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INTRODUCTION

Over four years ago, when the microcomputer revolution was little
more than a low rumble, SoftSide, ‘‘Your BASIC Software Magazine,”’
published its first issue. In its early days, SoftSide supported only one
machine, the now-venerable TRS-80® Model 1. As the revolution gained
momentum in the last years of the 1970’s, SoftSide instituted a separate
version of the magazine for the new Apple II® personal computer. The
Apple added something novel to the microcomputerist’s world — color!
What could come next?

In August of 1980, SaftSide initiated a new format. That issue was the
first combined magazine for the TRS-80 and Apple with the addition of
another new personal computer, the Atari® 400/800. SoftSide was now
providing quality BASIC software for three computers at a price that
made it a great bargain (and still does).

SoftSide has always relied on program submissions from its readers.
Few publications have a readership so intimately involved with its
month-to-month features. As SoftSide grew and improved, so did you,
our readers. You made BASIC do previously unimaginable things.
Through SoftSide, the once-mute TRS-80 and Apple computers were
given voices, and the Atari veritably sang.

Though its main purpose has always been to provide the best entertain-
ment software in BASIC for the home computer user, SoftSide has ex-
plored every facet of personal computing. The book you now hold con-
tains utilities, space games, adventures, an information manager, a text
editor, and more — in all, over twenty fully updated programs to amuse
you and help you use your personal computer to greater advantage. In-
cluded are some of our most popular programs ever, Quest, Flip-It, and
SWAT. Most of the programs have been fully documented by the
authors, and are accompanied by annotated variable lists, to help you
learn more about BASIC and the way the programs accomplish what
they do. If you are a regular reader of SoftSide, these are familiar
features. If you're new to us, welcome to The Best of SoftSide.

The Best Of SoftSide «......oooovvvnnnn.



USING THE BEST OF
SOFTSIDE

You are now holding the TRS-80 version of The Best of SoftSide. Also
available are the Apple and Atari versions.

Each program in the book is introduced and explained by an article,
followed by a listing of the BASIC program itself. These listings were
generated by a TRS-80 like yours, in a 64-column format that matches
what you should see on your screen. Except where specifically noted in
the explanatory article, all the programs will run, unmodified, on both
Model I and Model I1I TRS-80 computers.

We’ve also included SWAT, the Strategic Weapon Against Typos,
which will prove to be a great aid to your typing. This debugging pro-
gram appears last in the book, while the SWAT tables it generates im-
mediately follow each program. The SWAT article explains how to use
the program to locate and eliminate typographical errors. Many of the
programs in The Best of SoftSide originally appeared before the develop-
ment of SWAT, and appear here with SWAT Tables for the first time.

If typing doesn’t sound like fun to you, be sure to see the special order
form for the disk version of The Best of SoftSide elsewhere in this book.

And now, we proudly present The Best of SoftSide.

The Best Of SoftSide.........ccovvves.



Minigolf

by Mitch Voth

o

Minigolf is an arcade/simulation game
for a TRS-80 with 16K RAM.

Do you remember the golden days of
youthful summers, when you and some
friends would go to the miniature golf
course? Do those days seem too far in
the past? Here is a program that will let
you recapture a bit of those days,
without leaving the keyboard of your
TRS-80. Minigolf is a graphic
representation of a nine-hole miniature
golf course with banked walls and even
some sound. For more fun, the pro-
gram accommodates up to ten players,
although you can play alone if you so
desire.

In Minigolf, you control the angle of
your putter by pressing the left and
right arrows on the keyboard. Then,

when you feel that the angle is correct,
press a number from one to nine, in-
dicating how hard you wish to strike
the ball. One is a light tap, and nineis a
hard hit. The player with the lowest
number of strokes after nine holes.

Variables

A: General work variable,

B1, B2, C1, C2, D1, D2: Used in
moving the ball.

HH: How hard the ball is hit.
HM: Horizontal movement.
M1, M2: Movement indicators.
NP: Number of players.

P: Par for each hole.

PT: Player’s turn number.

S(i): Score for each player.

S: Number of strokes per hole.
VM: Vertical movement.

Z%(i): Player names.
The Best of SoftSide I
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Initialize variables, and input ths number of players and their
names.

16 CLS:CLEARZOC: BEF IMTA-H: DEFSTRIPRINTCHRE(Z]) s PRINTIE, " TES-30
® HOLE®;:FRINT2EZ, "MINIRTURE BOLF'

30 PRINTR40N, "NUMBER OF PLAYERG™;:INPUTHP:IFNPF10, LOELSEFRINTRAD

6, CHRG300 5 FORA=1TONP: FRINTSA0L, "PLAYER #71A;: INFUTTCAT FRINTIS

38§CHP£f‘0}. HEXT:LLE: 8070300

Score subroutine

46 CLS:FRINICHRS C25PRINTSZ, "SCORE "1 FORA=1TONPLFRINTT (43, 54A)
PHEXT:FORA={ TO40H0 NEY T CLE RETURN

Input routine to get putter movement and numeric input for hitting
ball.

Sh I=INREYE IR TRASE (1 C3RANDABC () 248, HH=VRL {2} L0 POEENRE,
AbtHN=0 =l IF#-..FESET&CI L2V eRESETICI+E, DY BBTHZGOELSESET (D)
(C2Z3SETEE1+1, L2 1007200
AU T=OuIFIC T IFARCLT=E, LP=CRele IFCR=17,CP=1: IFA=L,RESETICL, 02
PeRESET{Ci+l, C;l GOTOIOOELSESET4CL,£2)18ET4C1+1,£25 1 60T QOELEE]
FQ=15RE5E?!E{,E2}:RESET£Cl+1,£2§:SGTBIGQEiSESETEEI,CE}:SE?{EI+1,
CZHIBOTRID

O [F7{sm*, IFASLiLI=9,5P=CF-1: JFOP=0,CF= 162 1Ff=1,REGET(LL,C2I4RE
SE? £1+1,C20 1 GOTOLO0ELSESET (CL, 021 4SETAC 4L, G211 RATAILS JELSEIFA=L
,REEE?{C PRHYRESETICI+, C.;.E”TG!HUFLBESETftl C2y:5ETICI+E,C20:
GOTOID
8¢ BOTOS0
F0 FOKEHP 46 SETIRE, 821 SETARL+1 B30 IFPRINTILY, 22021 A= REBET
(£1,L21 s RESET LT+, 023« GATOSOELSESETILT, £2) 1 SETHEL 1, C21 1 A= 12 B0T
2an

Routine to alter ball or putter position values.

100 ONCRBOTO101,102,103,104, 105,146,107, 108,199,110, 111, 112, 113,
The Best of SoftSide



114,115, 114
101 E1=Bi:02=82+21M=0: M2=-1: GOTOV
167 Cl=Bi+2:M1=-1:50TO90

103 [1=BYe4:0I=B242 N =- 2 NZ=- {1 GETO%0
14 [2=52+):K2=-, 5: 607090

S [2=E2:M2=0:G0T090

196 CZ=B2-1:M2=.5: 607090

107 C1=B1+4:02=R2-2:K1=-2: N2=1 1 BOTAOG0
198 G1=Bl+7:Mi=-1: 507090

109 C1=Bl:N1=0:80T090

110 £1=B1-2:M1=1:5070%

111 C1=B1-9:02mB2-2: M1 2 2211 BOTO9D
117 C2=82-1: 0=, 5: 507090

113 C2=B2:H2=0: BATONG

114 C2=B2+1:Mi=-, 5: 507090

115 C1=B1-3:C2s87+¢2:M1=2: B2~ 1 507090
116 C1=B1-2:M=1:507090

[
oo

Hole-in-one routine.

S0 IFS8=1,PRINT915], "4 HOLE IN OKE!I"i:FORA=LTOZOGO:NEXT:PRINTDL
33, CHR$ (34} ; 1 RETURNELSEPRINTS14% ,“THAT TO0K YOu";5; "STROKES"; :FO
RA=1T02000NEYT: FRIHTS}#k,CHE${33 (RETURM
200 Di=B1iD2=D2:RESET(BY, RZ):RESET(BLI+1, B2} IFLABSINL) =1ANDHN=1)
BRARS (ML =2, D1=B1+2256N (M1): HM=DELSEHN=1
25 T=T+1: [FT34,RC=2:RETLRN
210 IFFOINT DY, B;,--I,RC=D:RE?UENELSESET{DT,BZJ:SE?{HI%},BEE:BI=
Dis IFREEK (HP) (324 yIFFEEK (HP) =145, 54PT)=E4FT) +5-P1RE=1: BOSURIG0:R
ETURNELSEPOEENP, 44
220 RESET(RI, B2 :RESET(B1+1,B21: IF1ARS (M2) =, SARDYM=1J0RABS (M2} =1
y DI=B2+BEN (M) 1 UM=0ELSEVN=]

230 IFFOINTBY, 020=-1,RC=0 RETURNELSESET{BY, D21+ BET(B1+1, 02} B2=
D23 IFPEEX (HP) <344, IFPEEK (HP =130, 3{PT1 =8 {FT) +5-F2 RC=1: GOEUE1G0: R
ETURRELSEROKENR, 45

240 T=0:HH=RH-1; IFRHOO, RE=2: RETURNELSE 200

Display scora.

300 FORA=SOTO7S:BETIR, 4411 BET LA, 9} (REYTeFORR=9TO44: SET (50, A1 1 SET
(G1 RIIBETITRATIBETITY, A e REITIHP= 10048 PRINTHZS, “HELE ¥ 1 FR
B2 P=2sFORPT=1TONF: 5=1: FRINTS9: , CHRS (301 s e PRINTR L, TUPTY ;'S
TURN®3 :Bi=RND{11)$2452: B2=412BET(EL, B2: SET Bi+t, BZ3POKERF, 401
Cp=t

365 6OSURLO0

380 [FRC=2,5=5+1:CP=1:6O50EI00: 6070310
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{FRC=1 HEXTRT:E0TO400
HH=HH- 16+ TFHHC 2, He=2
FI1=500RD1=78, M1=-M1: B05U8200: GOTOIL0EL SENZ=-12: BOSUR200: 6O

320
3

3%
31
[{1x3E¢

Routines for displaying individual holes on screen.

400 BESUB4G:FARA=IOTOTF:SET (A, 441 5ET1A+22, B NEX T, FARA=20TO42: S
ETiG0AEETIE! .#‘.SETKT (AIISETI79, A NERTEET 78, 191 EE {f 7,19
PrFORA=IETIGL BETLA R HEXT FORA= 1T LI 70 BET 1100, ﬁi SETLRGL A
HEYT:FORESSZT0F1:5ET{A, 45, 5-A/2) ( HE T HP=15443

303 FRINTEZD, “HOLE § 2 PRR 2°piP=2iFORPT=1TONFI S=LiPRINTSOL,CH
REC30F s FRIRTATE, OPTY ™78 TURN ;o BI=RHDOI V4021 B2=41 FIEENE, 4
5:EP=115ET(RI,B2115ETIBt+1,B2): BOSUEL 00

420 IFRC=2,5= S+110F=1 EPSUBIOG GOT042¢

43¢ EFRu-a.lE“TP* EATRIND

33 HH=HH-10: 1R R 2AKEBHH > -4, HH=2

445 IFD2=SORD2=440R 1 D2=18ANDD! 2791, NE=-N2 1 GOSURZ00 GOTOS20ELSETF
1=3O0RDI=TEORE =100, Hi=-H 11 BOSUE 00 BOTOATOELSEA=NL s Bl =-H2K 21 12
=-R{21BUSURID0A0TARE

00 BOSHBAG FOMA=ZOTOAS: SET (82, Ay SET(20, A1 BET 50, AHESET 5], 4N
SETH7B, L0 5ET (79, AL NEX T FORA=22TOTHISET (R, 44! HELT:FRA=44TOST:
SETiA, 92 sNEXT:FRINTZ40S, CHRE (19 135 iFORR= LOTDISHSET &3-AEZ, A ST
{62-A82, ) SETIO+BAZ, A SETIT+AE2, A) e RERTsHP=14210

10 PRINTESS,"HOLE # 3 PAR 2'3:F=Z:FORPT-ITONPG=1:PRINTI9L,C
R¥{3d}: PRINT@QI DLPTH;™ S TURN® 3 :BI=RND (111424521 B2=4128ET{BL, B
EE.SETfﬁl*l, FB?‘HF 46:0P=1: BOSYR100

52 1FRE=2,5-5-1:LF=1:BOCURIO0: BOTASIL
536 EFEE=1,HER?“T aETﬁéﬂﬁ

340 HH=HH-1 ItHH\hHNIP? & HH=Z

G3¢ [FD2=O0REZ=44, M2=-H2 e GOSUB200 BOTORIGELSETF E=:2unul-4é Rﬁ
78, Hi=-M1: uBEUBCGQ aﬂTBﬁ?&E'SEIF?ikfﬁ A=MIiNi=-M2E2  NE=-A7 21605
BI00:GOTOS20EL SEA=NT s HI=N2E2: ¥2=R/ 2 BRELE00: BATOS2D

&0 BOBUBANIFORA=17TG44: BET {50, A 13ETISL, AYeBETLTE, AN 1BET 179, 4):
HEAT:FORA=1770Z%:SEV{REG. A1 0ETITY, A} SET (114, AXLBET (117, A1 ENT:
FORA=LETOIGLISET (A, T eNE L T2 FORA=C2TOTT CGETLA, 44) t NEXT:FBRA=34T
h1 S ET1R, 37) 1 MEYT1FORA=BOTCRTSET (A, E71sRENT
& FORA=10TOIASET{EE-20A, 83t BET (34280, A SET (HS4AE2, A e BET (B2

*Hf;, ViBETIBO+AIZ B20Y i EET (A1 +R02, 84200 s SETHITA-A2, 4200 e BETH
133-244, ft0): NE$T:HP={5852: PPIN?@’S{“HDLE 4 PAR I"1iF=T:FDR
FT=1TONF:8=1:PRINTSOL, CHRS30) 1 FRINTASL, 2IFT ™8 Tﬁ&w;

6.; CP=1:BI=REROI D EH02:R2=3 L BETARE, B2 1 BET (B1+ 1, B2 1 GOBURI 00
iy IFRL=2,G=5+1:0F=):GOSHELD0:60TE 420

§30 TRRC=§LNEXTPTLBIOTR0
40 HH=HH-14: TFHH« 2ARDHH -6, HH=T
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630 1FDZ= QGPQ” 340R (DF=37ANDD1 X900 0R (D2=17ANDDI70ANDDIC100) , H2=
~HZ:BOSUBZ00: G0TOA20ELSEIFD]=300RD1=700RD1=980RD] =114, H1=-H1:G05
UBZE0:60 TD&“GEL;EIF{DleHRHDD°<£d}&FED" SANDDLCPE), A=HlsHI=N2E2
(HZ=A/2:BOSUBIO0: GOTOAZGELSEA=N] tHi=-N2E2:12=-4/2
a6l GOGUEZO0:G0TOLZ
700 GOSUBACIFORA=19TD44:5ET (78, AN SET {79, At REXT :FORA=SOTOTT7 2 5E
th 431 NEXTIFORA=32TO43: 8ET (S G A):BET(SL, AL MEXT:FORA=42T049:5E7
cﬂ,f?l HELT: FSRQZI?TQE?:SET.EI.A‘ SETIZ3, A} NEXT:FORA=42TQ39:5ET
(A, PHNEXT:FORA=FT OB SET142+R2, A) 1 BET (434422, A1
TH0 SETISS-A42,A) 1SET(S8-A42,A) 1BET{AL2+4, A+ 140 BET (R4 245, At 140
SET{40tALZ, ﬁ+14; SET(A14A2Z, A+140:HEXT: Hp=15827 (FRINT22S, "HOLE #
5 PAR 25 :P=UiFORFT=1TONP:S=1:FRINT27{,CHRS (300 s s PRINTESL, IUP
Tk"*§ TURN",.BI RRD{11)§2452:B2=41; 56T 32}.SET!BI+1,EE}
715 £P=1:505URI0D
120 [FRC=2,5=8+1:0P=1; 5OSURL 001 8070725
730 IFRC=1, HEXTRT:EOTORGO
740 HH=HH-10; IFRHC ZANDHH :-4, Hi=2
J3 IFDEZ=S0RDZ=440R(D2=74ANEE150) M2=-H2: GOSURZGG: GUTE:ZOEL“EIF
Di=220RD1=500RE1=78,M1=-N1: GOSUBEO0: BOTO720ELSEIFBL{50ANDDZL20, A
=M R =R -/ 0 sl LB U FEL SE A= e NI =ML E e =R/ 2 BUS
UBZ00:BOTO720
500 GOSURAG:FORA=9TO44:5ET(50,A):5ET (5L, A) 1 NEXTFORA=32T044: 5ET
78, A1 BETI79, A0 INEXT: FORA=I2TOT7:5ET (A, 441 NEXT FORA=52TO1 111 BET
R, FHeNER T FORA=9TUZTSET (L2, A0 BET UL, A) s HEXT 1 FORA=60TO95: SET
(R, 220 NEXT FORA=1ETO22:BET (70, A 1 ET 7, A) 1 BET (90, 4-6)
BI0 SET491,A-6)NEXT:FORA=Z4T032:SET (116-022, A1 BET LILT-A4E, A8
ETCI5G-A12, ANIGET(IS9-RED, A INEXT HP=1G838: FRINTZE,"HOLE 4 & F
AR 33 :P=IiFORRPT=LTOHP:S '.PREHT#?!,CHR%iQG,,.PRINT&”I,E{PT};“’S
TURN" 3 OP=1:BI=RND (11382452 B2=01:5ET(B], BE) 1 SET (B141, B2}
B13 GRSUBLOO
320 [FRC=2,5=5+1:CF=1:508UA100:6010820
330 IFRC=!,REITRFT:EOTOZGO
840 HH-HH-10: IFHH 2AMDHH> -5, HH=2
850 IFD2=90RDI=440R (D2=324NDD1375) M2=-MZ:BOBUBZ00: GOTOAZOELSETF
”"““BQBI‘?“QFDI HIZ0RD1=700R(D1=TORNDDZ23)  H1=-N1 1 G0GUB200: 50T
BZ0FL SEA=H1: N1=-N242:42=-A/2: BOSUR200: 6OTOR20
“QJ BOSHRAGIFORA=IOTOTS: SET (A, 44 HENT: FORA=Z3T043: 5ET {78, 4) 1 5ET
(R AT NERT:FORA=2ETO51 1 5ET (A, 301 3ETHA, 90 1 NEXT: FORA=Z0TO33: 5ETH
8, ﬂ TSET(R, R1a5ET(GL, A+ L s SET (S, A+ LI NENT FORA=10TO27: BET (AR, 2
FHASILGET A, 24,5420t HEYT: FBFQ'RCTG??
R0 SETLA, A72-18) :NEXT:FORA=50T0A7:5ET (A A7 2-9VINEXT:FORA=50TOSY
1SETIA, A ;-1‘ MEIT:HP=14150:PRINTE 25.'HDLE ¥ 7 PAR 3"1:P=3:FORP
T {TONE:5=1:PRINTES, CHREL30) 1 PRINTEFL, 2IPTE; "5 TURNT ;1 BI=RNDY
P1:32452:B2=4 1 5ET (BT B2 SET[BI+1 BZ CF=1 SUB G
Y IFRC=2,5=8¢11LP= 1:60SUB100:60T0920
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Y30 IFRC=1, NEXTRT:GOTOLOO0

940 HH=HH-10: IFHHCTANDHH -5 Hi=2

250 IFDI=7R0RDI=ROR(DI=30ANDDZI5: Mi=-N1:G0GUB200: GOTO2RELEEITF
B2=300RE2=90RT2=44, H2=-N2: BOGUBZOG BOTOFZOELSEIF 1 {40ARDD2( 24, A=
HitMl=-R2e20M2=-A7 2 G0EUR250: BOTOIZMEL SEA=N] 1 N1=H2H2: N2=h/ 21 BOSU
B0 BRTO92C

1000 GOSUBAD:PORA=SOTOTS:SETAR A4 SET LA, §1NEST1FORA=SITOA3: SEY
{50, 81 eBETLEL AN SET (TR, A1 e SET (TR AN NEX T FORR=1RTO245 SET (32, 8)+
SET(33, A1 15ET(94,A)13ET (97, A1 SET*Sﬁ,ﬂ+I? SET{S7, A+1IeBETE2, A4
JRSET(7S, A+ 1 NEXRT FORA=34TOA9: SET 14, 4/248)

&30 SETiﬁ,34.S'Rfﬁ}:SET(G*4&,4?.§-R(2J.ULTIR+46 A/2-THIREXT:FOR
=3aTDb4eSET 16, A/2-20 1 SET(R+R, 38-A/ 2 e NEX T  FORA=E2TOGT 1 BET (R, A/2
-H0H3ET (A+20Y, 844,5-4/2 -'NEET H?-.5¢n4 FRINT#25,"HOLE 8 8 PAR 37

$rP=ReFORPT=ATONP 1 S=1: FRINTO91, CHRS 4390 1 1 Bl RND(11)§2452
1615 PRINTESE, 2(FTHs°°8 TURN";:B2=41:5ET4BY, B211SET{BI+1, B2 0P=
11 GOSURLO0
Hzn [FRE= ;,S S+{eEF=]:505H5100:BOTO1020
1030 IPRC=1 MEITFT:60TOL100
1040 HH=HH-]G:IFHH<?AHDHH}—6,HH-E
105¢ IFD2=440RD2=9 NI=-NZ16O50R204: CﬂTQlC”ﬂELSEIFﬂl 20RDI=950RD
127 20RBE=5FA0RD1=500RD1 =28, i=-H1: BOSURZ0C: BOTOLA20ELSETF (DA< 7RAN
391}63}DR!DI}?OQFDDE}EOPSE§Dl(bOQNBBZCQG),ﬂ=HI:HE=-H2!2:H¢=-ﬁ!2:
GOEHE200150TR{DZ0EL SEA=M1 1 M1=M2HZ T HZ=A/ 2 GOSUB2 00
1060 BOTDIOZE
(108 GOSURA0:FERA=34TH95:85ET1A, T NEXT I FORG=50TO7 R SET (A, 441 1NEY
I FURH=331035¢BET30, A2 5ET ¢31, A s5ETLTB, A 1SET {79, R) :NEXT i FORR=
L6T033:8ET (74, A2 1SET LIS, A) bETf?4 A eSET (95, A0 NEXT I FORA=4TO49:
SET{R, 331 BET1A+44, D) NEXT FERA=A8T06S
HHEG SETIA 4/2-1e3ETIR+18, 54.5-5/2) t HEXT 1 FORA=50T A1 SET (4, 49.5
“’“) SET(A+1Z,A/2-91+HELT:HP=15904: PRINTEZE, "HOLE % 9 PAR 43
AFORFT=1TONP: FRINTHZE, CHRS 300 e PRINTSSL, Z{FT 778 TURNY ;2521
:BI=RHE{1!‘2‘+5° BZ=41:8ET/R,R211BET(RL+1,B2) 1 DF=17605UB 100
§120 TFRC=2, 5=5+ 1t CP=11 GOSUBIDG4GOTINLED
1130 IFRC=1, NELTFT:BOTE200G
1140 HH=HH-19: JFHHC 2AHDHH +- 5, =2
E15G TFDZ=90RD2=230RDI=44,M2=-07: B0SUBZ60: BOTRI120ELSEIFD1=240RD
F=%40R {D1=78ANBRZS30YOR (B =50ANBD2 230 H1=-M1: 605UEZ00: GOTOI 1208
LSEIF D1 :A0ANDD 2 22Y0R (DI CH4ANTD2CE2) , A= PN =- N2 2: HE=-A/ 21 505Y
B2 BOTOLI2LELIEA=M1: MI=N222: M2=0/2: BOSURZOD
el E4T01136

End-game routine.

00 CLS:PRINTCHRS (23} 3 1PRINTAZD, "FINAL SCORE: " ORA=1TONP:FRINT
B, SHANNEXTLPRINTASOR, “PLAY RBAIN (VMY INPITLLIF =Y, 10
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TRS-80® SWAT TABLE FOR:

MINIGOLF
SWAT

LINES CODE LENGTH

10 - 60 Yy 322

70- 107 VS 323
108 - 205 Ki 447
210 - 300 HC 333
305 - 430 ¥R 303
435 - 520 1Y 302
530 - 610 HH 573
613 - 700 L] 520
710 - 800 BW 649
810 - 900 L1 408
210 - 1000 vy 617
1040 - 1050 b} 340
1060 - 1150 BK 638
1160 = 2000 L 104

NOTES:
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by Matt Rutter
TRS-80 version by Alan J. Zett

Space Rescue is an arcade-style game
for a 16K TRS-80.

The year is 2086. Just a few months
ago, the United States launched an ex-
ploration party to search the planet
Arcturus IIT for any signs of life. Our
radar, however, has just picked up a
huge meteor storm headed straight for
that solar system which threatens the
lives of all the people there. You are
their only hope of survival. You must
launch your two-person rocket from
the mother ship orbiting around the
planet, land at the one landing pad,
rescue the people stranded there one at
a time, and then return to the mother
ship — all while trying to avoid
crashing your fragile rocket into one of
the deadly meteors which can easily
destroy it.

When the game starts, the computer
will show the mother ship moving back
and forth at the top of the screen with a
cluster of meteors right below it. When
you think that the ship is right over a
path through the meteors, press the
spacebar to launch your rocket. Then
you must guide the rocket down to the
landing pad by pressing the left and
right arrows, being careful not to col-
lide with any of the meteors. For finer
control, press and hold CLEAR while
pressing the arrows. To slow down,

CE RESCLE

press the spacebar to apply thrust.
After you have landed, one of the
people will run over to your ship, and
then you must make your ascent to the
mother ship and dock with her, again
carefully avoiding the deadly meteors.
On the way up, pressing the spacebar
will launch a missile that can destroy a
meteor, for which you can receive
points.

If one of your rockets collides with a
meteor, it is destroyed. The game con-
tinues until all three of your rockets are
destroyed, at which point the game is
over. When all of the people are gone
from the bottom of the screen, the
computer will award you 50 bonus
points for each person safely brought
to the mother ship, and will then give
you six more people to save. If you suc-
ceed in rescuing all six, you will be
awarded one bonus ship. During the
game, the score is displayed at the bot-
tom of the screen underneath the land-
ing pad.

Variables

A, B: Used in determining whether or
not a collision has occurred.

D: Direction in which mother ship is

travelling (1 or -1).

D1: Difficulty level.

G: Missile-launched flag.

L: Position of landing pad at bottom
of screen.
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P: Value returned from joystick,
paddle, or keyboard input
commands.

P1: Number of people left at bottom
of screen.

P2: Number of people safely brought
to mother ship.

S: Position of mother ship at top of
screen.

SC: Score.

SL: Number of ships left.

U: Rocket-going-up flag.

X, Y: Position of rocket.

XM, YM: Position of missile.

55 8§ 5§ 8% 35 58 58 55 55 855 59

55 58
58 TRS-89 BASIC 58
55 ‘Space Fescue’ S5
S8 Author: Matt Rutter 55
55 Translator: Alan J. lett &S
58 Copyright (c) 1982 55

55 SoftSide Publications, Inc 5%

53

35

55 55 §5 85 35 85 85 5& 85 58 55

Initialize variables.

10 CLS:E0TO1100

15 RAMDOH:DEFINTA-1,Z:Di=0:50=0:50=00 =" H}21."

20 CL8:5=51:D=-1:F1=4:

25 FORI=13TOLG:PRINTOT464+1, X" 1 PRINTOT #84+62, "1";

2=0:SHIP$=CHR$ (158) +CHR$ (191) +CHR$(173)

SREXT

Draw the landing pad, and put the meteors on the screen.

30
143
1520

40 FORI={TODIRL0+15:
PRINT39S9+L, USINGUS;
KD, 100 NEXT

Move mother ship back and forth.

50 §=5+[

50 PRINTIS-1," "CHRE(19115TRINGS (4, 1791CHRE (19108
24)" "CHR¥{IZLICHRE (17LICHRS(149)5H

RE{1913" "CHR§(Z8)ETRINGS (12,

IFSCRRSLI70ICHRS LIGLICHRS (LI

PRINTS (14RHD (1) $644RND (63)
{57153 :PRINTA0, ; sFORAZ=1 TOSL: SOUNDS7, 100: 50

L=RNDMI2)+8: PRINTSE944L, CHRS 1150) CHRE (1841 CHRS (190) STRINGS (3,
JCHR$ (1B} CHR$(1BOICHRE(144);

tPRINTI95EB+L, STRINGS (T, 1710 :B=0

(CHES {1400 i NEXT:

TRING${4,179)CH

+ PS4 Z0RG X GOTHEND=-T

&3 IFEPEEL{H%D}ANDI'.?BJ-ILETHENE“

70 FORY=1TOZS:NEXTH:GOTOSO
EU \-u+..f \( I
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Cheack for player input.

100 U= {1=XsP=PEEK{144007 ANL9S e TF (P=320RF=54) ANDY 1, SEBSLABI00
126 Yi=Y+1: IF (PEEK{14400) AND128}=128THENY =¥+, ]

Check for collision.

130 FORI=31-1TOXE+1A=PEEK (1S300+1+{INT LY+, 5164} ) 1 IFA=L40THENS
#

133 IFB=140THENEGO

13% HEXT]

Move ship, and display flame if appropriate.

140 PRINTRE-1+{INTIVE.51884) " s PRIRTRXE(INF LY+, 5) t643," ¥y
ph=N Y=Y L PRINTN-1+ (INT (V4. 1 464)  SHIPY;

143 B=PEEK{15360+ X+ (INTEV+], 35364} ) 1 {PEEK (14400)ANDL28) =1 28THE
NPRINTIX+ (INT (Y41, 308680, "Y1 PRINTSD, ;s FORAI=1TDS: SOUNDYHE, 2:50
URDY 83, 23 NEXT

Check for successful landing.

150 IFK=L42ANDINTIYH, S)=13THENPRINTOX+{ INT (V41,50 464)  CHR$ (143}
:30=8L+30; PRINTL+939, USINGUY; 5C/ 1E5; 1 5OT0400

155 FFINT{Y) YI2THENDOO

i) GOTGLDD

Erase old meteors, and display new ones.

200 X=Ler{=13:FORI=ZT0IZ: PRINTRIE54, STRINGS 1464, 32) 1 1 REXT

705 FORI=ITGDIS1S+201PRINTR{1+RND (91 ) b6 I+RUD 6T , CHRS {1400 1 1 NEXT
sPRINTIZE9+L, USINGUS; SC;IES,

207 PﬂIH'fS‘S?4+L ' s

Make launching sound, check for input, and move ship up ane
space.

210 PRINT30, ; :FORAZ=1T05; SDUNDYLE, 2: SOUNDYET, 2:RET: M= Y=Y iP=
PEEK {14400 ANDY5: [FP=F20RF=44THENBRSUBIO0
226 C=C+1rIFL=3THENC=02Y]=Y-]

Check for collision.

225 FORISXI-ITOXE+1 1 A=FEEK (J3T60+ T+ LINTAYI+, 31 254) ) 1 TFA=14GTHENS
]
227 NeXt
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Move rocket, and check for input.

210 PRINTOX-LHUNT(YH,SI088), " "p:PRINTOYS (INTOVAL5)068),"
PA=X1:¥=YLiPRINTAA- 1+ (INT (Y4, 5) 3841, SHIPS 11 PRINTAX+ (INTUY+1, 50 86
1,

240 IF (PEEK{ 14400 1AND1 28) = L ZBANDG=0ANDY >3, STHENGOSUBIH0

250 [FG=1THENGOSUR3S0

255 1FINT (Y =1 THEWZ70

240 6OTO210

Check for successtul docking with mother ship.

270 IFECOSHSTHENS0D
275 PIap2s
280 FORI=ZT015:PRINTAI364+3, STRINGS (57,32 3 :NEXT

If all the people are gone from the bottom of the screen, increase
the difficulty, and branch to the bonus routine.

IFP{=0THENP=4: D11 +1: 6070450
607030

285
&

29
Subroutine to move ship according to Input.

300 P=PEEK! {44001 ANDGR: IFP=I2ANDY A6 THENX1=X-2
305 TFP=T4ANDYCGTHENL=)-]

38 IFF=03AHEL{GTTHENT 1=1+2

3 IFP-45adDRLSETHERT =141

32t RETURM

Launch missile.

340 PRINTRO,;:FORAL= 10731 005TER 151 SOUNDAT, TeNEATIO=12 =0 Y=Y
Move missile and check for coilision with meteors.

350 PRINTRYMS CINTINE, S18840,7 *5 1 YH=YH-1

360 A=PEEL{ISI60HIN(INT (¥He.5) 164) 1 1 IFA=T40THENPRINTSEN (INT (VM
+.50 2643, 5 16=0:50=50+20:PRINTATE94L, USINGUS 1 SC/ 1E55 1 RETURN
370 FRINTRINS LINT (1Hs, 518847, %105 L IFYHCTTHENPRINTOYNS LINT (Y04, 5)
$64)," 52650

380 RETURN

Successful-landing routine. Wave arms of the next person, and
move him over to the rocket.

a0 ¥=19-Plii=h2: ‘{E‘SB:XE=L+E:IFF‘I(HHEN‘#I&-H:X=1:X1=2:XZ=L-4
The Best of SoftSide
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410 FORI=1T04:FORI=42T0BBSTEFAS: PRINTAY 64+ X, CHRE {0} ;s FORW=1T030
THEXTH, Y
420 PRINTAVEGL+IL, "YAY "t IFL/2=IUT 1/ 2 THENPRINT YRS 41L, !
;iPRINT®O, 51 FORAZ=1T02: FORAY=77TO7STEP-7: GOUNBRY, 41 HEIT: FORAY=7T
l'.!?'*'STEP'F SOUNDAY, 4 NEXTHREXT
O MEXTI:PRINTOYEG4+X, " "y
440 FORT=X+SBN(X1-X) TO X2 STEP SEN(XZ-X
450 FORJ=43T0BBSTEF4S: FRINTTEOH], CHRE{T) s s FORW=1TO20: NEXTH
435 PRINT2O, ;:30UNDLIOO, O:SOUNDZO0, OrNEXTI FRINTS960+L," " NEXTE
50 1=1+8BN1X1-X2) 1 Y=15:FORI=1TOZ: A=X456NIL-XT) 1 Y=Y -1
455 FORJ=4ZTOABSTEFAS:PRINTAYIA4+L, CHRS (1} s FORW=1TOZ0: NEXTH: FRI
NTOYE&A+Y, " " iNERTI
§70 Pi1=Pl-11t= i GOTOZO0

Explosion routine.

300 REX

S0 AN 0= S=2a PRINTAN-1+ (INT (Y. 50 1640, "3:FRIM
TOLH{INTEVHLL 518540,

530 FORT=YTOL4:FRINT¥Z+1944,CHREITOICHRS (173} 5 cFRINTON I +1144,C
HR${158) CHRE (147) 3 IFU=1THERPRINTRXO+ 1354, " 4%

G40 FRINT®0,;:FORAZ=1TOL0:SOUNDRND (255)  RND(2)-1oNEXT: ¥E=YE-,20:
IFYSL0THENYS=1

S50 PRINTRAI+IE64, " "p:PRINTRIZ2+1884," "isIFU=ITHENPRINT2EO+[H
o4, Y

360 X1=X1-¥5: IFEI’STHEHXI=JB

aT0 XZ=XZ+Y5: IFAZF38THERIZ=S

580 &EXT..GL~EL 11 TFSL=0THENGOD

590 gOTOZEN

End of game. Print score and game-over message, and wait for
input.

600 CLI:PRINTE409, "X GAME DVER 1"::PRINT3333,"YOUR SCORE IS ":US
INGU%;5C/1ES

410 PRINT458, "PRESS <EHTER: T2 FLAY ABRIN';

520 IFINKEYH{:THR${13) THENEZOELBESOTRIS

Bonus routine. Award 50 points for each person safely brought to
the mother ship.

450 CLS

&5G FRINT2411, "% EONUS 3":PRINT3S3S,"SCORE = ";USIMGUE,5C/1E

670 FORI=ITOPZ:PRINTO&SATIRE, "4 "1 SC=5C+E0:PRINT 9344, USINGUE; 5L/
1E5

580 PRINTRO, ;:FORAI=1TO0:SOUNDI#I5+3, 3 50UNDIS15+40, 3iNENT I FOR
H=1T050: NEXTH:REXTI

The Best of SoftSide
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&% PRINTEG, (1FORAZ=1TRI00: S0UKDI00-AZ, 23 SOURDAT, 2 NEXT L IFFE=4TH
ENFREMTS404, "441 BONUS SHIP! 13873150 =BL+ 1o FORP2=1TOA: FORAZ=B0TT
1O35TEP T COURDAT, 1 SOUNERT+50, 1 REYTINESY

Bonus-ship routine. Award a bonus shlp if all six people are
rescuead.

5%3 FORW=)1ITEILISTEPT:FORAI=HTON-TSTER-1: SOUNDAZ, 2 NEXTINERT
750 GRTOZD

Inltlalize the sound routine.

00 I=0:FORI=1T0IG8: READ Vil=2+v e NEXT IR 14 1S C4THENCLE i PRINT D
ATABASE EBROR [N LINES 1030-1080; CHECK LISTING, ":FRINT:LIST 143
G'EGSQELSE¥=3£}3=255:?HKE-1,G:IFPfEKi-l}{}G?Hgﬂle?i:PﬂKE‘lé335,
21IFPEEN -153851 ¢ SOTHENT =
{083 POKE 18562, %:POKE &5&‘ ViCLEARSOOLAI=PEEK (1530611 +27R0=PEEK
‘léﬁﬁﬁr,ﬁ BEeR2I228 1201t F“Fl 110108 2=+ s I=T4E0036 {1032747

10 READY: TRYLOTHENY=A)+RBG VI POKE? Y4204 (Y 205 s {27 +1 FOKED,
ﬁ? (Y 2e0 s HETELSEPQEET  valEXT

1013 1FFEER$‘*¢?0}=?ﬂ1PﬁK 16525, 81 POKELAS2T, AZELSELND T DEFUSR
=R+ 1424788 YIR2 127 1204 POKE 4133 4 :
! '—"F"'_El"f | #8487 H+PEEN {14808 12544 n-?f"-”HEFH ISR :5}

3 5 ENTOIS
30 DATHSB, 154,553,050, 144,483,187, 85,34, - 155,542,135, 50
TALS5, 55,33, -24, 24,157 1&4,*Q‘,:43,12’*:54.:,40 4,254

A
ATALE, 3T, 79,209, 21, 42,230, 59,126, 185,32, 4,35,35,35, 35
L3

TA215,£,5,17,-154, 24,196, 22, 104, 29.44,15,:43 33,215
050 DATAY3,34,230, 89,201,701, 241,241,197, 213, 215, 205,55, 35
055 DATAZ29,205,127,10,42,22,45, 34,167,225, 215,43, 34, 230, 44
1640 BATAIS, 205,95, 35, 47, 229, 205, 127, 10, 42, 33, 65, 55 -147,40
1665 DATA187,87,24,4,24, 48,29, 44, 46,62, 1, 211, 255, :“5¢566,62
1470 DATAZ, 01,255, 15,257, 58, b4, 56, 230, 4,32,?,124,131,4@,3,43
1075 nara*a,LbS 175,50, 134, 34, 225, 265, 193, 215, 195, 30, 26, 83,79
1950 BATAGS, 78, 48,209,205, 241

Draw the opening display on the screen.

16 LS FRINTEHRS €235

L1 FRINTAZ0B, CHR$(LYLISTRINGEILZ, (ADICRRS (191 1 FRINT 272, CHRYL
191" BEF AL E CCHR$(IGIV:PRINTQIZS,CHR$IIGDRESCUE 'L
RR® {191 e PRINTR408, CHRE {13 LISTRINGS (13, 1E8IDHRE (10

1120 FRINTZSE48, "GRIGINAL BY MATT RUTTER":PRINTS7IG,"5-BO EY ALAN
i IETT"

1130 GATRINNS

The Best of SoftSide
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TRS-80® SWAT TABLE FOR:

SPACE RESCUE

SWAT

LINES CODE LENGTH

10- 88 M 316

70- 180 1) 508
200 - 20 W il
270 - 3% ME 289
30 - 455 FB 337
460 - 5% WE i1
590 - 1000 YR 1Y
1005 - 1045 YR N
1050 - 110 W 512
H20 - 1130 6 L]

NOTES:

The Best of SoftSide
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Maze Sweep

by David Bohlke

Maze Sweep is an arcade-style game
for a TRS-80 with 16K RAM.

In Maze Sweep, your man,
represented by an asterisk (*), must try
to sweep up the targets scattered
through a maze. The computer first
creates the maze, then places 25 targets
in it. The targets appear as O’s.

Using the four arrow keys, try to hit
as many targets as you can before the
timer runs out. Each target is worth 40
points, giving a possible maximum of
1000 points. If you are skillful enough
to hit all 25 targets, you will earn a
bonus of ten times the number of ticks
left on the timer. Note that time passes
at a fairly reasonable rate as long as
you keep moving. If you stop to catch
your breath, however, the timer will
count down like crazy.

To hear the sound effects that ac-
company this game, connect the cable
that normally plugs into the ‘‘aux-
iliary”’ jack of the cassette recorder to
an amplifier. Alternatively, you can
use a cassette recorder as an amplifier
if you have an external speaker. Just
leave the ‘‘auxiliary’® cable connected
to the recorder, plug the speaker into
the recorder’s ‘‘earphone’’ jack, and
start it running in ‘‘record’’ mode.

Programming Notes

The first unusual thing an alert
reader will notice is in line 20. Yes, sim-
ple (non-array) variables can be placed
in a DIM statement without causing an
error. All such variables are given
memory space at DIM time, rather
than at the time they are first used on
the left side of an equals sign. Line 20

TRS-80 version by James Garon

DIMs every simple variable in the pro-
gram. Once an array variable has been
DIMensioned, whenever a new simple
variable is mentioned in the program,
something unpleasant happens: the ar-
ray is moved to make room for the new
variable. If the array is large, this
relocation can waste considerable time.

In this case, time is not a concern.
The important issue here is that M(13)
must not move at all. Why? Because
this particular array contains the
Machine Language sound-effects
subroutine. When a USR call jumps to
where the routine was, and doesn’t
find it there, the results can be
catastrophic.

Line 30 contains my high score. Beat
it if you can.

Lines 40-60 set up the sound-effects
subroutine. This is stored in an integer
array, as mentioned. If you use this
idea yourself, it is essential that the ar-
ray be an infeger array. Either use a
DEFINT statement or append a %
symbol to the array’s name. Items in
an integer array each take up two bytes
of memory; thus, two bytes of
Machine Language code can reside in
each element of the array. To deter-
mine what single number to put in the
first element of the array, take the first
two decimal numbers of your Machine
Language routine. Let’s say these are
205 and 127. Multiply the second
number by 256, and add the result to
the first number. In our example, this
yields 32717. If the result is less than
32768, use it as-is. If it is equal to or
greater than 32768, subtract 65536
from it.

Continue by this method, combining

the third and fourth decimal numbers,

The Best of SoftSide 15



the fifth and sixth, and so on, until you
finish the last pair. If your routine con-
tains an odd number of bytes, pretend
that there is a zero after the last byte.
Read these numbers into an integer ar-
ray, get the VARPTR of the zero ele-
ment of the array, and that’s the entry
point for your USR routine. (See lines
50-60.) One advantage of this method
is that it does not create strings of gar-
bage in the middle of your program (as
does POKEing into a string).

The construction of the maze begins
in line 200. From a starting point at the
center of the screen, one of four direc-
tions is chosen at random. If the way is
clear, a line is drawn in that direction.
If not, a new direction is chosen. If all
directions are blocked, the computer
backs up to the most recent unblocked
position and continues drawing. When
this backing-up procedure causes the
computer to return to the starting
point, the maze is complete.

