE PROGRAM PEDDLERg
c/o JOHN MECHALAS
2830 TOWNWAY RD.
DANVILLE, IL 61832

 Help,
» Sﬁme/hasfq/c.M '
LOOK! UP ON THE HILL! IT'S A WORM, IT'S A BUG, NO IT'S anestermingdory

CENTIPEED!! CENTIPEED!! CENTIPEED!! CENTIPEED!! CENTIPEED!! CENTIPEED!}
YOUR MUSHROOM GARDEN HAS BEEN INVADED BY A GIANT CENTIPEED AND

A PESKY SPIDER. BESTROY THE MUSHROOM-EATING SPIDER THAT DROPS FROM

THE SKY AND THE STATIONARY DRAGONFLY BEFORE HE'S SQUISHED. THE

CENTIPEED BREAKS IN TWO EACH TIME HE'S SHOT AND SOME PARTS TAKE

MORE THAN ONE SHOT TO BE DESTRCYED! IF YOU START GETTING GOOD, YOU

MUST CONTEND WITH MORE THAN ONE AT A TIME! COMES ON A CASSETTE

TAPE WITH BACKGROUND SOUNDS OF CENTIPEDE TO LISTEN TO DURING

GAME PLAY FROM THE CASSETTE RECORDER. IT EVEN HAS A DEMONSTRATION

MODE. 90% MACHINE LANGUAGE FOR FAST HI-RES ACTION..sesss312.95

5 T = 3
[LzenT_ToACER f%q‘%ﬁ
MOVE THE CONTINUOUSLY MOVING ''LIGHT TRACER' WITHIN THE SCREEN
BORDERS. BE CAREFUL YOU DON'T HIT THE WALLS OR THE PATH YOU CRE-
ATE. IT'S A FAST-PACED BASIC, LO-RES GAME THAT IS A MUST FOR

BLOCKOUT AND TRON FANS..‘.....'.....‘.8600.“..9.UQ..D.,Q\)GsE}Q
Sor-ON)

PROGRAM 1— SPACE WARS!!!

IT'S YOU AND A HUMAN OPPONENT BATTLING IT OUT IN A HEAD-TO-
HEAD SPACE BATTLE. IT FEATURES TWO SCREENS. THE INDESTRUCTABLE
ASTEROIDS AND THE COMETS. FEATURES FOUR BIRECTIONAL FIRING AND
AN UNLIMITED NUMBER OF SHOTS ON THE SCREEN AT ONE TIME. BASIC/
MACHINE LANGUAGE HI-RES PROGRAM.

A

YOU ARE TRAPPED IN A ROOM WITH NO EXITS AND GIANT GREEN BLOCKS.
TO ESCAPE, YOU MUST GET EVERY BLOCK MOVING. BUT! WHEN A BLOCK HITS A
WALL OR ANOTHER BLOCK, IT BOUNCES BACK! KNOCK A BLOCK INTO AN ORANGE
TARGET TO MAKE THAT BLOCK DISAPPEAR. BE CAREFUL NOT TO GET SQUISHED
BY A MOVING BLOCK! A FAST PACED BASIC/MACHINE LANGUAGE GAME.

PROGRAM 3- AIR FORTRESS!!

DEFEND THE AIR FORTRESS FROM THE KAMAKAZEE ALIENS THAT ARE TRY-
ING TO BREAK INTO THE NUCLEAR REACTER. FIRE THE FOUR GUNS ON THE
PERIMETER OF THE FORTRESS TO DESTROY THEM. WHEN ONE REACHES THE
CENTER, BOOM! BASIC, LOW-RES GAME.

THREE—FOR~ONEseeeeencesss$12.95

LOW-RES GRAPHICS GRAPH PAPER

I HAVE GRAPH PAPER FOR THE GRAPHICS PROGRAMMER. 6 GRAPHS ON A

SHEET AND 20 SHEETS IN A PACKET FOR ONLY $1.75! SR s L )
HERE IS A SMALL PORTION OF THE GRAPHS: 0 | ’

! )

ALL PROGRAMS ARE 8K CASSETTES AND ALL 2 R
PRICES INCLUDE POSTAGE & HANDLING. 3 R

GOT A QUESTION? GOT A GRIPE? JUST WANT 800 PEOPLE TO SEE YOUR NAME IN _ S
PRINT? I WILL PUBLISH SOME COMMENTS YOU RAVE.




GENERAL NEWS

PROGRAM LIBRARY

It's going to take a little more time
to group all of the CLUB PROGRAMS that
we have received and make them available
to the membership. There have been several
NEW programs added to the 1list with more
coming in all the time. We are in the
process of sorting through games, utility,
and data programs in order to make variety
filled interesting packages for the mem-
bership. A complete list will appear soon.
Thanks for your patience. If you have
any programs that you would 1like added
to the club program library, please send
them in with your permission to distribute
copies of them to the membership. The
club library will be open to all members.
The only charges dimposed will be to cover
duplication and mailing costs.

? HARDWARE ?

If you know anyone who has APF hardware
such as:

FI-100

S1-232

BB-1

R8-K

JOYSTICKS

PARTS /

PLEASE LET US KNOW!

Since APF had their sale last year,
we would 1like to know the whereabouts
of these items. Some of them are becoming
VERY SCARCE. We would like to keep our
members informed of those who have these
units and are willing to part with them!

Some members want to expand to a disk
drive but cannot locate the interface.
Others would like to expand but haven't
been able " to find a BB-1. Please help
everyone out by sending in any information
that you may have in this area. Thanks!

VISA & MASTERCARD

These services are now available for
cluk members. GEO*GRAFIX LTD. hardware
and software can be purchased using either
of these methods. werera Our product line
is growing and now contains MODEMS, FLOPPY
DISKS, CLEANING KITS, PRINTERS, and other
items. Our ads will appear when space
is permitting. Send for a complete des-
cription and price list.

NEW GAMES

In a letter that we received from EDDIE
BEDNAR, Eddie reports that he is working
on 3 new programs that should be available
for purchase by late APRIL, if not sooner.
KRAZY KONG, 1IM-1 ZAXXON, and GOLF are
in the making. Eddie also mentioned that
his revised version of the APF BASIC LAN-
GUAGE REFERENCE MANUAL should be ready
in early MARCH.

LOW ENROLLMENT!

Membership enrollment for this vyear
is VERY LOW in comparison to what it has
been in the past. Every effort is being
made to bring the number of members up
to where it should be,

There will be periodic mailings of SAMPLE
NEWSLETTERS to past members of the club,
and to owners who have never been in the
club,

All advertisers will be notified a month
prior to these mailings, in order that
they may advertise to a larger number
of people.

HARRY BROWN from Port Charlotte Florida
writes: '"We have the makings of a FIRST
CLASS CLUB!" Our thanks go to Harry
and to many others who have expressed
similar opinions. We'll be doing every-
thing possible to promote those feelings
throughout the current member, and non-
member groups.

OUR APOLOGIES

We hope that all of you will excuse
the poor quality of one of the photos
that appeared in the January issue. The
photo was suppose to give an example of
a letter made with the program COPY WRITER
but it didn't reproduce very well when
printed. We promise to watch it more close-
ly in future issues!
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FROM MIKE JANICK
QUESTION

Is it possible to load a program off the
tape and have it RUN automatically as
soon as it is loaded?