G5 §5 55 G5 G5 55 56 85 55 55 S8

&S 85
55 TRS-80 BASIC 88
88 ‘Maze Sweep’ 88

85 Author: Bavid Bohlke 88
535 Translator: Jages Garon 58
55 Copyright (c) 1982 55

55 SoftSide Publications,

85

Inc S5
35

55 55 B3 S5 85 58 S5 55 §5 G5 56

Initialization.

aU=iT Ty

10 CLEAR SQ0:DEFINT A-I:

y=ig3sh:

20 DIM B,B1,B2,1,4,KM4,F,B,5C,50%,

91 HE=CHRE M)
o

=1
T, {1’) FL200)

The author's high score. Beat 1t If you can!

30 SCI193=4540:50%(10)="JANES BAROR"

Set up sound routine.

§0 DATA 32717,19722, 15944, 2438,

,A140,-20400,-45,201
50 FOR 1=0 T
60 IF PEEK(163%5)=201 POEE 18526
SR=I1:FOKE 14308,0

-45,8237, 13613,

13:READH{I) aNEXT: :UAPFIPHI‘O lid=

-14415,11775,-734

1/256:K=1-14258
KePOKE 16527,0 ELSE CHE*T7:DERU

Draw the border of the maze and display the time, tille, and score.

¢ CLE:FRINT" TIRE:

ED INT" "STRIHG${43,HI::FOR
90 PRIN

ER
FR

HT" "EHRi*N?EHRH-SE}EHRHNP;
The Best of SoftSide 16
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100 PRINT" "STRING$(4Z,M);:POKE 143EIH
Construct the maze.

20 PeAAETH I PRINTOR HEs P L0} =Pt
240 IF PEEK{Y4P+21-N THEN 240
720 IF PEEKIN#P-23-N THEM 280
FI0OIF BEERAVHPH1283-M TUEN 288
230 IF FPEEK{V+P-12B)-N THEN 280
250 BOTO 350
250 OH RHDI4} GOTD 270,280,29¢,300
270 8=-1:8070 310
280 0=64:5070 310
290 0=1:B0T0 310
00 B=-44
310 TF PEEK({V+P+E17}=H THEN 240
J20 PRINTOP+B, MEPRINTIP+DEZ, ME;: I=USRILZBLIHKD
130 P=p+QEZ PO =Pik=K
340 G070 210
350 K=E-1eP=PiR o PRINTSR, " 3o [SUSR{IZRLI4EsPRINTIP,CRRS (M),
J&0 IF ¥=0 THEW 480
370 507G 240

Position the 25 targets (O) and the player (*), after disabling the
BREAK key — in any game using the screen as memory,
accidentally pressing BREAK is disastrous.

100 GOSUB S000:FOR 1=1 0 2
§10 P=130+RNDII 1) F64+RND{59) 1 IF PEEK (V+P)-12 THEN 416 ELSE PRINT
?F Ilnw ‘*FYT

Accept arrow-key input from the keyboard and allow the player to
move. Decrement the time, and test for hitting a target, running out
of time, or hitting the last target.

500 T=1000:50=0:F0F I=1 TO 9%:FRINTSF, "1y :FRINTIUSR{F) ,CHRE (143
TitHEET
'11’ FRINTER, "3%5 e [SUSR{S154T/)

7=T-1 PIN?S&J;:IF T=0 THEN BO¢

53“ POKE ‘b444g9:1$=IHKE?$:1F T$="" THEN &20 ELEE Z=ASCIIS$):8=F
546 IF I=8 THEN B=P-!

&30 IF 1=9 THEM B=F+1

&40 IF 1=10 THEN d=F+&4

&7¢ Ir =4 HE“ B=P-54

604 H=FEEK{B+Y}:]F M=N THEN &1
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5%0 IF H=32 OR 'M” ELSE SC=GC+40:PRINTASS, S0; (PRINTAR, *1:PRIN
Tdll, "4°; ;60808 2
700 PRINTSR," ‘;:IF SC{1008 THEN P=0:B0T0 £10

Game is over. Award any bonus that the player has won.

BOT PRINTSG, "I ;e T=TH10:5C=SC+TPRINTSE, "DONUS™; 1 BOSUR 2520
G10 FOR [=1 TO JE:PRINTGI,." BONUS:"T;iFOR J=i TO 30:REXT:HEXT
320 FRINTHL, DHRSEE203) 51 PRINTSES, 5Cy 1 6080F 2010

Maintain and update the top ten players and thelr scores.

2000 B=00FDR I=1 10 {0

2019 TF 3E:501TY THEN M=I

2020 HEXT: IF H=0 THEM 2100

2038 PRINT21SE, “CONGRATULATIONS: ";

2040 PRIHTR208,"YOUR SCORE 15 ONE QF THE TOR TEN.";

2030 PRINT3278, "PLEASE ENTER YOUR MARE®;

2040 SCE="";PRINT479,;: IHFUT SC#:1F 5SC$=""THEY 2040
2070 CL5:5CH=LEFT${ECs, I

208% FOR T=0 70 Hi3001-11=5C4T) ;508 (1-1 =508 (1) NERT
2090 SCiM =50 80 iMi=50%

214 CLS:PRINT EHR${23)°TOF TEN SCORES®:FRINT

2116 FDR I=10 TO | STEP -

20 IF BL$10)»*" THEW PRINT SC${1),8C(I)} ELSE FRINT®...",*
2130 BEYT

2150 GOSUR 9010:PRINT:FRINT*FRESS =ENTER= TD FLAY ABAIN"
2190 IF IMKEY$::CHR®(1IY THEM 21530 ELSE 70

Special sound effects.

2508 FOR &=¢ 10 2;J=USR(4778) OR UBR{4742)NEXT:RETURN

2510 FOR ¥=0 70 4:1=USR{7754} OR USR{7744):NEXT:RETURN

1530 JSUSR{BE14::FDR K=0 7O 1:J=USR13792) OF USR(B778) R USR{E7
&%) OR USRIB7IEY OR USR{L03ZE) OR USR{10GIG0):HELT:RETURN
Disahle the BREAK key.

G B=l&376:BI=PEEK (R} B2=FERK(B+1):POKE B, 60:FOKE Bel, 201:RETY
RN

Re-enable the BREAK key.

061G POKE B, BIsPOKE B+l B2:RETURN
The Best of SoftSide
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TRS-80® SWAT TABLE FOR:

MAZE SWEEP
SWAT

LINES CODE LENGTH
10- 20 BS 508
220 - 3B KB 2
M0 - 850 B 333
60 - 2030 WM 79
2044 - 2150 IE 3o
2500 - 9010 DK 237

NOTES:

The Best of SoftSide
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by Brian Reynolds

Quest 1 is a graphic adventure game
for a TRS-80 with 16K RAM.

In Quest I, you become a strong
warrior who journeys through an
arncient maze in search of four huge
sapphires and other treasures. These
precious jewels are guarded by terrible
Wraiths, Giants, Mummies, and other
unpleasant monsters. To find the
treasures, then, you must be very
strong (to kill the monster) or very
dextrous (to sneak around the monster
and steal the treasure).

When you begin your quest, a
character will be created for you. He
(or she) will be either an Elf, a Dwarf,
or a Human. He will be given ratings in
strength (3-20) and dexterity (3-20),
and a percentage rating according to
his wounds (100% =no wounds,
0% = demise). Being new to the field of
questing, your warrior will not be
much favored by the gods and will not
have much magic to use. He will,
however, have four different ways to
fight: He will be given a random
number of normal arrows, magic
arrows, and holy water, plus his trusty
sword. Some healing potions will also
be given for restoring wounds.

aqﬁ@gs

Aftler you have named your fighter,

you will be teleported into a
marketplace in a nearby town to
bargain with a greedy merchant for
more supplies. This usually takes only
a short time, since the merchant will
probably either sell to you quickly, or
else refuse to sell at any kind of af-
fordable price. After completing your
bargaining, enter a ‘0’ to begin your
quest.

‘When you enter the dungeon, a text-
graphic display will be created on the
screen, showing all your statistics in the
corners and a picture of your current
location in the center. If vou have a
Model III, yvour character will look
different, depending on his/her
gender. On the Model I, all characters
appear as ‘‘@’’ signs.Treasure chests
appear as asterisks (*), while monsters
are shown by the initial letter of their
name.

You can attemnpt your quest through
the 58 rooms of the dungeon simply by
killing monsters, taking the treasures,
and moving on. However, this is not
advisable for two reasons. First, you
must remember the way out of the
dungeon, or you will surely perish.
And second, wandering monsters
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abound in this dungeon; if a wraith,
for example, comes up behind you, he
will probably kill you with one good
blow. You should also be aware that
frequent trips back for supplies are not
wise, since, once you’ve garnered 100
experience points, more monsters enter
the dungeon while you’re shopping.

Note that the greater your dexterity
rating, the more slowly the game will
seem to move. This is because your
higher dexterity, in effect, gives you
more time to think and react relative to
the pace of the game. As you accum-
ulate experience points, however, the
pace and difficulty of the game will
increase.

When you find your way out of the
dungeon, the computer will give you a
list of all the treasures you retrieved,
add in any arrows or potions you may
have found, give you a chance to save
the game, and let you quit if you want
to. If you do quit, the computer will
give you a list of all your fighter’s
abilities and possessions so that you
can use him in a later game. If you elect
to continue, you are teleported back
into the marketplace to get more
supplies and then to continue your
quest.

Commands are entered with single
keystrokes, as follows:

If you have a numeric keypad, the
numbers are convenient.

8 or up arrow: Move up.

4 or left arrow: Move left.

6 or right arrow: Move right.
2 or down arrow: Move down.

Any key other than above: Stop
movement.

N: Shoot a normal arrow (not
effective against Wraiths).

M: Shoot a magic arrow.

T: Toss a vial of holy water (affects
only ‘““undead’’ monsters: Skeletons,
Zombies, Ghouls, Mummies).

F: Fight in close combat (not
effective against Giants or Wraiths).

O: Open a treasure chest when you
are next to it. (It will disappear and
its contents will be displayed on the
screen.)

H: Drink a healing potion. (This
restores your wound rating to 100%.)

Below is a complete inventory of the
monsters, with their wound ratings.
These ratings represent the monster’s
strength, relative to your initial
strength. If you are attacked, by a
skeleton for example, it can inflict
wounds of up to 20% on you with each
hit. And, it takes more to kill a
monster with a high rating than one
with a low rating.

Skeleton: 20%
Orc: 30%
Zombie: 40%
Ghoul: 50%
Spider: 70%
Mummy: 80%
Giant: 90%
Wraith: 99%

Note: Following the listing of Quest
1 is a listing entitled Quest 2 Database.
This consists of statements that
provide you with a new dungeon, for
when you get tired of the original one.

To use the listing, type it in as a
separate program. The SWAT table
for Quest 2 Database is for it
alone. To save it on disk, type SAVE
“QUEST2/DAT",A. The ‘““A”’ option
allows you to merge the program in
with the main program. To do that,
load Quest 1, then type MERGE
“QUEST2/DAT'’. That’s all there is
to it. If you have cassette only, simply
load the original program, and type the
new lines over it.

Variables

Al: Number of normal arrows.
A2: Number of magic arrows.
DX: Dexterity rating.

EP(*): Experience value of each

treasure.
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GP(*): Gold value of each treasure.
HW: Number of vials of holy water.
M$(*): Single-character monster
identifier.

M1(*): Type of monster in each
room.

M2(*): Number of monsters in each
room.

MN$(*): Names of the monsters.
MS(*): Standard wound value for
each monster.

NMS$: Name of fighter character.
OP: Original price of an item at the
market.

P1: Current price of an item at the
market.

PT: Number of healing potions.
R1(*): Identifies each location as
either a passage/intersection (=1) or
a chamber/room (=2).

R2(*,*): For each room, identifies

what room you will enter by exiting
up, down, left, and right respectively.
RC: Race of fighter (0 = Human,

1 =Elf, 2= Dwarf).

RM: Current room number.

ST: Player strength.

T$(*): Name of each treasure.
T1(*): Identifies type of treasure in
each room.

TS(*): Quantity of each treasure type
retrieved by player.

TX,TY: X and Y coordinates of
treasure.

W: Wounds (multiply by 100 to get
percentage).

WX, WY: X and Y coordinates of
monster.

X5,Y5: X and Y coordinates of
player.

YY$: Single-character identifier for
player.

55 55 55 85 55 58 55 85 55 55 58

85 85
88 TES-80 BASIC &5
88 ‘fuest I 8§

85  Author:

Brian Reynolds 35

88 Copyright (c) 1982 58
§5 SeftSide Publications, Inc 58

55

55

55 55 55 55 G5 55 85 55 55 85 58

Print title page.

| CLStCLEAR4OD: IFFEEK(SS

4} =0BANDFEEY (545) = 16THENTRGBOMODEL =TEL SE

TRS80NMODEL =1

2 PRINTE474, "RUEST 1";: IFTREGOMODEL =ITHENFOKE1S420 1

3 Ag=" P dririery BUEST I OWH
A3 WRITTEHW BY EBRIAN REYNOLDS f1ii
Py [Hﬁ“ FUgty "

4 FORE=1TOLEN(A$) -14:PRINTREIT MIDS (A8, )Y 14 FORY={TO30: NEXTHE
IT:PRINT

5 DN ERROR BOTOD 30400
& FORE=1TO1000HERT
T FRINT

TFTREBOMODEL =1 THENYYS="2"EL SETFTREQOHBDEL = 3THENY Y$=CHRS (253)
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Data for monsters and treasures.

100 DATA “SORTHLESS 0BDS % ENDS®,0,0,°A BAG FULL OF COPPER COINS

*31,3," BMALL BRASS STATUETTE", 2,58 BAG FULL OF VARIUS COINS
*\3,7,%A FURSE FULL OF BOLD LOING",5,12,°3 GOLD NUBGETS .3,

17,4 SMALL TURQUDISES",7,15,"LARGE RUBY 15,30

142 BATA "4 BHUBEY SAPPHIRE", 132,130, "4 MEALING FETION", 10,0,

QUIVER OF 10 MABIC ARROBS®,15,0,'4 GUIVER DF 10 NORMAL ARROMS*,!

i3
RS

10 DATA"SEELETON®, "5%,2,"0RC", *0%, 3, *IOKELE", 1", 4, "BHOUL", 6",
u,"anss SFIDER", "R",7, "MUMMY®, ", 5, "BIANT", °B*, 9, "WRAITH", "¥", 3
.9

«“:.-‘

Data for tha rooms.

115 DATA 1,12,3,7,18,6,9,0
120 bATE 2,0,9,0,1,4,2,8
125 BATA 1,1,0,4,18,4, 4,1
130 BAT4 1,.0,8,5,3,3, 4, l
135 BAta ¢,6,38,4,4,1, 5,8
140 P&TA 1,815,?,?,0,0,6
145 EATR 1,0,84,4,0,0,0,1
150 DATA 2,0,4,0,1,5,10,2
135 DATh 2,0,9,10,6,3,0,1
1a0 BATR 2,0,0,0,9,5,1,4
155 DATA 1,0,0,8,12,0,0,1
17 bata 2,0,1,14,1%,2,5,
175 DATA §,0,0,12,14,0,0,1
150 BRTA Z,15,26,1%,17,5, 1,1
185 TRTA :,f;f4,u,»,@.§,i
19G BATA 2,8,17,0,0,1,3,5
195 Atk 1,15,20,14,0,4,1,1
HH BATA ;;0,14 ’,Lé,z,f,
205 DATA 2,18,36,1,27.3, 2,2
249 BATA 1,17,21,0,0,0,0,1
215 DATA 1,240,220, é.E,?
220 DATH 1,21,2%,0,0,2,3,12
275 PATR 1,22,24,0,0,4,2, 10
240 BATA 1,33,25,34,0,0,0,11
250 DATA 2,24,6,0,0,7,3,9
260 BATA 2,13,0,16,0,5, 2,1
370 DATH 3,"‘3'&? 4,12
250 §ATH 1,77,2%,31,0,0,0,1
290 BATA ;,.8 0,0,0,53,1,10
I BaTR 2,19,0,0,8,1,3,3
316 bATA 1,0,32,0,28,0,0,4
120 dath 1,31,30,45, 0,00,
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T30 BATA 2,32,35,0,0,5,1,8

146 DATA 1,0,0,35,74,0,8,12

350 DATA 1,33,34,45,34,0,0,5

140 DATA 1,35,0,37,0,7,1,10

7170 DATA 7,0,0,0,34,8,3,9

386 DATA 1,5,19,0,39,8,0,1
390 DATA 1,0,4,38,0,0,0,4

i

400 DATA 1,39,0,9,41,2

f.,u,.i.

110 DATA 1,42,86,40,43,4,1,7

20 08T 2,0,41,0,0,7

3,8

430 BATA 2,0,48,81,32,6,1, 11
140 DATA 1,43,35,8,0,0,0,5
450 DATH 1,44,0,47,75,0,0,1
460 TRTA,41,47,48,0,5,1,7
470 DATA 1,46,0,%0,45,0,0,3
150 DATA 1,0,0,49,46,8,0,1
490 DATA 2,39,51,52,48,4,1,4

560 DATA 1,0,0,51,47,2

FRI L

S1G DATA 1,49,0,53,50,4,3,3
520 DATA 2,0,6,8,39,8,1.4

30 DATA 2,0,54, 6,51,
540 DATA 1,53,0,2,55,

31,8
¢, 0,1

550 DATA 2,0,0,54,56,2,3,2

S50 DATA 1,,5,55,57,

5,1,8

ST6 DATE 1,0,0,54,58,7,3, 1
580 DATA 2,0,0,57,9,8,4,9

initialize the variables.

s00 LIN KNS 18}, A3(E
T§(12),EP(12) BRELD)
53 FQRX=1’UI” RfﬁDTi

' MSL81,R1E58),R24538,4}, N1 (58) M2 (5B}, T1 (58],

(4} EF{X) GRUN)LHEITY

a3 FBRX=ITES:EE§BRN$iIi,H%(XJ!HS{I}.HEKT

510 FORY=17004: READEY

CRraFORY={T04:READRZ LX, YEoNERTY

£15 READMI LX), M210), THIXDINEXTY
§20 EM=13R1=1900:A221000: 2110720
475 IFTRESOMDIEL=3THENPORES 6409,

Use an old character?

800 IFE1=ITHEMBDSUR20000

Bo% IFRI=1THEMEL=0:50
310 INPUTRRD YO4 YISH

10940
T USE Af DD CHARACTER':AS: IFLEFTS{A8, 114

MY THEREDSGR1000: GOTOR00
811 IFTREBOMOIEL=ITHENPOKEL 8407, 0
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BI2 IHPUT"NAME "jMiM4

312 IFTREGOMDDEL=3THENPDKET6409,1

815 IRPUT"STRENGTH "3 5T IFST200RSTIITHENSLS

920 INPUTCDEXTERITY *yDX: IFRXZ00RDY(ITHENGZO

925 [NPUT'ROUNDS "3dab=47100: [FRS, LORY S LTHENGES

830 INPUT*EYPERIENCE “;EP; INPUTBOLD: ":5P

B33 IMPUT"IS (S)KE AN ELF";AS:IFLEFTS{A%, 1)="Y"THENRC=1

836 IFRC=OTHENINPUT"IS (SYHE & DUARF";A&: IELEFTS(AS, 11="Y"THENRD
840 IHPUT"MAGIC ARRDMS "iAZ:INPUT’NORMAL ARROWS ":Al

843 INFUTTHEALING FOTIONS "3 PT

B3& INFUTHOLY WATEH ":HY

847 IFTRESOMODEL=ITHEMINPUT®1S THIS CHARACTER FEMALE“:A4:IFLEFTS
1A%, 11="Y"THENYV$=CHRE (254} - : T '

Ask whether to load an old game.

850 INPUT*DO YOU WISH TO LDAD IN AN OLD GAME*;A%:IFLEFTRIAS, 110>
"1 THEHS DG

80 THFUTFROM CASSETTE OR DISK "jA$:IF LEFT4/A8, 11="C*THENINFUT
"FRESS ENTER TO BEGIN LDAD *3A#:6DT0850

862 1F LEFT$14%,1)(:" D" THENSSD

870 OPEN"1", 1, “BUEST/0AT"

872 FORY=1T058: TNFUTRE, H1 (XD M2 00 THE NEXT

874 CLDSE:BATNRGD

8B FORY=1TOSS: INPUTH=1, M1 (X} M2IYY, LY NERT

Marketplace and bargaining routine.

300 [LS:PRINT'ROLD: *35P
901 FRINT*YOU ARE AT THE MARKET. PRICES HERE ARE:"

907 PRINT

303 PRINT®{. MAGIL ARROW ---- - -—-
-- 2 GOLB

¢04 FRINT"Z, 4 NORMAL ARROUS
-- 1 BOLS”

305 PRINT*Z, HEALIME POTION ---mm=mmmmmmsmmmmmmmsomc oo oo
- 15 BOLD"

308 PRINT™A. HOLY BATER ==---m==mmmmommmmmmmmmmmcm e oo
-- 3 GOLD*

16 PRINT® OK, *;NMs;™, WHAT LTEN WOULD YOU LIKE (NUMEER)®{: INPU
TIT:IFITOORITLCRRINT®T BON'T SELL THAT.":60T0910

911 IFIT=0THENT90

912 1F{T=1THENPL=2EL SETF [T=2THENP 1= 1ELSEIF 1 T=3THENF 1= 1SELSETF [T=
ATHENPL=3
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315 PRINT® AT *gPi;" GOLD ARIECE, HOW MANT WILL YOU BUY";:INPUTH
M %.!THEﬂPR'H?‘“ERY FUNNY. 1 DO HOT BHY THINMGS, 1 SELL THEM.®
1B0TO5LE

gt PL=Findd

821 DP=F]

325 PRINTTHE PRICE WOW COBHES 70 “;F1y" BOED."

930 PRINT"HOW RUCH WILL YOU GIVE HE, ";HNE;1INPUTA

$15 IFACIOP/ 101 THENFRINT "FORGET IT!F!!“:EGIG?$E

G40 TFACGR/ZTHENPRINTNAT INTERESTER, *:GOTOR0)

241 IFA>=PITHENFRINT"YOU BOT & DEAL!!!":B0TO930

G423 Y /P o E=RHD (O TFXYTHENPRINTNOT INTERESTRD®:PL=INT{{DR+F!]
H2BOTReID

945 PESINTCIPLYCEAT 31 FRINTOHON ARDUT “yPI3Y, "jHR$: 716070930
750 IFGRCPITHENFRINTTUMAT! 1 LAN'T PAY YER DEBTS??? YOU'LL BE TH
ROMN I# PRISON FOR  THIS, "iNp$;"!!!":END

955 GP=BR-FI:FRINT'YOU MOW HAVE “;B6F;" GOLR, ";MH%;".°

P60 TFIT={THENAZ=A2+HY

263 [FIT=2THERAL=AL+NHI4

FH0 IFTT=3THENPT=E T+

775 IFIT=4THEMRU=HW MR

330 BOTON

Enter dungeon; check for too many arrows.

990 PRINTOK, ";NM$;", FRESS CENTER: TO 60 INTO THE DUNGEON,"
991 EL=0

987 TFEP)MO0THENEF=EP-100:EL=EL +100:FORX=1TO58: 02 =H2 (X 41, 120
E{7:6070923

993 EF=EF4EL

§%4 TFELSS00THENFORUSEL TOSO0STER-1 00: FORK=1T0S8: M2 () =H2 (1} /1. s
NESTINEXT

595 INPUTASICLS

997 A3=0: 40

928 TFA2STIZTHENA=AZ-STI2: A2=5T42:PRINT"HDRE THER ";3T32;" MAB
IC ARROWS WOULD WEIGH YDU DOWN.":FORK={TO1500:HEXT

933 [FAIMSTITTHENAT=RI-5TI2A1=STS2:FRINT"HORE THAN ";ST12;7 ARR
045 UDULT WEIBM YOU DOHN,":FORE=IT01000:NEXT

Upon entering a new roam, draw it with its monsters and treasures.
If this is room one, give option to leave. .

pag £

1op1 [FRI=ATHENBI=1FI SEIFRM={THENTHPUT D0 YU HISH TO LEAVE THE
UNGEGH" A% TFLEFTS A%, L1 ="V THENBOOELSETLS

1005 BHE Y (RHIGOSURIGAOD, 11508
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1010 TFTHARM) OTHENTI=RND(39-23) +22: TY=RNDL4) +5: PRINTAT L +444TY, "
s

1915 J5=31:Y5=8

020 TF1$="8"THERYS=14ELSETFI$="2"THENYS=1ELSEIF 1$="4"THENYS=1EL
SEIFI$="4"THEH G=52

1025 PRINTIS+64KYD, YY4;

1030 IFH2(RM) =1 THENKY= FND{S?-ESJ+23:H¥=RMDE4)+5

1031 ME=MS{ML{HNI3/10

1030 TFMZ(RM) =1 THERFRINTOWE +GA3UY, MS (ML RMD 14

Print player status. Check for wandering monsters.

1055 PRINTAO, "ARFOMS: “;A13:PRINTALOZ,"M. ARRDNS: *;AZ;

1060 FRINTa90, ST="s5Ty* DA="304;:PRINTE6H, "HOUNDS: "5LEFTS (TR
$EI001, 4030 "

1041 PPruTﬂ1°a "ROOM: *3EM;

1062 FRINTIE32, "HEALING POTIONG: "5FT

1063 PRINT3O%, *HOLY WATER: ";Hi;

1045 TFMZ(RM) >=1 THENPRINTEAZ, "MONSTER: "3 NNS (41 (RM));

1070 TFMZ(RM) I THENPRINTS42, STRINGS (44-42,128) ;

1075 TFM2(RH) 31 THENPRINTR4Z+5¢, "NUMBER: *; INT (MZ(RM)); :ELSEFRINT
47+64,STRINGS (20, 128);

(980 PRINTS704,"EY POINTS: “3INT(EP);

1085 FRINT3748,"80LD: *;6F;

1084 [FMZ(RM)=CANDRND (106} =1 THENFORN=1 TOL0: FRINT242, "HANDERING N
GHSTER!*3:FORY=1TOS0: NEXT: FRINTA42, " "3 1FORY=
{TOS0LHEXT:NE (T: 2 (RM) =RND (3) 1 (RH) =RND (8) 60701030

Accept a command from the keyboard and call the appropriate
subroutine.

1090 FORE=ITOIREEI0)-EF: Ag=TNKEYS: IFRS=""THENNEXTELSE{=2050: HEXT
FE9S IFTIIRMI FOTHENPRINTETR+04ETY, °4";

195 TFASC  "THENIFAS="["THENI $="8"ELSEIFAS=CHR$ {10 THENT$="2"EL
SEIFAE=CHRE (%) THENI$="5"ELSEIFA%=CHRE {8} THENI$="4"ELBE] §=f%

F1o0 [F1s="R"THEMBNSUE1S100

1165 TFI$="2"THENGOSURIS200

PG IFT8="4"THENGOELELS300

HHS TRI$="4" THENBOSUR 15460

PIZD IFT4="H"THENI$="": IFPT:OTHENPT=FT-11¥=1

1125 TFI4="M"ANDAZOTHENT$="":42=A2-11 GOCLE15500

HI30 IFT$="N"GNDALI:OTHENIE=""1A1=A1-1:BOCURISA0D

1135 TFI8="F "THENBOSUR 500D

P140 TFI&="0("THENBOSUR17I0D

1145 [FI1$="T"AHOHUOTHENT$=""Hu=H4-1: 50508 15000

The Best of SoftSide

27



I1f there is a monster, move i, and let it attack.

L2040 TFHMZ{RM) {ITHEN1G3O

1201 IFRS{=0THENFORY=1F1T01285TEP -1 e POKELS3604M4 (A43HY)  XaHEXT:
HZLRMI=N2 (RMi-1:EP=EP+N5 (M1 (FN}):EBOTO 1030

1205 TFWASTRERNE=-1ELSEIFWXCXSTHENNE =1ELSERE=0

120G TFUYYSTHENMY=-1ELSETFUY< YSTHENNY=1ELSENY=(

1213 FRINTQUWX+645WY, " %

1220 IFPERK (15350+WX+HE+5001Y) =1 7B0RPEEK {15350+ X +MY+5430Y)=32TH
ENBE=WY+H}

1225 IFFEEK (15350+548 (WY +HY) +WX) =1 280RFEEK (152504581 (WY +HY) +H) =
JZTHENWY=UY+HY

1230 TF(RES(WYX-X5) 1) 0R{ABS (WY-Y3) 1) THEN1OS0

1235 X=RNL{0) 1 IFXHETHENTOS0

1240 ¥=RND{D}EH3

1245 W=H-1: TFWCOTHENSOO0

1250 BOTO 19350

End-game routine for the “Great Dungeon In The Sky."”

3000 FORX=191T01285TEP-1: POKELTI60+XT+644YS, X NEXT: FORX=1T01000:
REAT:CLS

3005 PRINT"WELCOGME TO HERVEN, ";NH$;"!!!"

5019 PRINT"I HOPE YGU ENJOYED YOUR SHORT LIFETIHE IN WHICH"
3015 PRINT"YOU ACCUMULATED ";BP:" GOLD AND ":EP:" EXPERIENCE POI
NI5."

3020 PRINT:PRINT: INFUT"WOULD YOU LIKE TO BE RETRCARNATED AS A NE
H CHARACTER";A%: IFLEFTS (A%, 1)="N"THENENDEL SERUN

Subroutine to draw a passage/intersection.

10000 REN ORAW HALLUAY (TYPE $1)

10005 Y1=R2(RH, 1)

10010 TFX1>0THENFORY=0T03205TER44: FRINTAN+23, CHRS (191) 3 tPRINTAY+
40, CHRE(IGE) s o NEXTELSEPRINTSI43,5TRINGS (18, 188),

10615 X1=R2(RN,2)

10620 TFX130THENFORY=440T09405TEP&4: PRINT2Y+23,CHRS (191) +5TRINGS
{16, 178) 4HR (1913 :NEXT:ELGEPRINTO443, STRINGS (18, 1431

10025 {1=R2(RN,3)

10030 IFY10THENFORY=41T043:FRINTA320+Y, CHRS (188) ; :PRINT2440+1,C
HR$ (1430 1 sHEXT:ELSEFORY=384T05745TEPA: PRINTSX +40, CHRS (191) 3 :NEX
:

10035 ¥1=RZENH, 4)

10040 IFX120THENFORX=0T022: PRINT3320+) ,CHR$ (188) ; : PRINTA540+X, CH
R$(143) 3 tNEXTHELSEFORY=384T05765TEPAA: PRINTAY+23, CHRS (191) 3 NEXT
10045 RETURN
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Subroutine to draw a chamberiroom.

11000 DRAU CHAMBER {TYPE #2

11005 PRINTREGZHLS, CHRE(IPIIIGTRINGS {7, 1430 +0TRINGS {16, 1281 +5TR]
NG {7, 14Z)4+CHR (1910

L1010 FRINT2768+16,CHRE {1910 +5TRINGS (7, 168} +5TRINGS (14, 128) +5TR]
NGH(7,188)+CHRE(191) 5 FORX=192TO3205TEPLA FRINTRE+16, CHRE 11915

PRINTY+47, CHRE$ 191 3 i NER T FORY=640TD7ARSTERA4 1 PRINTE +14, CHRE (1
F1)3:PRINTGE+47,CHRE (1910 1 NEXT

11015 ¥1=R2{RN, 1)

020 TFALOTHENFORX=0TO1285TEPS4: PRINTSY+2T, CHRE (171 ) +5TRINGS {1
5, 1281 4CHR$191) 1 NEXT:ELSEPRINTR172+24, STRINGE (16, 1470,

HIEZE H1=RZIRN, 2

11030 IFX1>OTHENFOR¥=A32TOS40STERS4: PRINT2Y+23,CHRS (171) +5TRINGS
{16,128 +CHRE (191) 3 sNEXT:ELSEPRINTS768+24, STRINGS (16, 158)

11035 Y1=RZ{RN,3

[1040 1FX1-0PRINT2320448,STRINGE(14, 188} ; :FRINT2540+48, STRINGS U]
5, 143) 1 :ELSEFORY=384T05765TEPAA: PRINT S, +47, CHRE 191 ) 3 s NEXT

11045 x1=FZ RN, 4)

11050 IFX10PRINT2320,5TRINGS (14, 188) ; tFRINTSAL, STRINGS (14, 143}
;1ELEEFOR!=3B4T05745TERSA: PRINTEX+16,CHRE(191] 5 tNELT

11055 RETURN

Subroutines to move player about on the screen.

15100 IFYS=0THEN]S10SELSEN=PEEK (153504 X5+ ((YS-11264) 11 IFN=J20RM=
{28THEN! 5105ELSERETURN
15105 FRINTAXSHAAIYS, " "5
15110 Y5=Y5-1: IFYSC1THENRN=R2(RM, 1) :60TO1000
15120 PRINTAXS+631Y5, Y¥$; tRETURN
15200 TFYS=15THENIS20SELSEM=FEEK (15360+X5+1 (Y5+1)864)) £ IFM{332AN
DH< 1 2BTHEMRETURN
15205 PRINTQXS+AAEYS," ")
15210 Y5=15+1: IFY5){4THENRN=R (B, 2): BDTO1000
15220 PRINTSX5+648YS, YY$; :RETURN
15300 [FY5741THENSI0SELSEN=PEEK {15360+ 5+  +648Y5) 1 IFHC SI2ANDHC 5
{78 THENRETURN
15301 M=PEEK {15740+X5+2+54875) : IFHS S32ANDMC 21 28 TAENRE TURN
15305 PRINT2AG+648Y5," ";
5310 ¥5=1542: IFY5 61 THENRM=R2 (RN, 3) : 60701000
{5320 PRINTOYS+441YS, YY8; : RETURN
15400 1F¥5¢2THENISA0SELSEM=FEEK (15360+X5-1+644Y5) s IFHC 32ANDMC
29 THENRETURN
15401 M=PEEK(153404X5-2+648V5) s IFMC I 32ANDHC 1 2B THENRE TURN
15405 FRINTQUS+HA4EYS, " ")
15410 ¥5=15-2: [FXS{ 2THENRH=RD(R, §) 1 BOTO1000
15420 PRINTAYS+544YS, YY$; :RETURN
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Normal-arrow firing routine.

15560 BOSURISEYY

155058 {=RNB{0T 20 IFRC=1THENY=3-.1
155306 IFRC=ZTHENY=Y+.1

13507 X=x fEP 1200}

15510 ¥=1

1531 ¥s X iﬂi*!ﬁﬂ)

13515 [FLYRTHERRETURN

1552C ¥=RND{O}: [FRC=1THENL=X+, JELSEX=Er. 1
13521 IFRE=2THERI=Y-.1

15525 M3=N5-{:1RETURN

15599 RETURN

Magic-arrow firing routine.

15540 GOSUE {5499
158401 1FM1ERMI=BTHENRETLRY
15505 I=RNDIO/2; TFRD=1THENY=- .}
15608 I=¥-tHA00
I 3507 IFRD=ZTHENS=1+. 1

{5408 Y=1-TEF7{000}
IE&IG IFEUTHENRETURN

15820 S=RMOD: o JFRO=1THEMS=X+,1
14621 IFRC=2THENY=1~. ]
15425 W5=M3-X:RETURN
153598 RETUEH

Calculate monster range, aim, and shoot arrow.

13659 IFW=DTHERME=3]: IFEY=0THENNY=B
13700 35=X5%2-1rVe=VoRI47=RR32-11Y7 =0V
15700 IFA6=R7THENSL=5EN(Y7-Y6&] 1 ¥B= !7+1 Ye=Ra+1ELSERLP=1Y5-¥21/ 1)
G- T  IPES NI THENEE=Rh: XO=27+2EL SEIF {7 S X6 THEN L 8= 1 a+41 89=17
La70% TP o=X7THENIFY 7<VATHENY 2= 743 Y8=Y4-ZEL SETF YT YA THENY?2Y7-
R T
13704 ¥=yTrIFARS (WY-Y3) =i THENY 2=V 56N {5LF143
15747 YEsY&Y9=YTeVeYE
1570% IFE& Y7 THEMSLF=-SLF
§3710 FORY=1BTDOYT+, IETEPSEN{17-14)
PRTLL IFVG47aRYO0R T ZTORYOTHERREY T BOT015730
YE70G IFPBINTLL, Yi=-1THENIS=X-1:B0T0IS750
15720 SETHE, ¥y ay=YeSLP IR P THENNE A TIELSETF Y DY 2THEMNE N TY
§5750 V=Y8:FORY=1ATOLT+, 15TEPSONCX7-X8): RESETLY, ¥1iv=Y+3LPIFY¥
FAOTHENNEX TXELSETFY-OOYZTHENNELTY
Y370 RETURM
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Subroutine for ¢lose combat with a monster,

tai(d IFARE L5-WY: M1ORARS(YS-HY) > I THENRETURN
16861 1FH1iRRY=8THERRETURN
{6002 TFM1RMI=TTHENRETURY
16003 TFHLIRMI=6THERW=-. 05
16805 {=RND(GY:IFRC=UTHENX=X-.1
teng 1=i-{RE/100)

15007 IFRC=ITHENE=X-.]

16208 ¥={-iEP/1000)

1601¢ TFY:WTHENRETURN

16015 {=RRD10): IFRC=0THENY=X+.1
V314 $=E+{5T77100)

16017 IFRC=2THENX=)+.2

15024 HE=H5-X:RETURN

Subroutine for opening a treasure chest.

17990 IFRBSITY-Y3) +1THENRETURN

17005 TFARSITY-YGI X THENRETURN

17310 PRIRTGTEIHSSITY, " ™y

17011 TH=tTv¥=p

17015 PRINTIS32+31, TS(THIRM) 13 s FBRY=1TOLO00:NERT
17020 FORY=417043:FRINTIAZ24X, " " iNEXT

17020 IFTUIRM) =1OTHENFT=FT+1: G070 F026ELSELF T {RAY =11 THENAZ=AZ+]
0:GLTGI7O26ELSEIFTL (R =1 2THERAI=A1+10: 507017028
174924 TS(TTERAYI=TETL iR 141

17623 GP=BP+GF(TI{RM))

{7028 EP=EF+EF (THEMI I T1IRN} =0

17050 RETURN

Subroutine to throw a flask of holy water.

E5059 =ML {RH) s IEM=C0RN=30RN=7THENRETURN
15000 GOSUBIGSYTIFRINTOM N+ 1a4807}, " " s WA=t W=V s A= 0ly=Y0u 5
QEUBI 6000 WI=RA HY=UD PRINTNTHIS48YS), YV S 1 RETURN

End-of-gamse procedures, such as saving games and printing out
information on the player's ¢character.

20020 TNPUT'HOULE YOU LIKE 70 SEE THE TREASURES VOU RETRIEVED':A
$1 IFLEFT#4AS, 11=* V" THENFORY=1T02: PRINTTS () , *NUNBER RETRIEVED:
TS8R

20040 FORY=1T05: TS (1) =0NEXT

200t Ai=AlE3h2=R2+A4

30015 INPUTHOULD YOU LIKE 7O SAVE THIS GAME®3AS:IFLEFTSIAS, D
(" THENZ0028
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20018 INPUT®*TD CASSETTE DR DISK “;A$:IF LEFT$(A$,1)="C"THENINPUT
"PRESS ENTER TD BEBIN SAVE "3A$:607T020024

20019 TFLEFTS(A$, 1) {>"D"THENZO01B

20020 OPEN"D",1,"RUEST/DAT"

20021 FORY=1TOSB:FRINTHI ML 00 sH2Z 00 s TIOO :NEXT

20022 CLOSE:60T020027

20024 FORX=1T038:FRINTE-1,M1 (XD, 2000, THIX) tNEXT

20027 PRINT"SAVE COMPLETE"

20028 IHPUT"WOULD YOU LIKE TO STOP MOW";A$:IFLEFTH (A%, 1){>"Y"THE
NRETURN

20030 PRINT'OK. 50 THAT YOU CAN USE THIS CHARACTER AGAIN:"

20035 FRINT"NAME: ";NH$;" RACE: ";:IFRC=OTHENFRINT"HUMAN®:ELSEIF
RC=1{THENPRIKTELF": ELSEPRINT"DUWARF*

20040 PRINT"WOUNDS: ";WE100;%%"

20045 PRINT'HEALIMG POTIONS: "3PT;" HOLY WATER: “;HMW

20050 PRINT®ARROWS: ";Al;" MAGIC ARROWS: ";A2

20035 PRINT*GOLD: ";G6P;" EXPERIENCE: ";EP

20060 PRINT"STRENGTH: “;5T;" DEXTERITY: ;DX

20045 INFUT'HOULD YOU LIKE 7O TRY AGAIN AS R $HEWE CHARACTER";A$
tIFLEFTS (A%, 1)="Y"THENRUH

20099 PRINT:PRINT"COME QUESTING AGAIN SOME TIME!!!":END

Subroutine to create new characters.

21000 PRINT"OK, I'LL MAKE YOU ONE.":FORX=1TO1000:NEXT

21003 GP=RND(20)+3:6T=RND{17) +3:DX=RND (171 +3:RC=RND{(3) -1:A1=3:A2
=RND{10) :PT=RND (3)+1:H¥=RND{3) :EP=01M=1

21010 PRINT"STRENGTH: ";S5T;" DEXTERITY: ";IX

21015 PRINT'BOLD: ";BP;" HEALING POTIONS: *;PT

21020 PRINT'HOLY WATER: "jHW3® RACE: "j:IFRC=1THEMPRINT®ELF"ELS
EIFRC=ZPRINT"DWARF"ELSEPRINT “HUMAN®

21025 PRINT"ARROWS: ";Al1;" MAGIC ARROWS: ";A2

21027 TFTRSBOMODEL=3THENINPUT"IS THIS CHARACTER FEMALE®;A%:IFLEF
T§(A%, 1)="Y"THENYY$=CHR$ (254)

21028 IFTRSBOMDDEL=3THENFOKE16409,0

21030 INFUT"HHAT WILL YOU NAME THIS CHARACTER®;NH&:PRINT"HAVE A
FUN QUEST, "jNM$;°'!!":FORX=1TOL1000:NEXT:CLS

21035 IFTRSBONODEL=3THENPOKE16409,1

21040 RETURN

Error-handling routine for arrow shooting routines.

2999% END:REM PROTECT ERROR ROUTINE FOR ARROW SHOOTING
30600 IFERL=15750THENRESUME15760ELSEIFERL=4094 THENRESUMENEX TELSE
PRINTERL,ERR/2+1:FORX=1T01000: NEXT: RESUMENEXT
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85 55 55 55 55 35 S5 39 55 55 88
8§ -§8
55 TRS-80 BRSIL 58
38 ‘Buest 2 Database’ 83
88 Author: Tigre Menrich 55
85 Copvright {z) 1982 £§
§8 Soft8ide Publications, Inc S8
55 s
85 55 5% 55 58 35 55 58 55 §5 5%

2 FRINTR475, "BUERT 23 s IFTRSBONIDEL=3THENFOKEL442¢, )

TP Pr3ErrLEsL QUEST 27
A% WRITTEW EBY BRIAN REVHCLDGS 113
FLEftrr (HAVE FUN')  "'GUEST2 DATA BASE BY T. MENRICH

115 DATA 2,.41,2,34,11,0,0,1
120 DATA 2,1,8,3,12,1,1,2
125 DATA 1,8,0,8,2,3,2,7
130 DATA 2,5,5,0,3,2,1,2
135 DATA §,4,6,9,0,6,3,10
140 DATA 7,3,0,0,7,4,1,5
195 DATA 1,0,8,56,8,7,1,4
150 DATA 1,2,0,7,0,5,2,3
155 DATA 1,0,0,10,5,1,3,7
14 DATA 2,J,G,53.?,?,3,&

2,1
170 DETA ‘,11 13,2,9.4,2
175 DATA 1,12,14,8,0,5,2,
180 DATA 2,13,0,15,0,7,4,
185 DATA 1,0, m,la‘t4,3 !
190 DATA 2,8,73,17,15,6,2,7
195 DATA 2,0,19,18,14,8,1,1
200 DATA 1,3,20,0,17,1,2,4
205 DATA 2,17,0,20,0,4,3,8
200 DATA ,18,21,0,19,8,1,1
215 DATA 2,20,9,0,22,5,2,12
720 DATA 1,0,0,71,23,1,2,3
225 DATA 2,16,9,22,24,7,1,1
240 DATA 1,2,0,73,25,8,1,2
250 DATA 2,0,0,24,26,9,4,9
250 DATR 1,27,0,25,0,2,1,1
270 DATA 3,3@,25,@.29 52,7
280 DATA 2,28,0,27,45,8,1,2
296 BATA 2,8,28,30,0 7,u.?
00 DATA 1,;1 27,6,29,4,2,5
10 DATA 1,72,30,0,0,1,2,
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320 DATA 2,0,31,34,33,5,3,8
130 DATA 1,0,0,32,0,3,1,4
340 DATA 2,35,0,0,32,1,1,1
150 DATA 2,36, 34,11,0,3,2,4
350 DATA 2,40,35,37,1,8,5,1
370 DATA 1,39,0,0,38,2,1,7
380 DATA 2,8,0,0,39,4,3,8
390 DATA 1,44,77,38,0,1,2,5
100 DATA 1,0,36,0,41,7,1,3
410 DATA 1,42,1,40,0,1,1,1
420 DATA 2,43,41,0,0,4,1,2
430 DATA 1,50,42.0,0,5,2,5
440 DATA 2,48,0,46,0,2,4,8
150 DATA 2,0,0,28,47,4,3,8
440 DATA 2,47,39,0,44,3,2,7
470 DATA 1,0,46,45,48,1,2,1
480 DATA 2,49,44,47,0,4,1,2
390 DATA 1,0,48,0,50,1,1,1
SO0 DATA 2,6,15,49,51,8, 3,8
510 DATA 1,
520 DATA 2,
530 DATA 2
540 DATA 1
550 DATA 1
S50 DATA 2,0,
570 DATA 1,0
530 DATA 2,57,
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TRS-80® SWAT TABLE FOR:

NOTES:

QUEST 1
SWAT
LINES CODE LENGTH

L= oo LI 450

105 - 140 HL 484
168 - IZ D 290
26 - 14 HZ 29z
380 - 380 ar 295
470 - 5ED i 292
so0 - B2 YT 428
g13 - 830 oy 439
B&G - B35 Y3 300
204 - 740 RG a4
?41 - 991 2] 457
92 -~ 144 FI 7
1015 - 1065 14 441
1976 - 1110 i 508
1115 - 1215 P 408
1220 - 5020 HA a7
10000 - 11003 FH 502
{1010 - 11830 R ¥
11055 - 15308 FT 405
{5310 - 13518 cu 37
15511 - 15608 #d 204
13810 - 15709 E8 378
15710 - 148004 G5 325
L4007 - 17415 bt 278
17020 - 20015 g 341
20018 - 20043 oo 439
20050 - 21020 i a22
24025 - 50008 14 i
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TRS-80® SWAT TABLE FOR:
QUEST 2 DATABASE

{(Modified Parameters: NUU=2 B =300)

SWAT SWAT
LINES CODE LENGTH LINES CODE LENGTH
- 3 RD 240 %6 - 300 1 89
115 - 170 BF Tt 310 - 320 DY )
125 - 136 ™ 44 330 - 380 BC 2
133 - {40 LR L} 350 - 340 18 50
145 - {50 BK 4 370 - 380 FE 47
155 - 180 BA 4 390 - 400 kS 19
145 - 178 U 48 410 - 420 6 18
175 - 180 LE 48 130 - 440 L 4
185 - 190 ¥ 49 50 - 40 0B 1
195 - 200 i 4 170 - 480 1D 50
205 - 210 Pe 8 99 - 500 5N 49
215 - 220 K 19 500 - 520 Ho 4
225 - 240 RH 9 530 - 546 CE 89
250 - 240 Hp 43 550 - 560 Bl 9
270 - 286 7 5¢ 570 - 580 ol 48
NOTES:
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FLIP-IT

TRS-80 version by Alan J. Zett
Flip-It is a TRS-80 program requiring
16K RAM.

Flip-If is a computerized board
game, in which you and the computer
match wits trying to outflank and
capture one another’s pieces on an
eight-by-eight board. The computer is
a formidable opponent, and you won’t
find it a trivial matter to win,

The game begins with a square
arrangement of four chips in the center
of the board, two belonging to you and
two belonging to the computer. You
are allowed to choose your color and
who will play first. When it is your
turn, your object is to pick an
unoccupied square such that putting
one of vour chips there will
“outflank’® one or more of the
computer’s chips. This means that the
computer’s chips would be sandwiched
in between one of your existing chips
and the new one you’re playing, in a
straight line. {You might think of it as

B 87 88

by Michael Prescott

your chips being bookends at each end
of a row of your opponent’s pieces.)

When you do this, all the computer’s
pieces which you have outflanked will
become yours. This can happen in
more than one direction, so that in any
given turn you might capture pieces
horizontally, vertically, and
diagonally. This can result in a
substantial shift in the relative number
of chips in one turn, and the outcome
of the game is rarely certain until the
last few moves.

Each square on the board is
numbered, so ail you have to do is type
the number of the square you want.
The computer always checks to see that
your move is legal, and allows no
cheating.

During your turn, you may ask the
computer to recommend your best
move by pressing “B.”” If you sze no
move that you can make, you must
press “‘N*'; the computer will then
check to see if you really have no pos-

sible move; if so, it will continue with
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its play. If the computer has no move,
it will pass after searching all the open
squares. If neither of you has any
possible move (which occasionally
happens even before the board is
filled), then the game is over and the
player with the greater number of chips
is the winner. You may also press “Q"’
to quit at any time.

You will soon find that winning a
game involves more than just capturing
as mamny pieces as you can on any given
turn, Much more important to the
eventual results will be the position of
your chips on the board. Capturing
edge and (especially) corner squares,
and preventing the computer from
doing the same will pay off in the long
run, even if it means outflanking only
one square when you could get more-
elsewhere on the board.

Variables

A(*): Decision-making array for
computer’s moves.

A$: General purpose.

B(*): Array representing board
layout. Contents: 9 represents off-
board; 0 is unoccupied square; 1 is
white; -1 is black.

B$: Graphics string for border.
BL: Black piece value (-1).

BP: Number of black pieces on the
board.

C: Value (-1 or 1) of the color calling
the “‘legal check’’ routine.

F: At start of game, F=1 if you
choose to go first. During the game,
used as a flag to flip pieces.

FL: If FL =0, legal check will not flip
pieces.

IP: ““I pass” flag for computer.
LG: LG=1 indicates a legal move.
OP: Color of computer’s chips.
OP$: Graphics string for the
computer’s pieces.

P:Temporary holding variable for
PDL.

PDL: Position of a square under
consideration.

P2: Number of chips on board.
RF: Return flag. If =1, then
RETURN from a normal (non-
GOSUB) routine.

SC: Color being searched for by
“‘legal check.”

X,Y,Z: Miscellaneous.

YO: Player’s color.

YOS$: Graphics string for player’s
pieces.

YP: ““You pass”’ flag.

55 55 55 55 55 85 55 55 85 85 S8

55 55
58 TR3-80 BASIC 55
g8 ‘Flip-1t’ 35

85 Authors Michael Prescott &S
58 Translator: Alan J. Zett S5
58 Copyright (c} 1982 55
85 GoftSide Publications, Inc 58

55

58

55 §8 55 55 55 G5 55 5§ 58 85 5§

Initialization.

30 CLEARZGO:DEFINTA-Z:DIMA(A0T BI991:A$="118113B83 1113831080384

3356336064151 145415B548584353346

\\\\\

I565465542522474257547573262207

THLTFLTIFLT A TAA O 7OTAOTORI TR I TTIH . T
F63TRTZIT1178 178728 H

L ERt x B v A

Gk §
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100 FORY=1TOI20STER2: A(7)=ASC IHIDS (A%, 1, 1)1 -8+ (ASC(MIDS (A8, 41,
1)3-48) §10: T2+ LI NEX T FORY=0TO72: B1X) 0 NEXT: B(45) =12 B(54) =11
{34)=1:B155)=1:50SUB420

$10 POL=0:B=01FL=0:F2=0:RF =02 BL=-1 1 WH=1:0F=0: Y0=0: FORX=0T09: B (Y}
=91 B{Y+90) =9: NEYT: FORY=9T0895TER10: B (1) =9: BUY+1) =92 NET

120 BS=CHR${191) +STRINGS (3, 1313 +CHRE (191) +5TRINGS (5, 20) +CHRS 126)
+5TRING$ (5, 131) 1 Ws=STRINGS (5, 1911 +STRINGS (5, 243 +LHR (26} +STRINGS
(5,131}

Get choice of color, who goes first, and whether to use a normal
board. Set up pieces.

130 CLS:F=0:48="":FRINTS24,"F L T F - 1 T™:FPRINT:IKPUT"WHICH COL
OR DO YOU WART (W OR BY ";AG:IFLEFTH(AS, D)"Y THENLEO

$40 YOR=W$:0P§=BS: YO=HH: OP=BL: BOTO150

158 YO$=B4:0P$=Us:YD=BL1 OP=lH

160 RE="":INFUT DO YOU WANT 70 80 FIRST "iAS:IFLEFTS(R%,13="Y"TH
EN F=1

170 A%="": INFUT"WANT TO SET UF YOUR DBN GAME ";A%:CLE:GOSUB18O:]
FLEFT4{As, 11="Y"THENE (44)=0:B{42)=0:B(54)=0: B{50) =0: B0TOZBOELSE]
FF=1THENZ4OELSEROSURIF0: BOTOALO

Draw game board.

180 FORA=0TO7IFORY=0TO7 (PRINTINA1Z8+YY7, STRE(I+11 s STRELYH1) 1 NEY
TY:NEXTY:RETURN

Plot pieces and update game display data.

190 PE=0:§P=0: BP=0: FORY=0TOT9: TFE (N {20ANDRIX) CXI9THENY=INT{ {3-1
PHAAGHIIZEH -1 -IHT - D Ao s a7

200 TFR{YI=ITHENPRINTSY, Wer 1 UP=RP+11P2=P24H]

213 TFB{X)=-ITHENFRINTSY B9 e BRF=BP+11P2=F 2]

220 NEXT:FORY=0TO47:SET(L110, V) hEXT PRINTRGAL, "FLIP-iT" ;1 FRINT2IE
3, " ="iUP;:PRINTS249, "B =";BP; :RETURN

No-possible-move command.

239 FRINTA376, "CRECKING";:FORZI=1T0469: FDL=A (1) :F=PDL:C=Y0: SO=0F:F
L=0:BOSUBSH0: IFLE=tTHENZAOEL SENEXT: IFIP={ THENAZOELSEYP=1: GOTD410
240 PRINTAZZS, "THHAT  ";:PRINTS440,ABOUT "5 :A$=LEFTS{5TRE(FIL
2t ‘+RE§HT$(STR5{P9LJ 1) iFORA=1TOL G FRINTR304, R85 : FORY=07097
(HEXT:FRINTSI04," 3 FORY=0TOR2: NEXT:HEAT:BOTGIS0
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Find player's best move,

ESG FRINT#I7A, "LODKING “;:FORI=1TDSO:PDL=4{ 20 1 P=PRLIE=YINBL=0F:F

L=0e GOSURSH0: IFLG={ THENZSOEL SEREXT: IF 1F= THERAZGELSEYP=1:G0TA LD
28G FRINTRA4G,"LOGKE  "5:PRINTISHA, "GOOD!™; 1AS=LEFTS{STRE(FDLY,
24" “+RIGRTESTRS! PELE,I‘ FORY=1TD15:PRINTOI76 (ASy e FORY=0TD:
EXTIPRINTIZZS, " y FORY=0DTD?9:NEXTINEXT S PRINT 2304, “
607030

Quit-game routine,

20 AR LSIPRINTR24,"F L T F - 1 TPIFRINTZINFUT'RD YO REALLY
HANT TO BUIT “3h%: IFLEFTS‘QS DO Y THENCLS 1 50SUR1 B0+ BOTOS40ELS
E330 ' o

Set up your own board.

280 RF=1:FRINT3304, " (D=DONE) " :605UBISG:PRINTIIZE, “COLOR? *)
290 AS=INKEYS: [FAS=""THENZFOELSEIFA%="]"THENPRINTI304," '
+1605UB180: IFF=1 THENT40EL SEGA3UB190: BATD410D

00 PRINTOINTOIRDL-100 /100 1284 CHPDL-11) - INTOIPBL-11 /100 0100147,

310 TFAS="WTHENFRINTH3::B{PD.)=RH
320 IFQ?'“B"‘HE??EIMTﬂig.B(FDL?=BL
336 5075280

Get player's move,

343 [FP2=54THENAIOEL SEGOSURTT0: IFPZ=84THENSSE

350 FDL=0:1P=0:FRINTS440," “yiPRINTAIZS, ;: IFRF=1THENPRINT®
SOUARE? ";ELSEPRINT"MOVE? M

S50 FORE=GTTH

370 AE=INREYS: IFAS=""THENITOELSEIFAS="R"THENCLS:GOSUB1 B0 BOSURIY
41 B0TDIG0ELSETFAS="0" THENZ7OEL SELFAS="N"THEN2Z0ELGE TFAS="R"THENZ
FOELSEIFA$="B"AHDRF=1THENRF=0: RETURN

JHO 1FR%CT"GRA% "B THENPRINTIM40, "INVALTD™ tFORY=1TO333:NEXT 6D
103354

J00 PRINTI41 #2244 rPDL=PDL+YAL (RS HHINL {1-X )t NEXT: IFRF =2 THENRF
=51 RETURN

400 C=Y0:5C=0P:FL=1:608LBS00: IFLE=0THENAS="0" 1 5OTD380ELSERSURLY

a
Choose computer's move,

410 IP=G:PRINTRIZS, "MAYBE  “;tFBRI=1TD60:FPOL=R() 1 PRINT 440, LEF
TH(SIRS{PDLY, 21" "RIGHTH(STRE(PDL}, 1} P=PDL:IF B(P){IOTHENNEXTZ
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ELSEC=0P: SC=y:FL=!: BOSUBSO0: [FLA=QTRENNEXTIELSEZE)

Computer rmust pass.

420 IF P63 AND ¥P=0 THEH PRINTZ6?, "PRES "y IP=1: FORX=0THS55:
MEXTY:PRINTIS49, " 3 :B0TO350

End-game routine,

430 ERIKTSS28, "N MOVES®r:PRINT2534,"LEFT!*s1PRINTS740, "1 GAME 2
*ssPRINTSEZ4, "¢ OVER 3°;:FORY=0TOS000:NEXTY

440 CLS:PRINE24,"F L T P - 1 T*:PRINT:FRINT"FINAL SLORE:":PRINT
(PRINTY WHITE ="P:PRINT"  BLACK ="BF:FRINT

434 TFUP=SPTHENPRINT'IT'S A DRai! ITLL BEAT ¥OU NEXT TIME'}™:FRI
NT:GOTOAS0ELSETF (WP -RPANDOP=HH) OR (BP>HPANDOP=HL } THENPRINT®1 ONCE
AGAIH PROVE ¥ SUPERIORITY! 1 WOM BY";:60TD470

464 PRINTTVOU WOM THIS ROUND HY%,

470 PRINTABS (WF-BR; "CHIPS! " FRINT:PRINY

Check for new game.

480 A8=""1 IRPUT HANT 10 PLAY QBAIN ":nt:TFLEFTHIRS, 1)="Y ALY
490 CLEARSO:FRINT:PRINTYOE. SED YOU LATER!™:END

Legality check: combines a search for legal moves with a routine to
flip pieces.

B LB=0: [FBRDLIOTHENS LD

0 FORY=1708:F=0: DNYBOTOS20, 530, 549, 550, 540,570, 530, 590

20 BEDL:EIRI=1TOR:P=P10: IFP 350 THERSOOEL SELFRIP) =GR (B4F) <CAND
4§ ORE (F) 3 THERSODEL SEIFB P =30 THENTFF=1 THEND (P) 202 NETH: 607050
LSENEXT2:B0TO6GOELSEF=1:LG= 1:P=PDL: IFFL=O0THENS 10ELSER (F)=C: 60T

OER{PI=9THENGORE EEIFBtF’} =CCTHENIFF =t THENE (P} =C:NEXTX: GOT D500

G F=POLrFIRR=1708:F=P-10: IFFLOTHENGUCEL SRIFRAF =0DR (B {P)=CAREY
i
SENEXTA:BITDSOOELSEF =t LG aP=FIL IFFL=0THERS 1GELSER (P 1 =C1 6OTD

30
PP EORZFITOR P=P o1y IFPX99THENGOOEL SETFB {F) =00R LB (F1 =CANDY
=] }ORBIF] ?THENﬁJPE!EEIFB’P)-EETHEN!FleTHEHH{P]=E:ﬁE!TZ:EBTUbDO
ELSENEXTL BIT0A00ELEEF =i L= P=FDL: IFFL=0THERSI GELOER{P1=CBOTE
544
G50 P=POL:FORY=1T08:0=R- 1 IFPCOTHENSOSELBEIFB P =00R (B4F) =CAND)=
LIDRECR =9THENSOOELSETF B (P =SLTHERIFF=1THERR (P2 =CiNEXTY 1 B0TOA00E
LBEHEITY: ROTOO0OELSEF =1L b=t F=PDL IFFL=0TRENS IOELSER (P} =T BOTLT
& :

The Best of SoftSide

41



FePTL s FORE= T OE PP+ TFP 99 THEMECOELSEIFB (F) =(OR (B (P} =CAKD
RE(FI=9THENA0OELSEIFB (R} =5CTHENIFF=1THENR (P} =CiNELTY: BATOA
REATYr DATOS00ELSEF=1oLB=1 e PP DL IFFL=0THENG L GELSER (Py =L BOY

I‘!"I(_'D

7O P=RDLIFORX=1TOB:P=P-%: IFP{OTHERAGCOELSEIFRF) =00R (B (F) =CANDI=
'}QRB!F}-?THEhuEdELSEIFEEP}-SE?HEHIFF-ITHEHB{PJ=E:NEXTX:GDTE&GGE
LBENESTY s BOTOGUCELSEF =1 LG=1 s P=PDL: IFFL=0THENS IOELSER P =01 50703
70
380 P=POL FORR=1TBE PRI IFP Y SV THENSUOELSEIF B (P =COR (RAF) =DAND
T IORE (P =9THENSSOEL L IR BiP) =SLTHERIFF = | THENB{F) =CiNEXTY: BRTDS0
GELSENER T GOT0400ELSEF =1 1 LA= 1 F=PBL s IFFL=OTHERS 1 0ELSES (P} =L BOT
0Egh
390 P=PBLFORI=1TO8:P=P-11: 1FPLOTHENGOOELSEIFBIP ) =GCR (B (Pi=CANDY
=1 0RE{PI=9THENGCOELSEIFB (P} =SUTHENIFF=1THENBIP) =0 BEXTX: BOTOG00

LBENEITE:BOTO6OOELSE =i LB=1a PPl IFFL=0THENG I GELSER (P) =02 BOTO
70

S50 FORI=0TDLrHEXTYINEYTY

&1 FRRY=4TR e NEYTE: FORY=0TOY tNEYTY:RETURN

Instructions.

420 CL31A$="":PRINTSS1Z, ;: INPUT NEED INSTRUCTIONS °iA$: IFLEFTS(A
3, 134"V THENLSD

436 CLSPRINTO24,"F L 1 P - [ TY:PRINT:PRINTTHE OBJECT OF THIS
GANE 15 TD COMPLETELY FILL THE EBDARD BITH AS MANY PIECES OF YOUR
COLDR 45 YOU CAN. TO DO THIS VAU MUST OUT- FLANK YDUR OPFONENT
'S PIECES AHD FLIP THEM TU YOUR COLOR.®

340 PRINT:PRINT*DUTFLANKING CAN OCCUR MORIZONTALLY, VERTICALLY,
OF DIRGDMALLY. THE GAME ENDS WHEN THE BUARD 15 FULL, OR WHEN BO
TH FLAYERS CAN'TMOVE. AT THAT TINE, WHOEVER HAS THE MOST PIECES
WINg,

a30 PRINT®7T, " (PRESS <ENTER: T3 TORTINUEY ™)

60 TEIMEYSOUHRE13) THENS60

470 CLS:PRINTIZ,F L 1 P - I T*:PRINT:FRINT"YOU MAKE MOVES BV E
ERIHG THE FON HUNBER CONBINED ITH THE  COLUMM NUMBER. FOR
ESAMPLE: THE UPPER RIGNT-HOND COSWER 1§ THE FOSITION 18 - THAT
15 1 FOR THE FIRST RO AND B FOR THE EIGHTR

536 PRINTCOLUNN, IF ¥0U MAKE & MISTAKE ENTERING A MUNBER, TYPE
A NINE FORANY OF THE NUNEERS AND 1T HILL MAKK THE ENTRY AS INVAL
B, (ERINT'DURING THE GAME VDU ALSC HAVE THE FOLLOWING DPTIONS:®
(FRINT

420 FRINTD - 70 QUIT THE SAME”:PRINT:FRINT'N - HOT AELE T8 MOVE
“:PRINT:PRINT®E - 453¥ FOR THE BEST MOVE®:PRINTS977,°IPRESS <ENTE

B> 19 START GAME)";

T [FIMKEYS :CHREO1ZITHENTOGELSEL D
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TRS-80° SWAT TABLE FOR:

FLIP-IT
SWAT

LINES CODE  LENGTH
90 - 130 W 570
40 - 220 AL 540
230 - 270 WD 577
280 - 380 WL o si7
90 - 450 ¥F Y]
10 - 530 FK 504
Sib - S0 I8 573
580 - 430 AN 813
440 - 480 MM 860
490 - 700 WR 147

NOTES:
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Battlefield

by Joe Humphrey

TRS-80 version by Jon R. Voskuil
Battlefield is a TRS-80 game requiring
16K RAM.

Battlefield is a game of strategy for
two players, in which the object is to
overpower the opponent’s forces and
capture squares on the playing board.
The players both start out with 40
squares on an eight-by-ten board, and
alternate moving forces around the
board to do battle with one another.

At the beginning of the first player’s
turn, new forces are added to each of
the squares along the right and left
edges of the board. The number of new
forces that each player receives
depends on how much territory he
owns, how many edge squares he
owns, and how crowded his edge
squares are. No square may contain
more than 99 forces.

At the same time, each player’s
Movement Allowance (M.A.) is in-
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creased, by an amount proportional to
the territory he owns. The M.A. limits
the amount of movement on each turn,
For example, moving five forces
through two squares, and then three
other forces through six squares, uses
up 5-times-2 plus 3-times-6, or 28,
movement points. A player’s turn ends
when he has exhausted his Movement
Allowance or when he presses ““E”.
Unused ML.A. is carried over to the
next turn.

Forces are moved using the number
keys and four directional keys. The
board display will show a pair of “#”
symbols bracketing one of the squares,
these constitute the ‘*cursor.”’ The cur-
sor can be moved up, left, right, or
down by pressing I, J, K, or L (these
keys form a diamond-shaped pattern
for convenient right-hand use). To
move forces, you position the cursor
on a square occupied by your forces,
type in the number of forces you want
to move, and then use the directional
keys 10 move them. To leave some
forces in a given square, just type *°0°’
or backspace to cancel the current
number of forces being moved.

You can move your forces freely, in
any direction, through your own ter-
ritory. Once a group of forces crosses
into enemy territory, however, they
cannot move further during that turn.
When a square is thus occupied by
forces from both sides, a pair of letters
is shown in that square rather than a
number of forces. These letiers show
the relative number of forces in that
square: The pair “YB’ would show
very unequal force strengths, while the
pair “MM”’ would show equal forces
from both sides. At the end of each
turn, battles are fought to the death in
all such jointly-occupied squares, and
the surviving forces of the winner then
remain in the squares.

These battles for individual squares
are usually, but not always, won by the
side with more forces in the square.
Assuine that the forces in a square are

15 of side A and 10 of side B. In the
first round of the baitle, there will be a
10/(15 +10), or 0.4, probability that
one of A’s forces will be destroyed; at
the same time there will be a
15/(i5+10), or 0.6, probability that
one of B’s forces will be destroyed. At
the end of the first round, then, the re-
maining forces could be 15:10, 14:10,
1519, or 14:9. Assuming that the actual
results are 15:9, the second round
would be fought with new probabilities
of 9/(15+9) and 15/(15+9), or 0.31
and 0.69 respectively. Rounds continue
in this fashion until one player’s forces
are completely destroyed in that
square.

If you should want to reduce the size
of the Battlefield plaving board, to
shorten and simplify the game, it's
easily done by changing line 70. NC is
the number of columns and NR is
the number of rows.

Variables

AR: Vertical tab location for Move-
ment Allowance.

B$: Black’s square marker.

BC$: Background character (CUS or
SP§).

BL: Index to black player {=0).

BS$: Backspace character, CHR$(8)
CC: Cursor column,

CHS$: A character.

COL: A column on the board.

CP: Controlling player in a square.
CP(i,j): Controlling player in each
square of array.

CUS$: Cursor character, ““#°°.

DC: Change in column CC (-1,0, + I},
DC(i): Change in column for each
player.

DF: Digit flag; =1 if a digit was just
typed.

DR: Change in row CR.

EC(): End-of-line column for each
plaver.

F: Boolean ‘‘false’” value (=0).

FR: PRINT@ position for number of
forces.
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HC: Half of NC.

IPL: Index to a player.

LC(i): Label column for each player.
LP: Timing-loop counter.

MA(i): Movement allowance for each
player.

MC: Maximum column index
(=NC-1).

MF(i): Maximum number of incom-
ing forces per square for each player.

MG: Maximum value of NG allowed.

MR: Maximum row index (=NR-1).
NB: Number of black forces in a
square.

NC: Number of columns on board.
NF: Number of forces to add to a
square.

NG: Number of forces in a moving
group.

NR: Number of rows on board.
NS(i): Number of squares owned by
each player.

NW: Number of white forces in a
square.

PC: Player’s name column.

PF: Previous value of DF,

PL: Index to current player.

PN$, PN13, PN2§, PN$(i): Strings
used for players’ names.

PR: Player’s-name row.

ROW: A row on the board.

S: Flag for sound generation.

SF: A square’s number of forces.
SF(i,j), SF(i,j,k): Square’s forces in
each square, for each player.

SP$: Space character.

SR: Vertical printing position for
squares owned.

T: Boolean ‘‘true’’ value (=-1).
TF(i): Total forces for each player.
V: Sound volume value.

W$: White's square marker.

WH: Index to white player (=1).
WP$: Winning player’s name.

X$: Temporary and utility string.

85 85 G5 55 55 55 55 §5 §9 55 85

53 85
55 TRS-80 BASIC 58
88 *Battlefield’ 8§

88 Author: Joe Humphrey 6§
55 Translator: Jen R. Voskuil 58
55 Copyright {c) 1982 88
55 SoftSide Publications, Inc 58

55

a5

§5 S5 85 85 55 55 S5 55 585 85 5§

16 GOTY &0

1§ 7=--m- FRINT CONTENTS OF FOSITION (COL,ROW) TO SCREEN -----
20 CP=CR(COL,ROM): PRINT FAY(COL,ROM),BES; PS(CP)3: NB=SF(BL,LO
L,ROMY: NW=SF{WH,COL,ROW): SF=NE+M4: IF SF{1-CF,COL,ROM)=0 THEN

30

25 PRINT CHRS(NB/SF125+45); CHRS (MW/SFE25+65)3: GOTO 35

30 PRINT RIGHTS{STR$(SF}, 204
35 PRINT P#{CP); BLS:: RETURN
58 REM

39 REM----- MAIN PROGRAM COMTROL ROUTINE -----

&0 CLEAR 204
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45 BE=CHR${138): we="-*

70 NC=f: KR=10

30 GOSUE 1000

90 GOSUE 2006

100 GHSUR 3000

110 508U 4008

{20 GOSUB 5000

130 BOSUE 5000

130 5O3HB 7008

130 BDTO BOGG

160 £LS: END

998

MWy - PRINT INSTRUCTIONSG ---—-

1600 CL5

1410 FRINT "BATTLEFIELD: A TERRITORIAL GAME BY J

OE HUMPHREY"

1020 PRINT TARB(ID) "(5-BO TRANSLATION BY JON VOSKUIL)*: PRINT
1040 PRINT®  TWE PLAYERS CONTROL FORCED OM A NC;BYY;NR;"PLAY
ING FIELD."

1034 PRINT"SBUARES DWNED BY QHE SIDE ARE SHOWN RITH THE NUMBER D
F FBRCES","BETHEEN VERTICAL BARS (";EHRS$(13B3;" “;CHR&(133};%);
SRUARES OWNED BY THE OTHER SIpE"

{06% PRINT"ARE SHOWN RITH THE MUMBER OF FORCES BETHEEN HYPHENS {
- -h.*y"  GRUARES CONTAIMING FOQREES OF BOTH SIDES ARE SHOWR W
ITH®

1070 PRINT*LETTERS REFRESENTING THE RELATIVE FORCE SIZES; AT THE
END OF","EACH TURN, BATTLES ARE FOLEHT IN THESE SRUARES TO BETE

RMINE®

1080 PRINT"YHD OWNS THEM, THE FIRST PLAYER TD ORN ALL THE SDUAR
ES BINS."

1099 PRINT" AT THE BEGINNING OF EACH ROUKD, NEW FORCES ARE AD
DED 70 EACHSIDE, AND EACH SIDE’S MOVEMENT ALLOWANCE IS INCREASED

1110 RETURM

£998 7

1999 7o INITIALIIE YARIABLES -----

2004 BL=0r W=

2019 F=91 T=1

202G BC=HC-10 MR=NR-}

2025 DIX PHYAHC,MRY: FOR COL=0 T MC: FOR ROW=0 TQ MR: PRY(COL,R
DW)= ROWI&d + COLES + [10-NCHEJ +1r NEXT: REXT
2030 DI BLUL)ECURY,LE(L, PLID)

2040 DINM MALTY,HF L1, NSO, PRSI, TRLT

2050 BIN CPIMC,MR) BF (1, M0, MR)

2064 LO(BLI=ty DOMBLY=14r EC4BLIRZI
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2070 LCUHRI=LCtBL) +26: DUGMHI=DLBLY+20; ECHRHI=EC:BLI+I9
2080 FR=83%: SR=855: AR=914
2090 BS3=CHRS$ (B)
2100 SPe=" "y CUs="¢"
2110 BIM B(1) PSIBLI=*="r P W) =CHRE (138)
2120 HC=INTINC/2)
2130 FOR RO¥=0 70 MRe FOR CDL= TO HC-1: CPICOL,ROM)=BL: NEXT: F
§7 COL=HC 10 MC: CP(COL,RDWI=WH: NEXT: NEXT
2170 NS EBLYHRINC: NS(MH)=NRINC-NS{BL}
2190 RETURN '
2998 7
2999 *----- INPUT PLAYERS' NAMES -----
3000 PRINT §%40, *PLAYER 175 MNANE: ":: INPUT PN$
3010 IF PN$=*" THEN 3000
3020 IF LENCPNS) 10 THEN PNS=LEFTS(PNS, 10)
3025 PN (BL)=FNS; PHg=""
303¢ PRINT 3900, STRINGS(A3,32);: PRINT 3900, "PLAYER 2°S NAME:
*51 INPUT PNS
3040 1F Pus="" THER 3030
3050 IF LENCPNS) 510 THEN PNS=LEFTS(FN$,10)
3055 PHS (WH) =PNs
3040 RETURN
1998 *
3999 7 ---—- DRAM PLAYING FIELD AND DISFLAY FLAVER DATR -----
$067 BCS=578
491@ £L5
020 FOR ROW=0 TO MR: FOR COL=0 T NC: GOSUB 20t NEXT: NEXT
4@40 PRINTS 704, STRINGS(A4,178)s: FOR I1=0 YO 128 STEP &4: PRINT
§ 799+1, CHREU149);: NEXT !
3050 FOR IFL=BL TO WH: PC=IPLYSZ
4065 L=14-INTILENIPNS(IPLI) /)
8070 PRINTZ 759+FC, STRING$IL,75); FNS(IPL); STRINGS(L,95);
4081 PRINTS §32+FL, “FORCES: SOUARES: "
40940 PRINTE 900+PC, *NOVENENT LEFT:*;
4104 FRINTS FR+FC, YFUIFLY;
4110 PRINTE SR#PC, NS{IPL};
4120 FRINTS AREC, MR(IPLY; -
4130 MEXT IPLs RETURN
4598 *
4999 ' —--—- BEGIN BLALK’S TURN. ADD FORCES & INCREASE HA'S --—--
G000 BLe=5PY
S010 FOR IFL=BL TO WH
020 MECIPLY=INTIRSIPLIANR) +1
G030 HEXT IPL
5080 FOR ROW=( T8 MR: FOR COL=0 10 MC STEF MC
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5050 CP=CPICOL,ROM): SF=SF(CP,COL,ROW)
5040 HF=MF{CP): IF SF+NF399 THEN NF=99-SF

5070 IF NF3D THEN SF{CP,COL,RO)=SF+NF: GOSUB 20

5080 TF{CP}=TF (CPJ+NF: MA{CP)=HA(CF)+4F (CP)

5090 NEXT COL,ROM

5100 FOR IFL=BL T0 WM

5110 PRINTS FReIPLE32, TFUIRLI:" "3

5120 FRINTZ AR+IPLIZZ, MALIPLI;"

5130 NEXT IPL: PL=BL: CC=0

5140 RETURN

5998

5999 ?-mmmn EYECUTE PLAYER’S MOVES TILL DONE OR M4 DEPLETED ----
4000 CR=INT(NR/2)

4010 NB=0

5020 PF=F

5030 GOSUR 14000

4040 BC$=CUS: COL=CC: ROW=CR: BOSUB 20

4050 GOSUB 11000

£040 MB=SF(PL,CC,CR)

4070 IF MA(PL)=0 THEN 5120

5080 BOSUB 10000

4090 IF CH$="H" THEN 4030

5100 IF CH§=BS$ OR DF THEN 4050

4110 IF CHEC3"E™ AND CH$C3"S" THEN 4040

5120 BC$=SP§: COL=CC: ROW=CR: 50SUB 20

6130 MB=0:50SUE 11800

4140 PRINT 940, STRINGS(63,32);

4140 RETURN

4998 °

§999 ?=mmmn FIGHT BATTLES TO DEATH IN DISFUTED SOUARES -----
7000 IF NS{PL)=0 THEN 7170

7010 FOR RO¥=0 TO MR: FOR COL=0 TO MC

7020 CP=CP(COL,RON): IF CP=PL DR SF(PL,COL,RON)=0 THEN 7140
7030 NSICFI=NS{LP)-1

7040 NB=3F(5L,COL,ROM) : NH=SF (WH, COL, ROW)

7050 IF NWCNE THEN CPLCOL,ROM)=- (NHINE)

7060 IF NYRNB=0 THEN 7130

7070 SF=RE+

7080 IF NECSFARND(O) THEN NB=NB-1: TF(BL)=TF{BL)-|

7050 IF NHCSFARNDIO) THEN NE=N#-1: TF(HH)=TF (WH) -1

7100 FOR IP=BL TO WH: PRINT® FRe324IF, TF{ZP);: NEXT IP
7110 SF{BL,COL,RON)=NB: 5F (H,COL, ROW)=NH

7120 GOSUB 20: BOTO 7050

7130 GOSUB 20

7140 CP=CP(LOL,RON): NSICP)=NSICP) 41

The Best of SoftSide 49



150 FOR 1P=BL TO WH: PRINTD SRe3202P, NS(IP)j: NEXT IP
7160 NEXT: NEXT

7470 RETURN

7998

7999 "~--—- END OF TURN; CHECK FOR END OF GAME ~=~--

8OO0 TF NS(BL) NS (WH) )¢ THEN 8160

8020 WPS=PNS(BLY T IF NS(BL)ZO THEN WPS=PN$ (WH)

8075 FOR T=LEN(WPS}-} T0 1 STEP -1: WPS=LEFTS(MPS,1} + * * + RIS
HT$ (8PS, LEN(HPS) -1 s NEXT

8030 FOR I=1 70 30: PRINTS 940, STRINGS(43,12);: FOR 22=1 TO 10:
NEXT 12

8040 FRINTS 780, WPe;* W I N S ! ' t*;: FOR 21=1 10 1S: NEXT I
1: NEXT 2

8050 PRINTS 990, "ANDTHER GAME? (Y/N)*;

8050 CHS=INKEYS: IF CHe="" THEN 8040

8070 1F CHE="N" THEN 3130

8090 BGTD &0

§100 IF PL=WH THEN 120

3110 PL=BM: CC=NC

§120 6010 130

8130 5070 160

9993 *

LT — INFUT & EXECUTE A COMMAMD ---n-

10000 CHS=INKEYS: IF LH$="* THEN 10000

10030 GF= (CHEM="0" 4N EHS{="9%): B{=0+ BR=0

16040 IF OF AND NOT PF THEN NGt

10050 PR=DF

10060 IF OF THEN NG=103NG+VAL(CHE): BOTO 10160

16070 IF CH$=BSS THEN NG=INTING/10): PF=l: GOTO 10180

16080 IF CH$="E" THEN 10140

10090 1F CHS="H* THEN GOSUB {2000 GOSUB 4090: 5OTC 10150

19100 1F CHS="1* THEN DR=-1: GOTO 10150

10110 IF CH8="J* THEN DC=-1: BOTO 10150

10120 1F CH$="K" THEN DC=1: BOTO 10150

10130 IF CHS="M* THEN DR=1: BOTO 10150

16440 TF THS="5" THEN NS(FL}=0: GOTO 10140

10150 BOSUE 13060

10140 RETURN

jo%9a °

10999 *---- ADUST ND. OF FORCES BEING MOVED, UPDATE SCREEN ~----
11000 IF CPITC,CRICIPL THEN NG=0.

{1010 1F NGOG THEN NB=M5

11020 IF NGMAIPL: THEN NG=MA{PLI

$1030 FRINTZ 982,

11042 IF NB=) THEN FRINT "(TYPE H FOR HELPS";: BOTO 11080
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11050 PRINT "(MDVING";NG; "FORCE";

11060 TF NG>1 THEH PRINT "§%;

11070 PRINT"»";

11080 FRINT * %

11090 RETURN

11998 ’

11999 *---- FRINT LIST OF CONMANDS IN RESPONSE TO *H* -—--——
12000 CLS: PRINTA 64, "COMMAND:®, "DESCRIFTION:®

12005 PRINT ETRING$:8,131),5TRINGS(12,131)

12010 PRINT: PRINT "A NUMBER®, "THE NUMBER OF FORCES TO MOVE (E.
B, 230"

12620 PRINT *  *;CHR$(93), "DELETE LAST DIGIT OF NUMBER,"
12030 PRINT*  E®, “END TURN. (TURN ALSD ENDS WHEN MOVEMENT®,,
" ALLOWANCE 1§ ZERO.)"

12040 PRINT *  H*, "PRINT THIS COMMAND LIST."

12030 FRINT * 1", "HOVE SOME FORCES UP.*

12060 PRINT *  J", "MOVE SOME FORCES LEFT.*

12070 PRINT * K", “MOVE SOME FORCES RIGHT.®

12080 PRINT * M, "MOVE SOME FORCES DOWN.®

12090 PRINT *  5*, "SURRENDER T0 THE OTHER SIDE."

12100 PRINT 980, "CHIT ANY KEY T0 RETURN TO GAME)";

12110 CHS=INKEYS: IF CHs$="" THEN 12110

12120 CH$="H": RETURN

12998 °

12999 *---- MOVE CURSOR & FORCES, UPDATE SCREEN -----

13000 SF{PL,CC,CR)=5F (PL,CC,CR)-NG

13016 BC=SPS$: COL=CC: ROW=CR: BISUB 20

13020 CC=CC+DC: CC=CC- (CCC0)+(CC3ME)

13030 CR=CR+DR: CR=CR-{CR:{0)}+{CR}NR)

13040 F5=5F (FL,CC,CR): IF FS+NG399 THEN SF(PL,COL,RON)=SF (PL,COL
ROW) +NG-(99-F5) 2 NG=99-F5: GOSUB 20

13050 SF (FL,CC, CR)=FS+NG

13060 IF CC=COL AND CR=ROM THEN ¥§=0

13070 BC$=CU$: COL=CC: ROW=CR: GOSUB 20

13080 MA(PL)=HA(PL)-NG: GOSUB 11000

13106 PRINTS AR+PLI3Z, MRIPL);

13120 RETURN

13998

13999 *---- FLASH PLAYER’S NAME NHOSE MOVE IS BEGINNING -----
14000 PRINTQ 940, STRINBS(53,32);

14010 FOR 2=1 T0 4: FRINT 940+458PL, STRINGS(18,32);

14020 FOR 2121 70 15: NEXT 12

14030 FRINTA 940+858PL, PNS(PL);™’S TURNY;

14040 FOR IZ=1 TO 20: NEXT 12

14050 NEXT 2: RETURN
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TRS-80® SWAT TABLE FOR:

BATTLEFIELD
SWAT

LINES CODE LENGTH
o- g it 395
% - 1610 PE 216
1020 - 1076 &K 530
1086 - 2030  GR 489
2060 - 299% LB 368
3000 - 4006 W 330
010 - M0 KN 369
4998 - 3090 DN 350
S100 - B040 Y 264
6050 - 4998 JK 233
6999 - 7100 RA 423
70 - BO2S M 365
go30 - 9999 KB 312
togoe - 10130 KL 347
1014¢ - 11660  PF 306
11070 - 12000 #®D 139
12066 - 13620 XK 417
13030 - 14010 HL 104
13020 - 14050 R g2

NOTES:
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by Larry Williams

TRS-80 version by Rich Bouchard.
Solitaire is a graphic card game for a
TRS-80 with 16K RAM.

Solitaire games are among the most
popular card games. Although they
lack the action of the arcade games,
they can be every bit as addictive.

Solitaire

What starts out as ‘‘one quick game’’
often turns into an evening of ‘‘one
more game.”’

There are many variations of
solitaire; however, the most widely
known version is the game of Klon-
dike. Both the lay-out and the rules of
the game are simple. It is this simplicity
that is perhaps its strength.
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The Rules of Klondike

1. Use one deck of playing cards.

2. Deal twenty-eight cards into seven
piles. The first pile on the left contains
one card, thc second contains two
cards, and so forth.

3. Deal the top card of each pile face
up.

4, Build on each pile in descending
sequence and alternating colors. (Ex-
ample: Any red ten may be played on
any black jack.)

5. You are always entitled to have
seven piles. If you clear away a pile
leaving a space, you may play any king
to the space.

6. The remaining twenty-four cards
form the “‘stock.’’ Cards are turned up
one at a time from the stock onto the
‘“waste’’ pile. The top card of the
waste pile is always in play.

7. Any complete column of cards may
be picked up as a unit and played on
another pile. (Example: A column of
cards consisting of the 9 of hearts, 8 of
spades, and 7 of diamonds may be
played as a unit on a 10 of spades.)

8. When a face-down card of a pile is
uncovered, it is brought into play by
turning it face up.

9. Whenever an ace comes into play,
use it to start a “‘foundation’’ npile.
Foundation piles are started to the side
of the seven original piles of the
tableau.

10. You build up on the foundation
piles in suit and sequence.

11. The bottom card of any column
of cards is eligible for play to its
foundation.

12. Once a card is played to its founda-
tion, it is out of play for the rest of the
game.

13. The object of the game is to play
each card to its foundation pile.

When you run the game, you will
find the seven piles of the tableau laid

out horizontally across the top of the
playing surface. The first card in play
is displayed in the lower right corner. A
cursor is positioned at the bottom of
the screen, and a summary of the com-
mands available is displayed. When
you start foundation piles they will ap-
pear at the right of the screen, above
the waste pile.