ANSWER

YES-with most programs-but you have to
type in a statement before loading.

10CALL34040:CALL34225

After typing in this statement, have your
tape ready‘in the computer, press PLAY/SAVE
and type RUN. Once the checksum -is made,
the program will begin to run.

QUESTION QUESTION

Can I run more than 1 printer off of the
same modem, and how fast can I run data

out with a modem?
ANSWER ANSWER

1. Alot of modems are quite capable of
driving more than 1 device. In most cases,
simply tapping off of pins 1,3,5,20 from
the modem to the 2nd device is sufficient
to accomplish this. However, it would
be advisable to consult the manufacturer
of the modem that you are using. The older,
discreet component units such as the TI103
SANGAMO, can run more than one device
without any problem, but the new LSI units
may mnot be able to handle the additional
load, and damage could occur. It would
be worth a call to the manufacturer before
attempting to run more than one device.

2. The speed of transmitting data without
errors depends upon the quality of the
connection made from your IM-1 to the
far end, via telephone facilities.

In some cases, 1200 BAUD (120CPS) is used
for common DIAL UP service and most phone
company carrier systems will handle this
rate with no errors. However, if the
telephone equipment on either end of the
connection is obsolete or poorly maintained
you may have trouble running at this speed.
300 BAUD is the most popular BAUD RATE
for the home computer user. A modem with
higher BAUD RATE capabilities is generally
more expensive than the lower speed units.
This 1is another reason why the 300 BAUD
modem is the most popular unit.

FROM DAVE CONWAY AND JOHN PIERCE

QUESTION

Each of these members share a similar
question. Dave would 1like to know how
the IM-1 can be interfaced to a GORILLA
BANANA printer, and John would 1like to
know if it can be interfaced to a RADIO
SHACK TP-10.

Unfortunately we don't have the answer
for them. According to the manual, using
the routine at 827B, wyou can change the
output characteristics of the SI-100 from
7 bit even parity to 8 bit NO PARITY,
but we haven't been able to get the job
done, Will someone ©please help wus ALL
out and send in the solution, We'd sure

appreciate it!
QUESTION

FOLLOW UP: Can the BROTHER ELECTRONIC
TYPEWRITER be interfaced to the IM-12

ANSWER

YES! According to BROTHER INTERNATIONAL
an optional interface (IF-50) can be pur-
chased separately for around $200.00 .
This unit dincludes DIP switches that can
be configured for the IM-1 output format
in serial form. We're still gathering
information on electronic typewriters
at this time and will begin complete art-
icles, as promised, soon. Thanks for your
patience. '




PRODUCT REVIEW

FERZERX!!

This BK game, written in machine code
by G.R. JONES contains a TWO PLAYER OPTION
with both scores displayed on the playing
field, SKILL LEVEL SELECTION, ARCADE LIKE
ACTION, HIGH RESOLUTION GRAPHICS, AND
GOOD VARIETY.

The OBJECT of the game is to destroy
a number of ROBOT looking HI RES creatures
called CRETINS, before they destroy YOU!
Ten points are scored for each cretin
that you destroy. The more cretins destroy-
ed, the higher the score.

The playing field consists of cretin
infested rooms that are made up of interior
walls that you must AVOID contact with.
Any contact with an interior or exterior
wall will end the round. Once the amount
of cretins have been destroyed in a roomn,
you must exit safely in order to increase
your score by 100 points.

Upon entering a new room, a new batch
of ARMED CRETINS will greet you. Some
rooms are more difficult to maneuver in
than others because of random placed inter-
ior walls. Good variety in playing fields
and action are prevalent in this game.

ENTER ZERX!

The onslaught of ZERX 1in this game
increases the tempo and adds to the excite-
ment and challenge.

ZERX appears out of no-where! He plows
through walls and ignores your feeble
attempts to wipe him out. He slowly and
methodically STALKS YOU, and tries to
get you in a position that you can't escape
from. Your only recourse is to AVOID HIM,
get as many cretins that you can, and
EXIT the room as soon as possible. If
he catches you, the round will end! After
losing 3 of your men, either by ZERX or
the cretins, the game will end and the
final score will be displayed.

There are other interesting points
about this game, and some surprises during
the play. It's a high quality game for
all ages.

The following are important elements
of the game along with some glimpses of
the front screen, scoreboard.

1. PREDOMINANT LANGUAGE--MACHINE LANGUAGE
2. COLOR VARIATION--MODERATE

3. SOUND EFFECTS OR MUSIC--GCOD

4. TYPE QF CONTROL--JOYSTICK

5. SCREEN VARIATION--LAYOUT OF ROOMS
CHANGE AS THE GAME PROGRESSES.

LEFT N RIGHT

PLAYER 1 PLAYER 2

SPLATTER THE ZERXIAN CRETINS
10 POINTS )

CLEAR THE ROOM OF ALL CRETINS
100 POINTS

BONUS MAN @ 1,000 POINTS

1 NOVYICE 2 HUNTER 3 HERD

6. PREDOMINANT MODE CF RESOLUTION--HIGH
RESOLUTION.

7. INSTRUCTION CLARITY--SUFFICIENT FOR
THE GAME.

8. GAME VARIATION OR RANDOM SURPRISES--
LARGE VARIATION IN PLAYING FIELDS. SOME
SURPRISES OCCUR AFTER A CERTAIN LEVEL IN
REACHED IN THE SCORING.

Note...Because of the color contrast and
shading in the MAIN PLAYING FIELD of this
game, as it appears on a B & W set, we
were unable to produce a photo of it that
would reflect the overall quality of the
layout and characters.

Photos appearing 1in this section of the
newsletter are printed in order to give
you a GLIMPSE at SOME of the screens 1in
each program reviewed. Although every
effort will be made to print GOOD PHOTOS,
the ones appearing should NOT be considered
as FULL REPRESENTATIONS of the graphics
contained within the programs.



- SOAPBOX

KEITH PHILLIPS

"WHY AM I KEEPING MY APF? Someday we will
all own another computer. If I keep my
APF, how can it be utilized in a new and
better system? It could be used as an
I/0 buffer to greatly relieve a host com-
puter of the time consuming tasks.
buffers of 8K can run $300+ with no in-
telligence (or keyboard). Also, speech
synthesizer buffers.

Modems run slow and -can tie up a host
computer needlessly. The APF could relieve
your future computer of a lot of drudgery.

For special features-—a slight modification

to a host program would let the APF key-
board/joypad function as SPECIAL CONTROL
KEYS for ease of operation. The IBM has
you press 3 keys simultaneously for certain
basic words/functions. In summary-why
sell an APF at depressed prices? '

How about an
where people tell about new technological
advances they've read about that will
"help us make intelligent decisions on
when to buy our future computer.

When will color monitors suffer the price
declines that the pocket calculators,
digital watches, and home computers went
thru?

Let's get -everybody convinced that IT'S
FINE TO SHOP AROUND FOR ANOTHER COMPUTER,
but it's cost effective in the lIlohg run
to hang onto their APF!"