The following single key commands
are available:

LEFT ARROW: Moves the cursor to
the left.

RIGHT ARROW: Moves the cursor to
the right.

P: Picks up the card or column of
cards above the cursor.

D: Drops cards which have been
previously picked up at the cursor posi-
tion, if the play is legal. You may
always drop a card back where you
picked it up.

N: Brings the next card from the stock
into play by placing it on the top of the
waste pile in the lower right of the
screen. You are allowed only one pass
through the stock.

F: Plays the card positioned abovc the
cursor to its foundation pile, if the play
is legal. (You need not type P to pick
up a card that you wish to play to a
foundation. Typing F alone will
automatically move the card from
its current location to its proper
foundation.)

E: When you have no more legal plays,
type E to end the game. The program
will request confirmation of this com-
mand. Typing E will end your current
game and begin a new one.

Variables

A$: Temporary string variable.

C: Set equal to VA.

C(6,11): Array of card values in the
tableau.
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C$: Card values in letter form.
CHR: Related to ASCII value of cur-
rent card value,

CPOS: Memory location of character
data for current card value.

CU: Value of current cursor position
(1-7).

D(51): The deck of cards.

F(4): Array of top cards on founda-
tion piles.

G$(5): Graphics strings.

HF: Set to 1 if you have picked up
cards in your hand, 0 if you do not.
I,IN,J: Counters.

IN(7): Array of counters pointing to
the next open element in the tableau
array and open deck.

NUM: Card and suit value.

OC: Old cursor position.

OD(23): Array for open deck.
PAUSE: Delay loop variable.

P(6,5): Array of face-down cards in
tableau piles.

RN: Set to seed number for RND.
T: Temporary variable.

TX$(13): Array of text messages.
ST: Cursor position at which cards
were last picked up.

SU: Suit of the card.

VA.: Face value of the card.

VAS$: Card values in letter form.

X: Loop variable.

X(7): X-coordinate values for tableau
piles, waste pile (open deck), and
foundations.

Y1,Y2,Y3,Y4: Y-coordinates for the
four foundation piles.

Y(0-12): Y-coordinates for cards
played to the tableau.

Y(13): Y-coordinate for the waste
pile.

Z,ZA: Loop variables.

55 58 55 55 95 55 55 55 §5 59 85

55 55
85 TRE-BO BASIC 85
38 ‘Solitaire’ 53

85  Author: Larry Milliams §S

5§ Translator:

Rich Bouchard 55

L) Copyright {c) 1982 55
95 SoftSide Publications, Inc B3

a5

85

55 85 58 55 55 5§ 95 G5 S5 §5 &5

Skip to main routines after some initialization.

{10 CL5:CLEARIODO:DEFINTA-2:60T0 1110

Subroutine to draw cards.

20 PRINTSIG+Y164,65(6);
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30 PRINTINIB+YION, MIDEIVAS VA, 1)y
50 FRINTGHISU);
48 RETURN

Subroutine to get SU and VA.

70 SU=INTINU 1000
80 YAsHU-10085H
%0 RETURN

Subroutine for next card.

198 IF HF<{30 THEN GDSUBI4G0:RETHRN

110 IF In>S1 THEW 1495

120 SD{INGR ) =D IN r IN=TR+ 1 e E=T 0 ¥=1 2 NU=0D L N7 ) ) 1 GOSHBT 02 BO54R2
SrIMTI=ING?I AL

$30 IF CU=7 THEN BOSUB 150

140 RETURN

Subroutine to draw cursor.

{8 IF 0C(37 THEN PRINTQ898+0CH8," "y ELSE IF IN(7:{30 THEN PR
INTR952Z, CHRE 11910y ELSE PRINT#Z5Z," %

166 IF CHO:T THEN PRINTS392+CUIE,68(5!; ELSE PRINT952,CHRE(R1);
190 RETURM

Subroutine to move right.

200 CH=CUsl:IF CUHT THEN CU=7
215 50SYE 1536

22¢ 0L=Cu

230 RETURN

Subroutine {0 move left.

230 CU=CU-1:1F CHLO THEM CU=¢
230 GOSUE 150

264 at=Cy

273 RETURN

Subroutine to pick up cards.

280 IF HF{3G THEN BOSUB 1480:RETURN
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290 ST=CY

300 IF IN(CHI=0 THEN GOSUR 1510:RETURN

310 IF CU=7 THEN NU=GB{IN{7)-1}:BOTO0 330

S0 RU=C(CH,0)

130 HF=1

340 A=CUsJ=0:1F CU=7 THEN J—IE PRINTSIZBf?éE §448) ;18670 380
350 IF FICY, 08¢0 THEN PRINTSALE,6%{4) 4 :60TO 380

358 FDR¥=DTQE:FRIHT3Ylé4+X!8,STRING&(E,SEJ;

370 HEXTY

380 IF CU=7 THEN GOSUE 15G:RETURN

383 IF IN(CUi=1 THEM RETURN

390 J=IN(CUI+2: IF J>15 THEN J=15

393 FOR D=3 TO J:PRINTII#64+4X18,STRINGS (8,32} 5+ NEXT
400 RETURN

Main subroutine to drop card.

410 IF HF=0 THEN G0SUB 1520:RETHRN

420 IF CU=7 THEN GOSUR T90:RETURN

430 TF ST=CU THEN GOSUB 750:RETURM

4G TF IN(CU) =0 THEN BOSUE S30:RETURN

450 Wu=L{CO,INITLY -5

450 GOSUA7G:TS=5lhTy=YA

470 IF 5T=7 THEW Mu=0D{IN¢T)-1):G070 490

480 RU=E{5T,00

490 BOSURIQIFI{T8=1)0RITE=2}1AND{ (5U= 1?9R(SU-2I)THENEGSUBI§30 il
ETURN

300 IF(UTS=310R{TE=4}) AHD( (5U=3)0R (5U=4) } THENSOSUR1S40 RETURN
O IF TWOVA+L THEN S05UBISS0:RETURN

515 IF YA=! THEN GRSUR 1500:RETURN

520 IF ST=7 THEY GORUBTO0:RETURN

330 FOR I=0 T INtST)-{sHU=C (ST, D) eC{CU, IN(CUY) =NU: GOSUBT0: ¥=Cif:
Y=IN{CU}:GDBUR20: IN4CU =IK{CUI+1: L48T, ) =0:MEXT 1

40 IH{ST)=0:HF=0

§50 IF PIST,0)=0 THEN RETURN

2hfy BU=P (57,01 G08YET0: =57 Y=0:GOSURZOs CIST, INISTHi=KU IN{ST) =1
570 FORI=OTOA:R{ST, I)=F (8T, T+13«NEXTIPIST,5)=0

380 RETURM

Drop card back on open deck.

590 IF 5T<(>7 THEN GOSUB 1360:RETURN

00 MU=DDE1N(?)-1):BRSUBTH: 1=LU: Y2122 GOSLB204 E0SUBLS0
610 HF=0

520 RETURN
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Drop king on open space.

§3¢ IF §T=7 THEN HU=GD{INITI~1):B0%0 630
440 Ri=CI57,0

530 BOSUB 70

b IF VR{313 THEN GOSUE 1570t RE?URH

670 IF 5T=7 THEN GOSUB TOO:RETURN

580 BDSVE 530

£%0 RETURM

Drop card from open deck.

700 ¥=CU:¥=IN(CH}:TICY, INICY} 1 =NU:BOSUBZO: IN(CUI =TH(CU) +1

710 IH(Z3=IN{T) - L2 DB UINCT) ) =03 HF =0

720 IF IN{71=G THEN FOR Y=12 10 14:PRINT3VI64+56, CHRS(I0) ;2 NERT
YiRETRN

730 N4=0D{IN{7)-1) 1 GOSUBZO {=T Y=t 22 GOSUB20

740 RETURN

Drop cards back where you got them.

730 FOR 1=0 T INCCUI-teRE=C(EU, [12B05UBT0 X=LU Y=1:60SUB20:REXT
1

760 RF=0

774 RETURN

Pliay to foundations from open deck.

7RO HU=DDLIN(T)-1):50SUBTO:FL=1

783 IF (F{SUICP9A-1) AND (FI5U1=0F THEN GOSUR 1580:RETURN
796 IF FiSU<:9A-1 THEM TV=F1541:605081550:RETURM

800 BOSUEYE0

210 OD{IM{CU} j=0

820 IF IN{CUY=Q THEM SOSUB T20:RETURN

839 GOSUB730

BIS BOSURISH

840 RETHRN

Play last card of column to foundation.

830 REM

860 1=CU:1F PICU,0)<>0 THEM PRINTD{XE,B4 (61516070 380
870 FOR ¥=0 TD 2:PRINTEYS44+)16, STRINGS (B, 32)NEXT 1
880 LCU, &) =FICU,0) 1 IF FICH, 01=0 THEH RETURM

899 KU=C{EY, &2 X=CUs ¥Y=0: EASUBT0: BISUB20

200 INCY =1
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P10 FORI=0TO4:P (LY, DIaP LU, T+1 3 s NEXTIIF(CY, 5020
B2 RETURN

Main subroutine to play to foundations.

930 IF HF{X0 THEM GOSUB [480:RETURN

933 FL=p

G40 IF IM{CUI=0 THEN GOSUE 1510:RETURN

Fa0 IF CU=7 THEN BODSUR 7Q0:RETURN

750 HU=E{CH, IN{CU}-11:605HE70

963 TF (FESUICRVE-1) AND 4F (SU3=0) THEW 6OSHDR 15BG:RETURM
70 IF IS OA] THEN Ty=F iU} BNGURESE0: RETURN

780 ¥=7

990 ¥=5U83-3

1030 GOBUBZO:F(BUY=YA

1040 TR{CYI=IN(EM -1 IF FL<X0 THEN RETURN

1050 C{CU, INICY =0

1058 TF IN{€HY=0 THEN BOSUB @50:RETURM

1070 f=ClrY=IN(CUY-1:NU=C LY, INICU) -1) : BOBURZO: BOSURZD
1985 PRINTECUSE+( INLUY +2) 454, STRINGE 48,320,

1100 RETURN

Initialize variables,

{110 DIM Cia,113,PU8,5), 01500, 00423), FL41 THITY, TIS (132, B4 10
§112 PRINTGS4Z,CHRS {23} “SOLITAIRE®

1114 5OSUE 2000

t114 IF PEEX (2973271 THEN 01=94 ELSE 81=91

1120 FORT=1TBI3EREADTIS (1) 4NEXTI

1150 FORI=0TD4:FORI=0TOS:L{T,3)=0sP 11,3} =0 NEXTIsFORI=ATO1 1 LV,
JH=0:NEXTI, 1

1140 FORT=0TO23: 001} =0; NEXTI

1170 FORI=0TO3¢F {11=0:REXTI

1200 REN

1210 IH=0:FORI=1T04: FORI=1 101304 IN = 1008 [+2: IH=IN+ 12 NEX TS, I

Shuffle cards.

1230 FORI=SITDOSTER-{r X=INT(RHDAOM T+ T=B N DI 2R {02 D (D)
THRELTL

Deal to tableau.

1240 IH=0:FERI=1TOL:FORI=ATOI-1eF{L, i=D (I8 s IN=IN+ DL REATS, L
1250 FORT=0TOS:COL, 00=D{IN e IN TN+ LI RERTI
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Draw set-up.

1260 15

1790 FORI=OTHS:NE=C{T, &) e GOSIBTN =T ¥=0: GOSURZO NEXT]
1300 FORI=CTD4: IN{T} =12 MEXTI: INITY=0

1380 GOSUB1G0: BOSHR! 460

1320 CU=(300=01Y=CU: BOSURISO

Control program.

1330 A$=INKEYS: IFAS=""THENIZ30

1335 IF As>=CHRE(94) AND AS<=CHR$(127) THEM A$=CHR${ASL1{A%)-32)
1340 IF #%=CHRS$(9) THEW GOSUBZOO:EOTDIZ30

§356 IF A%=CHR${3: THEN GOSUB24¢:60T01330

1368 IF A%="N" THEN GBSURI00:60TE 1330

£370 IF &%="P* THEN S505UBZ81:60TC 1330

1380 IF A%="D" THEN GOSUR 410:5070 1330

1330 IF A$<3"F" THEM 1400 ELSE BUSUB 930: IF FU1)S13 BR F(2)¢13
BR F{Z3(1T OR F{43413 THER 133G ELBE PRINTQ940, CHR$ (305 VDU WIN
''!'" CRRE TO PLAY ABRIN? (Y/}"

1395 PRINTCHRSZ14) ;2 AS=INKEYS:PRINTCHRS (15} IFR%=""THERE JP3ELSE
TFASC " ANDASCCHRS (110} THENRUNELSECLERRS0: CLS:ERD

1400 IF As="E" THEK (420

1410 GOTO 1330

Text messages.

142G PRINTA9GD,CRRE43074"D0 YOU WANT TO END THE GANE? {Y/N)
{43¢ PRINTCHES L14) ;3 A9=INEEYS2PRINTORRE{LS) 1 TFAS=""THEN1 430

1432 TF a%*Y" AND RSCUNRE{IZL) THEN GOSUB 1440:8070 1330

1424 RUN

145% 5T0P

1450 PRINTR96D,CHRE (30 "ARRDWS MOVE D=DROP MN=NEXT P=PICK UF
E=END F=FOUNDATION";

1470 RETURN

1438 f$="70U ALREADY HAVE CARZIS) IN YOUR HAND. 'DR3IF® THEM.®:&
0SHB2 101 RETURN

1490 A$="THERE AREC NO MORE CARDS IN THE DECK.™:BOSUB2{00:RETURN
1500 AS="HHY DON'T ¥BU PLAY THE ACE ON A FOURDATION'":G0SUB2140:

RETURM

1319 A%="THERL &RE N CARDS HERE TO FICK UP.":B05UB2:0G:RETURN
S0 f%="YOU DO KDT HAVE ANY CARDS TO DROP, *:605UB2100:RETURN

1530 A%="YQU CAN’T FLAY & BLACK CARD ON & BLACK CARD.";BOSUBZ1Q9
tRETURN

1540 As="YOU CAN'T FLAY A RED CARD ON A RED CARD.®:BOSUB2I00:RET

UEN
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1550 A3="v0U CAN'T PLAY A"+TX${VA}+® ON A™+TX$(TV)+*, ":BO5UBZ100
tRETURN

1560 A$="YBU CAN’T DROP THEX HERE,*:B0SUBZ2100:RETURN

1570 A$="YDU CAN DNLY DROF A KIMB BN AN ENPTY SPACE.*:60SUB2160:

RETURN
1380 A$="¥0U MUST START YOUR FDUMDATION WITH AN ACE.*:50SUB2100:
RETURN

Names of cards.

1550 DATH "N ACE*,* THO™,* THREE®,” FOUR®,* FIVE",* SIX*," SEVEN
*,"N EIGHT",” NINE®,* TEN*," JACK",* QUEEN"," KING®
1990 STOP

Initlalization of graphics strings.

2000 GE=CHRS(25)+5TRINGS (6,8)

2014 BS (1) =CHRE {191 ) +CHRE (1591 +CHRS (135 +CHRS (1 I9H+LHRS (175) +LHR
117144 CHRE(18F +CHRE (134} 4CHRS (142) +CHRE(160) +CHRE{160) +CHRS
{190) +0$+EHRS (191) +CHRE (187) +CHREC177) +EURS LITR)+CHRE (187 ) +CHRS (
171)

2020 G%{2)=CHR$ 1191} +CHRE (1910 +CHRS (1351 +CHRS {139} +CHRS (1710 +CHR
SIS ESLHRS (1831 +LHRS (128 +CHRS{ 1430 +CHRE (1520 +CHR$ {128} +LHRS
{1871 +G$+LHRS (171 +CHRS (183} ¢LHRE (177) +CHR$ (178} +LHR¥ (187) +CHRS (
19

2030 BS43)=CHRS (131} +LHRS {131} +CHRS {187} +CHRY {147} +CHRY (£31)+CHR
U171 465+" “+CHRS (174 +CHRE (191 HCHRS (1917 4CHRS (132) +CRREC1 70+
BH+CHRS (174 +CHRS {1741 +CHRS (287 ) +CHRS (177} +CHR® (175) +CHRS {186}
2044 58 (1) =CHRS (131) +CHRS (TRTI+CHRE (147) ¢[HREC1B7) +[HRE (147) +HR
$ 01711 +B5+CHR$ (IS0 +LHRE (173 +CHRS (1911 +CHRS (191} +CHRS (1351 +LHRS
(1701 +644EHRS (1751 +CHRE (176} +CHRE{1BT) +CHRE(177) +CHREL176) +CHRS (
1881

2050 G8i5)=CHRS (1A4)+THRS (18T +LHRS 1144}

20560 8%=6345TRINGS (2, 8): 6% (5)=0TRINGH(7,191) +CHRE{149) +G§+5TRING
$(7, 1751 +CHRE(149) +GS+STRINGS (7,191 +LHRS {14

2070 VAB="AZ345467RTIEKY

Z080 RETURN

General-purpose delay subroutine.

2100 PRINTIT40, CHR{30};48;

2110 PRINTS1022,CHRS (143) 3 FORT=1T05: 1F INKEY$="" THEN NEXTT:PRI
NT21022," “ysFOR T=1 7O J:IF INKEV$="" THEN REXT T:80T¢ 2110
2120 BOSUB1A60:RETURN
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TRS-80® SWAT TABLE FOR:

SOLITAIRE
SWAT

LINES CODE LENGTH
16- 136 Ry 265
Mo - 270 v 240
280 - 385 % 283
390 - 490 §) 363
S0 - 400 Ay 420
10 - 720 ER rL]
736 - 830 o m
835- 9% R 243
M- 1076 mWA i3
085 - 1200 y7 337
1230 - 1350 ¢ 380
1380 - 1439 CH 463
1360 - 1550 L 557
1566 -~ 2020 P8 387
2030 - 216 K6 EH
A0 - 128 V1 12

NOTES:
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Gambler is a game program for up
to four players requiring a 16K
TRS-80. An amplifier is optional to
hear the accompanying sound.

Gambler is more than a dozen dif-
ferent games of chance. You and as
many as three of your friends compete
in a contest to see who can parlay a
$100 stake into $1000 first. The com-
puter would not be content to just keep
score and watch all this money change
hands so it becomes a ‘“‘player’”’ with
just the same chances of winning and
losing as you have.

On each player’s turn, he is first
given the opportunity to buy as many
as three lottery tickets., A lottery ticket
will return $50 to the owner if it
matches the winning numbers in the
lottery. After purchasing any tickets
desired, the wheel of fortune is shown.
A block of light dances randomly
around the board stopping momentar-
ily beside the name of the many games
available. The player touches any key,
and the dot slowly settles into one
calegory — the game in which the
player will participate.

There are many types of games
available in Gambler. Some are very
simple; you may be instructed by a
mysterious fortune teller to give or
receive amounts of money to or from
other players or the bank. The names
of some of these categories are
somewhat deceptive so pay close atten-
tion as the message slowly scrolls
across the screen.

There are also several betting games
involving dice. You can win or lose
money by betting on the outcome of
the two dice rolls: will the total be
even, will your roll be highest, or will it
be the lucky number 7? There is even a

GAMBLER

by Randy Hawkins
form of ‘“‘dice poker’’ with the best
hand taking the pot.

Gambler even has its own horse rac-
ing track so that all the players can bet
on the outcome and try to win the
purse. Lotteries are also held once in a
while to pay off the winning lottery
tickets. Big money is available
whenever a sweepstakes is held. The
correct bet on the outcome of the roll
of six dice can bring the winner up to
$450.

Gambler is loosely based on a board
game with many extras added. Because
the computer always plays, you can
practice with it. And since as many as
four humans can play along with the
computer, it makes a great game for
parties or when you have a large crowd
cager to play with the computer.

The TRS-80 will make all its own
decisions, and will even touch its own
keys as directed by the program. The
only exception to this is the note
at the bottom of the screen that asks
you to “TOUCH ANY KEY TO CON-
TINUE”. Usually, this delay is to
allow you to read some instructions or
to make a decision. Even when it is the
computer’s turn, it will wait for you to
give the signal to continue.

The winner is the first player to go
over the $1000 mark. In case of a tie,
the game continues until someone gets
ahead. Should you go broke, the bank
will advance you $100 but will charge
you with one IOU. As soon as you can,
you must pay the IOU back at a price
of $110. These transactions will take
place only on your turn.

So the time has come. Type in this
program, gather three of your friends
around the video screen, and see who is

the champion gambler in your
household.
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Variables

A$: Contains name of game read
from the DATA statements in lines
390-410.

Al$, A2%: Graphics strings used as
borders in game selection screen.
B$: User input via INKEYS.

D(6): Utility variables for six rolls of
dice, six horse race positions, etc.
D§(6): Contains the pictures of the
six dice.

GN: Game number selected in
selection routine.

H$: Contains picture of the horses
used in horse race subroutine.

HM: Contains highest money total
when searching for winner.

HN: Number of player with highest
money total.

L, I, K, L, S: Utility FOR-NEXT
counters.

I0(X): Contains number of TOUs
held by player X.

IP: Used as a loop variable to signal
which player’s turn it is.

JJ: Upper boundary on the FOR-
NEXT loop that increases graduaily
to slow movement of the dot in game
selection function.

L$(i,j): Lottery ticket string array.
M(I): Contains amount of money
help by player 1.

M$: Used to hold the message printed
out during various functions.

N: Contains the number of players.
N$(i): Contains players’ names.
PB: Contains the number of IOUs
which can presently be paid off.

Q: Dummy variable used with the
USR(0)function to create sound.
QQ: Used in lines 890 and 900 to
create the four-not tune played as
message M3 is displayed.

R$: Used as a utility string in
construction of graphics.

T$, T1$: Used to generate an
individual lottery ticket,

TI: Used as a timing delay.

X, Y,: Used to hold present and
previous print location for dot in
game selection routine,

§5 95 58 55 55 5§ 5 55 85 55 88

55 58
88 TR5-80 BASIC 98
S5 ‘Gambler” it
85  Author: Randv Hawkins 58

§5 Copyright {c) {982 §5
55 Softlide Publications, Iac 58

88

85

55 55 55 55 85 BS S5 85 &5 85 58

Program initialization. Line 20 creates A1$ and A28, graphics strings
uged in the borders of the game-selection screen. Subroutine 420
does further initialization of graphics. Lines 30 and 40 set the
number of players, N. Line 50 determines players' names and
initializes money, M{l}, number of |IQOUs, 1O{l}, and lottery tickets, L$.
If deslred, instructions are displayed after prompting in line 50.

16 CLS:PRINTCHRE [23) "RELTONE TC 1GANBLERE™:PRINT™ IWITH SOUND EFF

ECTS) ":FRINT

20 CLERRIOBD:DEFINTA-I: R1$=CHRI(1T1)+
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2 rRIE=RLIS+AIS+ATS+THRS (191} 1 AZ$=CHRE (188) +5TRINGS (2, 1400 +CHR$ (1
S6)+5TRINGS (17, 140) :AZ$=R2E+A2S+AZ4+CHRY (189) 1 GOSUR420: GOSUBL390
3¢ PRINT"HOW MANY PLAYERS (UP TO &) 7 %y

40 BE=INKEY#: IFB$=""THENSOELSEN=VAL (B%): IFN{10RN4THENSOELSEPRIN
™

50 FORI=1TON:PRINT"WHD IS PLAYER #":I3:IRFUTNS(1):M{1)=100:10(1)
=0rL8E1, 00=""sNEXTIs NS (1) ="TRE-BO": H{1}=100: [O(T) =0: N=K+1 2 PRINT:
FRINT"DD YOU MEED TD SEE INSTRUCTIONS®"

6% BE=INKEYS$: IFE$=""THENSOELSEIF (ASC(E$)ANDYS) =87 THENBOSURISTO

Game loop. Loop, using variable IP, cycles through each player's
turn. Present money totals are shown In line 80. Broke players are
handled by lines 90-120. Lottery tickets are bought In lines 130-150.
Game number is selected in subroutine 290, and line 180 transfers
control to the appropriate routine.

70 FORIP=1TON

30 CLS:PRINTCHRS (23); "PRESENT BANKROLLS 10US*; STRINGS
32,45) ;:FORI=1TON: FRINTUSINGNS (3)+° *+STRING$ (15-LEN(NSLD)),48)+
"$$EHE";HLT); PRINTAI 224064, 1010) 3 NEXTS: BOSUBZ00: PRIAT: PRINT* 1
T IS ";N$UIP)I3"°S TURN. *: IFM(IPI >=0THEN100

90 10(IP)=10(IF)+1:M(IF) =H(IP) +100: IFN(IP) {OTHENSOELSEPRINT* YOU
NUST BORROW MONEY TO CONT-*:PRINT®INUE TO PLAY AND PAY IT BACK T
0":PRINT*THE BANK ... PLUS INTEREST!®:FORT1=1T02000:NEXTTI:G0T08
0

100 IFI0CIP) 30RNDN(IF) >=110THENPB=INT (M(IP}/110) ELSE130

110 IFFB:I0(IPITHENRB=10(IP)

120 10(IF)=10(IP)-FB:M(IP)=M(IP)-110KPB: PRINT*YOU CAN PAY BACK';
PB;*10U NOTE*:FRINTAT 110 DOLLARS EACH.":FORTI=1T02000:NEXTTI:G
07080

130 IFL${IP,0)="XX1"THENISOELSEPRINT HOULD YOU LIKE TO BUY A LOT
TERY*:PRINT*TICKET FOR $10 7 *;

140 TFIP=NTHENFRINT"Y":GOSUBZ40:L8 (1P, 0)=L8 1P, 0) +7X" L8 (1P, LEN(
LE(IF, 001 =TS:HIF)=M(IP) ~10: FORTI=1T01000: NEXTT 11607030

150 B$=INKEY$: IFB=""THEN1 50EL SEB$=CHRS (ASC (B$) AND9S) : IFBS="N"TH
ENPRINT*N*:60T0150ELSEIFES< " Y " THENI SOELSEPRINT ™Y "1 BOSUB260:L8 (1
PO =LS (1P, 01 +* X" LS LIP, LENLS LIP, 00 ) ) =T8: M{IP)=NLIP) ~10s FORT =1
[G1000:NEXTT1:60T080

146G PRINT3942, "TOUCH ANY KEY TD CONTINUE®;

170 B§=INKEY$: IFB$=""THEN170EL SEGDSUB250

180 ONGNGOSUB1020,810, 440, 1130, 1170, 1190,450,1200, 1230, 1240, 440,
750, 1300, 940, 1020, 710,810, 1310, 1320, 750,460, 1330, 710,810, 1340, 13
50,1330,810, 440,940, 131,710,750, 340,810,710
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190 MEXTIP:GOTE70

Subroutine called in game loop to check for winner. The highest
money total is found in line 200. If greater than $1000, then winner
is notliled; otherwise, game continues. Option of playing a new
game is in lines 240-250.

200 HE=H{L) THR=1FORI=2TON IFMET ) SHNTHENHN=R (1} : Bi=d s NEXTJEL SENE
imd

210 JFHMCIODOTHERRETURN

229 K=0:FORI=1TON: IFM (D) =HRTHENK=K+1: NEXTIELSENEXTY

230 TROITHENPRINTGINCE THERE'S A& TiE, KEEP GOING*j:RETURN

240 FRINT:PRINT® ;NS (HN);" WINS THIS GAME WITH":PRINTHM: "DOLLAR
§1°rFORI=QTOTOSTEPZ:R=USH{t1141-1) :NEXTI: PRINTCHRS {23} PRINT 40U
L0 YOU LIKE TO PLAY ABRIN 27

230 BSsIMKEVS: [FBS=""THENDEOELSEBS=CHRE (ASCIRS I ANDYS) ¢ IFBE="Y"TH
ENRUNELSEEND

Lottery subroutine. Selects two-digit lottery ticket that is different
from all other lottery tickets issued. Displays results in line 280, and
returns,

266 T$=CHRH(AB+RAD(S!) 1 T14=CHES (2B+RND 16} 1 1 TFT1${=TSTHENZAOELSET
$=T44"-"+T14:FORI=1TOM: IFLE (], 0) =" " THENZ80

270 FORI=ITOLEN(LS(T,6) ) IFTE=0$4],0) THENZAOELSEREXTY

ZBO NEXTI:PRINT'YOY RECEIVE TICRET MUMBER "3 78$:FORI=1T028:0UT255
y T2 DUT255, BeNEXTI - RETURN

Game selector. Prints border, using A1% and A2$. Displays names of
games read from DATA statements in lines 390-410. Lines 320-350
wait for players to touch any key. Lines 360-380 settie on one game,
set the game number GN, and return.

290 RESTORE:CL3:PRINTAZS: 1FORI=1TO12: PRINTAL 81 sNEXTJ:FORI=1TOT: P
RINTCHES (143 STRINGS (2, 140) CHRS (141) STRINGS {17, 140) ; :NEXT: PRINTC
HRS 1143)

309 FORY=58T0772STERSS: READAS: PRINTSN, A%: :READAS: PRINTRX+21, 053 2
READAS: PRINTY+42, A61 NEXTX

310 1=65:84=INKEYS: PRINTII?0, N8 1P ) 1", TOUCH ANY KEY FOR YOUR SE
LECTION";

320 ¥=X:PRINTIY, STRINGS (2, 143) 5 :0=USR (50004RND (1291 £ X=RNDI 121 85
A4RND(31121-20

330 IFIP=NTHENIFRND{30) =75 THEN3IS0ELGE 350

380 B3=INKEYS: IFBS¢)" *THENDAO

350 PRINTRY,* *1:60T0320

The Best of SoftSide

66



360 J0=100:KK=5160: FORT=1TOS+RND (4) : B=USR (KK) £ KK=KK+20:FORJ=1T0J
JrNEXTI:JJ=004100:PRINTAY, " *3:Y=(:PRINT, STRINGS (2, 143) ;1 X=X+
212 IFPOS(0) J40THENX=X+1

370 IFX)B30THENY=65: NEXTIELSENEXTI

380 Q=USKIKK) :FORTI=1T0300:NEXTTI: 6N=INT (Y/21)-2: PRINTSY, " *3:F
ORI=1T05: 0=USR(0) :PRINTAY, STRING$ (2, 143) ; sFORTI=1TO99: NEXTTI: FRI
NT3Y," *3:NEXTI:RETURN

390 DATAPOKER PARTY,F O R T U N E !,SWEEPSTAKES!,LOVE THY NEIGHB
OR,EASY COME EASY GO,WIN A FEW,SWEEPSTAKES!,UNLUCKY SEVEN,LOSE A
FEW

400 DATAEVEN STEVEN, SHEEPSTAKES!,DAILY DOUBLE,FOT LUCK,HIGH ROLL
ER,POKER PARTY,LOTTERY,F O R T U N E !,JACKPOT,$100 BONUS,OFF TO
THE RACES, SWEEPSTAKES!,LOSE THIS TURN

410 DATALOTTERY,F O K T U N E !,TA! TIME,BONANZA,LOSE THIS TURN,
FORTUNE ! SHEEPSTAKES' ,HIGH FOLLER, JACKPOT,LOTTERY,HORSE R
ACE,MAD MONEY,F O R T U NE !,LOTTERY

Graphics initialization. Set up graphics array D$, which consists of
pictures of the six dice.

420 R$=CHR${256)+5TRINGS(7,24):D8(1)=5TRINGS (3,191} +CHRE (1432 45TR
INGS 13, 191) +R$45TRINGS (7, 143) 1 D6 (21 =CHRE (151) +CHRE (177) +STRINGS {
5, 1911 +R$+ETRINGS (5, 143) +CHRE {140} 4CHRE (143)

430 DE(3)=CHRE(191) +CHRS (179) +CHR$ | 191) +CHRE(143) +5TRINGS (3, 171)
HRE+5TRINGS (5, 143) +CHRS (140) +CHRS (1430 : D4 (4) =CHR$ (191} +CHR$ (179)
+GTRINGS (3, 71 )+CHRE (179} +CHRE {1910 +Re+CHRS (143) +CHRS (140) +5TRIN
G44{3,143+CHR# {140} +CHRS (143)

440 D3i5)=CHRECITL) +CHRE (179 ) +CHRE 1 171) +CHRE (143) +CHRS (191 ) +CHRS
{(179)+CHRS$ (191) +R$+CHRE (142) +CHRE (140) +5TRING# (3, 143} +CHRE (1400 +
CHR${143) : D4 {61 =CHRE {171) +CHR$ (179 +CHRS (1910 +CHRE (179)+CHRS (171
HCHRE L1790 +CHRS €191 +RE+CHRE L1431 +CHRS (140) +CHRE (143)

430 D#{6)=D$ (6)+CHRS (140} +CHRE (143)+CHRS (140) +CHRS (143 ) :RETURN

Sweepstakes routine. Lines 460-480 set up the graphics display.
Line 490 offers optional instructions, which are in lines 510-530.
Lines 540-600 record each player's sweepstakes bet in S$(J). Line
620 rolls six dice, displays them, and records them In D(X). The
highest number rolled is stored in HN. Line 630 checks for pairs,
640-650 for a straight, 660 for a split, and 670 for single spots.
Results are displayed in line 690.

460 CLS:PRINT13,"S WEE P S T A K E S '":FRINT270,CHRS (176)5TR
ING$(B, 140)" G "STRINGS (8, 140} CHRS (175)STRINGS (8, 140)" H "STRING
$(8, 140)CHRE {176} :FRINT134, "A" 1 PRINT 2154, "C" : PRINT174, "E":FRIN
12198, CHRS {143)5TRINGS 119, 32) CHRE(143) STRINGS (19, 32) CHRE(143)
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370 PRINT3400,CHRE(19])5TRINGS (19,32 CHRS (171 )5TRINGE{19,32)CHAS
(3911 :PRINTS464, *B": PRINTS4BS, "D": FRINTOS04, "F" 1 PRINTSS2E, CHRE (1
JTISTRINGS {5, 140)" 1 "STRINGS (8, 130ICHRS (131 STRINGS (B, 140)" 3 °
STRINGH (8, 140ICHRS {131) : PRINT3448,"F = PAIR";

430 PRINT2512,"S = STRAIGHT":FORY=1TO&:PRINTE249+X110, 08 (X) 5 1 NEY
T

430 FRINT#850, "00 YOU HEED SWEEPSTAKES INSTRUCTIONS 7":B$=INKEYS
S06 BEcINKEVS: TFR$CC""THENSIGELCETFRND (D) ~ 1 THENG=USR{ IE4+RRD {99}
} 1 B0TOT00EL SE5G0

510 Be=CHREIASC{BY) ANDTS: 1 [FB4="N"THENSIOELSEFRINTIS40,CHRE (31);
"I% SHEEFCTAKES EVERYDNE ANTES £10. EACH PLAYER BETS BN THE DU
-COME CF THE ROLL OF & DICE. THERE ARE THREE TYPES OF BETS.*:H0
SUR1473

JZ0 PRINT3S4%,CHR$(311;"ONE WAY I8 TO BET DN WHERE THE HIGHEST M
UMBER ROLLED WILL ARPPEARIF THE HIBM WUMBER APFERARS IN A,E,C,D,E,
R F YOU WIN $300. LET-TERS G,K,I,AHD J COVER TWD SPOTS. IF YO
U BET G, v COVER SPDTSA AND C AND CAN WIN $150."

530 BOSUBL470:PRINTI640,CHRE (31} ; "ANDBTHER BET 15 {{P:; FOR PAIRS
. IF TBA DICE HEXT TO ONE AMOTHERMATCH, ¥OU BIN $700. THE THIR
T BET 15 <{8:; FOR # STRAIGHT, IF 3 LONSECUTIVE DICE RPPERR 1
K HUMERICAL ORDER, ¥OU RI¥ $430.":GOSURI47C

340 PRINTISSC, CHRS (31) 2 PRINTSS9D, "4-F $300*;PRINT2752, "6-) $150*
(PRINTE820, °F 42007 :FRINTR324, "5 $450" :FORT=1TOM NI =R{]} 101 08
(L =""1RELTI: =040 PRINTH9EE, "PLACE YOUR BETS:":

il FORI=IPTOMIPRINTIL RELJI" - “rod=i+d

%50 IFJ=NTHENES=CHRE (54RND (1101 1 TFES="X "THENE%="P"; GOTOSB0ELBES
g0

STO BE=INKEYE: IFB4=""THENS7OELCER$=CHRE (ASC D41 ANDSS TP (RS 27374
NDB${ K" HORES="F ORR4="5"THENSBOELSESTO

580 FORK=17DBY: IFR4=88{K) THEHGSOEL SENEXTE s PRINTES 158 {31 =E% 1 NEX TS
S90 IFIPzi THENHN=1: GOTDE20EL SEFORI=1TOIP-1  FRINTSY, e ;" ~ °1
I=1+64

Sl Be=1HEEYS: IFR$=""THENSGOEL SERS=CRRE (ASC (B ANDOS 2 IF (BS070 "R
NOB$<"L")ORBE="F"ORBE="5"THENA | PELBELDE

G FORK=1TOH: IFB$=04 (1} THENGOOEL SERENTE I PRINTRE t S {1 =BH1HEXTY
tHN=

620 BOSUBIATRPRINTI9Z, FRINTI2S4,  FORS=1T04: FORL =1 T05; B=USR{SE
JERNDE128) ) iDIR)=RNDEY  PRINTI2ET+ALIO, DE (DN by o MEXTL 2 TFD YT 20N
THENHN=D (X1 MEXTXELSENERTY

630 FORJ={TOM: IFSSCJI="P THENSS J)}="50RRY, MO PAIRE!":FDRK=17035:
IFDIK =DE+ 1 THENSE =" B200 FIR & PRIR™: M40 =R{Ji+200:E=5;: NE4T
EELSENERTH

&40 TFS$ LIY="5"THENFORK=1T04: IFD K =D ek +] 2 - 1ANDD (5 =D (X421 -2 THER
S§{3=" #4350 FOR THE STRAIGHT":4{J)=M{J) 450K« HEYTRELSENEXTH

450 [FS${d1="0"THENSE{)1="H0 STRATGHT! " FORK=1T04: [FD4K)=R{l+1 14
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LANDD (K) =D (K+2) +2THENS$(J)=" $450 FOR THE STRAIGHT*:M(J)=N(J) 445
0: D=4: NEXTKEL SENEXTK

440 TF(58(2)=""AND{D (1) =HNORD (3) <HN) ) DR (58 (1)="H"AND (D (3)=HNORD
15)<HN)YCR (58 3)="1"ANDAD (21 <HNORD (4)<HNY ) DR (58 (1)=""AND D (4) <

NORD{6)=HN) ) THENSS {J)=" $150 FOR BET ON "+58(1):H{J)=N{J)+150

570 1FS8(J) "3 ANDSS (33 6 THENK=ASC [54(2) )-44: [FD (K) =HNTHENSS (3
b=" $300 DN SFDT "+58{J):M(3)=R13) +300ELSESE(2)=" YDU LOSE WITH
SPOT "+55(2)

580 IFLEN(S$(0))=1THENSS (J)=" HAYBE NEXT TINE!®

590 NEXTI:PRINTIS74,CHRS (3011 1=640: FORI=1PTON: PRINTAX, N8 (05" -
"1541J);CHRE {31} X=4+54; NEXTS: IF1P=1THEN7O0ELSEFOR=1TOIP-1 :PRIN

TaY, N4 - 358D g = 26T NERT]

760 GOSUE1470: RETURN

Lottery subroutine. Instructions and lottery tickets are shown in line
710. Array D(J) is set to zero. Six dice are rolled and displayed. If a
number J is rolled, D(J) is set to 1. Winning tickets are evaluated in
line 730. Lottery ticket L$ is set null.

710 CLS:PRINTS24,"L 8 T T E R Y":PRINT:PRINT:PRINT"IF BOTH THE N

UMBERS DM YDUR TICKET ARE AMONE THE SIY NUNBERS"

715 PRINT"ROLLED, YOU WILe RECEIVE $50 FOR THAT TICKET. HERE HE
GO ... ":FORI=ITON: PRINTOSTOHISEA, NS (I TAELZOILS (I, DITAB (300LS 1)

2FTABLAGILE4, 33 1 NEXTI-60GUB1A70

720 FORI=1TOS6: DA =0aNEXTd:FORI=1T00: K=BNE (2] tFRINTIZI 340210, DEH

K3geD U0 =1:3=USRI10008(J+1 1) NEXTY

730 FORJI=1TON:FORK=ITOLEN(L${J,0)):FORL=1T0300:HEXTL: IFD{VAL (LEF

TEILEL] KD, 1) =1ANGD (VAL (RIBHTS (LS, K}, 1) )) =1 THENMLT =M (d ) +50:

B=USR{0}1PRINTISBS+IEAHELID, "850"Y; NEITK ELSEFORL=2032702080:8

=USRILI:HEXTL:PRINT3SBAH 464410, "-—-"; NEXTK,J

740 BOSUBI470:FORI=ITONLS4T, 0 =" sFORK=1TORs L4, K=" 1 REXTE 31

RETURN

Horse race routine. The picture of a horse is created in H$ in line
750. Heading and Instructions are in lines 750-760. Horizontal
position is in array D(K). Each of six horses is randomly advanced
by incrementing Its print position. When POS(0) passes 61 in line
780, the winner Is announced in lines 790 and 800.

750 CLS:HE=CHRE(32)+"-"+CHRE(155) +CHRS (1401 4LHRS (150) +CHR${129)
FORJ=ITOA: DA =L JEL 2B PRINTRIEL2E, 2 TRECL0) s HE c NEXTU: FORI=1TE
N:FRINTSJI128, N3 (30 e HOT =MED) -200 HEXTJ:PRINTI9,"H DR G E R

AL E 8 !y rFBRYSTTOITSTEFS:SET{IZ0, VI NEXTY

H FR‘%TE?“Q "EVERYONE HAZ BET $20, THE WIMRER WILL RECEIVE %10
4, " GOSUELAF0
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770 FORJ=1T03:8=UGR (2661 :FORK=1TO20:REXTE,
780 FORI=1TO3:K=RND (&) :D{X)=D(K)+1:PRINTD(K) , H$;: IFPOS(0) 561 THE
H1=3:MEXTELSENEXT:60TO77
190 PRINT2896,CHRS(31) ;1 IFK<=NTHERPRINTTARIZ -LEH{NS(hJﬁ’Z} NE{K
B e MK =MIK)+100ELSEPRINTTAB(16) ; "HORSE NUMBER™;K
EGU FPIHT”HIHS THIS RACE!":GOSUBLI470: RETURP

Fortune teller routine. The fortune teller's messsage is chosen at
random in lines 810-880, and is displayed in lines 900-920.

B1C Mg="":CLS:PRINTIZSZ,"THE FORTUNE TELLER 3§
AV S 1 ik=1iA=104RRD (51450

820 IFRND{5)=5THENME="HOLD A SWEEPSTAKES,":K=2:50708%0

B30 IFRRD{G:=5THENHS="HOLD A LOTTERY,":+¥=1:G0T08%0

840 TFRND(Z)=ZTHENM$="COLLECT FREM “:K=-1ELSEN$="PAY 70 *

BO0 J=RMDIR+1):IFJC>IPTHENBAOELSENS =N+ "EVERYONE " 1 HLIP) =H{IP) KX
HEM:FORI=1TON: P =0 d ) +REM:REX TS BOTORBO

B&D TFI=N+ITHENME=NE+"THE BANK":RMUIPY=RUIP)-K2R: 5070880

870 HESHE+NE ()i MLIP)=MUIR) -KEMsR (D) =R {0 ) +KAR

580 HE=HE+5TRE(M)+" DOLLARS."

390 B0=0:D{0)=5000:0(1)=5040:D{2)=5020:D{3)=5007 :PRINTCHR$ (23] :X
=UBR(266)

900 WE=STRINGE(IZ, 321 +NE(IF)+", "+M$+STRINGS(32,32) :FORI=1TOLEN!
HEI-ZL:PRINTIS1Z, HIDEIME, 0, 31) ;1 B=USR (D (GRAND3) 1 1 G0=08+1:FORTI=1
TOSSsHEXTTI, o g=""

910 PRINT2956, "TOUCH ANY KEY TO CONTINUE"::B$=INKEYS

720 IFIRKEY$=""THEN?Z0

930 IFK=2THENA&OELSEIFK=STHEN? LOELSERETLRR

High roller game. Instructions are in line 940; all roll two dice in line
950. High roll is determined in lines 960 and 970. Single winner is
announced in line 980; a tie causes a re-roll in lines 990-1010.

F40 CLS:FRINT" R I 6 H R OLLER-— EVERYONE ARTES %20 AND R
OLLS TWO DICE. THE HIGHEST TOTAL TAKES THE $100 PRIZE. 70 ROLL
DICE, TOUCH":PRINT" ANY KEY ON YOUR TURM.":GOSUBL470:PRINTS19Z,C
HR$i31!
950 FORJ=1TOM: ﬂ Jy=fid) =200 X=444+00 120 PRINTY, N8 () - {=1+10: GOSUB
1450040 }=Kx {=X+15: BOSUB1450: D) =D4J) +: ¥=4-25: FRINTQX+35, "YOUR
IBTQL ‘f“‘h\ JPNERTE
Fol BN=D{1}:HM=1:FORI=2TON: IFD{J) *HNTHENHN=D(J} s HM=J2 NEXTJELSERE
i1
970 K=D:FORJ=ITON: IFDLJ =HHTHENK=E+1: NEXTIELSENERTY
PB2 IFK=1THENPRINTOB%6, TABCLG+LER (NS (HMI ) /2) s NS CHM) 3" WINS THE P
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DT!*: M{HM) =4 (HM) +1002 B3=1NKEY$: GOSUB1470: RETURN
990 PRINT900,"WE’VE BOT A TIE' THOSE HIGH ROLLERS ILL ROLL 4G
AIN'":B$=INKEY$: 60SUB1470: PRINTR192, CHRS (31);:4=192

{000 FORJ=1TON: IFD(J) CHNTHEND (J) =0: NEXTIELSEPRINTAY, N8 (1) s 1=X+10
:BOSUB1450:0(0)=K: X=1+15: BOSUBIA50: D () =D (J) +K: {=X-25: FRINTa+35
,"YOUR TOTAL 15";D(J);:X=X+128:NEXT]

1010 BOTD940

Poker party subroutine. Instructions are in line 1020. Three dice are
rolled in line 1030 for all players. Check for three of a kind in line
1040; for pairs In 1050; for straights in 1070. Winner is announced in
1120. A tie causes the routine to restart.

1020 CLG:FRINT'F 0K ER P AR T Y -- EACH PLAYER PAYS $20 AN
D ROLLS THREE DICE, THE BEST POKER HAND (THREE OF A KIND > STR
RIGHT > PAIR) WINS $100.  TOUCH ANY KEY TO ROLL DICE.*:605UB14
70:PRINTA192, CHRS (31) 1 XYX=254: FORT=1TON: HE1) =M (1) ~20: NEXTI: HH=0
1030 FORI=1TON:PRINTAXE, N6 (1) :FORM=1T03: J=11 X=H Y+ 104M: BE=INKE Y
BOSUBLAS0:D (M) =K:NEXTH:P (1) =0

1046 IFD(1}=D{2)ANDD(1)=D(3) THENPRINT3XS+40, "THREE OF A KIND!j:
PUI)=30+D (1) :60TO1100

1050 TFD(1)=D(2) THENP (1}=104D (1) ELSEIFD (1) =D(3) THENP {1)=104D (1)E
LSEIFD{2)=D(3I THENP (1) =10+D(2)

1060 TFP(1) SOTHENPRINTSXY+40, "4 FAIR!";:60T01100

1070 FORJ=1TO3: IF (D41}=D(2) +1ANDD{1)=D(3)+2) DR (D{1)=D(2)-1ANDD (1
}=D{3)-2) THENP (11=20: NEXTIELSENN=D (1) 1D (1)=D(2) : D{2)=D{T): DIT)=H
MEHEXT

1080 HN=D!1):FORI=ZT03: IFDLI) SHNTHENHN=D (J) sNEXTIELSENESTI

1090 P{1}=P{1) +HN: TFP (L) 320THENFRINTOXX+40, "A STRAIGHT ! " ELSEPRT
NT3%1+40, "HIGHEST ROLL 15 A";F(1);

1100 Y¥=¥K+128: IFEL1) JHNTHENHN=P (1) : NEXTIELSENEXTI

{110 K=0:FORI=1T0N: IFF(1) =HNTHENK=K+1: J=1:NEXTIELSENEXT]

1120 IFK=1THENPRINTA914, N8 (1) ;" WINS THE POT OF $100":M(D)=M(D)+
100 6OSUB1470: RETURNELSEFRINTA905, "NE HAVE A TIE ... S0 LET’S AL
L PLAY ANOTHER HAND!'®:GOSUB1470:PRINT2196,CHRS (31):X)X=256:HN=0:6
0701030

Love thy neighbor routine. Set the message in line 1150; adjust
money in line 1160; jump to display routine in line 890.

1130 CLS:PRINTS256,CHR${23) :K=0:H=RND(5) 110+30

1149 J=RNDN) s TFI=1PTHEN] 140

1150 Hg="5SHOW THAT YOU'RE A 500D MEIGHBOR AMD GIVE "+N§{J)+STR${
Mi+" DOLLARS,®

160 HEIP)=RTP)-Ha MO ) =M (T ) +H: GOTO89D
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Easy come, easy go. Give instructions and roll two dice in line 1170.
Adjust money.

H7O CLS:PRINT"EASY COME EARSY &0 -- THE BAME W
ILL PAY YOU 10 TIMES ROLL OF 2 DICE. TOUCH ANY KEY TO ROLL DICE
, "pHS(IP3;", ":BOSUB1470: J=1P: ¥=279: BOSURL450:M=K: X=289: BOSUB1 4%
Q:M= (M) AL02 MUIP)=MLIP) M2 FRINTR470, "YOU WIN®3M; "DOLLARS,

1180 GOSUB1470:RETURN

Short-message routines. Simple procedures to handle special
routines: Win A Few (1190), Unlucky Seven (1200), Lose A Few
(12303, Even Steven (1240), Pot Luck (1300), Jackpot {1310), $100
Bonus (1320), Lose A Turn (1330), Tax Time (1340), Bonanza (1350),
and Mad Money (1360).

1190 CLE:FRINT"W I N A& FE W -- THE BANK WILL PAY YOU TEN T
IMES":FRINT"THE ROLL OF ONE DIE, TOUCH ANY KEY TO ROLL DIE, ";M
$11F) 3", "160SURI470: J=1P: ¥=200: GOSUB1450: M=K110: M(IP) =ML IR} +M: PR
INT2470,"Y0U WIN®3H:"DOLLARS. ":BOSUB1470:RETURN

1260 CLS:PRINT"UN L UCKY SEVEN -- ROLL THWO DICE, IF
THE TOTAL IS":PRINT"SEVEM YOU LOSE £100. FOR AMY OTHER TOTAL, Y
DU WIN #100,":PRINT"TOUCH ANY KEY TO ROLL DICE, ";N${IF);".":G0%
UB1470: J=1F: X=279: GOSUB1450: M=K X=289: GOSUBL 430 W=+

1210 IFM=7THENPRINT2470,"YOU LOSE 100 DOLLARS!":M{IP}=M(IP}-100F
LSEPRINT470, "YOU WIN 100 DOLLARS!®:HIP)=M{IF)+100

1220 GOSUBL147U:RETURR

1230 CLS:FRINT"L O S E A F EW -- YOU HUST PAY THE BANK TE
M TIMES THE  ROLL OF OMWE BIE. TOUCH ANY KEY TO ROLL DIE, ";N§
{IP);".":GOSUB1470:J=1P: X=264: BOSUB1450: H=K$1C: M{IPI=H{IP) -H: PRI
NT247G,"YOU LOST";M; "DOLLARS. " :BOSUBI470: RETURN

1280 CLGFRINTSEVE N STEVEN -— YDU MAY BET UP TO $%0
AND ROLL TWOD  DICE. IF THE TOTAL IS EVEN, YOU COLLECT TWICE Yo
UR BET. TOUCH ANY KEY TO ROLL DICE.":FRINTN$(IP};", HOW MUCH Ml
LL YOU BET 7 "3:[FIP=NTHENBS=STR$ (RND(4)+3):60701260

1250 B4=IMKEY$: IFB$=""0RVAL (B$){ITHERIZ30

1260 M=VAL{B%) #10:PRINTH; "DOLLARS":GOSUBL470

1270 ¥=407:3=1P:605UB1450:P=K1 X=417: BOSUB1450:P=P+K

1280 IFINTIR/2)42=PTHENPRINTOS9E, "YOU WIN";294; "DOLLARS. ":R{IP}=
M{IP)+Z4MELSEPRINTDS98, "YOU LOSE"; My "DOLLARS. ":M(IP}=M{IF)-H
1290 BOSUB1470:RETURN

1300 CLS:PRINTCHRS (233 :M=10(RND{S)+10: M (TP =M TP} -H: HE="HHY DON’
T YOU SWEETEN THE POT BY GIVING THE BANK"+STRE{M)+" DOLLARS,":k=
{1 GOT08%0

1310 CLS:PRINTCHRS (237 :M=RND(3)R10+50: ME="YOU HIT THE JACKPOT! C
OLLECT*+5TR$ (M) +" DOLLARS. ":K=0:M(IP)=M{IP}+M:E0T0890
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132G CLS:PRINTCHRS (27):MITF)=H(IP} +100: Me="FLEARE ACCEFT THIS #1
(0 BOMUS!":K=0:BOTDB90

1336 CLE:PRINTCHRS {23} :M$="Y0U JUST LOST THIS TURN!":K=0:50TD390
1280 CLE:PRINTCHRE(23):HE="FPAY $100 TAX TO THE BANK!":MIIF)=H(IP
}-106:K=0:160T0B%0

1350 CLS:PRINTCHRS (23] tM=RND{S} 310t HUIP) =M (1P} +HEN:FORI=1TON: M
PRI -MNEXTI s ME="UHAT & EONSNIA! EVERYOME PAYS YOU'+STRE(M)+"
DOLLARS. ":=0:60708%0

360 CLS:PRINTCHR$A2Z) (H=RND (D) R1C:M(IP) =N IIP) AN FORI=1TON: HEJ
P=HUTIHMNEITI ME="THIS OUGHT TO WAKE YOU MAD. GIVE EVERYBODY“+
STR$(R}+" DLOLLARS, ":K=0:60T08%¢

Instructions.

370 CLS:PRINTCHRE(23)"THIS IS THE GAHE OF GAMBLER!™:PRINT:FRIRT
“YDU AND THE TRS-BD RRE IN A [DW-TEST TO SEE WHD WILL BUILD HIS
£100 BANKRCLL INTO $1000 FIRST, MOWEY IS HADE AND LOST THROUGH
ASERIES OF GAMES OF CHANCE --*
1375 PRINT"FROM HORSE RACING AND DICE GAMES":
1380 PRINT"T0 LOTTERIES AND SHEEPSTARES! IFYOU SHOULD LOSE ALL Y
QUR MOMEY":PRINT"YOUR 10U WILL BE ACCEPTED { AS':PRINT'LONG AS Y
OU P&Y IT BACK WITH":PRINT*INTEREST 3. GOOD LUCK!":K=0:60TD710

Utility subroutines. Lines 1390-1440 set up the sound routine in
SOUNDS$. Lines 1450-1460 wait for input before stopping on one of
the six dice at print position X. The computer’s dice choice is made
in line 1450. Lines 1470 and 1480 print a message and walt for
keyboard response.

1390 SOUNDS="// 7R F0 18 R0FE0IIEEFF 47 REN 28 SLASHES

1400 1=VARPTR (SOUNDS )+ J ' =PEEK(1+1) +256FEEK (142) 1 J=] | 4655358 (11
32747}

1410 FORK=17034:READAS:NEXTK: FORK=JT0J+26: READY: POKEK, Xz NEXTK
1420 TFPEEK(16394) =201 THENFOKE 16526, PEEK (1+1) tPOKE16527, PEEK (142
TELGECHMD"T": DEFUSRO=JsPOKEL4308, 0

1430 RETURN

1440 DATA 205,127,10,77,48,82,1, 105,211,255, 45, 32, 253, 40, 105, 211
, 755,45, 32,753, 13, 16, 238, 175,211, 255, 201

1450 B=IHKEYS$: IFI=NTHENFORL=1TORND (507 s K=RND {2 s PRINTSX, D4 (KD 52
8=USR (1E4+RND(39) ) :NEXTL:RETURN

1456 K=RND{a) tPRINTEY, DS (K} :D=USR{IEA+RND{79) ) IFINKEY$=""THEN]
450ELSERETURM

1470 FRINT3978, "TOUCH ANY KEY TO CONTINUE®;

148G IFINKEYS{:""THENPRINT2%78,CHR${30) ; sRETURNELSEIFRRD{9)=1THE
H@=USR (JE4+RND(99) ) :GOTOL480ELSE1480
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TRS-80° SWAT TABLE FOR: NOTES:
GAMBLER
SWAT

LINES CODE  LENGTH

16- 80 EV 543

% - M0 Th 534

150 - 20 I 508
230 - 300 DD 552

e - /0 OTW 572

00 - 430 FI 802

M0- 476 UC 559
10 - 520 ¥ 574

50 - 570 PR 526

580 - 440 OC 544

450 - 490 LV 593

700 - 730 20 503

740 - 800 WY 573
810 - 900  PH 813

910 - 980 KU 547

990 - 1030 MR 540
1040 - 1110 KT 508 P
H20 - 1170 WM 554 R
1B0 - 1216 ER 540
1220 - 1240 5D 509
1270 - 1330 LK 509
1340 - $370 WM 536
1375 - 1440 JO 540
1450 - 1380 M 215
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Operation:
Sahotage

by Ray Sato

Encryption modifications by Rich
Bouchard, William Kubeck, and Alan
J. Zett

Operation: Sabotage is a fan-
tasy/adventure game for an Apple with
16K RAM (tape) or 32K (disk).

It is the year 2101, and war has
broken out between Earth and the dis-
tant planet Zekloke. This alien power
has established a large military com-
plex on Mars which will soon become a
great danger to Earth. Hidden in the
massive installation are several secret
documents containing the plans for an
incredible defense shield — strong
enough to stop an entire fleet of
spacecraft.

You are a special agent and have just
succeeded in sneaking into the alien
complex. Your mission is to destroy
this threat to mankind and return with
plans for the powerful defense shield.
The outcome of this mission will decide
the fate of mankind.

Playing Notes

The computer will always give you a
brief description of where you are,
what objects you can see, and what ex-
its are visible. You move and act by
typing in simple commands, generally
consisting of a verb and a noun. If the
computer tells you that there is a laser
pistol in the room, for example, you
might want to type in the command
“GET PISTOL”. At a later time, you

might be able to use it to “SHOOT
MONSTER” or for some other pur-
pose, If you no longer want to carry it,
you can ‘“‘DROP PISTOL” whenever
you please. Since the computer looks
only at the first three letters of the verb
and the last three letters of the noun,
you may use abbreviations such as
“SHO TER"” (for ““SHOOT MON-
STER?) if you desire. Movement is ac-
complished by entering just a single let-
ter rather than a two-word command:
N, S, E, or W for north, south, east,or
west. Typing the single word “INVEN-
TORY” (or “INV’*) will display a list
of what you are carrying. Typing
“STATUS” (or ““STA”’) will give you
a readout of your current physical
condition.

Part of the challenge of any fantasy/
adventure game such as Operation:
Sabotage is to figure out what you are
able to do in a particular situation.
Therefore, you will not find a list of all
the verbs the computer can under-
stand, or of all the objects you may
discover. You might find yourself
frustrated by what seem to be dead-
ends, and end up getting killed in the
process. This is all part of the adven-
ture, and a test of your ingenuity and
perseverance.

Program Notes

The most obvious feature of the pro-
gram listing is that most of it looks like
a cryptogram. The BASIC keywords
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are all in their usual form, but the
string assignment statements and
DATA lines are incomprehensible.
This is because all of the room descrip-
tions, object names, monsters, and
verbs have been encoded. This has
been done to preserve the value of the
game. Anyone who types an adventure
program in from a listing is bound to
be disappointed in the game’s
playability, since he has gained so

many clues about the plot. So, even
though the typing is made slightly dif-
ficult by the scrambled words, this is
the only reasonable way of publishing
adventure programs in listed form. We
have also omitted the usual list of
variables for the same reasons. The
variable descriptions give away too
much information and the encoding of
the program reduces the usefulness of a
variable list.

55 85 85 55 55 55 55 58 55 85 §§

85

55

8§ TRS-B0 BASIC 5§

58  ‘“Operation:

Babotage® &S

58 Author: Ray Sato BE]
83 Copyright (c) 1982 585
85 SoftSide Fublications, Inc 5§

]

55

§5 85 55 55 58 55 S5 55 55 55 65

Jump to program initialization.

2 GOTO2610

Decode and print output.

4 IFP$=""THENRETURNELSEFORP=1TOLEN{F$); I1=ASC{HID$ {F§,P,N1)):PRI

NTCHR® (ABS({C1S54(11:064)1-110);

Encode input.

tMEXT:PRINT:RETURN

b Vg="": JFVO4=""THENRETURMELSEFORJ=1TOLER (¥08) s TI=ASC{HID$ (V04 J
GNL1GeVe=YEe[HRS (ABE ((C1558¢TT284))-111) :NEXT:RETURN

Display message, then end current turn.

8 GOSUB4:BOTOZZED
Descriptions of individual rooms.

10 As="IM IRIOLEF. GEVIV RH I YOFY YFBGLM SVIV':5=2:RETURN
20 f%="1 MI1ILD XLIIRWLI":N=1:5=3:RETURN
30 A$="1 WIIILD XLIIRWLI":N=2:5=4:RETURN
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40 A$="1 MITILD XLIIRMWLI"tH=3:5=5:RETURN

S0 A$="1 HNIOD ILIN‘:H=4:5=5:RETURN

50 A3="1 WYILMGINRMIGRLY XSINYVI':B$="GSVIV RH I YOFYV YFGGLE SVI

YPeN=3: 5271 RETURN

T 7$="1 HNIDD HELIZTY ISINYYI™:N=b:S8=8:W=12:RETURN

80 A¥="7 HNIOD XEIRYYI":N=7:5=9:H=13:RETURN

%0 A3="1 HNIDO VOVYGILMRY OIYLIZGLIB":M=8:5=10:W=14:RETHRN

100 f%="7 YRLOLTRYZD 0IVLIZGLIB. GSVIV RH I IVW YFGELM LM B5V L2

00" s H=9: H=1 5L RETHRN

118 A§="7 HGLIZTV XSINYVI*:1W=14:RETURN

120 R#="7 OIITV YSINYVI. BSVIV RE 7 XIYRMYE SYIV":5=13:K=(T:E=7:

RETURN

130 Ag="1 HGIINTY KFIKDV ILLK. BSVIV RH 7 YGFY YFGGLM SVYIV*iN={2
18=14:B=15:E=B: RETURN

140 A$="1 RNZI0Q LULRXY":R=13:5=15:E=9:RETURN

150 A%="1 HNZ0D ILLN CRGS 7 Y1IW BIVOV KM BEY XVHGVI":N=14:5=16:

B=20eE= 10 RETURN

180 A%="7 GIITV LUURXY. GSVIV RH 7 WubF SVIV™:iN=13:H=21:E=11:RET

URN

170 A$="1 LHURXY DRGS 7 ZITTY WYHP*:8={8:E=12:RETURN

180 A$="7 HELIZTY ILLN":N=17:53=19:E=12:RETURN

190 A$="1 OII7V 5I00":N=18:5=20:RETURN

F00 A$="IN VMBVIGIRMNVME ILLN. I HYIYVYM JVHGH LM 5SY DIDD*:B3="8

SYIV R T YOFY IMW I IVW YFGGLM FMRVI G5V HIIVWN™:18=19:5=21:£513

IRETURN

210 A$="1 WIGE IVELIW HBLIZTV ILLN®iN=20:E=14:RETURN

220 AS="1TMIY XLMGILO. GSVIV RH 7 HNIDO HITWWH SYIV":8=23:4=27:R

ETURN

230 A%="1 NVHRYZD HGIGRLYM, BSVIV RR 7 71TV GIYOV SVIV':N=22:3=2

4:U=/B:RETURN

230 A%$="7 HVXFTREB HGIGRLN™:N=23:RETURN

2530 A%="7 IZWRL TLLN":S5=2b:W=30:RETURN

260 A%="T HNIOD ILLN, GEYIV RR I HIUV RM GSV BLFBS DIBO":N=25:4=

J1:RETURN

270 A3="G5Y ILYLG ALMGILO XYMBY1®:B$="B5VIV RH I HNIBD YLMGILE X

LRKFBYL NLFHBYW RM G5Y D200 :W=32:E=22:RETURN

T80 A%="G8Y BVIKLMM HBLIZTV ILLN":5=29:W=33:E~23:RETURN

790 A%="1 BRYIZIB®:N=028:5=3014=32:RETURN

300 #¥="7 HVIFIRGE YSWXP TIVI®:N=29:U=34:E=23:RETURN

10 A3="1 BHIOD ILLN DRGS 2 WUHP. T HRTM IVIWH":B$=""KIVHHFIV BL
IVIXGLIL® ¥ YOFY YFGGLM RH OLYZGVM FMEVI G5V HRTH®:E=25:RETURR

320 A$=*0IFMXS YLMGILO. BSVIV RH 7 WUHP SVIV*:8=30:4=37:E=27:RET

URN e

3130 A8=*I HNIDO YLTTRMLI™tN=32:5=34:E=20:RETURN o

J40 A%="T HBIINTV YOFYV ILLN. BSVIV RH I IVW YFGELM SVIY*iN=33:8=
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332E=29:RETURN

359 A%="1 GRMB HELIITY ILLN":N=34:W=40:RBETURN

360 A%="7 HNIECD XSZNYVI. B3VIV RH I DVHG WLLI SYIV®:E=36:RETURN
370 A%="7 HNIBO, MITILE FLIIRHLI":N=42:E=32:RETURN

IBG A6="GSY JLNKFGYD IVMBYI. GSVIV RH 7 WN200 WOLB":Bf="RM B5Y X
LNEFEYI 1 5=37:RETURN -

390 A$="B5V YCVNRIZD 02V¥":N=3B:5=40:RETURN

400 A$="bSY IVIZGL] XLMGILD XVHGVI, BSYIV RH T YOFV YFGGLM':E3="
I £ IV LMY, 7 HRTH KIBH *IYZXGLI SLEGILO - IVR=LR, yOry=LUU":
N=39:E=35:RETURN

410 A$="55V HFXOVID IVIXGLI. I XLMKFGYI IVHBH LM BSY DI0OD":E=34:
RETURN

420 A%="GSY DVHG VW LU 7 OLMT SLTIRBLI":S=37;E~43:RETURN

430 A$="BSV VIHG VRN LY Z CLMT XLIIRWLI®:W=22:E=44:RETURN

440 A%="7 HYIFIRER XVMGYI":W=43:E=45:RETURN

450 A§="7 HNIOH QIFMXS T26Y°:b$="G5VIY EH 7 BNZOD HOLE WVCG 6L G
GV OIFMXS TIGY":W=44:RETURN

450 A$="7 HNZOD MEZXVITIUG, GSVIY BH 7 HNZGD HOLG RH GBSV MIHGYI"
tBE="07FRXS ILNRFGUI*1H=45

Extended descriptions.

470 [FA=10AND (D3=1BRD3I=2} THENCS="G5Y NLMHGVI XITV RH LKW"
489 I[FA=12ANDDD=OTHENE$="55Y 11YRIVG RH OLXPVW®

490 IFA=12ANDDS=1THENCS="E3Y TIYRMVG RH LKW"

500 IFASZOANDLG=OTHERCS="G5Y HATVYH RH YOINP®

J10 IFA=20ANDES=TTHENCS="] NLERY RH YVRMT KOIBVW LM BSY HYIVWM®
320 IFR=26ANBDT=0THENCS="G5Y HILY RH OLAPYW"

330 IFR=26ANDIF= 1 THENCS="55Y HIUY RH LM

G40 IFA=27BNDEZ=0THEND$="65Y XLNEFGVI RH 2XGREV"

00 IFR=27ANDE2=1THENCS="G3V XLNKFGVI RH BVHGILBYW"

360 IFAR=JAANBES=OTHENCS="GSY IVIYGLT WLLI RH URINDE OLiPww®
370 IFR=3SANDES=1THENCS="63V IVIIGLT WLLI RH LEVM":¥=4!
380 [FA=4CANDET=QTHERCS="G5Y OIFH?S TIBV RH XCLHVW"

596 IFR=45ANDBES=1THENCS="59Y GIFMIS TIGY RH LEVN":E=4s

Generate the list of visible items and available exits.

S04 AB=R&+". " IFLEN (B4} )ITHENBS=R4+". "
610 TFLENICS: X3THENCE=(E+","

830 IFNCGOTHENES="HLIGS *

&40 TFS<OTHENES=E$+"HLFGS "

&70 TFU{OTHENES=ES+"BVHG °

480 IFECHOTHENE$=E$+°VIHE *

490 IFES{F""THENES=LEFTS{ES, LEN(ES!-1)
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Describe current locatlon, visible items, and available exits.

700 CLS:FRINTSVOU ARE IN: ":F$=f$:505UBS: Pe=R81605UR4

710 P$=L4:BOSURS

720 PRINT:PRINT®DRJECTS YOU CaW SEE: ":P4=" “:FGRT=1TDLa:iF1iT}=
ATHRENPg="- "+1$4T):G00UE4

FeE MEXTrIFR$=" "THENF$="-MLGSRMT-":505UB4

730 PRINT:PRINT®EXITS: ":P4=E$:505UBA

Print cut addltional messages.

740 IF{A=40DRA=230RA=J00RA=111 NB L (4) =0ANDF 3=GTHERF$="65Y ANIODD
YOIXF WVERZY RM YORMFEMT®:B0SUBS

739 IFA=J6ANDT (4)=0aNDF3=0THENPS="G5Y HNZOD YBIXP WVERLIV RH UDIH
SRMT YIRTSGOR*:GOSURE

T80 IFFACOTHENPS="G5Y XLEKFBYD HIEHY "S+3TR$(FL) NIMHTES LNTI
L DESTRUCTION®*:1G605UB4

P19 TRR3=1THENPS="Y 1 1 IORVM NLMHGVI ZGGZIPRNT & ¥ $":60SUR4
780 IFB7=IORES=10REI=10RET={THENPS="1 & ¥ HVXFIRGE KIGILD 2GGIXP
RMT f & 17:608URY

Get and interpret command.

790 FRINT: INFUT COMMAND " YO%: GOSUBS
8§00 FORT=1TO8: IFVS=LEFTSIVEIT) LI THENVE=VH{T)
210 nEXTT : : S
220 TFLENIVEI{3THENTGR
830 YIS=LEFTEIVE D)1 V24=RICHTS {4, I}
G40 FORT=1TON T IFVIS=LEFTS (V84T 2ITHENYL=T
30 NEXTT: IFVI=0THENPS="R WLN'G FYWVINGINE DSI6 BLF DIRE WV 6L ¥
L :66708
840 FORT=1TD16: IFV24=RIBHTS IS (T), S} THENVZ=T
810 REXTT
880 ONYVIGOTORGD, 940,984, 1030, 1130, 1310, 1370, 1390, 1540, 1629, 1664,
178G, 1840, 1919,?619,;1 P 2240
893 60TDZ2%0

Handle commands.

0 [FN=0THERILLD

%10 IFRI=ITHENPE="G5V RLMNGVI YOLIPH G5V VORG":GHTOR
720 IFD?=1GREI=1THENBATDI100

730 A=H1B0TR2250

24 TF3=CTHERIL D

950 IF5=Z4ARDDE SOANBEZL X1 THENDT=1: GOSEBI12D

950 1FS=J0ANDEA OANDEZ > ITHENET=]: 6OBLBI120
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970 A=5:G0782236

REO IFY=OTHENIILG R

790 IFD3=1THENF4="G8Y HLWHEVI YOLXFH B3V VCRG":50TO8

1406 IFEO=1BRES=10RE7=1THERTIOD

1016 IFW=41ANDF3=0THENPS="1IHRIGRLY HILN B5Y IVIAGLI SRGH BLF":G
D5UR4;BOTE25ED

1920 IFY=30ANDE4CFORNBE2 > ITHENE =) :GOGHEL 120

1036 TFd=27ANDELS AOANDE2S S ITHENEG=1: BESUBI 12D

1050 A=W:G010225¢

1050 IFE=0THENIHLO

1040 IFEC=10RE3={BREY=1THENT LOOTHENT 10O

670 IFE=27ANDE] < -OANDEZ{ I THENED=1:B0SURI 124

1080 IFE=4ARNDESL AORNDE2{ > I THENE7=1: GOSUET120

1490 A=E:80T02250

1100 P4="55Y HVYFIRGR INWILRW YOLIFM BSV YCRG“:GOTOR

1110 P4="BSYIV RH ML BIB GL TL BEIG WRIVXGRLN®:GOSUB4:FORJ=1T010
(1 NER T2 GOTHRZS0

P20 P4="1 HVXFIRGR ZMWTLRY IDIRGH BLF":50SUB4:RETURN

1130 IFA=1ARDV2E="LEF THENPS="BSY ZRIDLYP LXVMH IMW BLE 11Y YOUD
M LFG RMSL B5Y BEIZFFN LU HEZXV':BOSUR4:50702510

1140 IFA={2ANDYZ4="HUG"ANDDI=0AND1{ 21 {X0THENPS$="BLF 21WH 6 HGILH
T UMLETS GL LLIAV RE LKW" GOTO8

1130 IFA=12ANDYZS="HVE " ARDES=0AND] (2) =(THENPS="BSY XILDVII SVOKY
§. G5V YIVRNVE RH MLD LRUM":DS=1:1i3r=ABS(1{5)}:50708

S0 LFA=126N0Y24="0VE" ANDDS=L THENF$="G5Y YIYRWVE RE I0IVIWE LKV
W' GOTO8

F170 [FA=1ARNDY24="VHE THERPS="LP 1 144} =RRE {118} 1 1ROTI8

1186 TFA=176HDY24="VHF THENPS="LP"s 1 {7} =RRS {1{7) } :6OTGR

1570 IFA=Z&ANDY2$=" UV ANDOT=1THENF4="ESY HIUY RH IDIVINE LEVR*:
gatos

1209 IFa=ZoRNDYZe="1UV"ANDD=0THENF$="R WLR'G BILV BSY FYB BL LK
¥M GSY HIUY':50703

1200 IFA=J1ANDY2S="YHP "THENPS="LP. BLF URMY MLGSRNT RMHRWV':G0TD

a
u

F220 TFA=I2ANDYRE="YHP THENPS="LP"1 1 (14)=AB5{1 (14} ] : 50708

1230 IFA=I6ARDEZE="LL1"ANDES=1THENPS="GSY WLLT RH 26IVINE LEvR™:
0708

1240 IFA=J4ANDYZ§="LL I *ANBES=OANDI (A} HOTHENPS="BLF WLW'E SIEV G
5¥ BVE BL BSYV WLLI":607D8

F250 IFA=3oANDVI4="LL] "ANDEL=CANDI (A} =0ANDES=UTHEHP$="RBLF 21V HF
TPV RMGL B3V FMKIVHHFIRAWY T9TYELI ¥FROWRMT":GOSUR4:60TIZ510
1250 IFA=TAAHDYI$="LLI"ARDI {4} =0THENP$="E5Y WLLI RH MLD LEVW":ES
=13 60708

1370 TFA=41ANDY28="NVO"THENP§="GSY KXIMVD RH URINGB DLXFW":60708
1280 TFR=3ANIVES= L XP ANDEY= 1 THERPS="B5Y ZRIDLAF RH 10IVIME LKV
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H"':G50708
1290 IFA=43GKDY2E="L {P"ANDEF=0THENFS="G5VIV ZIVH G IHE ERHRYDY ¥
LMGILOR": GOTOR
1300 P$="F XIM'G HL G5I6":GOT08
1318 TFVZ2$="GVI"0RVZ2S="LRU"THERPS="HL MG YV TRYRYFOLFH":G0T08
13?“ IFY2=0THENF$="R ¥IM'E ¥L GSIG6":60TCH
Y IFTANZ) =GTHENFS="ELF 70[V¥IWB SIEY GSI6":B0TOE
1g40 IFLAY2) < :ATHENPE="R WLW G HYY RE SVIV':GOTDR
330 TFP47=BTHENP$="HLI1R, BLF {2W'G 1111R ZWBESRHT NLIV":GOTODB
1350 Pd=P4s1:11¥2)=0:P4="LF":GOTOE
1370 TFVZ=00RT(VZ){S0THENFE="ELF KLW'E SZEY GSIG":50TOS
1280 P4=P4-1:1(V2)=h:P$="LF":EOTO8
1390 IF1{5i¢:CTHENFE="BLF WLW'G SIEV I DVIKLM":60708
1400 TFA={ANDYZ$="LIP*THENFE="BLF IIV YOLDM LFG LU B5V IRIOLLF R
HGL ESY EZIFFN LU HKZYV":BDSUB4:R0TO2510
1410 TFA=274NDY24="GYI"THENPS$="GSYV XLNKFGYI RH WYHBILBY¥":EZ2=1:E
0=0:60708
1420 IFA=ZBANDYZS="GYI"THENF$="65V HELG IVUOVIGH LUY LU GSv fLHK
FGYI":EO5U34:60T02510
1430 IFA=4 AHDVZ4="BVI"THENFS="BE5Y DSLOV WFiDVII IVIXGLI RH YCKD
LYRHT*: BOSUR4: BOTO251G
1440 TFVZE="REH"DRVZE="YLE"DRVZE="1L0"0RVZ3="T¥H"DRV25="2 1" THEN
P2z Ry
1450 TFV24:HEVIMANDYZ$< 2"LRU"THENPE="G5Y DIHVI HSLG SZH HL VULY
£6": 60708
1460 TFYZ$="GYI"SNEDI=0THENPS="R WLM'G HYY IHMB NLMHBYI S¥IV":B07
L
1470 [FV24="LRY"ANDD7=0ANDEG=08NDES=0ANDET=0THERRE="R ¥LM' G HW
tRE ZHWILREH SYIV":G0OT0E
1480 T=RMRI190): IFTXP2+P3+50THENP$="BLF URIV INW NRHH":GOTODA
P40 IFD3={THENP$="0LF SRE B3V NLMHGBVI":GOSUB4:D4=D4-({104P2+F3)
{20 IFDAL=0THERL =0 B4=0:P§="BLF SIEV PROOVW RE":60TOR
1500 IFD7=ITHENF$="ELF SRG GBSV IHWILRW":GOSUB4:DB=DA-{{5+F2+F3)/
2V IFDB(=0THEND7=0:D3=0:F$="%F RH WVHBILEVH":GITC8
1510 [FEQ=1THEMP$="BLF SRE G5V ZMWILRE":BOSUB4:E1=E1-{(5+F2+P3i/
23 IFE1{=0THENED=0:E1=0:FP$="RE RH WVHGILBVW":60T0R
ISEQ [FEI={THEMPS="BLF 5RE GEV ZMWILRW":GOSUBHE4=E4-({5+P2+P1)/
P IFE4{=0THENEI=0:E4=0:P$="RE RH WVHBILEVY":GOTO8
530 IFE7=1THENP$="BLF 5RG G5V ZHWILRW®:GOSUB4:EB=EB-{{3+P2+F3}/
21+ IFEB{=(THEMET=0:EB8=0:P4="RE RH WVHGILEYY":GOTOR
1540 IFD3=1THENP$="RG RH HGROO ZOREY":G0TCS
1559 F$="G5V ZRWILRY RH HGROD UFHIGRLMRHT®:50703
1540 TFVZ2=UTHENF$="R $IM’G WL G52G":50708
1570 IF1{V21{:0THENRS="R WLW' G SIEY BG3ZG":HOTD3
1580 IFY2{:94NDY2{ > 14THENPS="K XZM°C ML B52G":60708
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N TY Ty

1590 IF(Y2=0ANDA=42) OR{YZ=14ANDA=38) THENPS="NLESRNT S2KKVHH"160T
08
10 IFY2=94KDA=TRTHENF4=25:P$="5SY XLNVERYT IVEORVH: "YIHYV 49HG
IFX6 HYJFYMEY HBZIBVM"160SUBA:PS="WVHEIFYGRLY RN +STRE(F4i+" HIY
UTES, ' =:F4=P3-1:[191=100: 6078
1610 TIFVZ=14ANDA=4STHENPS="55Y TIGY LEVNH":E9=1:60708
{1820 TFV2C5 OTHENRS="HLI G ¥4 [RURYFOLFH*:50T08
1630 IFIC10;<OTHENPS="BLF BLI'E SIFV G8Z6":50708
F440 PP Tl =50 Pe=PA-1: P i=PL1eGeP3: IFPOCP I THENRO=P
1550 60708
1650 IFA=1ANDYZE="0F Y THENPS="ESV IRIOLXF LKVMH.. ®283="BLF 71¥
YOLDW LF5 RNSL BSY EFAFFY LU HKZXY":BOSUB4: 60702510
1370 [FB=HANDY25="DF V" THENPS="T HGIZHTY, LIIHTY TOLD ALEVIH BLF
MW GGVN HINUH IDIB":B0TOR
1580 [FA=10ANDY2E=" TVR " ANDDI= 1 THENPS= "ML GERMT SZEKVRN":5OTOR
1690 [FA=104RDVZ4=" [VHP THENDI=1: Fo=" 1N I0RVN NLMHGVI RK IVOVZHVM
. RS RH IGGIXFRMT BLF!*:50708
1700 [FA=1IANDY2S="0FV THENA=T4:P$="] UOZHS LU DRISG BYNKL!IZIROE
YHSMEH BLF": 60708
1710 [FA=208MDYT$=" [VH*ANDDA=G THENFS="HLESRRT SZXLVNH":50TQS
1720 IFA=200NDY24="1VW " THENDA=D: PS="G5Y HITYYM TLVH YOINF":B0T08
1730 TFAS7OANDYTE="AFVA THENDA=1 1P$=*55Y HYTVUM DRTSSH FE°:6DT0R
1740 IFA=T10HDVZ8="OFY THENES=1: Pﬁ""LP* BOTOE
1750 IF&=34ANDYZ=" 1YW  THENA=13:P¥="7 UDZHS LU Pii56 GYHKLIZIRON
YORHEH BLF":GOT08
763 IFA=0ANDVZS=" IVH" THENE J=8; F3="LF" 160108
1770 IFA=403NIVE$="0F Y THENF 3=1 1 P3="LP" 1 GOTDS
{780 B="HLESRMT SIREYMH:EQTOS
1790 1FA=228HEY23= VUMM THENPE="ELF XIN HVY MLGSRHMT LU REGVIVHEG L
M BSY 1ZRI14:60708 -
1800 IFY2=0THENPS="R BLN'G S2EV £515%: EDT8°
1910 IFTY2)C0ANDI IV JATHENPS= R MLW'E SIEY B5I5":B0THR
1330 [FU2=30RY2=1ITHENPS="R HVY MLGSENT H*tKRZG“.SE’BS
1830 IFVZ=07HENP$="HLTIB, LMOB 7 SLEKTBVI ¥IN IVZIN 7 KILTIZN":50
708
1840 IFY2=13THENFE="GFY KOIHH 11V HYZOVH...UNMOB XLHNZHY X2M LEUM
£SUN*: G000
1850 P§="R YIN'G IVIW 5575":50708 o
1350 CLS:PS="% & 2 KLZBYI°H RMEVMGLIE ¥ ¥ ¥":GOSUR:PRINT -
1870 FORT=1TD14: IFT{TY =0THENPS="- “+1$!T):E054E4
18980 NEXTT
1890 PRINTSPRINT'NIT BNY KEY 1O CONTINUE®
1895 I$=INKEY3: IFY$=" " THENIS9S
1900 BOTNR460
1910 IFVI=0THENFS="K XIN'G WL GSIB*:5070
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’9“0 IFT{¥21 < »QTHENPS="F ULH'S STEV B5Z6°:G07TGR

930 IFV2=1ANDA=12ANDDS=0THENPS="G5Y YZYRMYS [LYF BH WYHGILBVR":
BS Lrit1i=100s T45)=ARS{T {5) 11 P4=P4-11B0T0R
1940 TF(VI=10RVZ=13)AND D3={ARD7=10REG={AREI=IORE7=]  THENT (V2i=
B PA=FA-11E0T014%
1950 IF{VE=10RYZ={5}ANDA=1THENPE="5C) ZRIOL¥F BH WVHGILEVH...BLF

IT4% YOLDR LFR RMBL &3V ETAFFR LD HKZ¥Y'";B0SUBS:5OTOZS1D
1250 TR {3 10RVI=1T) AHDA=TANDEL=CANDES=0THENPS="0SY HLLT RN W
GILEVH.. BLF ZIY HFXPYE RMBL G5V HLM-":GOSHE:PE="KIVHHFIRAVY IV
TEGLT YFROWRMT“:GDSURS: HOTOIG1D
1970 IE(Vi=10RYZ=1 5} ANDA=T0RNREL=CANDF 3=0TRENPS= "E LT OBH Y
GILEYY, BEF 21V YLNYIIRVH DFES IZWRIGRLM™:BOCUB4:55T0S 51G
YRRG IR (VE=10RYZ2=19) ANDA=JLANDEG=0THENPS="E8Y WLLT RH WUHBILEVW"
sEb=1 LV =100 PA=PA-1: 50T
139G IFY2=I1DRV2=1STHEMPE="GEY *+T41V214" HAS W EFFECT*:IIVDi=1E
J:P4=F4-1:50T08
2000 BBIOLI70
2010 TFYZ=0THENFS="R ¥IW'G sl GSIE":5Q709 -
020 IFLOV2ICXOTHERPS="R WL’ G SIEY B525":GHTIE
4 IFVZ<ORNDRI=1THENY 24=000 1"
2040 [FV2=SANB (7= QR 4=t OREZ=TORET=1) THENYZS="LER"
2050 TFYZ=5THEMIZRS
2050 [FVZ2=4ANDF I=(ANR{A=400RA=300RA=300RA=21) THENF$="E0Y YRIXP U
VERLY RH VCRHPRMT":GOTOE
2070 [RYZARNLE I=0ANDA=I6THENP =753y YOIRP WYERYY RH UDIHSRNY vi
RTSGOB": 50TES
2080 IFVZ=ATHERRS="ESVIV ZI\W'G IMP ERHRYOY {LMGILDH LW B3RH WYE
R¥4"+ 50708
2090 IFV2=IITHENI(1Z2)=A:P4=F4-11 151120 ="RRMETD PHOTON BOMB®:FI<3
(PE="G5Y ¥SLEBLYW YLNWY DROO YCHOLYY RE 30 NEMFGYHY;BRTGE
2100 IFV2=2ANDA=t1 26NDDS=0THENDS =1 P$="55Y J7vRNE RY MLD LEUM":)
{5V =ERSITIE7 180708
CH0 IFU2=2ANDA=1ZANDDS = THENPS="05V KIVAMWG RN ZGIVINB LKVH":50
HE::
SO0 TR I=TANDA=LSANDG=0THEND 9= s [ 114 sABS (L ILE) 1 Pe="E5Y HIUY
LEVMHE - B0T0E
SI3G TRYZOCIITHENPE="DSIG WL BLF DI¥E MV GL WL ORBS G5V "+141VH
RN BOT0E
2140 [FLE: < -OTHENPS="E3VIY 21VWE IHB YISGVIRYE ULT GGV [IMRL":
53768
N0 IPF2LA0THEAPS="T ELRAY HIBH "YLHY HAIGEH:“+3TREFFI+"MINUTE
S OUNTIL DETONATION' " G070R
2150 Pe="REY [IWRL RH HROVRE":50T0S
2170 CLS:P9="t & & KDZBVITH HEIGFH | ¢ E":GDSURA:FRINT
2180 PE="SFTIYNG ORG KLRMEY -"+5TR4(P1}¢BOSUM
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2190 PE="WULGVIRGE IGBIRYFGY="+5TR%(F2):G0SUB4
2200 P4="0FXP IGGIRYFGY ="+5TR$ (P31 60SURS
2210 FRINT:PRINT'HIT ANY KEY 7D CONTINUE®
T220 Y=INKEYS:IFY4=""THENZZ2D
2230 GOTDZ400
224G CLS:FRINT"GAME OVER":BOTO 2320

Update player status. Conduct compbat if appropriate.