LOUIS G. DOOLEY
"You've invited input,
of comments.

so herewith a litany

First, I osc1llate between by 2ZX81 and
my IM-1, while also assembling an H89
computer. Even with the latter completed

I will not want to abandon elther of the
others.

I would like to have more information
about the 6800 family of chips (e.g. what
does 6809 have that the 6800 doesn't?).

I would 1like to have more information
about the IM-1 itself. For example, why
2 units; what can either unit do by itself
(without the other); description of IM-
1 successors; description of IM-1 kinfolk
(other 6800 systems, such as WINTEK line
and the new WORKSLATE).

I would like to have a service manual
for the IM~1 (was unable to obtain at
time of purchase), not necessarilg' the
original or a fancy copy.

Printer.

"OVER THE HORIZON" section

I would like info. on augmenting memory
and addihg printer capability, etc., with-
out going the BB module route.

I would like improved screen characters;
they are very dull and lack sharpness-
~-very difficult for me to read. (My 2zX81
has far superior readability.) IM-1 color
is very 1listless and on a B/W TV text
and background color contrast 1is almost
nonexistent.

I've added a 'FORTH EPROM' to my 2ZX81,
a very welcome diversion from BASIC. I
would 1like to have an IM-1 FORTH system.
Many of the programs in previous news-
letters were not printed well and some
contained errors; these latter were never
followed up with corrections.

A statement about APF's current
would be interesting.

The IM-1 joysticks and keypads are not
really first line gquality; the market
now offers a wide variety that could re-
place these, a job that perhaps the IM-
1 owner could do, with proper advice.

Why couldn't the 2 power sources be com-
bined 1into one unit? There's presently
too much of a jumble of cables to unsnarl
when one wants to set the machine up,
or put it away.

status

presents

RATT

The Grosvenor Group

8K ARCADE_QUALITY' HI RES GAME WITH FULL SCRSEN EDITOR

INCLUDED TO MAKE UP YOUR ONNX MAZES. CUIDE YCUR RATTLER

CAREFULLY THROUGHOUT THE SNAKEPIT IN PURSUIT OF QUICK

MOVING RATS! ON SCREEN SCORING AND CHALLENGING PLAY!
KEYUOARD CONTROL AWD NICE ACTION!




THE ARCADE

REVIEW

As mentioned last month, the HEXIDECIMAL
numbering system 1is used by the MC6800
processor to allow it to perform it's
functions. OP CODES are used as instruct-
ions to tell the processor where to look,
for data, how to handle it, where to put
it, or what in the world to do with it!

This month, we'll try to clarify the pro-
cedure in converting HEX numbers to DECIMAL
numbers, and back again. Consider the
following:

CONVERT DECIMAL 46 TO HEXIDECIMAL

Draw four ©boxes connected
labeled as shown.

4096 256 16 1

together and

The highest amount possible in any box
is F. Remember that counting begins with
ZERO and after 9 comes A,B,C,D,E,F. To
contvert our number of 46 to hex, first
divide 46 by the largest number possible
that appear above the boxes, that can
go 1into 46 without producing a negative
number. The number chosen would be 16.
46 divided by 16 would equal 2 with a
remainder. The digit 2 would go into
the box labeled 16 and the remainder would
be converted to 1its hex equivalent and
placed into the box labeled 1. The hex
equivalent of 14 would be E. So our decimal
number of 46 would equal O002E in hex.
To convert a number from hex to decimal,
simply multiply each of the hex digits
by their appropriate placement value.
Add these values together. The total will
be the decimal number. In our example,
002E would be converted to decimal as
follows:

2X16=32

E(14)X1=14

32+14=46

Now to continue on with ERIC BECKETT'S
instructions which will give you a few
more examples of how these conversions
are done.

If you have a large number, say for example
57,000 to convert from decimal to hex,

first divide your decimal number by 4096.
The answer, without the Sremainder is our
first hex digit. Take the remainder and
divide it by 256. This answer, without
the remainder is the second hex digit.
Take the remainder of that and divide
by 16. This answer without the remainder
is the third hex digit. The final remainder
will make up the fourth digit.

As an example, let's take our decimal
number of 57,000. To convert this to hex,
we would first divide 57,000 by 4096.
The result is 13 with a remainder of 3752.
So the first hex digit 1is D. Remember
A=10,B=11, C=12, etc. Now take the remain-
der of 3752 and divide it by 256. The
result is 14 or E in hex, with a remainder
of 168. So our next digit to the right
will be E. So far we have DE. Now divide
the 168 by 16, The result is 10 or A in
hex, with a remainder of 8. Our hex number
is now DEA. The final number is obtained
by dividing our remainder of 8 by 1. The
outcome of converting the decimal number
of 57,000 to hexidecimal is DEAS. It
is obvious that hexidecimal numbers are
used to represent LARGE decimal numbers,

To convert hex back to decimal we do just
the reverse. Take hex A440 for example.
Take the first digit (A), which by the
way 1s called the MOST SIGNIFICANT BIT
or MSB, and multiply it by 4096. A or
10 X 4096 = 40960. Write this number down.
Now take the next digit to the right times
256 (4 X 256 = 1024). Write this number
under 40960. Take the next number to the
right times 16 (4 X 16 = 64). Write this
under 1024. Finally take the last number
to the right, which is called the LEAST
SIGNIFICANT BIT or LSB, times 1 (0 X 1
= 0). Place this under the 64 in our totals
column and add the numbers up. What we
have done 1is (10X4096)+(4X256)+(4X16)+
(0X1) for a total of 42048. Our hexidecimal
number of A440 equals 42048 in decimal.

If we wanted to go to a MACHINE LANGUAGE
program or subroutine from a BASIC program,
and our machine language program started
at address A440, we would use a basic
statement of CALL42048 and the program
would immediately go to that address in
hex (A440), TO BE CONTINUED......



- ORCHESTRA PIT

AND NOW...... FOR YOUR LISTENING ENJOYMENT...... AN ENCHANTING MELODY CALLED 'FER ELISE'
conducted by

16 POKE Z6112/8¢ POKE 24578:33: CALL 17646 ¢.R. JONES 150 WUSIC "~/30-/50-/70408-30"
{1 PRINT SPC (11)i"FER ELISE": PRINT ¢ PRINT 188 MUSIC "e3e48450-450"

1z PRINT SPC (4)i"CONDUCTED BY G.R. JONES": PRINT ¢ PRINT 178 WUSIC "-/708892649-78840"
13 PRINT SPC (18)7"PERFORNED BY" | 175 RETURN

14 PRINT ¢ PRINT SPC (4)i"fOUR IMAGINATION NACHINE" S8 COSUB 20

15 GOT0 508 516 GOSUB 69

26 WUSIC "+78-478080476-470000470-450800450436" 526 NUSIC "-/78884": COSUB 26
35 NUSIC "-/38-/50-/70898-36" 53 GCOSUB 80

4 MUSIC "70430454-456" 559 COSUB 106
58 NUSIC "-/760882046-64" S8 MUSIC " -/76906698  °
55 RETURN 576 COSUB 20
60 MUSIC "79-#39-459455" 589 GOSUB 84

78 MUSIC "-/38-/56-/78948-36" 509 MUSIC "

75 RETURN

BF MUSIC "7ga5¢-a5%38"