2250 IFF2COTHENF2=F2-1: IFF2¢=0THEN2430
IFF4(=0THENZ470

2260 TFFACS0THENF4=Fd-1:

2270 IFPICPOTHENPS=FS+, 51 IFPS=1THENPS=0: F1=F14]
2280 1FDI=0ANBD7=0ANDEO=0ANDE 3=0ANDE7=0THEN2390
2290 T=RND{100)

2300 IFL3=1THENPS="GEY HLHHGVI IGBZXPH ":GOSUB4

2310 IFD3<ITHENPS="GSY HVXFIRGE IMMILRW HSLLBH... ":GOSUR4
2320 TFT:BO-{P2+4P3) THENP$="RG WRHHVH":BG0SUE4:60TO2I90

2330 P1=F1-(RND{S)+RND {5 4RMD IE1+RNB{T) +15-F1)

2340 IFDI{MLTHENFI=FI45

2350 IFPLCOTHENZSHD

2380 P="BLF IIV SRG'":GOSUEA

235¢ [FY1=0DRVIF40R(DI+D7+EG+ET+ET 503 THENFDRI=1TOLOGO I NERT

Initialize for new turn. Jump to appropriate room description.

A00 V=" W1g=" Y Ie=" aV =la V=i As=" s Be=" " D= D s S
1N=0n S=0r =0 E=0

810 DNAGDSUB10,20,30,40,50,40,70,80,90,100,110, 120,130,146, 1
160,170,180, 190,200, 216,220,230, 240, 250, 260, 274, 280, 270, 300, 3
320,330, 346,350, 350,4; (B0, 390,400, 410,470, 44u.1#0 4§50, 2550607
0470

2470 BOTOLO

Evaluate end-game conditions and display appropriate messages.

2430 CLE:TFA=44THENF4=-1:60T02550

2440 P4="ESY KSLELH YLMY VCKOLWVH.,.GSY VKGRIV XLNKDVD RH BVHGIL
BYR":BOSUR4

2450 F4="BLF SZEV YVYM PRODYM ¥B G5Y ULTHY LU GBSV YDIHG":G0SUBY

2450 PRINT:PRINT:ROTOZEIN

2470 CLS:IFA=44THENZSED

2380 IFA=IBTHENP$="G5Y XLHKFGVI UQZHSVH YIRTSBOB, VNRGGRMT HKIIP
H RH I00 HRIVIGELHH":505UR4

2490 P4="53Y YLHKDVC HFHWVMDD VCHOLWYH RMEL MRODRLMH LU KRVIVH":
GOSUB4
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2500 P$="BLF 71V FROCVH YB BEV UZODRMT WVYIRH 2ILFMH BLF*:G0SURA
:PRINT:PRINT
2510 P4="BLF 11V WVZW!":G0SUS4
2520 INPUT'DO YOU WANT TO PLAY AGAIN";AS
2530 IFLEFTS(AS,1)="Y"THEN2510
2540 CLS:END
2550 P$="BSY HKZXV HSRK HFWWVMDB ORUGH RMGL LIVRG ZILFMW BSY KDZ
HYE" : 605UR4
2560 IF ({F2=0)0R (F2¢ 20ANDT (12)<341) )ANDF4=0THENPS="BLF WRWM'G WV
HEILE BSY YIHY. NRHHRLM UZROYH':50SUBA:PRINT:G0T02520
2570 P4="UILN 7 HRHGINXV, BLF 1ZM HVY GSY 20RVM YZHV YCKOLWY":60
Q!iH4
2580 IF1{16){70THENPS="ELF HRUN’G IYXLEVI BSV HUXIVG KOIMH MUVRY
WOYE HBZL FLNNIMW®:GOSUB4:PRINT:B0T02520
2590 F4="NRHHRLM RH I HFXXVHH'®:GOSUB4
2800 BOTOZEZO

Initialize workspace. Read in items and verbs.

2510 CLEARIOO:DIMIS(16), 1116}, V6 {17): C155=-155:064=64:M1=]
2520 TLS

2630 PRINTTAE{15)"OPERATION: SABOTAGE BY RAY SATO"

2640 FORT=1T016:READIE{TH, 1T NEXT

2680 FORT={TOL7:READVS (T1NEXT

265G FORT=1T040:PO=PO+RND 12} NEXTT

Establish player-attribute points. Jump to first room.

2700 PL=PO

2710 FORT=1TOLO:P2=F2+RND (211 REXTT

2720 FORT=LTOL0:PI=P2I+RMD(2) 1 NEXTT

2730 FORT=1T030:D4=D4+RND(Z) 1 08=D8+RKD(2) :EL=E1+RND(2) 1 E4=E4+RND
{27 2EQ=EG+RAD (2} HEUTT

2740 f=1:F¥=]

2750 BOSURIC:60TO470

Iltem and verb data.

2740 DATAKDZHGRX VCKOLHREV,0,XILDYZI,7,¥Z0VHHZL,8, HNZOD YOZIF WV
ERYV,9,07HVI KRHGLO,~12,HVEFIRGE PVE,-14,VOVKGILMRX XLMGILO VZGL
M,-17,Y256Y1RYH, 18, YLNKFGYT WYHBTFYS KILTIZN, 21, HROEVT KROO,23,K
LIBTYOV IZHRL,75,0117% KSLGLH YLNY,28

2770 DATATZOZXGRY XSZIG,32,02FMIS HEHGYN XZHHV3BY,-32, MRGILTOBIV
1RM, 39, HVXIY KOIMH,-26

2780 DATAMLIGS, HLFGS, DVHG, UZHG, LKUN, TVE, HILK, HSLLG, RNHVIG, VI, KF
H5, 1VZW, RNEVMBL 1B, BSILD, FHY, HGZGFH, JFRG
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TRS-80® SWAT TABLE FOR:
OPERATION SABOTAGE

(Modified Parameters: NU =5 B = 200}

SWAT
LINES CODE LENGTH

2- 10 i 218
- &0 sy 221
70 - 100 HH 22
110 - 140 W U
150 - 180 ER 228
190 - 210 ) 213
20 - 20 i 207
0 - 280 Ly 225
290 - 310 St 207
320 - 350 RL 22t
366 - 390 Ny 223
00 - 410 LS 204
42¢ - 450 15 2
60 - 490 i 25
500 - 540 di. 217
W0 - 3% HK 2435
806 - 470 RY 127
680 - 70 8§ iy
w5 - 150 BF 214
760 - 780 JF 201
790 - 830 NU 1
840 - 830 bt 226
8% - 930 17 103
940 - 980 ne 108
790 - 1030 b 202
1040 - 1080 RC 124
1090 - 1130 H | a2
1140 - 1140 JR Wb
170 - 1200 bl 217
1210 - 1240 IE 234
1250 - 1270 1] 222
1280 - 1310 kN 09
1320 -~ 1360 LF 206
1370 - 1400 v 214

1410 -
13440 -
1480 -
1510 -
1540 -
1590 -
162¢ -
1670 -
1708 -
1740 -
1790 -
1830 -
187¢ -
1910 -
1930 -
1970 -
2000 ~
2030 -
2090 -
2120 -
2180 -
2210 -
2260 -
2310 -
2380 -
2020 -
2479 -
251¢ -
2366 -
25%0 -
2640 -
2726 -
2770 -

1430
1470
1500
1530
1580
1610
1660
1690
1730
1780
1820
1840
L1900
1940
1560
1996
204¢
2080
2110
2150
2200
2250
2300
2350
2410
2460
2300
2850
238¢
2630
2710
2760
2780

iH
BE
oF
NA
op
R
NP
RE
as
K
KF
W
FU
i
BH
HY
L]
BF
HA
Bk
i
58
LD
LT
YE
It
Ik
i
LY
]
]
i
Al

209
239
233
27
197
240
234
214
23
207
204
205
108
234
pe k]
255
151
222
237
272
193
121
1537
145
339
74
230
163
250
145
109
348
184
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BROADWAY

Broadway is a simulation for a TRS-80
with 16K RAM.

This simulation begins with a
flashing Broadway marquee. The
player (henceforth called the producer)
is then asked to name the production
company. This name will appear on the
weekly report and on the closing notice
at the end of the simulation. The pro-
gram will accept any string (no com-
mas, no double quotes) up to 15
characters and spaces.

After a basic introduction and some
instructions, the producer attempts to
raise $1,000,000 to produce the show,
As in the real world, past performance
(as shown by a randomly generated
““track record’’) controls the ease with
which the money can be raised. The
names entered in this section have no
bearing on the amount of money raised
(that is controlled by a random number
in conjunction with the “‘track
record™), but does add to the fun of
the simulation when the names of
friends and realtives are used. If the
money is not raised within eight tries,
the simulation ends, and the producer
can try again with a new ‘‘track
record,” If the money is raised, it will
be more than the requisite $1,000,000.
The method used to lose the excess is as
true-in-life as any.

The program then tells the producer
about some assumed payroll expenses
that will be deducted each week, and
then lets the producer hire one of three
people for each of ten key jobs. As
each person is hired, his respective fee
is added to a running total that will be
deducted before opening night, and his

by Robert Saturn

weekly salary is added to a running
total that is deducted from the produc-
tion company’s funds each week. Each
choice also assigns a ccrtain number of
quality points to yet another running
total. These point values reflect the
relative importance of each job.
Choosing a high-priced employee tends
to result in higher quality, but too large
a payroll can bankrupt the producer. A
#1 employee raises the quality point
total, a #2 employee leaves it un-
changed, and a #3 employee reduces
the quality point total.

Next, a theatre must be chosen, The
larger the theatre {with a larger poten-
tial gross), the greater the expenditures
both in rental and the cost of the staff
that the theatre employs.

Each of the producer’s four de-
signers has submitted three designs in
his respective department. Each design
differs in quality, and therefore in cost.
The one-time fee (for items purchased)
and the weekly cost (for items rented)
will be added to the applicable totals
on opening night. Technical ap-
pearance quality points are compiled as
each selection is made.

The rehearsal period is five weeks.
The weekly payroll total is deducted
for five weeks before opening. The
one-time fees are deducted after the
rehearsal period is over. At this point,
the director has the option of having
further rehearsals (a random function).
Each extra week of rehearsals will cost
the producer ome week’s payroll.
Here’s where a high payroll and high
technical expenses coupled with a few
extra weeks of rehearsal can put the
producer outl of business.
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On opening night, the producer will
get a report of the total weekly cost
figures. These figures, of course, are
minimums. Salary changes and adver-
tising will add to the weekly costs.

The reviews are generated as fol-
lows: each of the five reviewers has five
reviews upon which to draw. They
range from great to very poor. {(Simon
of New York Magazine will always give
a bad review — a little humor for those
familiar with the New York theatre
scene.) The quality points earned for
personnel are doubled; the quality
points earned for technical appearance
are added; and the total is multiplied
by a random number ranging from 1 to
10 (this simulates the reviewer’s
mood). This process determines which
of the five reviews will be selected, and
is repeated for each of the five
teviewers., Thus five different people
can see the same show, yet write five
different review, a frequent occurrence
on Broadway. As each review appears,
box office points are earned. Better
reviews earn more points. More points
mean more tickets are sold. Box office
points are also affected by advertising
(1 point for each $10,000 spent per
week), ticket price (high prices keep
people away), aging of the show (the
longer a show runs, the harder it is to
get an audience), and random events
that will be explained later.

After seeing the reviews, the pro-
ducer has the option of closing the
show, and returning what remains of
the original $1,000,000 to the -in-
vestors. Also, the producer may exer-
cise this option after getting the report
each week.

If the show remains open, the pro-
ducer must decide how much to spend
on advertising each week. Any amount
down to zero may be spent, available
funds after payroll expenses being the
only limitation. The money used for
advertising becomes part of the weekly
expense only for the week in which it

was allocated. Use no dollar signs or
commas when you tell the computer
how much to spend on advertising.

The current ticket price then ap-
pears on the screen, and can be in-
creased or decreased any whole
number of dollars.

At this point, a random event may
occur (usuzlly every three or four
weeks), There are both good events
and bad events, and all will affect the
box office action in one way or
another. The two events dealing with
pay raises will increase your weekly
payroll. The other events will increase
or decrease your current total of box
office points.

Then the weekly report will appear.
The number of tickets sold for ths
week is figured, using box office
points, the original quality points of
the show (before the critics influenced
the public}), a random number (to
simulate the public mood), and the
seating capacity of the theatre, The
number of tickets sold is then
multiplied by the current ticket price,
and the gross is displayed. Then the ex-
penses for the week are displayed, and
deducted from the gross, yielding the
net profit, Any loss is deducted from
previous profits. If there are no
previous profits, the loss is deducted
from what remains of the original
$1,000,000. If the front money is ex-
hausted, the producer is out of
business. In addition, every 13 weeks, a
quarterly payment of 98% of the cur-
rent profits is distributed to the in-
vestors, and will not be available for
advertising or covering losses.

The show may be closed after the
report for any week is displayed. When
the producer closes the show, the clos-
ing notice is posted, the salaries for the
final two weeks are paid by the salary
bonds that were posted before open-
ing, and the final totals are displayed,
showing, among other other things, the
percentage of return to the investors on

their investments.
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85 55
8§ - HS-80 BASIC 55
‘88 ‘Broadway’ 58

88  Author: Robert Saturn 55
55 Copyright (¢} 1982 58
85 SoftSide Publications, Inc 58
55 S8
§5 59 53 55 95 55 55 55 85 85 88
19 REM COPYRIGHT (L) 18979 ROHERT SATURN
15 CLEAR 1000

1 BOSUELOD

30 5070220

oo ps="t 2 F L E 3 0y I+DHRSUIT+Y  BROALDBAY
NI S SRR R RS SRS

PloB=" F 3 b L s 08t fHREU4% BROADRAY
$eCHREI" P sty

120 CLS:PRINT CHR®{Z3)

136 FOR ZIa=1TG10

130 PRINTI2B, A%

130 FORIB=1TOL0G:NEXT

144 PRINTZ126.BS

170 FORZE=1TDIGONEYT

180 REXTIA

190 RETURN

220 DEFINTA-2:BEFSMBA,F,I,7,F, SeRANDON: IT=1:AT=16: TU=115P=14:TT=
10004

730 OGN ERROR GOTO3190

230 CLS:PRINTY236,"THIS PRODUCTICM COMPANY WILL BE KNGUM AS 35T

RINGE(10,93) 5 INPUT™ FROBUCTIONS";FRE

210 GOSYDI2L:FRINT2448, "BREAK A LEE & BRING IN £ HITY

320 GOSYB130:PRINTASAL, "BUT REMEMBER...... "

330 GBSUBI3C:PRINTR704,"THERE'S f HROKEN HEART ";:GOSURIIG:FRINT
770, (AND BANK ARCCOUNT) ";:BOSUEIZO:FRINTSB3S, "FOR EVERY LIGHT
ON BROADWAY. "rGESURLID

380 CLS:FN=1500000: X=1 0000 E=RND (1697 1 TR=R/50: PE="230R 4348, 4"
350 PRIMY"FER TRE PURPDSES OF THIS SIMULATION, YOU HILL BET 8 CH

SHCES™:PRINTTO RAISE & TOTAL OF $ 1,000,400 7O FINAKCE YDUR SHO
J!‘|“

380G FRINT®YEUR TRACK RECORD OM PREVIOUS SMOWS 13°:R:°Y, THIS WIL
L*:FRINT"DETERNINE HOW EASY I7 IS FOR YOU 7O RAISE MONEY.“:4I=0:

L=

3940 PRINT:PRINTVINVEGTOR #3C

J04 TMPUT"HHG WILL YOU ABK {TYPE THE NAME)*;I14:LLE:I=RND{25HETR

410 IFICIPRIATIS," SRID, "I'M SORRY BUT, NO.™"3:PRINT: I=0;EHTDSZO
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420 IFICSFRINTI$;" THINKS YOU'RE CRAZY,":PRINT® BUT WILL INVEST"
1 B0SURA50: 6070520

430 IFI<TPRINTIS;" CAN'T REALLY AFFORD MUCH BUT,":PRINT® WANTS T

0 HELF WITH";:BOSUES50:60T0520

440 IFICIOFRINTIS;™ NEEDS A TAX WRITE-OFF AND WILL INVEST®;:B0SU

BA50:60T0S26

450 IFICIZPRINTIS: " WHO IS STILL WORKING ON THAT FIRST":PRINT" M
ILLION, INVESTS";:GOSUBA90:B0T0520

460 IFTCISPRINTIS:" (WHD INVESTS IH ANYTHING) THINKS":PRINT® YOU
HAVE A WINNER ND INVESTS"::GOSUB&90:G0TOSZ0

470 IFI{17FRINTIS;® LOVES TO THROM MONEY AWAY,":PRINT® AND INVES

T5"; :605UB670: 0T0S20

480 IFI<ZOPRINTISI® (WHO HAS NO TASTE) HAS FAITH IN ¥DU":RRINT®

AND YOUR SHOW AND INVESTS";:G05UBA90:60T0S520

490 TFICZZPRINTIS;" WHO HAS TURNED DOWN EVERY OTHER':PRINT" PROD

UCER ON BROADHAY SAYS *YES® AND INVESTS"::BOSUB&30:60T052

SO0 IFICZAFRINTIS:", A HOTED FATRON OF THE ARTS, [NYESTS";:GOSUB

890507052

510 IF1=2¢PRINTIS;™ WHO HAS WORE MONEY THAN 60D, INVESTS";:605U

BA&90

520 PRINT:PRINT"SO FAR YDU HAVE RAISED °;

530 PRINT USINGPS;Al

S40 IF AL<FN THEN C=C+1:6070580

550 IFALISFMPRINT:PRINT*THAT®§":

540 FRINTUSINGFS;AI-FM3:FRINT® EXTRA !*:6070610

580 IF C=97HENFORIA=1T0500: NEXT: GOSUBYZ0: FRINT: PRINT*SORRY, YOU
COULDN'T RAISE THE MONEY.®:GOSUB130:PRINT@S1Z,"THAT’S SHOW BIZ'!
LI ERINTERINT: INFUT*HANT TO TRY AGAIN®;TA$: IFLEFTS$(TAS, 1)="y"T
HEN340ELSEEND

590 PRINT"YOU STILL NEED *;

400 PRINT USING F$;FH-A1:50TDI%0

510 FORB=1T03000:NEXT:L=0

£20 BOSUBIZ0

430 PRINT3450,"Y0U HAVE RAISED THE MOMEY"

540 GOSURIZO

550 CLS:FRINT"YOUR GENERAL MANAGER WILL STEAL THE EXTRA"

470 PRINT USING P$; (AI-FM)

480 GOTO730

£90 11=183

700 FRINT:FRINT USING Pé;11

710 AI=AT+11:RETURN

730 FORB=1T05000:NEXT:CLS

740 PRINT'NOW THAT YOU HAVE REISED THE MONEY, YOU MUST DECIDE HO

W*:PRINT*TO SPEND 17. FOR EACK OF THE MAJOR EXPENSES PRESENTED T
0 you,®
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745 PRINT"DECIDE ON HOW KUCH YOU ®ILL SPEXD INITIALLY AND WEEKLY
. DURISG":PRINT"THE FIRST FIVE WEEKS (WHILE YDU ARE REHEARSING)
THERE WILL"

750 PRINT*BE NO IHCOME, 50 MAKE SURE THAT YOUR EXPENSES DO NOT®:
PRINT'EZCEED $1,000,000 OR YOU'LL HAVE NOTHING LEFT FOR DELAYED®
sPRINT"OPENINGS, ADVERTISING, ABSORRING A LOSS FOR A WEEX CR THD
, AND®

755 FRINT'THE FACT THAT & FULL HOUSE EVERY NIGHT WILL ONLY GROSS
BETHEEN®

750 PRINT*$150,000 AND $225,000. YOUR DBJECT OF COURSE, IS 10 SH
GH":PRINT*A PROFIT EACH WEEX. REMEMBER, OUT OF YOUR *FRONT MONEY
* YDU":FRINT'MUST PAY ALL OF YOUR PRE-OPEXING EYPENSES (E,6. SET
S, COSTUMES,*:PRINT®ETL.)®

770 PRINT; INPUT®PRESS “ENTER® TO CONTINUE';E:CLS:PRINT*FIRST YOI
MUST HIRE A COMPANY.*:PRINT®CERTAIN WEEKLY PAVROLL EXPENSES ARE
ASSUMED: *:FRINT"$ 5,000 FOR CONTRACT STAGEHANDS":PRINT"$ 3,000
FOR WARDROBE DEPT,

780 FRINT"$ 3,000 FOR CONTRACT MUSICIANS®:PRINT™$ 750 FOR PRES

5 REPS.*:FRINT*$ 4,000 FOR MANAGEMENT STAFF":PRINT®$ 2,500 FOR §
TAGE MENAGEMENT®:PRINT'S$17,500 FOR NON-STARING ACTORS*:PRINT®---

--~" PRINT*$37, 950" 1P=37950

810 PRINT:PRINT'ME WILL NOW DEAL KITH THE SALARIES THAT CAN BE N
EGOTIATED. *s INFUT*FRESS “ENTER® TD CONTINUE*;E

§20 ELS:PRINT*FOR EACH JOB YOU WILL BE BIVEN 3 ALTERMATIVES,“:PR
INT*IN GENERAL, THE MORE YOU SPEND, THE HIGHER THE CALIBER OF*

825 PRINT'FERSON YO MILL HIRE AND THE BETTER THE RESULTS {MAYBE
}.":PRINT*DF COURSE, THE MORE YOU SPEND, THE HIGHER YOUR WEERLY

PAYROLL":PRINT*HILL BE. 3PEND";

830 FRINT® MOMEY WHERE YAU THINK 1775 IMPORTANT.*:PRINT:INFUT*FR

£S5 'ENTER® TD CONTINUEY;E

850 FORC=1T012:CL5:READIS, F1,W1,F2,K2,F3, 43, 1(1),142), 1{3):PRINT
“JUB ~ *3J%:PRINT:PRINT:PRINTTAB(S) "INITIAL FEE®3TAB(30) “HEEKLY

ROYALTY (0K SALARY)®

860 PRINT:PRINTTABLO) *1°;TAB(I2)F 1 TABI3SIWE

870 PRINTTAB{0} 2" TRBUDF2; TABI35) K2

880 PRINTTABIO) *3°; TRB{1Z)F3; TAB(35)M3

890 PRINT:PRINT™MRICH ";J8;* WILL YOU HIRE {1, 2, OR 3)":INPUTH

900 JFH=1THENFY=FY+F1;P=P+H1:50T0040

940 IFH=TTHENPY=PL+£ 2:P=P +W2; 5OTGR40

220 IFR=3THENPY=PY+F3: P=P+i2: B0TOP40ELSERS0

940 1T=1THLM

950 NE!T

370 1117171000

990 1F1T2500THENTT=2:50101060

1600 IFIT3200THENTT=1,5:60701040
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1018 IFITI7ATHENIT=1. 1:60701040

1020 IFIT<. {THENTT=. 5:60701060

1630 IFIT¢ITHENIT=. 75: 60701040

1040 17=1

1060 CL5:FRINT YO NOW HAVE & COMPANY 70 WORK RITH.":PRINT"NGW D
ECIDE ON VOUR OTHER EXPENSES.*:PRINT:PRINT®TRE MOST IMPGRTANT IS
THE THEATRE. ABAIN WE HAVE A CHOICE":PRINT“GF THREE, THEY DIFFE
R IN CAPACITY AND THEREFDRE IN COST."

1070 PRINT*ASSUNE A TICKET PRICE OF $1& AT THIS TIME.“:PRINT:FRI
NTTAB10) " THEATRE® s TAB{9) *LARACITY*;TRB{22) “POSSIBLE MEEKLY GRDSS
" TABI47I"COST (% OF GROSS®

1080 PRINTTEB 143 " HOUSE PAYROLL)®

1090 PRINTTABIO)"1*1 TAB{10}*1400°  TAB (23) %179, 200" TAB (48} *220+4
19, 000" :PRINTTAR{0) " 2" TAB(10) " 1500 TAB{23) " 192, 000" TAE{48) *25
%+$20,000% FRINTTAR(0) 3" s TAB{10) " 1600" ; TAR(Z3) " 204, 800”3 TAB (48)
*25%+$21, 000"

$100 FRINT: INPUT*HHICK THEATRE i1, 2, OR 33*:H

1110 [FH=1THENCP=1400: Ti=, 22:FR=19000:50T81150

£120 IFH=2THENCP=1500: T¥=, 25:PR=26000: 60701150

$130 IFH=3THENCP=1600: Th=, 28:PR=21000: GTO!1SOELSE1100

1140 *CHOUSE DESIGN VERSION FOR EACH DEPARTNENT - JE=DEFARTNENT,
F=ONE-TINE FEE, W-WEEKLY FEE, I=TECHNICAL QUALITY FBINTS

1150 CLS:PRINT"NOW DETERMINE YOUR GTHER PRE-OPENING EXPENSES."

1160 FORC=1TO5:READIS, F1, K1, F2, K2, F3,03, 111, 1123, 1(3)

1170 PRINT:PRINT'EXPENSE - *;38

1180 PRINT:PRINTTAB{15) *INITIAL"; TAB{30) "HEEKLY"

1196 PRINTTAB(O) 13 TABI16)FL; TREL3L) WY

1200 PRINTTABLO) 2" TAB(16)F2; TAB{1IN2

1210 PRINTTAB{0)"3°; TAB(16)F 35 TABIZ1IW3

1220 PRINT: INPUT*WHICH DESIAN VERSION WILL YOU USE™;H

1730 1FH=1 THENPY=FX+F 1 PY=PYHI1:BOT0I27¢

1240 IFH=2THENPY=PY+F2:PY=PY+U2:60T81 270

1250 IFH=3THENFY=PY+F3: PY=PY+43:B0T01270ELSE1220

1270 1U=TURTLH)

1280 CLS:NEXT

1300 IFIUS7THENIU=2: BOTOL330

1310 IFIUMITHENIU=1, 5:60TD1330

1320 IFIUCITHENTU=.8

1370 CLS:PRINTTHE REST OF THE FRE-OPERING EXFENSES ARE AS FOLLO
WS:*:PRINT:PRINT*TAKE-IN AND SET-UP OF SHOW § 33,000":PRINT'PRE

-GPENING ADVERTISING":CHRS{199);730,0007 ;FRINTOFENING NIGKT PAR
TY*sCHRE(203)3 5,000°:PRINT*TRAVEL EXPENSES®jCHRS (20733 3,000

1340 FRINT*TICKET PRINTING*jCHR$(207);° 1,500 :PRINF*REHEARSAL §
PACE*sCHRS (207" 3,000 tPRINT®SALARY BONDS"CHRS(2161:°10,000":P
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RINT*";TRB{28}"--—-——--- “IPRINT*“;TAB{28} "% 85,3007 :FRINT: INPUT
"PRESS 'ENTER’ 7O CONTINUE®;E:PY=FY+B35300

{360 CLS:PRINT"YOU ARE NOW READY TQ BEGIN THE FIVE WEEK REREARSA
L PERIOD. YOUR™:PRINTPAYRGLL EXPENSES WILL BE DEDUCTED AFTER EA
CH REEX 0"

1340 PRINT'REHEARSALS. AFTER THE LAST BEEK, THE GTHER PRE-OPENIN
§ EIPENSES":PRINT®HTLL BE DEDUCTED. ":FRINT:INPUT“FRESS "ENTER’ T
i COMTINUE"$E

1370 FORM=1TQ3:GOSUB120:FRINTCPRINTEND OF MEER":W;“GF REHERSALS

1380 FRINT:FRINTEESFENSES THIS BEEK -*;:PRINTUSINGFS;P
1399 FH=FI-FiPRINT: IFFNCOBETOZ780
1400 FRINT'LEFT FROM FRONT MONEY";:PRINTUSINGPS;FH:GOSUBLIOINEXT
1430 FH=Ff-Fi; IFFR{OG0TR2780
1430 CLS:PRINT'NOM THAT REHERSALS ARE OVER AND YOUR PRE-GPENING"
+PRINT'EXPENSES ARE PAID, YOU HAVE™;
[430 FRINTUSINGPS;FM; s PRINT" LEFT IN AN":PRINTEMERGENCY ACCOUNT
TrPRINTSIHFUTFRESS *ENTER’ 70 CONTENMUE®;E
1450 CLS:B=RND{10) 1 IFR{ELRRINT"THE DIRECTOR ¥ANTS ANOTHER WEEK OF
REHERGALS BEFORE CPENING"ELSEGGIOISA0
1470 #RINT: INFUT®FRESS "ENTER’ TD CONTIMUE™:E
1490 Fi=FA-P: IFFN{OS0TOZ7RE
1500 FRINT:PRINTYOU NOW HAVE®:
1510 PRINTUSINGF$;FH:zPRINT" LEFT IN EMERGENCY RESERVE.*
1520 FRINT: INFGT"PRESS *ENTER’ T4 CONTINUE®;E:80TCi4a0
1540 FORJ=1T04:CLS: PRINTCHRS (231 1 PRINTIZ48,"1 T 7 5iFRINTR40Z,”
OFEXTNWGPRINTSS40,*N 1 6 B T*:FORE=1TO200IREXT:LL5:FORB=1
TOL10G: NEXT: NEXT:P=P+PY
1550 PRINT'HELL, HERE WE BB, LET'S HAYE A& DRIRK BEFORE THE REVIE
uS COME IN."
1540 PRINT:FRINT®OH BY THE WAY, YOUR REGULAR REEKLY EYFENSES {IN
ELUDING"
1570 PRINT® THE WEEKLY TECHNICAL EYPENGES THAT BEGIN TORIGHT) AN
n | ]
1580 PRINT®THE YHEATRE RENTAL ARE :*
1600 P=F+FR
1610 PRINTUSINGF$3P; FRINT® PLUS";TX3100;"1 OF THE GROSS.'
1620 PRINT: INFUT*PRESS "ENTER™ TD CONTINUE":EN
1444 CLS:PRINT'HERE LOMES THE PRESS AGENT WITH THE REVIEWS®
1440 [¥=1TRIT+IU
1670 TFIVISTE=2:50701728
1680 IFIY:ITHENTY=1, 5:BOTRI720
1590 IFIVI2THERIY=1, 25:6OTGI720
t700 IFIY;ITHENTE=]. 1:GRTD172
1710 IFIV{=1THENI)=1
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1720 GOSUBZB30:PRINT:PRINT"KERR - THE TINES- *::ONRIGOTO1740,175
0, 1740, 1779, 1780, 1780

1740 PRINT'THE WORST THING [ EVER SAW’ ":P9=FT+1:60T0i790

1750 PRINT"HEAK SHOW: POOR ACTING, POOR DIRECTING POOR,*;CHR$Z
13);"PODK INVESTORS® *:P9=F9+ 2160101790

1760 PRINT"' T LIKED IT - WITH RESERVATIONS'®:P2aP9e3:G07T01790
1770 FRINT**4 THROUBHLLY ENJOYABLE EVENING’ *:P9=P9+4:60701796
1780 PRINT""A FINE PIECE OF THEATRE®":P9=P9+5

1780 GOSUBZBI0FRINTBARNES - THE POST -*;:ONRIGDTOI800,1810,182
6, 1830, 1840, 1349

1600 FRINT**A TERRIBLE SHOW’“:P9=FO+1:507D850

{810 PRINT*’1 WAS BORED DURING TH 15T ACT AHD BONE®;LHRS(217)3"D
URING THE ZHD’":F9=F9+2:60701850
1820 PRINT*'A PLEASENT EVENING’*:P9=P9+3:50701350

1830 PRINT**MUCH FUN - 8O SEE IT."":P9=P9+4:60701850
1840 PRINT**A MUST SEE' BUN, DO NOT WALE TO THIS.”®:P9=P9+5:60T0
1850
1650 GOSUBZE30:FRINT™WATT - THE NEWS -*;:DNRIGOTO184C, 1870,1880,
1890, 1900
1840 PRINT*THE WORST PLAY IN MY B0 YEARS OF REVIEWING'*:P9=Po+]
160701510
1870 PRINT*’THE LAST FLAY 1 SAW THAT WAS THIS BAD WAS IN®;CHR$(Z
12} 71904 P3=P942: B0TD1910

1880 PRINT®’MICE. BROUGHT BACK NENORIES OF";CMRS (228)3*-THE BLAC
K CROGK- s F9=P+3: BATOL910

1839 PRINT“’FUN FOR ALL AGES. BERING YOUR GRANDPARENTS® ":P3=F7+4:
50701310

{000 FRINT®'THE BEST THING I'VE SEEN THIS CENTURY™ "rF9=Fd+s

1910 GOSUBZEI0:PRINTUSHALIT - NBC MEWS -*::ONRIBOTD1920,1930,194
0,1950, 1980, 1946

1920 PRINT"SHOULD HOT BE ALLOWEL ANY CLOSER TO NEW YORK";CHR$ (2

2);"THAN BOISE, 1DAHO.’*:P9=P9+::60T01970

1930 FRINT™['VE SEEN WORGE, BUT NOT MANY' ":P9=P9+2:60101970
1940 PRINT™*IT HON'T RUN LONGER THEN -DOLLY- BUT MAVBE®:CHRS (214
by "LONGER THEN -KELLY->":P3=F9+7:607T06025

1950 FRINT*& HOOT’ ":P9=P9+4:60701970

1950 FRINT**IF YOU HURRY YOU CAN GET TICKETS FOR LATE IN 1982.":
FO=R945

1970 GOSUB2S30:PRINTSINON ~ NEW YORK MAG -"3:ONRIGOTOI980,1950,
2000, 2018, 2020, 2020

1980 FRINT™'T HATED I1T°*:P9=P9+1:60702030

1990 PRINT™'A TERRIBLE SHOR’":F9=P9+7:50702044

2000 BRINT®IT’S THE PITS *:F9=Po+3:60T02040 _

2010 FRINT®THE WOKST THIS YEAR®*:PS=P9+4:60702040

2020 PRINT™ 1 COULDN’T STAND 17°":P9=FRes
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2030 'KEER THE SHOW OPEM AFTER THE REVIEWS?
2040 GOSUAZES)
2050 CLS:PRINT*RLL RIGHT, THE 5HOW IS OPENED, ":PRINT"AFTER EACH
WEEK YDU $ILL BET A REPORT AE TO HOW™
2055 PRINT'MANY TICKETS ARE SOLL AND RDW MUCH MDNEY WAS TAKEN IN
 YOU":FRINT"WILL ALS0 BE ASKED HOW MUCK YBU WANT T0 SPEND CN AD
VERTISING :PRINT*AND IF YDU BANT TG CHANGE THE TICKET PRICE.®
2040 PRINT"REMEMBER, CHEAPER PRICES = HIGHER YGLUME.":PRINT:INPU
T"FRESS "ENTER T0 CONTINUE"}E:WK=0
2670 PRINTIPRINT"YGU HAVE";USINGPS;FM;:FRINT® LEFT IN FRONT NONE
Y ACCOUNY" . - o _
#0550 GOSUR2886
7110 6OSUR25D0
2120 9¥=Wi+1:BO5UBLZ0
2140 TFBK/Z=INT (WK/3) THERP9=PY-2
2150 IFUE/10=INT{BK/t0) THENP?=P9-2
2160 1FWE/18=INT (K7 18) THENP9=FT-2
2180 TFHK/ 13=INT(MK/13)605UB2980
2200 Pe=FH+4D/TY : -
2220 R=AND{10): IFR>6THENR=RND (12) s PRINT: ONRBOTO? 40,2250,22&8,22
74,2280, 2290, 230G, 2319, 2220, 2330, 2340, 2330
2236 GOT0IZ80
24ﬁ FRINT"STaAR GETS SICK - MUST BE REFLACED®:F9= F?-”‘BUTU?S&O
2250 PRINT"UNIONS GET PAY HIKE":P=P+(PL,C3):P=INT(P):GOTE2360
2250 PRINTTSTAR'S CONTRACT ENDS-WANTS MDRE 3§8°:P=P+{(P1.037:P=IN
TiRG0TRIIE0
2270 PRINT“SHDW WIHS 3 TONYS™:P9=P9+2: 60702360
2380 PRINT"FREE FUBLICITY DUE TO 580D PRESS AGENT®:F9=P9+1:607T02
380
2290 PRINT'SHOW WINS CRITIC LIRCLE AWARD®:P9=Pe+1:60T02340
2300 FRINT®HEAVY SNOW FOR 5 WEEKS®:P9=F9-1:50T82340
2310 FRINT"NEWSPAPER STRIKE [N IT°8 2KD MBNTH®:P9=P7-1:B0TD2340
2320 PRINT“ .Y REPORTS ON HiG# CRIME IN THE BROADRAY ARER":P9=P
7-1:607023
1339 PRINT“EITY REPBRTS CONVENTION BUSINESS UF*:P9=F9+1:60TU2340
2340 PRINT"G00D WORD OF MOUTH ON THE SHBW:P9=P9+1:60702340
2350 PRINT'BAD WBRD OF NOUTH BN THE SHOW":P9=PS-1:80702348
2360 FORE=1TO2000:REXT
2380 CLS:PRINTPRS;" PRODULTIONS";CHR${201);"REEKLY REFORT":PRINT
THEER® s WK CHES (2161 MHAD, "PERFORMANCES  PRINT: PRINTTHEATRE CAPA
EIT¥ (FER PERF)":CF
2390 PRINT"TICKET PRICE";:PRINTUSINGFS;5P
”4ﬂ8 PRINT*MRYTINUR GROSS (PER WEEK)";:PRINTUSINGPS;SPILPE8: IFP9{
OTHENFT=]
Z410 PRINT:PRINT"TICKETS SOLD THIS WEEK";:T7§=0:TS=({L{{FN/601EC
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P18: IFTS3CPISTHENTS=CP18

2420 PRINTINT(TS)

2430 PRINT*BROSS THIS WEEK";:TG=TSISP:FRINTUSINGP$;T6

2440 FRINT"EXPENSES THIS WEEK3:PS=P+(TGITX)+AD:PRINTUSINGPS;PS
2450 PRINT:ST=TG-PS:FRINT"NET *;:IFST¢OPRINT*LOSS *;

2440 IFST3OPRINT"PROFIT ";

2470 FRINT*THIS WEEK *;USINGPS;ST

2480 IFST<OTHENSD=5D-ABS (ST)

2490 IFSD{OTHENFM=FM-ABS (SD) :5D=0

2500 TFST)OTHENSD=SD+ST

2510 PRINT"NET PROFIT TO BE PAID 7O INVESTORS ";:PRINTUSINGPS;SD
2520 PRINT*LEFT FROM FRONT MONEY*;USINGPS$:FN

2540 IFFHCOGOTOZ780

2540 GOSUB2650

2580 GOTO20%0

2500 DATADIRECTOR®, 15000,500,7500,250, 2500, 100,10,1,. 25

2610 DATA"MALE STAR®,0,20000,0,10000,0,2500,10,1,.5

2620 DATAFEMALE STAR®,0,14000,0,8000,0,2000,7,1,.75

2630 DATA"SET DESIGNER®, 10000,300,5000,206,1500,50,3,1,.85

2640 DATA"COSTUME DESIGNER”, 10000,300,5000,200,1500,50,2,1,.9
2650 DATA"LIGHTING DESIGNER®,8600,300,4000,209,1000,50,1.5,1,.8
2640 DATA"SCUND DESIGNER",4000,200,2000,100,750,25,2,1,.75

2670 DATA"CHOREOSRAFHER", 10000,300, 6000, 150, 2000,75,3,1,.7

2580 DATA"COMPOSER", 20000,800, 10000, 400,5000,150,8,1,.7

2690 DATA"LYRICIST", 15000, 600,7500,300,3000,150,7,1,.8

2700 DATA*BOOK AUTHOR", 15000, 60, 7500, 300, 3000,150,7, 1,.8

2710 DATA"ARRANGER", 8000, 500, 5000,400, 1500,100,4,1, .85

2720 DATA"SETS", 150000, 200, 75000, 100,50000,75,2,1,.75

2730 DATA"LIGHTS",3000,750, 1500,500, 1000,200,2,1,.75

2740 DATA"COSTUMES®, 100000, 2000,50000, 1000, 15000,250,2,1,.75
2750 DGTA“EUUHB“,EOOQ,IDOG 1500, 500, 1000,200,2,1,.75

2740 DATA"PROPS®, 40000, 1000, 20000,500,5000,150,1.75,1,.9

2770 *YDU'VE SPENT MORE WONEY THAN YOU HAVE AVAILARLE

2780 CLS:PRINT2192,"YOU HAVE SPENT MORE MONEY THAN YOU HAVE.":PR
INT:PRINT"THE STATE ATTORNEY GENERAL’S OFFICE WILL CONTACT YOU B
Y THE":PRINT

2785 PRINT'FIRST OF THE MONTH. THEY ASK THAT BEFORE THEN YOU TAK
E THE TIME®:FRINT:ERINTTO SEE *THE PRODUCERS® WITH ZERD MOSTEL
T0 SEE WHERE YDU WENT®:FRINT:FRINT"HRONG."

2800 PRINT:FRINT: INPUT"SHOM-BIZ STILL IN YOUR BLOOD";TAS:IFLEFTS
(TA$, 1)="Y"FUN

2810 CLS:END

2830 R=RND(10) :R1=RRIV:RI=INT(R1/9) :FORTI=1T01500: NEXT : RETURN
2850 PRINT:INPUT*DO YOU WANT TO CLOSE THE SHOW®;C9

2840 IFLEFTS(C9$,1)="Y"THENZO00ELSERETURN
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2880 PRINT: INPUT"HOW MUCK DO YOU WANT TO SPENT ON ADVERTISING TH

15 WEEK (DO NOT USE DOLLAR SIGN OR COMMAS)";AD:RETURN

2900 PRINT"THE CURRENT TICKET PRICE I5";USINGP$;5P:INFUT"DD YOU

WANT TO CHAMGE THE TICKET PRICE":VRS

2910 IFLEFTS{YNS,1!1="N"THENRETURN

2920 INPUT"TO WHAT PRICE";Sk

2330 IFSH=SFPRINT"THAT'S THE CURRERT TICKET FRICE":60T02700

2340 TFGM:SPTHEND=(SN-GF1 $2:F9=P3-0 )

2750 TFSN{SFTHERD=(GF-SN) ¥2:P7=P9+]

2560 SP=BN:RETURN

2980 SE=504.7:50=50-5E:5F=6F+5E:PRINT "50% OF PROFITS DISTRIBUTED
TO INVESTORG":FORE=1TD1500: KEXT:RETURN

2990 TCLOSING NOTICE

3000 CLS:rORA=0TD127:SETLX, 00 1 BET (X, 47) 2 NEXT

3010 FORY=0TD47:5ET {0, ¥):5ETL127, ¥ MEXT

3020 PRINTSB6,FPRE;" FRODUCTIONS INC.;

O30 PRINTQIOS,'CLOSIHGE NOTICEY

3040 PRINTS324,"17 18 WITH BREAT REGRET THAT BE POST THIS NOTICE

3050 PRINTAIBA, “HE HANT TO THANK ALL OF YOU FOR ALL OF YOUR HARD
5

I0&0 PRINT2452,"WORK. FLEASE BE ADVISED THAT THIS FRODUCTION WIL
Ea

3070 PRINTSSLG, "CLOSE TWD WEEKS FROM TONIGHT. AGAIN THANK Y8U.";
J0B0 PRINTSS70, "SIMCERELY YOURS,":

3050 PRINT®734,PRE$;" PRODUCTIONS";

3100 PRINTZB34,"P.5. YOUR FINAL TOTRLS TO FOLLOW";

110 FORTI=1TO7000: HEXT

3120 "FINSL TOTALS

J130 CL5:PRINT"FINAL TOTALS:":FRINT:FRINT"YOUR SHOW RAN FOR™;HK;
"MEEKS BEFORE CLOSING, “:PRIMT"THAT®S";WK1B;"PERFORMANCES. ":PRINT
"OUT OF YOUR ORIGIMAL 41,000,000 YOU HAD";

SE80 PRINTUSINGPS:FM;:FRINT® LEFT WHICH  HAS BEEN BIVEN BRCK T
{t YOUR IWVESTORS."