99 NUSIC "-/38-/50-/78698-38 "
95 RETURN

188 NUSIC “-¥50#5g%60%78"

118 WISIC "-/50-/76086-28-56" 648 INPUT "LIKE TO HEAR IT AGAIN (Y/N) ":A$
128 MUSIC "#38+#70470360" : ' 656 IF A$="Y" THEN X=@: GOTO 14

138 NUSIC "-2648-48-428" ' 455 CALL 17846: PRINT

148 MUSIC "-¥50#79368%59" 468 PRINT “CLASSICAL MUSIC FROM THE CREATOR"
678 PRINT "OF...FERZERX!"

A\

608 X=X+1: IF YKZ THEN 15

614 MUSIC "-/30060084"

628 PRINT 3PC (7)7"THAT'S ALL, FOLKS!"
625 PRINT

638 DIN A$(3)

XXX T H E E N T E R T Aa I N E R O Xx¥XXXX

500 CALL 17044

S10 PRINT "%x%kxkxkxkx%¥ THE ENTERTAINER XXkkXxxx "

520 MUSIC "¥20%xIT0X1060070F0XK70X7AXKEQOX400XTORXI0O70X106CG400TO40~-40T0 TO20+20"
S21 MUSIC "30X10Z0X1030k1000K10X20X+20XT0K10Kk20XT0070XK20X10020+20"

S22 MUSIC "Z0%1030%1030%10006030+4060X10XT00K20X1060%X20020+20"

52T MUSIC "Z0X1030%X10Z0X1000%10K20¥+20XT0K10K20KkIO070K20"

S24 MUSIC "X100X10X20%30X10¥20XT00X10X20X10XIOX10X20XTO0OXK10X20%10"

S25 MUSIC "XIOX10X20%3I0070%20"

528 MUSIC "x10020+20"

529 MUSIC "3I0X10Z0%1030X%1000XK1O0XZ0XK+20XZ0K10X20XZ0Q70X20%100204+20T0X10T0X10T0% 1
Q006QS50+4060X10XT00X20%k1060%X20020+20"

S30 MUSIC "ZFOx10T0X10Z0X1000X10X20X+20XT0K1OX20KT0O0O70X20"

S31 MUSIC "X100X10X20%3IJ0X10X20XkZT00X10X20X10XTIOK10X20KTOOK1OKZ0OX1O"

S3I2 MUSIC “XI0Xk10%X20XZT0070X20%1003040+40"

533 MUSIC "S0605003040+4050605003010/50/60/70102030201020/503040506040F040"
934 MUSIC "S06050030404+405060T005060+607070+700604020F5003040+40"

535 MUSIC "S0605003040+40505605003010/30/60Q0/70102030201020100/30/+4050"

936 MUSIC "10/60100/6010/60/3010305003010/50/6010302010"

538  MUSIC "1000000000" Just add a few RESTS to this program, then

- forget about buying that PIANO! Our thanks
FRODUCED BY FRANKEL % ABRAMS INC. to FRANKEL & ABRAMS for sending it in!



HELPFUL HINTS

This category has been requested by a MAJORITY of membership. The intent here is to pass
along information that will explain some of the more unusual tips, and programs, that
would be of use to the membership.

STRING MANIPULATION

This is a short program submitted by JIM CLATFELTER that gives a good example of how to
use STRING VARIABLES in a prognram. '

16 CALL 17846t FOR I=-8 TO 32: PRINT & NEXT

15 GOTD 168

28 E$= KEYS$ (8): IF E$="" THEN 26

38 E= ASC (E$): RETURN

48 POKE 48968:2: POKE 499618

45 FOR N=8 TO 4: PRINT T${N:@)i: NEXT

46 . RETURN

58 POKE 48948,3: POKE 49961,896: PRINT "ENTER TW@ LINES":I=@: POKE 48961,928: PRINT SPC (453
32 POKE 48941,928: PGKE 923,143:4=928

35 GOSUB 2#: IF EX14 THEN 34

60 PRINT E$i: POKE A+I+1,143:T$(XsI1)=E$

65 IF I=44 THEN I=65:E=8: MUSIC "4": €OTO 85

78 I=1+1: GOTO 55

88 IF E=3 IF I=@ THEN 53

85 IF E=8 THEN T${X,D)=""iI=I-1:T$(Xy1)=""s POKE 48941,A+1: PRINT " "i: POKE 48961.A+1: POKE A+I,143: GOTO 55
98 IF E=Z POKE 48961,928: PRINT SPC (I+1)3: POKE 928,143: POKE 48961:928:T4(X,8)=A$(8,8)¢ GOTO 56

93 RETURN

168 DIM ES(1)1A8(1,64)1T6(4164)

788 FOR X=@ TO 4: GOSUB 5@: GOSUB 44: NEXT

285 POKE 48968,3: POKE 48961,896¢ PRINT SPC (97)i: POKE 46961,896

216 PRINT "TYPE RUN TO BEGIN AGAIN"S

213 STOP

386 REN KEYS REPEAT WHEN HELD DOWN

318 REM 928 IS A SCREEN LOCATION: 143 IS A CURSOR

328 REM 8 IS THE ASCII VALUE OF THE RUB OUT KEY

339 REN 2 15 THE ASCII VALUE OF THE REPT KEYy THIS KEY WILL RUB OUT THE WHOLE LINE AS YOU ENTER IT
348 REN  HERE IS AND CTRL KEYS WORK AS RETURN KEYS

358 REM IT'S OK TG ENTER COMMAS

368 REM PRESS PLAYT/SAVE AND TYPE GOTQ 8488 TO COAVE

8086 FOR I=6 TO 32: PRINT : NEXT

8814 PRINT SPC (4)i"STRING ENTRY ROUTINE™: PRINT : PRINT : PRINT SPC (7)3"BY JIM CLATFELTER": PRINT : PRINT ¢ PRINT : PRINT
8628 CALL 34648: CALL 34138: CALL 34861 '

CHUCK CLANCY has a method of displaying a LO RES SCOREBOARD at the top of a HI RES SCREEN
using a 1/60th INTERRUPT ROUTINE. A SPECIAL THANKS TO JIM & CHUCK for their help in this

category.

10POKE8193,60:P0KE8194,222 THIS SETS THE GRAPHICS MODE
20CALL17766 THIS CALLS ADDRESS LOADING RTN FROM ROCKET PATROL ROM
30POKES508,1 THIS SETS THE INTERRUPT
TO EXIT POKE 8195,52:POKE8194,30
76A=100:B=125 THE FOLLOWING WILL SET UP THE SCOREBUARD FOR DISPLAY
78P0KE40960,2:POKE40961,0 PURPOSES.
B8OPRINT"SCOREL=;A;" SCORE2="3;B
81CALL17006
83A=A+2:B=B+1
841IFA=200THENPOKE40960, 2 : POKE40961,0:G0OT088 0000606000000
85GQTO78

88PRINT"POKE8B195,52 THEN 8194,30T0"
90PRINT"RETURN TO BASIC OR LIST FIRST"
91PRINT"TO PROVE IT'S NO FLUKE "



3 REN "))))> GAME MODIFIED BY  K.D.WIRTZ-PENETANG/ONT.-CANADACLL(("
1§ CALL 17846: POKE 24378,38
20 POKE 48968:2: POKE 46941,8

39 X=159: FOR $=544 TO 575¢ POKE SyX: NEXT SI IOR XX XXX XX
49 X=175: FOR $=576 TO 687¢ POKE SyX: NEXT
58 X=191: FOR $=668 TO 639: POKE SyX: NEXT : ¥ * ¥ ¥ 4 4 4

33 X=223: FOR S=548 TO 671t POKE Se¥: NEXT
68 PRINT : PRINT ¢ PRINT ¢ PRINT : PRINT ¢ PRINT ! PRINT “HHerstttititibH bttt
63 PRINT™ CHUCK -A- LUCK?" PRINT "SESsssess b st aasbas s i pa "

78 MUSIC "1716151413121234567": PRINT

75 X=235: FOR S=844 TO 895: POKE S»X: NEXT

88 X=159: FOR 5=894 T0 927: POKE SsX: NEXT ‘ RAMS
83 X=191: FOR $=928 TO 959: POKE $:X: NEXT

98 X=239: FOR $=968 70 991: POKE S+X: NEXT

188 COLOR =4: SHAPE =15: VLIN #:15,8: VLIN #/15:31 The program CHUCK - A - LUCK sent in by RUTH & KLAUS
128 FOR I=) TO 1#@@: NEXT : CALL 17846 WIRTZ-CANADA. ARITHMETIC PRACTICE sent in by ARTHUR
148 PRINT * CHOOSE A NUMBER FROM- 1 T &-" SEBELIUS. THANKS TO RUTH, KLAUS, AND ARTHUR for provid-
145 PRINT : PRINT ™ I WILL ROLL THREE DICE" ing this ENJOYMENT!

158 PRINT : PRINT " IF YOUR NUMBER MATCHES ONE DIE ": PRINT " I WILL PAY EVEN MONEY": FRINT

155 PRINT " IF YOU MATCH TWO DICE I WILL ": PRINT ," payY Z: I “ s e el e e e [ e L
166 PRINT ™ IF YOU MATCH THREE DICE I WILL" 7 DIN C$45): DINM 4%(3)

165 PRINT ," pAY 35t " : : 3 PRINT "ARITHMETIC PRACTICE": PRINT “BY ARTHUR SEBELIUS"

178 PRINT : PRINT :M-588 4 PFRINT
188 PRINT "YGU HAVE 44 "iMi" . MAKE A& BET 1" 3 PRINT
198 PRINT : INPUT ""4B ' 6 PRINT

‘ 7

8

1

192 MUSIC "sigg” INPUT "HOW MANY EXANPLES"N

195 IF B=8 THEN STQP INPUT "EASY OR HARD",A$
268 IF BN THEN 418 B 1=K+

218 IF B)8 IF B#if@= INT (B#188) THEN GOTO 238 12 IF X=N+i THEN GTOP

2@ GOTO 428 13 PRINT X

238 PRINT " CHOOSE A NUMBER " 15 IF A$="ERSY" THEN GOTO 18
Z43 PRINT ¢ INPUT "".N ' 16 IF A$="HARD" THEN GOTO 28

Z45 MUSIC “3d3938202828" 18 E= INT ( RND (@)#1@):F= INT ( RND (d)#188+1)
238 IF INT (K=K IF NO@ IF W7 THEN GOTQ 278 19 GOTG 25

268 PRINT " CHEATER ! {™ GOTO 238 28 E= RND {(@)#1@8:F= RRD (8)%168+1

278 A= INT { RND {1)#4)+! G Z= INT { RND (B)%441)

272 FOR 1=1 TO 3@: NEXT IF Z=1 THEN GOT0 79

Z75 D= INT { RND (@)#2+¢1)+ INT ( RND (1)*4+1) IF 7=2 THEN GOTO 28

277 FOR I=1 TG 58¢ NEXT IF Z=3 THEN GOTO 99

286 C= INT { RND (@)#4+1) IF 7=4 THEN GOTC 184

82 MUSIC “1234567x14283%4x58487" PRINT Es"PLUS™/F

285 PRINT ,"DIE # 1 IS A "iA INPUT "EQUALS".B: GOTO 119

286 PRINT ¢ PRINT +"DIE # 2 IS A "i] PRINT E/"NINUS"F

288 PRINT ¢ PRINT ,"DIE # 3 1S A “iC INPUT “EQUALS"+B: GOTO 120

298 =4 PRINT E+"TIMES"F

366 IF A=N THEN T=T+{ INPUT "EQUALS"B: GOTD 138

318 IF D=N THEN T=T+l PRINT Ey"DIVIDED BY".F

328 IF C=N THEN T=T+! #5 INPUT "EQUALS"sB: GOTO 146

336 PRINT " YOU HAVE MATCHED "'T!" TIMES." 18 IF B={F+F) THEN PRINT "WOW!": GOTO 158
332 PRINT 3 HUSIC "5658386@5858333": GOTO 157

335 IF T=# GOTO 354 28 IF B={E-F) THEN PRINT "WHEE!": GOTG 158
346 (N T GOTO 388,594,440 25 MUSIC “585636685858333": GOTO 157

358 PRINT ¢ PRINT " YOU LOOSE $ “iB 38 IF B=E#F THEN PRINT "WHOOPEE!": GOTQ 150
368 M=N-B: IF W<=8 THEN GOTO 438 35 MUSIC "S@58384685850333": GOTO 157

378 GOTO 184 48 IF B=E/F THEN PFRINT "HOT DOG!": GOTO 158
386 PRINT ¢ PRINT “ YOU'VE WON § "iB:M=M+B: GOTO 188 45 WUSIC "5P563843058333": GOTO 157

1
1
1
A
398 PRINT : PRINT ™ YOU’VE WON § "iB¥Z:M=N+2#B: GOTO 189 158 RUSIC “4B666818666666"
1
1
1

o

XXX XX EXX

Z
3
4
b]
8

N SRS U WS
=y

b
7
7
8
9
9
1
1
1
1t
1
1

468 PRINT : PRINT " YOU'VE WON § "iB#3:N=N+B¥3: OTO 184 32 PRINT
418 PRINT " T DON'T TAKE 1.0.U'§ t1!1%: GOTO 188

426 PRINT ™ DON'T GET CUTE, HEY !!"s GOTO 189

438 NUSIC “/76086/7006/788/78/7": PRINT "YOU BUNsYOU HAD TO GO FOR BROKE”

435 PRINT "I DONT WANT TO KNOW YOU ANY NORE": MUSIC "s7g#78%78"
44§ 5T0P

34 A=A+]

33 PRINT "NO. CORRECT 1§"sA: GOTO 162

157 =641

158 PRINT "NO. CORRECT 15":@

162 PRINT

165 PRINT "YGUR SCORE 1S"188#R/ (A+C) +"PERCENT"
178 GaTQ 18

EEEEEEEEEEEEEEEE%EE [——0ai——ua



- e ~
Greg M. Ching R. Bruce Hosken
121 Emerson St. 70 Darwin Ave.
Palo Alto, CA 94301 Merritt Island, FL 32953 (305) 452-3015
A senior, double majoring in Electrical Engin- Space Shuttle Systems Engineer/Programmer at
eering (Computers), and Philosophy (Formal Kennedy Space Center, Florida, President of
Systems) at Stanford University, Space Coast Microcomputer Club and Computers-
"I am very interested in working to extend for-Kids (C4K) project in local school system,
the capabilities of my IM-1, especially in Now writing APF IM-1 educational software for
the area of MAIN FRAME communications." school labs with more than 50 APFs in daily

use,

\ J/ \.