3150 PRINTTTOTAL AMOUMT PATD TO TNVESTORS":PRINTUGINGR$:SD+SF+FH
3160 PRINT"THAT MAKES A "3 ((SD+EF+FH)-1000000)/10000; "% RETURN O
H THEIR INVESTHENT.®

J170 FRINT"(A OX RETURN IS THE BREAK-EVEM FOINT FOR YOUR INVESTO
RG":PRINT"A HEBATIVE RETURM 15 A LOSS)":FRINT:FRINT'DO YOU BANT
TO PRODYCE ANOTHER SHOW";:INPUTYNS$:IFLEFTS(YH$,1)="Y"THENRUNELSE
END

3180 "ERRDR TRAFINMG ROUTINE

3190 PRINTLERR/Z)+1;"ERROR IN LINE";ERL:FORTI=1T02500:NEXT:RESUM
ENEALT
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TRS-80® SWAT TABLE FOR:

BROADWAY
SWAT

LINES CODE LENGTH

10- 170 FL 359
180 - 340 HP 936
380 - 430 HE 330
460 - 320 K1 322
330 - 440 IX 421
470 - 730 ¥ 333
738 - 780 AK 452
g10 - 830 X 342
860 - 1000 IE M
1010 - 10%0 V6 601
1100 - 1210 FK 923
1220 - 1340 18 644
1360 - 1430 LH 926
1440 - 1350 NI 522
{360 - 1700 s 412
1710 - 1810 JE 368
1820 - 18%0 TE 502
1900 - 1970 EP 333
1980 - 2035 T a3
2060 - 2230 St 404
2240 - 2330 T 33l
2340 - 2840 5L 507
2430 - 24600 CH 329
2610 - 2700 LL 337
20 - 2785 KI 636
2800 - 2940 ND 301
2950 - 3070 FF 337
3080 - 3170 ve 4654
3180 - 3190 YF 74

NOTES:
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by Victor A. Vernon Jr.

Leyte is a sea-battle simulation for an
TRS-80 with 16K RAM.

After the U.S. Central Pacific
(CINCPAC) forces under Admiral
Nimitz had taken the islands of Pelelu
and Angour, and MacArthur’s forces
had secured New Guinea, President
Roosevelt met with MacArthur and
Nimitz. MacArthur convinced the
President that the next objective ought
to be the liberation of the Philippines,
thereby tearing the Japanese empire in
two, isolating the home islands from
the oil and wealth of the Indies.

The American plan was to invade the
island of Leyte in the center of the
Phillipines with the combined forces of
MacArthur’s Eighth Army and Ad-
miral Kinkaid’s Seventh Fleet, with
Admiral Halsey’s Third Fleet protect-
ing the landing attempt from disrup-
tions from the Imperial Fleet. This
would mark the first joint operation by
the two American Pacific Fleets.

The Seventh Fleet was mainly an in-
vasion fleet, consisting of troop
transports and LST’s. Its only capital
ships were in a bombardment group of
old battleships (some of them veterans
of Pearl Harbor), a few cruisers, and
destroyers with escorts. This group was
not prepared for large-scale naval
engagements, and lacked both
torpedoes and armor-piercing bombs.

Fortunately, the Third Fleet was
much better equipped, with its new
Essex class carriers, each with 100 air-
craft, and its several lighter carriers,
Towa class battleships, heavy and light
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cruisers, and destroyers. The combina-
tion of the two Fleets was the greatest
armada ever assembled.

The Japanese, woefully outclassed,
developed a plan, known as SHO-1, in-
tended to defend the core of their Em-
pire and win an agreement that would
preserve as much of it as possible.
Their strategy was to draw the
Americans out on a limb, then cut off
the limb. With the Leyte landings, they
were prepared for that surgery.

SHO-1 was founded upon two prin-
ciples: 1) The Imperial Fleet was no
match for the Third Fleet; 2) The
Seventh Fleet was no match for the Im-
perial Fleet.

The Japanese would therefore have
to neutralize the Third Fleet, leaving
the Seventh at the mercy of the Im-
perial Fleet. This would require perfect
timing and fabulous luck. Amazingly,
SHO-1 succeeded in almost every
detail. Only an error of judgement
denied the Japanese full victory.

The Japanese forces were divided in-
to three fleets: the Northern, the Cen-
tral, and the Southern. The Northern
Fleet’s mission was to lure Admiral
Halsey and the Third north, away from
Leyte, while the Central and Southern
Fleets drove the Americans out of the
Philippines.

The Southern force was to sail
through the Suriago Strait, which led
to the southern portion of Leyte Gulf.
The Central force, under Admiral
Kurita, was to be the main attack
force. It would sail through the
Sibuyan Sea, through the San Bernar-
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dino Strait, then turn south around the
island of Samar to enter Leyte Gulf
from the north. The Central and Nor-
thern forces were to meet early on
October 25, 1944, and together wreak
havoc on the American transports in
the harbor.

Let us now briefly review the events
of October 20 through 25. Remember
that this was the largest naval battle
ever fought; it covered thousands of
square miles of ocean, and involved
every type of warship, from the
smallest PT boat to the largest bat-
tleship. If this brief account proves
confusing, you might wish to refer to
Edwin P. Hoyt’s The Battle of Leyte
Gulf and Admiral Morrison’s Naval
Operations in World War II.

On October 20, the Americans
landed on the western shore of Leyte
Island. Almost immediately, SHO-1
was put into operation. The landings
were accomplished with only some
Japanese air attacks based from
Luzon. Two days later, American sub-
marines spotted the Japanese Central
force in the Sulu Sea. At first light,
Halsey sent out his search planes. They
found the Japanese in the Subayan
Sea, sailing east toward San Bernar-
dino Strait. Halsey immediately
launched a full air strike.

About this time, Halsey ordered the
formation of a new task group, under
Admiral Lee, whose job it was to guard
the San Bernardino Strait if and when
Halsey found the Japanese carriers.
Meanwhile, The Japanese Northern
force was trying desperately to be
found, but was having little success.
Although they had broken radio
silence, atmospheric conditions
prevented Halsey’s radio men from
detecting them.

Halsey’s air strike found its target,
and, after inflicting some damage,
misinterpreted a Japanese withdrawal
as a full retreat. By now, the Northern
force had been discovered, and Halsey
decided to attack them. He took his

special task force, which had been
guarding the strait, with him, but a
confusion occurred that left the
Seventh Fleet’s commander, Admiral
Kinkaid, with the impression that the
strait was still guarded. As a result,
Kinkaid deployed no forces to the
strait, hoping to concentrate all his ef-
forts against the Japanese Southern
force.

The night of October 24-25 was most
eventful. Halsey and the Northern
force were approaching one another.
The Central force had turned east, and
was heading for the mouth of San Ber-
nardino Strait. The Southern force was
sailing north through Surigoa into a
trap, laid by Admiral Kinkaid, and was
utterly destroyed.

October 25 was a crucial day in the
Pacific War. San Bernardino Strait
was an unencumbered entrance into
Leyte Gulf, and the Central force was
steaming through it at 20 knots.
Should these 22 ships reach the land-
ings, they would transform them into a
bloody shambles, with American help
too far to the north and south.

The thin American defenses in the
strait sacrificed themselves. Their
reckless, desperate attacks, though
continually smashed, served to scatter
and confuse the Japanese. Kurita, the
commander of the Central force, knew
nothing of the Northern’s success in
luring the Third Fleet away. He
thought that he was driving the last
remnants of the Imperial Fleet into a
deadly trap. In his confusion, he
thought that the few, light ships de-
fending Leyte were the heavy ships of
the Third Fleet. Though he could have
easily smashed the defenders, he
turned around. In the next few days,
Halsey’s airmen smashed Kurita’s Cen-
tral force. Although SHO-1 had
worked perfectly, all three divisions of
the Imperial Fleet were defeated. They
lost 26 of their finest ships in four short

days.
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What might have happened if Lee’s
task force had been awaiting Kurita’s
Central force at the mouth of San Ber-
nardino Strait? In this simulation, you
will be Lee, and the computer, Kurita.
Your fleet will consist of the bat-
tleships Jersey, Washington, Massa-
chussetts, and Alabama; the cruisers
Pittsburgh and Baltimore; and six Flet-
cher class destroyers. The Japanese
fleet will be the battleships Yamato,
Nagato, Kongo, and Hagura; the
heavy cruisers Chokai and Sizuya; the
light cruiser Nagara; and cight
destroyers.

In both fleets, the destroyers are
considered to be a collective force.

That is, the target for one destroyer is
the target for all. While individual
destroyers may be targeted and sunk,
all of them must be sunk in order to
destroy their force.

The screen displays a map showing
the Island of Samar, with San Bernar-
dino to the left and Leyte Gulf to the
right. North is the left side of the
screen; east is the top, south is right;
and west is the bottom. The Japanese
will move from left to right, from San
Bernardino to Leyte. To win, you must
sink all seven capital ships
everything larger than a destroyer. If
any get to Leyte, or if all your ships (in-
cluding your destroyers) are sunk, you
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lose. Of course, the Japanese will not
turn around.

You can issue any of these four com-
mands by pressing the appropriate
number key:

1 - status report

2 - fire guns

3 - fire torpedoes

4 - course correction

The status report will tell you the
condition of each of your ships; you
will not be told the condition of the
Japanese ships. (The computer will tell
you only if they are sunk, at the time
when it checks the status of all ships.)

If you choose to fire your guns you
will then be asked for a target for each
of your ships. The Japanese ships are
numbered as follows; use the number
to designate a target:

1 - Yamato

2 - Nagota

3 - Kongo

4 - Haguro

5 - Chokai

6 - Suzuya

7 - Nagara

8 - Destroyers (collectively)

If a target is sunk you will be directed
to select another. Whether or not you
score a hit is determined by three
factors:

1 - a randomly selected number

2 - how close you are to the target

3 - whether the target has been fired
upon by another ship.

The closer you are to the Japanese,
the better will be your chances to hit
something. The third factor comes into
play because naval gunfire is ac-
complished by first firing a round, and
then correcting the aim by noting

where the first shells land. This can be
done by watching the splashes; but if
two or more ships are firing on the
same target, it is impossible to tell
which splashes go with each ship’s fire.
The Japanese avoided this by coloring
their shells, thus giving different
colored splashes for each ship.

Firing torpedoes is essentially the
same, except that only destroyers carry
torpedoes; thus, you will only be able
to fire at one target. Also remember
that while a torpedo can do much more
damage than a shell, the Mark 14
torpedoes used by the U.S. Navy in
World War II were notoriously
unreliable. At times they would sink; at
other times they would breach and ex-
plode against a wave. If they did hit a
ship, they didn’t always explode. The
Japanese ‘“‘long Lance’’ torpedo was
larger (24 inches versus 21), and it
worked.

Command #4 is a course correction;
it is not necessary to access this com-
mand on every turn. Your course is ini-
tially set in a northerly direction. To
change this you will be prompted to
enter a number which will lead you in
any one of 8 directions. The Japanese
fleet will be heading generally south at
a flank speed, so that if they get past
your fleet, you will not be able to in-
tercept them. Also remember that you
are a Fleet Commander, not a Ship’s
Captain. Your orders will be for the
fleet as a whole, and you will not be
able to move individual ships.

Basically that’s all there is to it:
manecuver and fire, But remember that
maneuvering is as important as firing.
If you stay too far away from the
Japanese, your chances of sinking
anything will be very slim, and they
will sail on to Leyte while you watch
them go by. But if you get too close too
soon, the Japanese will blow you out
of the water with their superior gunfire
and torpedoes (Japanese cruisers also

carry torpedoes).
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Your position on the map will be in-
dicated by an ‘‘A,”’ and the Japanese
position by a ““J.”" If both fleets are at
the same place you will see an “‘*’,

Yariahles

A: Location of American fleet.
A(n,nn): Holds all pertinent
information about the American
fleet.

A$(n): Names of American ships.
Al: Course of American fleet.

A7Z: Miscellaneous.

C: Movement counter. Determines
when computer will check on status
of all ships. Also helps determine if
Japanese fire guns or torpedoes.

G: Command variable.

H: Hit counter.

H(n,nn) or H(n,nn,x): Hit table;
determines how much damagc is donc

if a hit is scored. Damage is
determined by the size of the shell,
where it hits, and what it hit.

I: Used in POKEing and PEEKing
screen memory.

I$: Keyboard input variable.

I: Position of Tapanese fleet.
J(n,nn): Holds all pertinent
information about the Japanese fleet.
J$(n): Names of Japanese ships.

JT: Number of reserve torpedoes for
Japanese fleet.

M: Modifier; changes range of Z,
depending upon fleet locations.

M1: Temporary storage for M.

NT: Number of reserve torpedoes for
American fleet.

R$: Used in status report messages.
T: Used in arrays to signify target.
T$: Keyboard input variable.

T1,T2: Temporary storage variables.
T1$,T2%; Temporary storage variables

55 58 55 55 55 58 55 58 85 58 &%

g8 85
55 TRS-830 BASIC 8§
55 ‘Leyte’ 55
35 Author: Victor Vernon Jr. 55§
85 Copyright {c) 1982 55

55 SoftSide Publications, Inc 55

55

55

§5 58 55 58 55 85 85 55 55 55 58

Initialization.

80 CLEARZ0D:DIMALT,7),347,71,A8(7),18(7) M4, 4, 1) : RANDDN

&5 O ERRGR BOTO70O

70 CLE:PRINT"OHE MOMEMT PLERSE":PRINT"THERE 15 A LOT OF JATA TO
READ":NT=30:37=100:A=265:f1=-1:1=13350

Load the arrays.

100 FORY=CID7:READJEIE) A LN tFORY=0TOTREADI LY, V) ALK, YD D NEXTY,

¥
A

110 FORY=0TO4:FORY=1T04: FORI=0TOL:READH(Y, Y, 1) :HEXTZ, ¥, X
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Draw the map on the screen. Map cannot be redrawn during the
program.

115 FORY=0TD440STEPA4: PRINTSY, STRINGS (44,46) 1 NEXTY

120 PRINTSI94,5TRINGE(39, 19105 :PRINTS454, STRINGS {49, 1911 ; 1 PRINTS
513, 5TRINGS (56,1910 3 1 FRINT2S76, STRING# {62, 191112 PR]NTGS?E " OGAN
BERNARDINO STR.";

130 PRINT2S20, “LEVIE BULF 3";:POKE!S821,83:POKE15828, 65: POKE1583
5,77:POKELSBAZ, 65: POKE1S849, )
135 FORA=1582270158505TEF7: FOKEY, 32: POKEL-2, 3T NEXTY
Move the fleets.

150 FORY=1TOL:NERTY:C=0:H=0

140 PRINT2&0,CHRE (31D sPOKET+], 361 POKET+A, 44

165 READJ:IFI=995THENSO10

170 Mi=3:2=RND(3): IFZ=1THENI=J+64ELSEIF =2 THENI =] 64

175 IFPEEK (1+A+A1)=191PRINT3440, "YOU’RE ABOUT TO RUN ABROUND TUR
KEY":PRINT*THE COMPUTER WILL NOW CORRECT YOUR STUPIBITY':FORZI=!
TOSG0:NEYT77:41=-44

176 IFA+A1<0THEHA=54
180 A=R+A1:POKEI+A, 45:POKEI+], 74: IFA=JTHENPOKEI+A, 42

Command routine.

190 PRINT2540, "CONMAND 7";CHRS (220) 2 IFJ=A+10RI=A-10RI=A+440R]=A-
S4THENN1=0

200 PRINT® | - STATUS REPORT":IFA=JTHENMI=-1

210 PRINT® 2 - FIRE GUNS":IFA=1+430RA=1-430RA=1+450RA=1-65THENN]
=1

220 PRINT" 3 - FIRE TORPEDOES*:IFA=J+10RA=J-10RA=]+640RA=J-64THE
HMi=0 '

230 FRINT" 4 - COURSE CORRECTION™:M=H1

240 FORY=1T02000: T4=INKEVS: IF15=""THEN270

250 IFASC{I$3<450RASC{1%) S52THEN270ELSEFORY=1TOLINEXTY

2560 G=VAL(1§):0NG GOT0289,480,620,73

270 NEXTX:C=C+1:IFC)2THENISOELSEZ40

Display the status of the American ships.

280 FORX=4TG7:IFA{R, SICITHERRS="5URK 6072430

290 IFEXITHENZ4D

00 TFREX,4MA500RA(X, 23 <7THENRS="FLOATING JUNK YARD":G0TO430
I10 TFALX, 41CL1000RACK, 21 (I2THENRE="VERY HEAVY DAMAGE":GOTD430

IE0 IFALX, 414 1500RALX, ZITTTHENRS="HODERATE DANAGE":GOTD430
(FORZI=1TOSO0:HERTII:H=0

’3 RE="ESSENTIALLY UMDAHABED":60TG430
IFY:ATHENED
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330 TFALLAM(300RALY, 23 <7THENRS="FREPARE TO ABANDON SHIF!":B0TD4
Iy

340 IFALX,4) (1000RA LY, 2)CLATHENR$="SEVERE DAMAGE":6070430

370 Re="LITTLE OR NO DAMAGE":G0TO4Z0

380 IFY=7THEMZO

390 TFATE, 42 CZ0DRACY, 2) CATHENR$="SINKING' *:60T0430

400 TFALX,4)(300RA LY, 2) (BTHENR$="HEAYY DAMAGE'":B0T0430

310 RE="LIGHT NR NG DAMAGE":50TD430

420 TFR(X,4){250RA (X, 21 {3THENR$="HEAVY DAMAGE!"ELSER4="UNDAMAGED

430 FRINT2440,CHR${31) 1 "5TATUS &

440 PRINTA®(X) ;" ¢ ":R§:IFY=7 ANDA(7,5):1PRINTA{7,5)" AFLOAT"
460 FORY=1TOSOG:HEATYINEATY
470 GOTOLRC

Changes half-turn count, and skips any sunken ships.
480 C=C+{:FORZ=0TO7:IFA (L, 51 {1 THENNEXTX

Prompt for a target. Reject any non-numeric input.

490 PRINT3L40,CHRE(31); "ENTER TARGET FOR "A%{X):M=M1

500 TH=INKEY$: IFT#=""THENSOOELSET=VAL(T$)

510 IFT<1ORT:BPRINT2704,"ENTER NUMBER OF TARGET SHIP. CHECK INST
RUCTIONS": 5070590

Array is subscripted 0-7, so subtract 1 from the target. Also, change
modifier to make target harder to hit if ship was already fired upon
this turn.

520 T=T-L:M=MeJ(T, 700007, 7)=0 (7,70 4.5
If target is sunk, select another.

530 IFJ(T,5}{IPRINTIS(T}" SUNK":FORZZ=1TOZ00:NEXTZZ:60TO490

Reset hit counter to zero.

540 H=0:FORY={TOALX,5) s I=RND (10 +M: TFT+ATHENSTOELSEH=H+]

V determines where target was hit. If the ship firing was a
battleship, and the target is hit on the front or back turret or on the
bridge, then the number of guns on the target is decreased by one.

F50 Y=RMD{S) -1 IFY<SAND{Y=00RV=10RV=3) THENJ (T, &)=J(T,4}-1
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Timing delay.

335 FORZI=1TO200:NEXTZ

Change defense factors on target.

360 T, 20 =0T, 2 -HIV, AGL, 00, D e JUT, ) =0T, 40 -H (Y, A1X,0),0)
Display the number of main armament hits.

570 NEXTY: IFH:OPRINTO704,H"HAIN ARMAHENT HITS ON "J3(T);CHR$(31)

Repeat the process for secondary armaments.

590 M=M1:FORV=1TOA(Y, &) 471 T=RND{10) +M: IFZ>4THENS1 OELSEH=H+1
400 VY=RND{S)-1:3(T,2)=0(T, 2)-H (¥, AX, 1), 11 3(T, 432017, 4)-H UV, AL
10,00

£10 NEXTY, Y:M=M1: IFH>0PRINT3748, H"SECONDARY ARMAMENT HITS ON "J3
(T);CHR$ (31) 1 H=0

415 FORIZ=1T0500:NEXTZ7:6070880

U.S. torpedo fire.

520 C=C+1:H=M1-C:FRINT3440,CHRS (31)

43¢ IFRL7,Z)CIANDNTCIPRINT®NO TORPEDOES TO FIRE":FORIZ=1T0500:NE
AT11:6070880

&40 TFA{7,3){1ANDNTX9THENALT, 31 =10:NT=NT-1D

450 A(7,3)=A(7,3)-5:PRINT"TARGET 7 (EMTER NUMBER PLEAGE)":M=ml
570 T$=IMKEYS: IFT4=""THENATOELSET=YAL (T$): IFTCIORT-APRINT"ND SUC
H TARGET®:G0TO670

580 T=T-1:IFJ(T,5)<1FRINT3704,J%(T)" SUMK SELECT ANDTHER TARGET"
16070670

670 FORY=1T0S3:I=RND(L1C)+M: IFT25THENT2O

700 V=RND{SI-1204T, 20 =047, 20 -HiV, 6,11 10 (T, 4)=0(T, 4)-H{Y, §,0) :H=H
#

710 PRINTS704,H"HITS ON "J$(T);CHR$(220) :FORZ2=1T0200: NEXTII

720 NEXTY:GOTOBRO

U.S. course change routine.

730 PRINTR540,CHR$(310;" 8 1 2":FRINT710,"!":FRINTA771,"7--
+--1  ENTER NEW COURSE':PRINTAB38,"!":PRINT2899,%6 5 4%

760 1$=INKEY$: IF1$=""THEN74OELSEG=VAL {1§)

770 IFG{10RGETHEN740
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780 ONGGOTO790,800,810,820,830,840,850,860
790 A1=-54:5070870
300 A1=-83:60T0870
810 Al=1:5070870
820 Al=45:G0T0R70
830 A1=64:6070870
840 A1=43:6070870
850 Al=-1:6070870
840 Al=-43
70 5070190

Check turn count. Japanese fire torpedoes on second half-turn if
range Is close enough.

380 IFC>1AHDMI{ITHENI020ELSEH=H1: FRINT35640,CHR$(31) ;1 H=0
Japanese gunfire routine.

890 FORY=0TO7:IFJ{Y,3)<ITHENICLD

895 FRINT2640,"INCOMING JAPANESE FIRE FROM ";J%{Y);CHR$ (31}

F00 FOR{=0TO7:IFALY,S)CITHERNERTX: BOTO4070

G108 T=TTsFORY=1TOLNEXTAs TT=TT+1: IFTT27THENTT=0

915 TFALT,5)C1THEMR1O

920 FORY=1TOJ{Y, 602 1=RND{10)+M: IFTXETHENRAO

F40 =M+, SrH=H+1:V=RND () -1: IF {¥=10RY=3) ARDY4THENA(T,6)=R(T, 8} -
1

950 A(T, 2)=A(T, 20 -HIV, 347,00, 11 1ALT, )=R0T, A -HIY, 2{Y, 00,00

960 NEXTY: IFHIOPRINTA768, H*HAIN ARMAMENT HITS ON "A$(T);CHR$(3!)
FORZZ=1TOS00:NEXTZZ:H=0

965 1FYISTHEN1GLO

970 FORX=1T0J1Y,7)32: T=RND(10) +Mz IFZSTHENL 000

780 HeHe1:V=RND{SI-1: 41T, 2)=A1T, 20-RIV, 1Y, 1), 1)1 A1T, 40 =A(T, 41 -H
(V,d1¥, 41,0

1000 HEXTX: IFH30THENPRINTE748, H SECONDARY ARMAMENT HITS ON "As$(T
) tH=0:FORIZ=1 TOSG0INEXTIE

1010 HEXTY:FORY=1TO100:NEXTY

1015 IFC{THEN3OZOELSE 140

Japanese torpedo fire routine.

1020 M=M1:PRINTIE640,CHRS(31) ; "INCOMING JAPANESE TORPEDDE FIRE":I
FHI=3THENN=M+1

1025 FORIZI=1TO300:NEXTZZ

1030 FORX=4TO4: IFJ X, 31 20BNDJ X, 5) AOTHENZO40ELSENERTY

1280 TFEHT B)CIANDITLLIBRILT, S <1 THERZO2D
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1059 'FJf;,ql<!ﬂN“JT JOTHENS (7, 312103 3T=3T-10
1060 117,3)=147,3)-5
1970 FoRL= orar IFA(X, 51 THENNEXTX: 60T04070
1080 T=TT:FORY=1T01:NEXTY: TT=TT+1: IFTT}7THENTT=0
1085 IFA{T,5)¢ITHEN10BO
1090 FORX=1T05:2=RND (10) +M: IFZ34THEND030
1100 Y=RND(S)-1:A{T, 2)=RIT, 21 -H1Y,6,1)1AIT, §)=A(T, 4)-H{V, 6,00 :FR
INT#704, "TORFELOE HIT ON *A${T);CHR$(31):FORZZ=1T0500: NEXT2L:IFT
<?THENT=T+1
{110 FORZZI=1TOS00:NEXTZE
2030 NEXTY: 60703020
2040 F-*,FBRR=ITEI:NEXTX JIF, 310 (5,3)-8
2050 FORY=0TO7:IFALY, 5)¢THENNEXTX: GOTOA070
2040 T=X:FDRE=1TE}:HEKTH:IFT-STHEH#J?G
2070 FORY=1TO8: 7=RND (10} +M: IFZ34THENO10
2080 V=RHD(5)-1:A(T,20=R{T, 20 -H{V, 5, 11 :A(T, 41=A (T, 4)-H(V, 5,00 :FR
INT3708, "TORPEDGE HIT ON "A$(T);CHR$(31):FORZ=1T0500:NEXTI: IFTCT
THENT=T+
3010 NEXTH

Status update.

3070 PRINT9640,CHRE(31) 1 "CHECKING STATUS OF ALL SHIPS":FORII=1TD
A00:NEXTIZ

O30 FORR=0TO&:J 0L, 73=0: TROOL, 23 CLORI4X A) CATHEND LY S)=0: PRINT S
{¥)" SUNK",:FORI= ‘TDﬁGO:HEZTE

3030 TFAUL, 2)LI0RALY, 41 CITHENA LK, 5)=0

050 HESTE:H{7,71=0:TFAL7,2) 2 00RA LT, 4) XOTHENIDRD

3070 A7, 5)=R{1,5) -1 TFALT, 53¢ 1 THEN4020

3080 A7, 2)=5:807,4)=20: 407, 31=10:NT=NT-10

3090 IFJ(7,20 00R1(7,4) S0THEN4CZD

4000 J(?,E--ij 31-1:IF347,5) {1 THEN4020

4010 3147, 21=5:047,4)=20: 147, 3) =1 02d T=dT-10

4029 FDRK=DT9&::IFJiX,5?{I?HEHNEEYEELSEEETG4@$0

End-of-game messages.

30 CLS:FRINTCHR${23):PRINTUALL JAPAMESE CAPITOL SHIFS SUMK":FR
WY
4040 PRINT"YOU HAVE SAVED THE LEYTE":PRINT:FRINT"LANDIHGS":PRINT
(PRINT
4050 PRINT'TO PLAY AGAIN TYPE RUN":ERD

4660 FOR{=0TOT:IFALL, 5] >0THENISD
4070 MEITY:LLS:FRINTCHR$(2Z):FRINT®YOU LOST ALL YOUR SHIPS":FRIN
1
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4080 PRINT'MAYZY KINKAID'S SEVENTE FLEET®:PRINT

3090 FRIMT™WILL SAVE THE LEYTE LANDINGS:PRINT:PRINT:GOT04G50
3010 CLS:PRINTCHRE{22):PRINT"THE JAPARESE HAVE REACHED LEYTE®™:PR
INT:GOTOA080

Data for all A and J arrays.

£000 DATA "YAMATD®,"NEW JERSEV”,1,2,4,4,35,33,0,0,300,275,1,1,9,
9,0,0

5010 DATA "NAGATO*,*10WA",2,2,3,4,36,33,0,0,250,275,1,1,8,9,0,0

5020 DATA “RONGD", "KASHINGTON® 3,&, ,5,29,31,0,0,250,256,1,1,8,9
5.0

403G DATA "HABURO®, "MASSACHUSETTS®,3,2,4,5,28,34,9,0,250,250, 1,1
,3,9,3,(

4040 DATA "CHOKAT®,"ALABAMA®,4,2,5,5,75,31,16,0,220,250,1,1,9,9,
9,0

5050 DATA “"SUIUYA","BALTINDRE®,4,4,5,5,25,25, 15,0,220,200,1,1,15
9y 00

4060 DATA "NAGRRA®,"FITISBURGH®,5,3,0,5,20,25,8,0,100,150,1,1,7,
3,0, 0

8670 DATA "JAF. DESTROYERS®,"U.5. DESTROYVERS",S5,5,0,5,10,15,10,1
0,50,55,8,6,6,5,0,0

Data for hits table.

4080 DATA 20,2,15,1,12,1,8,6,2,0,20,1,25,2,20,1,15,1,10,0,3,0,15
o

4090 DATA 19,1,15,1,12,0,7,0,2,0,17,3,15,1,15,1,11,6,7,0,2,0,17,
3

4100 DATA 17,2,15,2,12,2,19,1,3,1,20,5

Japanese movement data.

bit0 na*n 384, 355, 384,387, 388, 325,326, 327, 264, 245, 264, 267, 268, 24
§,270,207,208,273, 274, 11,;12 213,214,215, 214, 217,218,283, 284,22
1

5120 BATA 285,787,724,289, 790,291,228, 229,230, 295, 294, 233, 298, 29
9,300,301, 301,303, 104,305, 306,371, 372,439, 440, 431, 508, 507, 508, 560
g

6130 DATA 510,574,999,999

Erase to bottom of screen.

THM0 FORA=1VOLINEXTYsFORY=1TO 1 NEXTYs FORII=1T0LNEXTE]
TE00 RESUMELSD
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TRS-80® SWAT TABLE FOR:

LEYTE
SWAT

LINES CODE LENGTH

30 - 135 YA 3
150 - 220 FP 518
236 - M0 FUt 419
/e - 4 it 45
480 - 570 ik 304
380 - 4BO 18 523
890 - 820 ™ 42
830 - 20 w w7
940 - 1023 ox 31
103¢ - 2080 YJ 435
2050 - 30%0 L] 527
4008 - 5000 50 318
4010 - 4080 AB 5
6090 - 7100 M6 4is

NOTES:

The Best of SoftSide
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by William Morris and John Cope

Titan is an outer space mining
simulation for a 16K TRS-80.

The year is 2050. The Solar Mining
Authority, in its ever-expanding quest
lor raw material, has finally decided to
entertain bids from different corpora-
tions for the exclusive mining rights to
Titan, one of the moons of Saturn.

In an attempt to ensure maximum
efficiency from the operators of the
Titan concession, the Solar Mining
Authority has decided to permit up to
four companies to operate on Titan us-
ing Probationary License Permits, for
a period of one Earth year.

Sometime during the first quarter of
the second year, an on-site inspection
| of the competing companies will result
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in one of them being awarded exclusive
authority to mine the valuable
Dilithium 3 crystals peculiar to Titan,
The stakes are high; the risk and ex-
pense factors, even by 2lst-Century
standards, are enormous. The reward,
however, makes the gamble more than
worthwhile: for your company, fan-
tastic profits; for you, possible promo-
tion to the parent corporation’s Board
of Directors, as well as immense finan-
cial gain! Failure, of course, carries its
own reward.

Having decided to accept the post of
Superintendent of your corporation’s
Titan operation, you will be assigned
one of four possible base sites:
Actaeon, Bellona, Chimera, or
Daedalus. As the highest ranking on-
site representative of management, you
must make the initial decisions con-
cerning budgetary allotment. The only
mandatory purchase is one power
plant; all of the remaining choices are
subject to your final authority. What
about drilling rigs and robot miners?
Drill rigs are required for vertical min-
ing, while robominers carry out
horizontal digging. Will you invest in
an on-site Research and Development
Station? Investing in this category of
equipment can increase the likelihood
of finding the Dilithium 3 crystals.
How many Meteor Deflection Shields
will be installed to protect your com-
pany’s investrnent from the ever-
present danger of stray asteroids from
the rings? Refineries are needed, of
course, to process the Dilithium 3 once
you have discovered a vein of this
elusive mineral. Without refineries,
your profits will suffer greatly. Finally,
energy consumption is a key factor on
your Titan operation. Having an extra
energizer unit or two could be very
helpful! Remember: All of these fac-
tors are interrelated, with careful tim-
ing and meticulous attention to detail
being necessary if the subsequent
stages of your operation are to
prosper. Costs fluctuate with increases

or decreases of the availability of
equipment.

Once you have made your initial
budgetary decisions, you enter the
management phase of vour undertak-
ing. Your decision concerning the
number of surplus laborers (Labor
Pool), the length of their work shifts,
the nature of the Recreational Facil-
ities, as well as the nature of the Bonus
Schedule and Safety Program, must
tread the path best suited to achieve
vour goals, For example, cave-ins are a
frequent problem on Titan because of
gravity fluctutations caused by Saturn.
Investing in safety measures could pay
dividends. Your decision to pay your
workers well will have positive results
that are quickly evident. On the other
hand, too much generosity in the area
of labor relations could hamper the
profit picture. The ultimate goal is to
increase your efficiency; however, be
advised that there are occasions when
you will have to sacrifice efficiency for
greater output. This knowledge can on-
ly be gained from *‘hands-on” ex-
perience. No one said the job was go-
ing to be easy!

Having set your policy for the cur-
reni work cycle, your attention must
new shift to the actual task of locating
and mining the precious Dilithium 3
crystals. Once located at their
designated mining strikes, your
workers will await your decisions as to
drilling locations. A unique screen con-
troller will allow you to carefully
monitor and direct the drilling phase
and subsequent use of the robot
miners, Through the careful interpre-
tation of the Assay data beamed back
to you, the number of drilling sites can
be kept to a minimum. Again, the
deployment of the robot miners will
reflect your ability to carefully monitor
on-site reports. Both of these latter
utilities are prodigious users of power;
but then, you will have thought of that
when you made your initial decisions
regarding power plant purchases or in-
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vestment in Research and Development
units. Right?

At the end of each work-cycle period
you must decide, once again, on the
budgetary decisions for the following
month. Your experience during the
previous cycle(s) should enable more
efficient judgments as you progress. It
is for this reason that you may view a
summary of your decisions and ac-
complishments in the Monthly Report.
Your statement will also reflect your
financial capabilities for the next turn.

One minor last detail: As you will
remember from an earlier part of this
briefing, there is a periodic danger of
damage to your operation from
meteoroids. It will be your task to use
the Meteor Deflection Shields to pre-
vent any on-site damage to your cor-
poration’s property. Of course, these
units require substantial amounts of
power; but then, you have carefully
planned for this contingency, haven’t
you?

Good luck and good mining!

On Playing Titan

One of the primary goals in design-
ing Titan was to make it as indepen-
dent of the keyboard as possible. For
the TRS-80 version, this was not poss-
ible, so a joystick emulator was set up.
The arrow keys correspond to pushing
a joystick in the indicated direction,
and the ENTER key represents the
joystick’s fire button. Thus any
reference to a joystick is easily
understood by the TRS-80 user.

Joystick Use

The joystick routine utilizes the up-
down, left-right registers to permit
viewing of possible choices and the
button to register a final input. It is
used in all of the key sections of the
program.

Game Initialization

When indicating the number of
players and the level of difficulty, \
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simply use the left-right joystick
capability to move the appropriate
number and press the button to finalize
your input.

Equipment Management and Labor
Relations Phases

Toggling the joystick to the left or
right indicates your decision to increase
or decrease within a category, with the
button registering this decision. Up-
ward or downward action on the
joystick moves you through the dif-
ferent categories.

Mining Phase

Left or right action on the joystick
will allow you to move between the
drill rig or robominer options, while
upward toggling will permit you to
consider ending this phase of the
simulation. In each case pressing the
joystick button registers your decision.
Be aware, however, that the robo-
miners cannot be activated unless you
have at least one drill rig on site.

Once you have decided upon a drill
rig or a robominer, you may move it to
the drill site by using the joystick. Press
the button when you have decided that
you have the equipment on site.
Downward toggling of the joystick per-
mits drilling or the movement of the
robominer down the shaft to occur. In
the latter case you also have an upward
movement capability within the drill
shaft and lateral mining ability once
the button has been pressed. Be aware
that pressing the button during lateral
mining terminates the robominer cur-
rently in use.

Monthly Report

Pressing the joystick button will ter-
minate this section as you move on to
decisions for the next month’s mining
operations.

Variables
A$: Name of player’s base on Titan.
A: Drill Rig array.
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AC: Action flag indicating decision to
buy or sell.

C: Cost of items purchased during
Equipment phase, or the price of
worker-related decisions.

C2: Choice flag which is set during
the Labor Management phase.

CH: Choice variable.

DA: Month of the year.

EF: Efficiency rating.

EN: Energy consumption.

EQS$: Equipment.

EXS$: Extras.

FF: Efficiency counter.

HO: Drill hole(s).

I$: Keyboard scan,

JB$: Packed graphic string of blanks
to erase the robominer and drill rig.
JC$: Temporary graphics string.
JD$: Packed graphic string of drill

rig.

JF$: Reverse screen Machine
Language routine.

JM$: Sound routine string.

JO-J7: Line numbers.

K: Player’s variable table.

LV: Level of play.

P: Current player.

PL: Total number of players in
simulation.

R, RA, RB: Random numbers.
UL, UN, UY, UZ: Sound variables
for pitch, duration, etc,

V1: Horizontal location of dilithium.
V2: Vertical location of dilithium.
VE: Number of veins located.
WCS: Worker related items.

YE: Current year.

All other variables not specifically
identified in the range of X-Z are
counters or conditional flags.

85 G5 85 85 55 85 G5 58 S5 65 5§

55 585
53 TR5-80 BASIC 55
85 Titan’ 58

S5 Authors: Wa Morris/J. Cope S8
g8 Copyright () 1982 58
65 Gofthide Publications, Inc 88
88 55
55 G55 55 55 55 55 S5 55 55 65 &5

Initialization and title display.
I REM $3% TITAN B4
Z REW &% (C} WM. MORRIS % J. COPE i
T REW 37 IMITIALIZATION 444
10 CLS:CLEARZOO:DEFSTRI:DEFINTU-Z:DIN C{12),K (4, 161 :6OSUB20G00:G
DSUBION00: BOSUBE0NGD
19 REM #1% TITLE #3d
20 CLS:GOSUBZ2010: J=ETRINGS (10,32)+5TRINGS (43, 128) +GTRINBS 411,32
PiPRINTRL92, 000500050031 FORT=1T05: FORY=1TOLB: READY PRINT2 Y + 258,
CHRE {1910 5 (HEXTREADUN, UL BOSUEZO1O0 HERT
30 FRINT#&57,"(CP WM. HORRIS & J. COFE 1981"
44 FLORZ=1T0A:GOSURIDOLO US=USRIO) :UN=162: UL=20: GOSUR20016: BOSUR2
G100 ROSUBZINI0:US=USR (D) s UN=217: UL=18: GOSURZ0010: BOSUBZOI 00 NEY
TeFORI=1T01000: NEXT: GOSHRIOOL
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Playing parameters.

99 REM 118 "LAYING PARAMETERS t1t
100 BOSUE20110:CLS:PRINTCHRS (23)3 :PRINT3144, "WELCOME TO TITAN!®
110 PRINT338,"USE THE ARROWS 10 SELECT THE NUMBER OF PLA
YERS. *:GOSUB200

120 PL=X:CLS:GOSUB201 O PRINTCHRS (23) 1 PRINTR3946, "LEVEL OF DIFFIC
ULTY?":GOSUE 240

130 Ly=1+4:CL5:B0SUB20110: PRINTCHRS (23}

140 FOR 7=1 TO PL:PRINT3-128+19287,"  PLAYER % *;I;" COMMANDS B
ASE "sMID$ (A$, 7810-9,10) : NEXT

150 PRINT3904, "FRESS ENTER T0 BEGIN."

140 GOSUBA0000: TF1¢ )1 3THEN140

170 FOR Z=1 70 PL:K{Z,81=1:K(1,13)=000:K(1, 14} =100 K{Z, 15) =0: NEX
T 1:6070 302

199 REM 24% JOYSTICK SELECTION 118

206 FRINT3848,"";: V=1

210 PRINT™$18 2 3 4 ":G0T0250

220 FRINT* | 420 3 4 ":6070250

230 BRINT® | 2 834 4 ":6OT0250

240 PRINT® | 2 3 1417:6070250

750 PRINTS848, "": :6OSUB40000: IF1=13 THEN X=Y:RETURN

260 IF T <3 B AND 1 <3 9 THEN 250

270 IF 1=8THEN Y=Y-2:1F ¥{0 THEN ¥=0

280 Y=Y+11IF ¥4 THEN V=1

290 ON Y BOTO 210,220,230,240

Game play sequence.

299 REM ¥¥% GAME SEQUENCE 11t
The Best of SoftSide
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300 GOSUR 7000:G0SUB BOGG:FOR P=1 TO PL:GOSUB 1000:NEXT P:GOSUB
60016070 360

Equipment-management phase.

799 REW £1% DISFLAY i1

1000 CLS:PRINTCHRS (235 :CH=1:/0=0:02=0

1010 FRINT214, "BASE: ":HIDS (A3, PELO-9, 100 :PRINTIL12E,D8; "/ 1/ "1 YE,"
STATUS "3 KiF,0)

1020 FRINT2254, "EQUIPHENT DWNED COST":PRINT:FOR Z=1 TO &
:PRINT MID$(EQ%,2810-9,10):MEXT 2

1630 FOR =1 7O &4:PRINT2I46+Z864,K(P, 13" ";:FRINTa364+1064,0(1)
JINEXT 1

1040 PRINT2048, "CREDIT “;K(P,13};" ":BOSUB 1100:1F CH=7 THER C
H=1:A0=0:68T0 1300

1050 60TO 1020

Buy-and-sell routine. Accessed by equipment-management and
labor-relations phases.

1099 REM %31 BUY & SELL %13

1100 IF CHY7 THEN CH=CH-7

1110 IF AC=0 THEN PRINT®940, "INCRERSE";:PRINTZ1004," ne
120 IF AC=1 THEN PRINTS1004, "DECREASE";:FRINTS940," *
1125 IF C2Z=0 THEN PRINT2982,MID$ (EQ%,CHE10-9,10);:60T0 1140
1130 PRINTS982,MIDS (WC$,CHE10-7, 10},

1140 GOSUR4GO00

1150 IF 1=13 THEN 1200

{160 IF I=8 THEN &C=G

1170 IF 1=9 THEN AC=1

1180 IF 1=10 THEN CH=CHe!

1190 IF 1=91 THEN CH=CH-1:1F CH{1 THEN CH=7

1195 GOTO 1100

1200 IF CH=7 THEN RETURN

1205 IF T2 THEN EH=CH+&

1210 IF (AC=1 AND CR=b ARD K{F,al=1) OR (AC=0 AND CH=B AND KI{F,
1317} OR (AC=1 AND K{P,CHIC1} THEN 1280

1220 IF AC=0 AND CH=9 AND K(P,9)=0 THEN 1250

1230 IF AC=0 AND K{F,13)<C(CH) THEN 1280

1240 IF AC THEN K(P,CH)=K(P,CH)-1:K (P, 13)=K (P, 13)4C(CH) : IF CH=7
THEN KiP, 14)=K(F, 14)-1

{230 IF AC={ THEN K(P,CH)Y=K(P,CH)+1:K(F, 13)=K{F,13)-C(CHI: IF CH=
7 THEN KIF, 141=K(F, 14) 44

1250 IF CZ THEN CH=CH+1:IF CH=3 THEN RETURN

1270 GOSUR20120: RETURN
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1230 IF C2 THEN LH=CH¢]
1290 UN=2535:UL=0:605UB20100: PRINTCRRE {231 ; tRETURN

lL.abor-relations phase.