- A SN ~
Steven G. Liberatore John Pierce
7 Richard Circle 1731 N, 1575W, #4
Woburn, MA 01801 Layton, UT 84041
"I own an IM-1 with dual disk drive, RS232 "Please put my name in the "LONELY COMPUTER"
interface, printer, and a modem. I am an section. I'm an electronics technician with
Electrical Engineer at U-MASS and hope to use the U,S. AIR FORCE."
my machine for more uses other than playing
and programming games."

_ ) L )

N\ (

Michael Russell Andrew B, Maul \
Box 2084 CS o . 2538 Everglade Dr.
Pullman, WA 99163 Lake Havasu City, AZ 86403 (602) 855-8963
"Have massive software for the APF. Have ex- "I know how to program in BASIC very well,
panded the machine to control any outside elect- I plan to go to one of the Arizona universities
rical device, Will help or trade with interested next year, Major: Chem Engineering, 1 would
APF owners." 1i“e to know how to program in other languages,"

N ) U )

Gwight E. Morris ) (’Douglas L. Smith \

2324 Bimini Dr, 3952 Persimmon Dr,, Apt. T2

W. Palm Beach, FL 33406 Fairfax, VA 22031

"APF computer, RS232, RB-K, Epson Printer, "Have system with 2 disk drives and a printer

Modem. Interested in flying, ham radio, machine & modem. Am interested in finding adventure

programming, real estate, gardening, beer!" for the IM-1, Am professional computer pro-
grammer. Like to trade programs and write
programs."




= CALL 176844

For those of you who don't mind

18 X=8 spending a little extra time

15 PRINT “ENTER OBJECT # FOR LOCATION "iX at the keyboard, here's a program

16 PRINT "OR ENTER -1 (RET} TO DISPLAY" that will take you and a com-

17 PRINT "OR ENTER -Z (RET} TO EDIT" panion about an hour or so to

i8 INPUT Y do. When completed, a colorful

19 Q=6 LO RES front screen picture will

38 POKE XY be displayed on your screen.

38 1F Y=-1 GOSUB {58 This is a method of sharing SCREEN

31 IF Y=-2 GOTO 204 ART without the need of a cassette

32 1F Q=1 GOTO 366 tape.

53 1IF Q=2 G070 76 After entering the BASIC program,

34 X=X+l type RUN. Have your partner read

55 IF @=>511 PRINT “SCREEN IS FULL“: MUSIC "123453": GOTO 56 1,2,or3 digit numbers from left

48 GOTO i3 to right, 1line by line, while

78 CALL 17944 you type them in. You may stop

73 FOR Z=5iZ 70 1624 and display unfinished portions

88 POKE Zy PEEK (2-512) at any time, edit dif needed,

98 NEXT and return to the program again.

95 IF @=7 €070 1S The first group of numbers _ (3

188 POKE 48968+253 digits) will be entered at memory

116 CALL 34048: CALL 34138 location ZERG, and will advance

126 POKE 48948+2: POKE 489461,8 each time an entry is made until

138 FOR Z=1 TO 17¢ PRINT "YOUR PICTURE IS SAVED TO TAPEL!™: NEXT the entire screen is full. At
- 148 STOP that time, the picture will be

158 PRINT "ENTER 1 (RET) IF YOU WANT TQ" ready to- display, or save to

151 PRINT "DISPLAY AND CSAVE IMMEDIATELY." . tape for future display.

“152 PRINT "ENTER 2 (RET) JUST TD DISPLAY": INPUT @ If you would like to pass along

133 RETURN YOUR favorite front screen for

154 S70P : others in the club to see, send

288 INPUT “ENTER LOCATION (8-511) TO EMT“!C it in ON TAPE and we will decode

281 INPUT "ENTER NEW VALUE"!N d int it i i i .

282 POKE CoN: PRINT "CHANCE'IS MABE": GOTO 15 VA A AEE— A a_n e ’l’_ln = uptﬁn‘l'n_g — Ay a—
263 CTOP 166 211 168 Z11 1466 175 Z15 211 211 231 Z11 Z15 196 1468 215 168 140 1466 168 168

168 168 197 205 197 177 197 197 197 197 2685 168 197 211 211 213 215 175 215 Z15

386 " - u

Sgi i:i:? ";ggfglng:I;AggrzgisigsLe'/s“vE 215 245 215 215 178 2135 213 216 214 215 Z15 Z15 166 146 197 197 197 197 197 197
382 INPUT Al COTO 78 ' 197 197 197 148 215 215 175 215 215 175 215 215 215 215 215 215 94 1468 209 168

168 216 215 215 178 Z14 197 2685 197 197 197 197 197 197 285 168 215 215 175 96

213 175 215 215 215 215 213 215 168 215 215 215 211 168 216 216 214 178 197 197
197 197 197 197 197 197 197 168 215 215 175 215 215 175 215 Z15 215 213 215 215
118 215 215 215 116 173 175 217 168 216 197 285 197 197 197 197 197 197 263 148
215 215 175 215 215 175 215 215 215 215 215 118 215 215 215 215 215 118 175 175
217 168 197 197 197 197 197 197 197 197 197 168 215 215 175 215 215 175 215 215
215 215 118 215 215 215 215 215 215 Z15 116 175 175 217 197 283 197 197 197 197
197 197 285 166 215 215 175 715 215 175 215 215 215 116 215 215 215 215 215 215
215 215 215 118 175 175 197 197 197 197 197 197 197 197 197 188 Z1S 215 175 215
215 175 215 215 116 219 215 215 215 215 215 215 215 215 215 215 {1f 179 197 2685
197 197 197 197 197 197 285 168 215 215 175 215 215 175 215 118 215 215 215 21§
215 215 215 Z15 215 215 215 215 215 118 197 197 197 197 197 197 197 197 197 148
215 215 179 215 215 175 215 118 215 215 215 215 215 215 215 215 215 £19 215 215
215 118 197 285 197 197 197 197 197 197 285 168 15 215 175 215 215 175 Zi5 118
215 215 215 15 215 215 215 245 245 Z15 215 215 215 118 197 197 197 197 197 197
197 197 197 168 215 215 175 215 135 96 216 116 216 219 216 214 216 210 218 216

216 216 219 139 130 119 149 285 197 197 197 197 197 197 285 168 215 213 175 135
135 175 168 166 160 168 168 168 168 168 146 168 168 168 158 108 166 168 197 157
197 197 197 197 197 197 197 168 215 Z15 135 215 215 175 146 168 168 3 8 1

187 9 187 160 148 148 166 160 197 285 197 197 197 197 197 197 265 148

215 215 160 215 215 175 168 160 166 28 9 13 5 19 224 224 160 168 1460 140

168 197 197 197 197 197 197 197 197 197 197 197
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READ/DATA

The DATA statement allows you to store
data inside your ©program, Data in the
data lists are obtained via READ statements
when the program is run. The data list
contains the wvalues to be assigned to
the wvariables specified in the variable
list of a READ statement. Items in the
data 1list are separated by commas. When
a program reaches a DATA statement, it
proceeds to the next statement with no
other effect.

DATA statements may appear anywhere
in a program, but the order in which they
appear is important. Data from the data
lists are read sequentially, Tbeginning
with the first item in the first DATA
statement. If your program includes more
than one DATA statement, the DATA state-
ments are read in ascending line number
order unless otherwise specified by a
RESTORE statement.

Thus, the order in which the data ap-
pears within the data list and the order
of the DATA statements within the program
normally depend in which order the data
is read.

Data in the data list must correspond
to the type of the variable to which it
is assigned. Thus, if a numeric variable
is specified in the READ statement, a
numeric constant must be in the correspond-
ing place in the DATA statement.

The following is an example of a DATA
program using numeric variables.

CLASSIFIED

’ J 7 o S S ]

o e

- *%X¥**XEDUCATIONAL PROGRAMS**¥#% -
COMPUTERS-FOR-KIDS (C4K) PROJECT AT LOCAL;
ELEMENTARY SCHOOLS RUN DAILY APF LABS

—USING THESE NEW APF PROGRAMS: ALPHABET -
TUTOR, NUMBER LEARNING, SETS OF THINGS,:
MATH DRILLS, WORDS/SENTENCES, & MANY

~MORE, SEND FOR LIST & DATA: S

R. BRUCE HOSKEN, 70 DARWIN AVE,
MERRITT ISLAND, FL 32953

AArSBRA AT R T

.at you with your three way machine gun, ~

Only to find that another one comes at -
= you. Hi-res, many sounds. Send check
or money order to:
Eddie Bednar, 11804 Brookwood Rd.
Austin, TX 78750

$8.00

*****GAME PR%RAMS*****
STAR CASTLE - Similar to the very popular .
-__ arcade game. Try to shoot the star castle.
gThe wall which separates the star from =
T your space ship stops vyour fire, The
star castle can fire back. Hi-res, and
—— many sounds. Very fast, difficult game. :
- Send check or M.0, to:
- Eddie Bednar, 11804 Brookwood Rd.
Austin, TX 78750

*%*¥¥CLASSIFIED ADVERTISINGH**¥***

100FORZ=1TO5 .
SIZE: 3 INCHES WIDE X 2 INCHES HIGH (Red.) .

110READA,B

120PRINTA,B COST MONTHLY: $8,00 per box -
130NEXTZ - TERMS: Submit your ad with your payment,g
140DATA2,4,6,7,8 — typewritten within the borders of a 3=
150DATAL,2,3,4,5 = X 2 box, A MAXIMUM of 2 boxes is allowed —=
160STOP 3 ;‘for each member monthly, For larger space,

send for ADVERTISERS RATE SHEET. Have

IR EITEITEI I EP AP EDP TP VDT s ¢ your ad to us AT LEAST 1 month in advance!™
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MAILBAG

We received a package from BRUCE HOSKEN which contained a lot of information about his
SPACE GCOAST MICROCOMPUTER CLUB and COMPUTERS FOR KINDERGARTEN (C4K). We have written to
My . Hosken and asked permission to re-publish some of the articles about his club and
we're still awaiting his reply. We would hope to be able to have it ready by next month,
The following information was submitted by DAVID DONNELLY and is a continuance of last
months list of POKES AND CALLS that can be used in IM-1 programs. Thank you David! The
list will continue each month (space permitting).

DECIMAL HEX CONDITION REMARKS

32975 80CF PROC INPUT FROM KEYBOARD TO REG-A. RET 6-9
33403 827B PROC OUTPUT ON PRINT MODE MARKER. REF RS5232 CHAP6
33907 8473 PROC OUTPUT TO SCREEN. REF 6-9

33934 848E PROC OUTPUT CHAR TO SCREEN. REF RS232 P.16
34040 84F8 PROC MOTOR ENABLE..2-SEC WAIT. REF 7-2

34061 850D PROC MOTOR OFF..AUDIO OFF. REF 7-2

34138 855A PROC WRITE HEADER..SCREEN..MEMORY..CHECKSUM 7-2
34141 855D PROC WRITE HEADER..MEMORY. REF 7-7

34225 85B1 PROC READ SCREEN..MEMORY..CHECKSUM. REF 7-2
34228 85B4 PROC READ TO MEMORY. REF 7-7

34964 8894 PROC ‘ RETURN TO BASIC. REF 5-5

40960 A000 FLAG CURSOR ADDRESS. REF 6-1

40961 A001 FLAG CURSOR POINTER (LSB)

40967 A0Q7 FLAG LOW BYTE TO START READ/WRITE REF 7-7 (LSB)
40968 A008 FLAG LOW BYTE TO START READ/WRITE REF 7-7 (MMSB)
40970 AQ0A FLAG HIGH BYTE TO READ/WRITE (LSB)

40997 A025 FLAG DISK SELECT DR-0=X31,.Dr-1+X31 (SEE 26791)
41009 A031 FLAG DIM VAR POINTER REF 5-6

41010 A032 FLAG DIM VAR POINTER (LSB)

MORE DIAL UP BULLETIN BOARDS!

NET-WORKS ADVENTURE, CHICAGO, IL....vvuvenennnn (312) 475 4884

ABBS ROGERS PARK, CHICAGO, IL..vueveueeenennn ... (312) 973 2227

AMIS CHICAGO, IL...v.vuon. et ....(312) 789 3610

BBS IBM PCMODEM, CHICAGO, IL...'ve'vrerenneenenn (312) 376 7598

CBBS AURORA COMPUTER PERIPHERALS, AURORA.......(312) 897 9037

CBBS CHICAGO, Il .uuvieinirnnneeneennneennnens ....(312) 545 8086

MCMS GC.A.M.S. CHICAGO, IL..vuvueruennenneenenann (312) 927 1020

NET-WORKS APPLE NET, CHICAGO, IL..uvevueeurnnnn (312) 963 5384  Some of these boards are
NET-WORKS CHIPMUNK, HINSDALE, IL...veveeenenrnn. (312) 323 3741 very busy, so be patient.
PMS-CHICAGO, IL..... e e e (312) 373 8057 Early morning hours are
PMS-DOWNERS GROVE /SRT.v'ervvenneennns et (312) 964 6513 usually the Tbest times
PMS-I.A.C., LAKE FOREST, IL.......... cveeeeeaaa(312) 295 6926 for most. If you don't
RCP/M A.B. DICK CO., NILES, IL........ veeeee...(312) 647 7636 receive an answer after
RCP/M BRIDGEPORT, IL....... e ve...(312) 326 4392 a few rings, go on to
RCP/M GLEN ELLYN, CHICAGO, IL........... e (312) 469 2597 a different number and
RCP/M JANUS SOFTWARE, HINSDALE, IL.....ce0voee. (312) 789 0499  try again later.

OQur list of dial-up bulletin boards and user nets is growing and growing. It will take
time to verify that the numbers are good, but eventually we should have some numbers of
working systems in YOUR AREA, If you are in a hurry to get some of these numbers, give
us a call, or write, and we'll try to find some on our current list of verified numbers.
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DIRECT CORNMMECT SI—E3&8 SERIAL INTF
Noo bldog. blk. reguired; plugs into the back of IM-1. 444,385
Dl}"‘ec‘.‘t CCH’:Y?EC‘."C SI—EEE & RS—ESE Cable------------i----‘----n$59- 95

i
Ll
Ll
L P , "
Vi »* w ¥ SOFTWARE - = x

L] .

; .
}1 FERZERX . :
rl Absalutely one of the best, most professiornal arcade games avail-
EI able foar the IM-1! 1@2% machine larnguage means the action DOES
'y NOT STOP for saund effects, as in most other pames. Similar
L to Atari’s BERZERK arcade game... (BK)...iiivrreecnncnnnesas$9.95
i ' | -
il STAR TREX . .
i1 8till an all-time favorite of arcade-lavers & intellectuals alike.
il Strategy with graphics and lots of excitement... (BK).veuwe.$9.95
|}

1
}I CONCENTRATION, HEAD-HUNTER, & MINODTAUR L .
I's Hi~res graphics & adventure for family fUW (2 8K programs) $6.95
»
it ‘
l‘! SDEE}:‘:IL. QLL5GQMESIllIl.llIIIIllI.ll.IIlI.II.lIlI.*EEIQS
v

i .
e *x % % HARDWARE % * x

n
L]
It EUWILDING ELOCHK (ONLY & LEFTH
Y Re—conditioned, with copy of APF manual.cssecavsnreead $39.95
L] .

5 : v
%ﬁ R&—kFH Ra@Yi MEFMFMORY. » ST —=3=2Z INTF
I.I NEW, With maﬂual‘.....'-.5...1-.....,..-----------....EQCH.-.$14.95
) .
L ’ ' : B
i R5S—=Z3& SRAERLlLLE
b Please include pirn conmections for your printer, o specify
l.l Sta‘l’ldar\d Dable-.."-.-'n;.,n"l"l"l-.-..-’---------n-l---l..ll--l--l-$19l95
i . v
I:l SpECIF:lL_ BB, RB—H,SI—ESE’ & CQBLE..--..---.-.-.--I--u$79-95
il

i

]

]

i

e T e T e

=24 FMMEMORY EXPANSION KIT

This kit will expand your computer’s memory to 24K. Comes
caomplete with parts, detailed instructions amd illustrations;
however SOME SOLDERING EXPERTISE AND ELECTRONIC HAND TOOLS RRE
REGUIRED!. YOU mMUST HAVE A BE-1 EXPANSION EBLOCK IN ORDER TO
INBTALL THIS KIT! It will allow the storage of up to 4
sirngle~-spaced pages of text when used with COPRPY WRITER!
Please specify which kit you need whew ordering: '

#1 If you have 16K interﬁél.;;éomés with NEW R8-K RAM.....$34.95
#E‘. I‘F thLl haVE RB—H RF\IMHI-.---n--.---------un.---n------.-*39-95

g e e e e e e

#3 If you have BK orly...comes with NEW RB-K RAM..... e nane$44,95
Eﬁ Al L. HARDWARE ORDERS MUST INCLUDE
11 FB5. @ FOR SHIPPRPING ARND HANDL . ING.
" .
}{ ALL. HARDWARE ITEMS COME. WITH 9@ DAY GUARANTEE, AND ARE AVAILABLE
' ONLY WHILE SUPPLY LASTS!  NO SHIPPING CHARGES ON SOFTWARE.
L) )
E; Send check or money order ta:
o G- R. JONES. |
is G199 H. 185 E- PL. .
1) TWL.SA, ORI AROFMR 74128
= E
Pt et e e e e e
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apart to play the GAMES‘DP_maybe
vowu domn®™ & have: the ORGINSGL PAPF
CJame CARTRIDGES- well,here they
ar-e Mmow ! L1t Converted to be
loaded FfFrom tape anrnd RUN Jdust

like anmny Dther pragram ywour, hhaasve o o -
They camn also be stored-mn DISC. -

i

a. UFO / SEA MONSTERS 7/ BREAK IT DOWN 7 REBUILD /'SHOOT(with variations)~

. This is one of the better games gver. wrltten....

B. BOXING With several variations..... - :

C. FINBALL / DUNGEON HUNT / BLDCFDUT (with 3 versions)

D. BRIChDDNN / SHOOTING BALLERY Brickdown- 1t takes good shoot1ng

and steady aim....- ‘
E. CATENA {very similar to DTHELLQ) hopeiully'the machihe wbn’t ‘
cheat anymore..cs....«
F. HANGMAN / TIC TAC TOE /DODDLE a goud one far P1ds to learn to
think..os...

G. CASINO 1: ROULETTE / FEND / SLOTS ' Las Vegas here ycu come.

H. BLACKJACK. this rounds out the. Las Vegas games....... ‘

1. BASEBALL This one plays a good game a Baseball and alows a . ~

' lot of control on the ball % plavers.....

1f anybody out there has any cartridges not listed & would like to _

have them converted please contact us at_the address’ below..... '
\
i
\
\
!
N
!
\

For the real serious programmer out there that would like to see how
these programs do what they do, we have DISASSEMHLED 11st1ngs
available.....

FRICES L PRICES F?FE]IC:EEES

1. One Program Tape . S B " Each j$4 -

2. All Frogram Tapes . Total $ 19 . FP=
(2 pragrams per tape) ‘ : N o .

3. One Program Listing _ o 7 Each B4 . P95

4. All Program Lzstxngs : S Total 354 . F5

R S N N N N I I oI N R I S T T IR PN O F= = - == : ==ome ez
S. Basic Interpreter Assembly Llstzng . _ BLF .S
(Orginal Factory Listing) L ' ' :

6. Expanded Editor & Assembly Operation & Use Manuals - .
by THOMAS F’l&:[FQlaﬁﬁllf?rﬂ E P =T

7. DOS Information by Louis Bolduc - : - 1 jraled

8. Kit to allow use of ATARI type joysticks along with AFF.
joysticks. Kit includes one cable & directions for-install-
ation & modification of your ATART joystickS..ee.
, : . Each < . =25
: . 2 for 1 3Z:. P55
. Mod1fled ATARI type JDYSthkS to go with aboave k1t....
‘Each % .95
Flease include %22 . &35 shipping & handling #or each item ordered,
NO CHARGE for shipping & handling on ORDERS ABOVE <5 22435 . 135435

B TLEE SUPPLrgs_LR T A FREE N
FPROGROMMING & TECHNICAL AESSITIT - N
MOAONIIOL BNITH ERLCH ORDERSI S £ 7274557 '
Send all orders toz:::

M B £E!V1T£EI?}DI?.Z:3£E£? XTI -

PO BOX ZHXZZ ' :

SPRINGDRDAL E : ' o ‘

RRRKONSLHS 7’:?7’¢5:5 o : ,

mn_,’_”“"—”—"