1299 REM t&r LADGR RELATIENS 11

1300 CLE:PRINTERAS {231,021

1340 PRINTIH 6, "BASE: " MIDS LA, FRL0-9, 101t PRINTIIZE, "HARPOWER " KI
F.14}:

1320 KAP, 71=K(P, 4 = (KR, 11l - TP, 23 1L VR 2 (R IP, S ALVED) - CUF
ALY P HILVEE - P, BT ILVELD)

1330 Cig=k (P, 145 0HA)= #‘P,l# S YRS E S RTIE KRNI S1 BT I} {
§2EN=K 1P, 100K 111-LY)

1340 GOSUE S000:PRINTZ1EE, “EFFICIENCY s ¥iF, 13D "4";

1330 PRINTS23&, "CORDITIONS 3£ COST™:PRINT:FOR I=1 TD &
tPRINT MID$CWDE, I010-%,100HEST 2

1360 FOR I=1 10 & QEIHTSS4Q+E¥64,K{P,E+&};“ " PRINTAZ4E+1Y44,T
I+5hytHERT 2

1370 PRINTOBAR, "CREDIT ;iR 1333 “:GOSUR 110031F CH=7 THEW 2
3

1380 6ATLI34D

Mining phase and graphics display.

1999 REM 1RY RMINING PHASE 142

2000 IF K{P, 1141 THER 3000

010 LS Fﬂlﬂ!aiqh.aTﬁlﬂﬁiinw,i>‘1 FRINT2E3Z, ETRINGE (54,175
2030 FORY=CTDZ:FORZ=0TO4:R=INT(RNB (127} 1 SET(R, Y e NEXTLNELTY

Establish the location of the Dilithium 3 crystais.

R0 VE=INTIRNDOLD9) 4931 VE=THT (RND (31} +9) sRA=7-LYtRB=INT{RND (2} -
1

2106 HI=D

2129 IF KiF,1h=0 SHE fHD=0 OR (P, 2)=01 THER 2720

2130 PRINTE98L, " "yePRINTRIOO7, “BRILL RIG{G) ;)=
brli=lZ4:UN= 8”” [ =191 00=3D: 5870 2150

2120 PREINTELOOY,” "1 iPRINTO950, "ROBOMINER (S 11 X=2

TH=8G =108 J0=R
2150 PRINT KPR, 30; «FRINTOW, JC; 2 GOSUBZ0100
2158 GOSURANNDGs P I=13THEN2200

Inkey input trlggers the appropriate screan display.

2145 IF 1=% THER PRINTSHM,J0;:6OT02150
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2170 JF I=8 THEN PRINTOW, J8;:G0702140

2175 1F 1=91 THEW 2185

2186 GOI0Z1460

2185 PRINTO9SG, BTRINGS (63,32) 1 :PRINTR93E, "CONTINUE;: PRINTSN, I8}
UN=401 505020104

2190 GOSUBAGGEO IFI=15THENSORG ELSE IF 1{80RI}9 THENZLSS

219% PRINTR9EE,” "4iB0T0 2145

2206 TF KR 0L OR (X=2 AND HO=0} THEN GOSUB20144:60T02140
2245 KIP XI=K(F, X1~ 1s UN=40: BOSUBZHLLD

2220 I$=THKEY®: IFT$=""THENZZ230 ELSEI=ABC(I#): IF{=13THER 2300 ELS
E IFI7ANDICIOTHENFRINTIN, JE;

Horizontal movement phase.

T30 PRINTN, 3By [FT=BTHENU=H- 11 IFH{S6aNDY=1 THENW=44
2233 [F W463 THEN K=83

2280 TFI=STHENU=W+] 1 IFH2 1 24THENK=124

T80 FRINTOH,JC; 6070222

2360 IF =1 AND (W<h& OR W>124) THEN 2220

2310 1F $=7 THEN 2300

I W= EH-E30124 1579

Vertical drilling sequence.

2330 SET4R, YiVE=Z

2333 IF 1=10 THEN Y=Y+1:0UT235, CrOUTZS0, LaVE=41]
2333 GOSUB Z300:PRINT9I008, "ENERGY";EN;:IF IROY
8

2240 GUTISS, 0« DUTZRT, 61 T8=INKEY S TR 18=""THEN2IIOELGET=ASL(I9) 1 IF
TEITHENZSS

2360 PRINTH{U-13/2+43, B HO=HO+1:G0TG 2120

Y HAGTHENY=49

F
Or YE=1 THEN 280

Robominer vertical drilling sequence. Allows up and down
movement.

2460 Y1=W: W= (-5 $243:¥=10; IFPDINT (M, V) =OTHENW= (N-3172+63: 60702
220

7819 78

7420 SETON, V)1 18=1NKEY$: IF18=""THEND42S ELSE 1=ASC{Is)

2525 IF1={0THENY=Y+ 11 TFROINT {H, ¥1=OTHENY=Y -1

2830 IF 1=9) THEN SETIN,Y):¥=Y-1:IF <8 THEN V=8

2435 VE=2:50SUB 75001 04T255, 0:0UT255, 1: PRINTB1008, "ESEREY" ;EN; ¢ 1
FEN! THEN 7800

2440 IF(T{:BAMDIC9) OR YLBTHEN 2420

2945 SETUM, 71: 19=INKEYS: IF1$=""THENZ450 ELSE 1=ASC(I®)
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2450 VE=ZoSETIW,YiaIFI=% THEN W=i+1:007255, 0:0UT235, 1aVE=4: IF W)
F25 THEN W=h-1

2460 IFI=8 THEN W=N-1:0U7235,0:087255, 11VE=4:1F W1 THEN $=W+!
2465 0508 2RO0:FRIKTS10CH, "ENERBY ; EN; : IF EN1 OR VE={ THEN 240
0

2470 SET{N,¥) 1 IFT4013THENZA4S

2480 PRINTOEY, 3B 50TDZ120

Compare distance from drill rig bit or robominer to Dilithium.

7500 RESET I, Y): EN=INTEN- (100/K (P, 15)) 4VE}

2519 YE=0:PRINTS960, STRINGS (63,32} : tFRINTE960, "5 sSET(H, V)¢ IF ¢

1 THEN PRINT "SURFACE "+ sRETURN

7520 IF (WVI-RART DR WiVI+RA34) OR (VIVZ-RBRI OR Y3VZHKIP, D) +RE

347 THENPRINT * ICE AND ROEK®;:RETURN

2530 IF (W(VI-RAEZ DR MOVI4RAEZ) OR (Y<V2-RE4Z OR Y)VZ+K(P,2)+RE

$3) THENPRINT "THIRIDIUM 5 :RETURN

2540 IF (WVI-RA OR WOVI+RARZ) OR [VVZ-RB DR Y)VZ4KIP, 4} 4REIZ)

THEN PRINT *SECONIUM  *;:RETURN

2550 IF IHCV1 OR WOVIRA) DR {YCVZ DR YDV2+K(R,4314RBY THEN FRINT
FIRIDIUN "3 :RETURN

27550 YE=1:RETURN

Discovery of Dilithium.

7600 1F ENJ{ THEN 2800

2605 FRINT940,STRINGS (43,32 ; 1PRINTSTTS, "EUREKA! YOU HAVE FOUND
DILITHIUM! 4%,

2610 EDRZ=1704:605UB30010: US=USR (0) : GOSURZ0010: BOSUB201 10: NEXT
2620 FRINTS9S0, STRINGS(53,32) ;s PRINT1008, *STATUS"; : R=0: ¥=1: 60TO
2546

2630 PRINTIPLD, STRINGS (43,32 ; tPRINTA94S, *500 CREDITS*;zX=13:¥=5
0025070 2640

2440 BOSUB4G0O0: IFT=13 THEN K(P,X}=KIP, X)4V:KIP, 142K (P, 16) +1:60
10 2700

2450 IF1=9THEN 2520

2660 1F1=BTHEN 2630

2670 GOTD 2640

End of drilling operations due to lack of equipment or energy.

270G [F ENCL THEW 2840

2710 IF KiF, 1220 THER 2000

2720 PRINTER0,"YOU BO NDT HAVE ERDUBH EBUIPMENT LEFT T0 LONTINU
E DRILLINS. “::FORZI={TOZ00:0HTZ2SE,0:0UT255, 1:NEXT60TO3064
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2806 PRINT2%:0,*Y0U DO NGT HAVE CNOUGH ENERSY LEFT 70 LONTINUE D
RILLING. *1eFORT=1T0200: DUT25S, 0: OUT235, 1:NEXT

Cave-in sequence.

2999 REN 144 ACCIDENTS ¥4t
3000 R=RNDLI0)-K(P, 1102 1F RC7 OR K{F, 16141 THEN 3506

1010 CLS:BOSURZO130:PRINTCHRS (2315 :PRINT222, "RED ALERT!®

3030 FRINTS374, "CAVE IN:*:R=INT(RND(10))

3040 PRINTIS?8, R; "HORKERS LOSTt*:K(P, t4)=KiP, 14)-R

3030 1F Ry6 THENPRINTR453, "SHAFT NOW CLOSED!“:K(F, t&i=K (P, 14} -1
3040 BOSUBAGOGC: IF 1313 THEN 3040

3070 BOTO 8000

Meteor-storm sequence.

3499 REM £33 METEOR STORMS i1

J500 R=RER{1¢)-K(F,3):1F R<8 THEX 4400

3510 CLS:BOSUBZG130: PRINTCHRS (2315 :FRIRTS22, "RED ALERT!"

F330 FRINTR394, "METEOR GTORM!:*:R=INTIEND{19}}

1340 FRINT$S23,R; "WORKERS LOBT!™:K(F,14)=K{F,14}-R:]FR{7 THEX 33
t2!

J530 R=INT(RED(3)}:IF K{P RICE THEM 3590

3580 K{P,RIK{P RI-1:PRINTQASE, 1S (ERS, 109R-9, 10) 5 *DESTROYED!
3590 GOSUBS0GCO:IF 14313 THEN 3390

Monthly report.

1999 REN 138 REPORT 113

8000 7=K1P, 51 1F K(P,14)¢7 THEN Z=K{F,14)

5010 K(P, ID=INTLKIR, 13) 4K (P, 13740, 14500+ (503K (P, 03 )+ LI4254K (P, §

1)

4100 CLS:BOSUB20110:PRINTES, "MONTHLY REPORT*:FRINTAZY, "TITAN*:FR

INT350,D42°/1 /%1 VE

1130 FRINT:PRINT®  [TEM ACTAEDN  BELLONA  CHINERA
DAEDALUS" : PRINT

4140 FORI=0TD6:¥=2810: IFW=0 THEN FRINT *  STATUS  *5:G0TDML7

0

4150 PRINT®  ";NIDSIEQS,¥-9,10);

4170 FOR =1 T0 &:PRINTTAB{7+X8111;K (1, 1) 5t REXTPRINTINEXT -

4180 FOR 7=1 70 &:PRINT®  *yMIDSIEXS, 74109, 10);

1190 FOR Y=1 T0 &:PRINTTAB(7+10110;K (X, 24120 § tNEXTFRINT: NEST

4210 PRINTS979, "FRESS ENTER TO CONTINUE™: :GOSUBZ0130

4220 GOSUB40000: IF 1313 THEM 4220

4230 RETURN
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Efficiency rating algorithms.

4999 REM 313 ERFICIENCY 133

00 FF=0:FOR I=l TO SeFF=FF+l(P, DIILINEXT 221F FFOL THEM FF=!
J0L0 EF=X(P, 63810/FFLIF EF51 THEN EF=FF/(K{P,8}110}

3020 EF=EFTI00:FF=K4P, TH2. 00 [F FF40 THEN FFaFFI-2

S050 EF=EF-FFeFF={K(P,8) -4 23 IF FFL0 THEN FF=FF3-2

3540 EF=EF-FF (R, 9143 4P, HONE + (K (P, LTI S £ EEAF, 12) 41002
EF=INT(EF}:IF EF43 THEN EF=5

5030 IF EF>100 THEN EF=iGD

S060 1F K{F, 7120 THEN EF=1

G070 4P, 13)=EF:RETURN

New cost algorithms. -

5979 REM $3% NEM [OBTS it

5000 FOR I=1 TO B:X=0:FOR Y=1 TO #:¥=Y+(Y, 20 :NEXT Yri=Y/FL
4010 IF 155 THEN CUI}=INT{CIIYH{COII RN/ (33-LV)) 16070 4050
S020 CEIF=IRTIL 2T+ (DT RO L 20-LVH) D T/ {25100}

038 IF C{D{L1004] THEN CtZ2)=1041

s040 IF CLIFI20087 THEM CUT)y=200%1

4050 IF 24 AaMD L(2341 THER C(2M=f

&040 IF Ix4 AND (23250 THEN Li2)=50

K070 IF Z=t BND C{8FX4000 THEN £{13=4400

5080 NEXT [:FDR 2=1 TO 3:F0K ¥=8 T0 {2:K{1,Y)=0:MEXT ¥Y:NEXT 2:RE
TiRN

Date.

599% REM 333 KEW DATE 331
Fobl DA=DA+LIF DASIS THEN DA=laYE=YEs!
PG REVURN

End-of-game sequence,

7999 REN 1Y END DF BAME 113
Boa0 IF YE=2051 aND DAY THEN 8500
3010 R=INT(RNDI2}}:IF R=1 BR YE=2030 THEN RETURN
8509 FRINT?978,°THE INSPECTOR HAG ARRIVED!™;:5DSUB20130
8510 FORI=170700:NEXT
8520 PRINTIR/4, "VOUR PERFORMANCE IS BEING ASBESSED. "3 FOR I=1 7O
SO0'NEET 23 IF PL=1 THEN 3400
8530 I=-1:Y=0:FOR §=1 7O PL:IF KIX,003=7 THEN 2=K{X,0)
8340 NEXT X
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8550 FOR X=1 7D BL:TF K{X,0)=1 THEN ¥=Y+!

B300 WENT ¥

8363 IFV=1THENDGTOSSLAELEERDTORRT

8366 FORK=ITOPL: IFE(R, 01=ITHENESR(

F347 HEYTY

8578 FOR %=1 VO PL:IF K{X,00=f THEN GDSUE 8080

8571 RERTX:BOTOR530

8580 KX, @)= 0, 152 004K 40, 154K 1Y, 14 4H(LY, 131 HRRD ) ¢ RETURN
D594 PRINTE9S0,THE SUPERVISOR OF*jMIDS{As, (X¥1(1-2,10);" HRS 40

¥ THE RIGHT 70 MIRE TETAN!!";:50708700

ghod IFK{L, 00219 THEN B&X0

8510 FRINT296D,"  YOU D1D NOT ACHIEVE ENDUGH STATUS T0 MINE AL
L OF TITANY *;:B0TO3740

B&30 FRINTRSG, “BECQESE OF YOUR STATUS YDU HAVE HON THE RIGKT TD
MIME TITAN!!®:

aran GO0 &§76¢

Initial values.

8799 REM 41% INITIAL VALUES 141

5000 DA=GrVE=2030

2o1g C411=100:0(21=200:C131=2300: C(4)=400: L{5) =300 L a1 =2000:C7)
=3C{BF=10: 05 =100 DG =20G: L1 L =200 CL1 21 =400

7026 ER%="DRILL RIG ROBOMINER DEFLECTAR RYD UHIT REFINERY EMER
GIZER CONTINHE "

9030 At=" ACTAEOW  BELLOWA  CHIMERR  DREDALLE *®

G040 #C4="LABOR PODLSHIFT TIMEWARBE SCALERECREATIONSAFETY  BONU
SES CONTIMME ©

2050 E¥$="CREDIT  MANPDHER EFFICIENCYI VEINS B "

040 RETURN

Data.

5999 REW 111 DATA 118

10000 DATA 17,121,45,14,255,33,1,1,45,122,257,97,67, 16,254,237,
S,47, 16,258, 61,32, 243, 21,32, 235, 261

{0010 DATAZ?,33,255,63,5,40, 126,254, 128,55, 4,47, 246, 128, 119,43,
124,184, 48,242,217, 201

10015 DATAL7S, 155, 140,24, 24,74, 25, 183, 183, 139, 140,143, 144,24, 24,
24,26,159,131,175,32,32,32, 24, 74, 24, 26, 32,32, 32

10020 DATA 1,2,3,4,5,5,47,48,131,132,195,1%,1,1,1,1,1,1 1&2,30

10030 DATA 9,10,11,17,74,75, 138,139, 201,202, 203,204, 9,9,9, 9,9, 9
168, 34

14040 DATA 15,16,17,18,19,70,81,82, 145, 146,20, 214,15, 15, 15,15, 1

3, 15,81,40
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10050 DATA 24,25,26,27,87,88,91,92,151, 152,153,154, 155, 156,214, 2
15,220,221, 54,20
10040 DATA 32,33,34,37,96,97,98,100,101,140, 141, 143,164, 145, 224,
225,228, 229, 68, 50

Sound routines.

19799 REM 21y SOUND ROUTINES f1t

20000 JN="":FORI=1T027:READY: JH=JM+CHRE (Y) 1 NEXT

20010 IFPZEK{163%6) =201 THENZO03Q ELSE CHD"T":U=VARPTR{JM) 1 U=PEEK
(U+21 1256+RFEEE (U+1) e TRUX327 67 THENU=U-63536

20020 DEFUSRO=U:RETURN

20030 U=VARPTR(JM) : POKE14525, PEEK (U+1) 1 FOKEL527 , PEEK {U+2) s U=PEE
K{U+21 E255+PEEK (U+1) 1 TFUZ3 2767 THENU=U-565536

20040 RETURN

20099 REM 1% SOUND ROUTIMES f4%

20100 FOFEU+1,UN:POKEU+2, UL US=USR{0] sRETURK

20119 FORUZ=1T04:UN=40: UL=":505UB20100: UN=80: BOSUB20100: NEXTRET
URN

20120 QUT255, 0:0UT253, 10:RETURN

20130 UL=3:FOR UN=230TD100GTEP-10:GOSUBZ0100: NEXT:RETURN

20140 FORUZ=1T030:DUT255, 01 DUT255, 62 NEXT:RETURN

Flash screen routines.

29999 REM #1% FLASH SCREEN ¥ii

36000 JF=""iFORZ={TO22:READY: JF=0F+CHRS(Y) :REXT

20010 IFPEEK(143%6) =201 THEN3G030 ELSE U=VARPTR(JF):U=PEEK(U+2}12
abtPEEK (U1} 1 TFUZ 32757 THENU=U-63536

30020 DEFUSRO=U:RETURN

30030 U=VARFTR{JF):POKE18526, FEEK (U+]) t FOKELA527, PEEK (U+2) t U=PEE
EAU+Z) E206+FEEK (U+1 ) TFUMI2T LT THENU=U-45534

30440 RETURN

Get keyboard input.

39999 REM $3¥ JOYSTICK SIMULATION $i%
A4000 TE=INKEV$: IF1$=""THEN4OOOQELSEI=ASC (1) :RETURN

Initialize packed graphics strings.

49599 REM 1¥¥ PACKED STRINBE ii%

SO0060 JR=""1FORI=1T010:REALY: JR=IR+CHRE (Y} 1 NEXT

G0010 J0=""1FORT={TO1D:REARY1 JD=J0+CHRS (V) :NEXT

S002¢ JE="";FORI=1T010:READY: JB=dB+CHRE{Y) :NEXT:RETURN
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TRS-80® SWAT TABLE FOR:

TITAN
SWAT
LINES CODE LENGTH

- 1060 IK 313

e - 230 NR 509
240 - 1020 FN 443
1030 - 1160 ar 402
1170 - 1260 A 464
1270 - 1340 ey LN
1370 - 2150 CF 491
2160 ~ 2230 L 411
2235 - 2400 RE 402
2410 - 2480 AM 457
2300 - 2405 TR 333
2610 - 2999 HH 324
3000 - 3540 EA 449
3550 - 4180 X 527
4190 - 5060 BI 464
5070 - 6999 KK 414
7000 - 8540 PC 349
8345 - 8999 RX 448
9000 - 10000 AW 514
10010 - 10040 gV 337
19999 - 20140 e 434
29999 - 50020 Ki 433

NOTES:
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Word Search Puzzle Generator

by David W. Durkee

ws hae
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o O QLR
= = @ ®

TRS-80 version by Jon R. Voskuil
Word-Search Puzzle Generator is for a
TRS-80 with 16K RAM and a printer.

Word-Search Puzzle Generator is a
clever program that lets you create
entertaining puzzles in little more time
than it takes to imagine the words for
them.

Upon running the program, you will
receive the option of seeing the puzzle
as it is created or leaving the screen
blank so that you can enjoy working
the puzzle yourself later. Next, you
simply type words to your heart’s
content. The TRS-80 does the rest,
placing your words in random orienta-
tions in the 32-by-14 character letter
matrix.

The size of the screen display was the
reason for the choice of these dimen-
sions. If you are interested only in the
print-out of your puzzle, you may

easily alter the size of the matrix by
changing the DIMension statement and
the wvarious loops that use those
dimensions.

After you have typed all the words
you wish to include in your puzzle,
type the word STOP. This will instruct
the computer to print an answer key,
the complete puzzle with random lct-
ters filled in, and a list of the words
you entered. After this, you may elect
to print additional copies of the puzzle.

Besides the obvious entertainment
value of word-search puzzles, there is
also great potential for educational
applications. Working this type of puz-
zle is an easy way to become familiar
with a list of words, whatever the sub-
ject matter might be.

Variables

A%(i,j): Array that stores the ASCII
codes for letters in the letter matrix.
Ab: Input variable. Also used to
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assemble each line of the puzzle as it
is printed.

B: Counts the directions in which a
word may go.

B%(i,j): Notes the directions in which
the computer may draw a word, given
a random starting position. If

B%(X +2,Y+2)is 1, then the word
shares at least one letter with other
words.

C: Loop counter.

D, R: Used to select the best direction
in the B% matrix.

L, U: Random starting co-ordinates
for a word.

X, Y: Indicate word direction along
the x and y axes; values can be -1, 0,
or 1 (but not both may be 0),
defining the eight diferent directions.
X1, Y1: Printing co-ordinates for
individual letters; derived from U, L,
X,and Y.

55 §5 85 55 55 55 69 §5 55 55 48

58

8§

55 TR5-8¢ BASIC 56
55 ‘Word Search Puzzle’ 85

85 Author:

David W. Durkee 85

55 Translator: Jon R. Voskuil 58
55 Copyright {c) 1982 it
§8 BoftSide Publications, Inc 55

89

§5

§5 85 65 55 55 55 85 55 55 85 88

Initialization and instructions.

3 CLEAR 300

10 CLS: PRINT274, CHR${23);"WDRD SERRCH FUIILE": FRINT3395, "BY
DAYID W. DURKEE": PRINT3SIB,"TRANSLATED BY JON VOSKUIL®: PRINTE

716, "COPYRIGHT (D) 1981°
20 FOR 1=1 70 1000: NEXT 1

40 [LS: PRINT CHR$(23);"T0 CREATE A PUZILE, SIMPLY TYPE IN A WOR
D AFTER THE *7” PROMPT, AND PRESS "ENTER®. WHEN YOU™RE FINISHED
. ENTER 'STOP’ AS YOUR LAST WORD, AND THE COMPUTER WILLDD THE R

EST."

S0 PRINT:PRINT"PLEASE CHOOSE:": PRINT®
2 - FOR BLANK DISPLAY (S0 THAT

URING ENTEY": PRINT"
YOU CAN'T SEE THE PUZILE)"

1 - FOR NORMAL DISPLAY D

55 K§=INKEYS: K=VAL{ES$): IF K1 OR K32 THEN 55
60 DEFINT A,B: DIN W$(200), A(32,14), B(3,3)

80 CLS:PRINT CHR$L23):
Beginning of word-entry loop.

20 1=141

92 FRINTS 894, "WORD #";I;: INFUT A$: IF A$="" THEN 92
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95 WEI11=RS
104 IF A$="ST0P" THEM 58¢

Choose random starting location.
120 U=RND(23): L=RND(32)
Check each direction to see if word can be written that way.

160 FOR ¥=-1 78 1t FOR ¥=-1 10 1

178 IF =0 ARD ¥=0 THEN 270

180 Xi=L; YisU

120 FOR £=1 Y0 LEN(A%)

200 A=ty Yis¥Iy

210 IF £1:37 DR X1<F DR Y114 OR YI{1 THEN BUX+Z,Y+D)=0: GOTD 27
¢

220 TF &0, Y1 =0 THEN 256

230 IF AL, YIXASCINIDS (A, C 10} THEN BULR2,Y+21=00 BOTO 270
240 B{Y+2,V42)= B{Y+Z, V#2041

230 MEYT E

260 B2, V42=R a2, V4040 BBt}

270 NEXT Y. X

2BD IF B=0 THEN 120

Select direction. If possible, make word intersect with another.

30 R b=2

120 FOR X=1 TO %; FOR Y= 1D 3

330 1F BLX, Y)2BIR, D} THEN ReX:l=Y

T30 NEXT Y,X

390 Y=R-2: Y=p-2

I5C IF f=~1 AND Ys-1 AND B{f,1)=! THEH 393
370 B6TD 400

380 X=RND{3}-2¢ Y=RND(3:-2

390 IF (X=0 AND ¥=0) QR B(X+2,Y+21=0 THEM 389
464 fi=L: ¥i=U

Print word on screen, unless user chose a blank screen.

420 FOR 0=1 TO LENIAS)

430 =01+ Vis¥is¥

430 AR, VD) =ASCINIDS (A%,C. 100
445 IF K=2 THEM 440

450 FRINT ©¥1-13453 + {X]-1312, CHR$A(XL, YD),
440 REET C
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370 B=G; FOR =1 7B 3: FOR ¥=1 70 3: BIX,Y)=0: NEXT V,2
430 FRINTOB%S, STRINGS{3Z, 3%+ G0TR 92

Prepare answer key.

S00 FOR ¥=1 70 32: FOR V=1 TO 13
510 IF ALY, Y3400 THEN 530

520 R{Y,11=25 FRINTD (V-1)184 + (X-D)83, "~

530 NEXT v,2

540 PRINTETS,*";: INPUT"POSITION PARER AHD HWIT ENTER":¥3
S47 GOSUE 670

550 LPRINT® *:iLPRINT® WORD PUZILE ANSWER KEY"

Ssis FOR 1=} T8 31 LPRINT" "zNEXT I

Fill in blanks with random lettars.

570 FRINTZB%a, "PLEASE HAIT A FEN MOMENTR. . . “;

SR0OFOR 2=1 70 J2r FOR y=1 70 14

500 IF A, Y1545 THER 420

10 B=RMD 12614641 A{Y,Y1=B

&20 NEXT ¥ %

630 GOGUE 670

&40 LFRINT® ": LFRINT®  COMPUTER-GENERATER": LPRINT®  WORD-S
EARCH FUZILE"

650 FOR =1 T0 31¢ LPRINT® ": HEXT 1: BOTO 720

Print complete puzzie.

&79 LFRIRTY ¥

&BG FOR Y=t TO 32: POR v=1 TG 14
458 LFRIHT CHEELALE, V1" "y

TR0 MEXT ¥r LPRINT: NEXT X

7140 RETURM

Print word Ilst.

Fa LFRINT® ":LPRINT® WORD LIST:": LPRINT® *
730 FOR =% T0 I-1: LPRINT We(l): MEXT I

Another copy? If not, then end.

760 PRINT® B%:, STRINGS${3Z,321;: PRINT E94,°";: INPUT "ROULD YO
H LIKE BKOTHER COPY":KS$: IF LEFTHES Li="N® THER END
770 PRINTE 8%,"";: INPUT®ADVANEE RAPER ANB RIT ENTER":K$: GDTO
636
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TRS-80® SWAT TABLE FOR:
WORD SEARCH PUZZLE

GENERATCR
SWAT

LINES CODE LENGTH

3- 35 B 334

&0 - 200 BS 267
210 - 340 m 104
350 - 440 N 270
70 - 5% 56 N
800 - 720 vy 23
30 - TI0 ct 176

NOTES:
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compu-=-sketch

by Roger W. Robitaille Sr.

Compu-Sketch is a graphics program
for a TRS-80 with 16K RAM.,

Compu-Skerch can help transform
anyone into a computer artist. The
screen becomes your canvas, and the
keyboard your brush. After you com-
plete your masterpiece, you can store it
electronically, and preserve it for the
world to see.

The program was designed to be easy
to use, and provides plenty of
prompting to the user through menus.
The first menu you encounter allows
you to choose among the five major
parts of the program: the Draw
routine, explained below; the Image
Save and Read routines, which work
with tape or disk; a printer output
routine; and a routine that allows you
to review, delete, or modify any of the
images in memory.

The draw mode is where most of the
interaction with the program takes
place, and is where the actual drawing
is done. You will see a list of options,
at the bottom of the screen, and a
flashing cursor, in the middle of the
screen. Imagine this cursor as the tip of
your paintbrush, which you can move,
pick up, and set down to draw.

On the bottom right of the screen are
two displays that give you important
information. REPT tells you whether
the automatic repeat is on or off.
When it is on, pressing one of the
arrow keys causes the cursor to move
continuously until the key is released.
When it is off, one keystroke is re-
quired for each space you wish the cur-
sor to move. The other message in this
area is FUNC, which tells you which
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function is active: MOVE means that
movement of the cursor will not alter
the screen display; SET signifies that
moving the cursor will leave a line of
points; and RESET will cause the cur-
sor to erase any points it falls on. One
last function, TYPE, tells the com-
puter to display all keyboard input on
the graphics screen instead of inter-
preting it as a command. Hit the
CLEAR key to exit this mode, and
return to MOVE.

Another important display is CUR-
SOR. Within each double-wide
graphics block, there are three posi-
tions that can be separately accessed.
The CURSOR display shows which of
those three vertically stacked positions
is currently being addressed.

The legal commands while in the
Draw routine are:

G: Toggles the automatic repeat.

F: Changes the function (SET,
RESET, MOVE, or TYPE).

I: Allows you to save the current im-
age.

S: Sets (turns on) the point at the cur-
sor.

R: Resets (turns off) the point at the
CUrsor.

C: Allows you to enter a single
character on the screen by typing
either the character or the character’s
ASCII value. Illegal values are ig-
nored.

M: Returns you to the main menu at
the start of the program, leaving all
stored images intact. Remember to
store the image on the screen before
doing this, or it will be lost.

Arrow keys: Used to move the cursor
around the screen in the desired direc-
tion.
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Program Notes

SoftSide’s original TRS-80 screen-
drawing program appeared in its
fourth issue (January 1979). It required
less than 1K of code, and did a very
creditable job for its time. It was struc-
tured around SET/RESET graphics.
One of its main drawbacks was linked
to the nature of TRS-80 graphics
themselves. A single pixel (the smallest
possible graphics element) is not as
wide as it is tall; in fact, it is just about
twice as tall as it is wide. Lines a single
pixel wide appear twice as thick when
drawn horizontally as when drawn ver-
tically. It made for some awkward
drawings, to be sure.

The solution was to devise a method
to support a cursor two pixels wide and
one tall. This approach produces a
more symmetric line. This simple con-
cept, however, has some rather com-
plicated consequences.

There are six pixels that occupy the
same area of the screen that a single let-
ter would normally occupy. Since
Compu-Sketch uses them in horizontal
pairs, there are only three of the new
double pixels in that same area. And,
whereas the six normal rectangular pix-
els can be arranged in 64 different com-
binations, this program uses only eight
of them.

Much of the logic of the program is
based on the knowledge that adding or
subtracting the proper offset values
results in turning on or off the
appropriate pixel pair. The top pair
can be turned on or off by adding or
subtracting 3; similarly, 12 controls the
central pair, and 48 the bottom pair.

Variables

A: Used to position VARPTR of A$
in screen storage routine (lines
700-710).

A$: Used to take data from screen
into array P$ (see also A).

AXS$: Current function (S = Set,

R =Reset, M=Move, T=Type).
AY$: Repeat (Y =Yes, N=No).

C$: Code to be sent to the printer to
select condensed or normal printing.
CU: Current cursor position.

CU$: Current cursor character.

E: Character present at cursor
position.

I, J: Miscellaneous loops.

IM: Image number.

MD: Current mode, based on Y
position of current pixel within
current cursor position.

N: Maximum number of frames.
P3(i,j): Image storage array.

Q, QQ, Q%, QQ$: Miscellaneous user
input.

§5 55 85 55 55 58 55 55 55 85 8§

100 CL5:CLEARSD: IFHEME, B232767 THENCLEARIZ767ELSECLEAR (NENE, B)

88 88
85 TRS-80 BASIL 88
58 ‘Compu-Sketch’ 85

58 By Roger W. Robitaille Sr, 85
55 Copyright (c) 1982 55
55 SoftSide Publications, Inc S8
85 88
55 55 55 55 55 55 85 55 55 55 55

102 N-FRE(R$)/F0Q:DEFINTD-K:DINP#{12,K)
105 FORT=1TON:P$(0, I} ="UNUSED" 1 NEXTI
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110 AX$="R":AY$="N":CU=415:CUS=CHR$ (140) : MD=2:E=128

120 CL5:PRINT20, "NENU®:PRINT"DRAW MODE 1*:PRINT*DISK SAVE

2*:PRINT*DISK READ 3":PRINTPRINTER DUTPUT 4*:PRIN
T"IMAGE REVIEW  S":PRINT**:INPUT"SELECTION";D:CLS:ONBSOSUBA490,
300, 350, 5800, 700

122 B0TO120

199 SRYE "BRAPHIC/BAS":5TOP

200 TFECIZ9THENE=ASC(CU$) :RETURNELSEY=AGC (CUS) : TF (Y=E) +(E=191)TH
ENRETURN

201 TFOY=130 0 LE=140) )+ ({Y=140) § (E=131) ) THENE=143:RETURN

202 TFCOF=131) 84E=176) 1+ {{¥=176) 2 (E=131) ) THENE=179:RETURN

203 TFOLY=13111{E=188) )+ (L (Y=140) X (E=179) 3+ ((Y=1746) § (E=143) ) THENE
=191 :RETURK

204 IF{¥=140)8(E=174) ) +((Y=176)¥(E=140)) THENE=188:RETURN

205 RETURN

210 IFE<1Z9THERE=128:RETURNELSEY=ASC (CU$) : IFY=ETHENE=128:RETURN
211 TFOY=131) 3 ({E=140}+{E=176) + (E=188) ) THENRETURN

212 IFY=1400 8 L{E=131) + (E=176)+ LE=179) ) THENRE TURN

213 IFOY=176) 11 (E=131) +{E=140)+{E=143) ) THENRETURN

214 IFY=131THENE=E-JELSEIFY=140THENE=E-1 2ELSEIFY=17ATHENE=E-48
215 RETURN

300 PRINT3832,;: INPUT *DISK OR TAPE";@$:08=LEFT$(BS,1):IF B$="D"
THENPRINT389, "HHAT IS THE FILE NAME TO BE STORED;:ELSEPRINTS89
6,"HIT ENTER WHEN TAPE 1S READY TO SAVE";

310 INPUTROS: IF @$="D* THEN CLOSE:OPEN"D",1,H0$
320 FORIN=1TON:FCRI=0T012

325 IFP$(0, IH)="UNUSED* THENI=12:NEXTI, IM: IFR$="D"THENCLOSE: RETUR
NELSEPRINTH-1,CHRS (34) “END OF DATA®;CHRS (34) :RETURN

130 IF 08="D" THEN PRINTH1,CHRS (34) ;P$ (1, I} ;CHRS (34) sNEXTI, IN:C
LOSE:RETURN

332 PRINTH-1,CHRS(34) ;P$ (1, IM) ;CHRS (34) :NEXTI, IM:PRINTH-1, CHRS (3
4);"END OF DATA";CHRS{34) :RETURN

350 PRINT@0,CHRS (31) 51 INPUT "DISK OR TAPE";@$:04=LEFT$(08,1):IFQ
$="])"THENPRINTS0, "WHAT IS THE FILE NAME TO BE RECALLED*;:ELSEPRI
NT30,"HIT ENTER WHEN TAPE 1S READY TD LOAD";

360 INFUT Q$:PRINT254,STRINGS (64, "-"): IM=1:1=0: IFRS="D"THENCLOS
E:OPEN"1", 1,008

370 IF @8="D" THEN IFEDF (1) THENRETURN:ELSEINPUTH1,PS(I, IN) :60T0
374
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372 IHPUTH=1,P$ {1, TH) < IFPSCL, IV ="ERD OF DATA"THENPS (1, IM) =UNLS
ED*1RETURN

374 PRINTR128+1864, CHRS (3101 P$(1, 100 5 1 1=T41: IFI=13THENT=0: [N= e
i

376 BOTO 370

390 PRINT374D, STRINGS (44, "~*) ;: BOSURE0H

560 PRINTACY, CUS3:0$=INKEYS: IF =" "ANDAXS()*T"ANDAYS="Y"THENIF ¢
PEEK (144001 ANDS) THENDS=CHRS (91 ELSETF (FEEK (14400)AND14) THEN@S=CH
RS (10)ELSEIF {PEEK (14500 AND3Z] THENDS=CHRS (8) ELSEIF {PEEK (19400) Ak
D44) THENOS=CHRS (%)

503 POKE 15340400, €1 IF 08=" THEN 500

504 TFAXS="T*THENIFO$=CHRS (31) THENARS="H"; ROSUB4 10: ELSEIFES CHR
$110)ANDES< CHRE {9) ANDOSXCHRS (3) ANDRSC>" [ THENPRINTALL, B8; : E=AS
£104):08=CHRS (9)

505 IF3%="[“THENMD=MD-1:G05UBE30

507 IFO$=CHRS10) THENMD=NMD+1: SO5UBS90

510, TF(D$=CHRS (8)) 1 (CU50) THENCU=CU| E=PEEK (15T404C1)

515 1F (G8=CHRS (9) ) §{CU<767) THENCU=CU+ L E=PEEX {15360+

520 TFI08="5%)+{{AXS="S 1 {104="1") + {B$=CHRS (8))+ (Q4=CHRS (9) 1+ (0
$=CHRS (10) 1)) THENGOSUB200: POXE1S360+CU, E

525 IF{08="R")+ (IAS§="R" £ ((D4="1"} +{D4=CHR$(8)) + (DS=CHRS (91) +10
$=CHRS 10) 1)} THENBOSUB210: POKE 5360+CL,

$30 1086 THENTFATS="N" THENAYS="Y" 1 50SUB600: ELSEAYS="N" 1 G0SUDE
20

535 IFO$="F*THENPRINT2A32, CHRS (31) ; :PRINTA9S, "FUNCTION: -3 SET
= S, RESET = B, MOVE = W, TYPE = T*;:INPUTAY%:B03UB600

40 1FQ$="1°THENGOSUBSS0

S45 IFO$="C"THENGOSUBAS)

550 [F@%="H"THENRETURN

589 GOTESH0

599 PRINTSCU, CHRS(E) ;2 IF (D=0} 1{CUY63) THENMD=3: CU=CU-&4: ELSETF (N
D=4)${CUCP03) THENND= | CU=CU*a3 ELSEIF (CUC4) ¥ (MD=0) THENCU=708+Cl
s ND=3ELSEIF (MD=4} § (CUD704) THENND=1 : CU=CU-704

$91 E=PEEK [15340+CH)

995 IFMD=1THENCUS=CHRS {131 ELSEIFHD=2THENCUS=CHRS (140) ELEEIFMD=3
THENCUS=CHRS (175}

596 PRINTa941,CUS3: RETURN

400 PRINTOBIZ,CHRS (31);:PRINTIB3Z, "B = REPEAT (ON/OFF):PRINT'F
= FUNCTION SELECT*:PRINT*I = SAVE/SHOR IMAGE";:PRINTEES2,"S = SF
T CURSOR®;:PRINT914,"R = RESET CURSOR";

507 PRINT3980,"T*;CHRS (94)sCHRS(92) ;CHRAS193); 9= CONTROLS®; :PRINT
§933, "CURSOR "3 EHRHI?I? L H

505 PRINTIBS9, °C = SET CHAR. *}:PRINTE997, W = MAIN MENL";

510 PRINTASE3,CHRS (149) 5 "FUNC 3*321F AXS="T"THENPRINTTYPE *3:fL
SEIFAY$="S"THENPRINT"SET "3 :ELSEIFAX$="R"THENPRINT"RESET":ELSE
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PRINT*NOVE *;
B15 PRINTOP47,CHRS [149);"REPT 231 IF AY$="Y® THEN FRINT'YES*;iEL
SEPRINT"NG

418 PRINT1011,STRINBS (11,131}

870 RETURN

450 PRINT38I2,CHRS (31} 5 1PRINTIESS, "CHARACTER" 12 INFUTOS: IF LEN(DS
}X1 THEN IF VALIG$)(32 THEN DS=LEFTS{Q3,1): ELSE D=VAL(D$):IF ¢
=128 OR €=131 OR B=140 R B=143 OR 0=174 O 0=188 OR Q=191 0R Q=
179 THEN G8=CHRS(2):ELSE 450

£52 SOSUBBOU:FRINTICY, 43 1 E=PEEK{15380+C0) :RETURN

480 FORIN=1TON: IFPS {1, 1M} =" " THENRE TURNEL SENEX T1H: RETURN

690 SOSUBSB0:PRINTPE3Z, CHRS {31) ;1 IF IM(-NTHENPRINTAB32, *THE NEXT
AVAILABLE TNAGE # [5°;IM:INFUT"WHAT IS THE INAGE TITLE (8 CHRS)"
;0%:05=LEF TS 108, B) s ELSEINPUT *THERE IS ND UNUSED IMABE SPACE. HI
T ENTER®; 8: GASUBA00: RETURN

45 FORI=1TON: IFPS (0, J) =04 THENPRINTSE9S, "SAME ALREADY IN USE, <R
> REPLACE, (N NEW IMAGE NAME®;:INPUTGOS: IFO0S$="N*THENGOTOAO0ELS
EIM=JELGENEXTI

497 PE(0,14)=0¢

700 A$="":FORI=0T011:PRINTR999, "LINE"; [+1;

765 A=VRRPTRIAS]:POKER, S4:POKER+1, (1-INT{1/4) 14) 160: POKERS?, 5041
NT{1/4)

710 PS{I+1, 100 =A% NEXTE: BOSUB&00: RETURY

900 CLE:MKS="88 1 Y “:PRINT#ZS, *IMAGE INDEY"

902 FOR 1=1TON:PRINTUSINGNKS: T, P840, 1), ZNEXT]

904 PRINT9872, ;2 INPUT HHICH TMASE # DO YOU WISH TO VIEW";IX

905 5070 2004

904 PRINTIA3Z,CHRS (3123700 YOU ANT TR VIEY AMDTHER INAGE (V/N}”
1t INPUT 98:1F LEFTS(0S, 1)="Y" THEN 900

10 RETURN

000 §$="":PRINT0, 11 FORI=1TO12:PRINTFS {1, IN) 3 (NEXTI s PRINTCHRS {3
1) 3 :PRINT389, "PRESS <E> 70 ERASE, <M) 1O MOBIFY, ENTER> 10 LON
TINUE™; + INPUTQS: IFOS=""THEN 906

2005 IF D$="N" THEN 490

2010 Pi0, 1M)="UNUSED"tFORT=1TO1Z:P§ (1, IM}="" s NEXT1:5070 06
5800 PRINT:PRINTCONDENSED REPORT - 1, NORMAL REPORT - 2, MENU -
I'r IHPUTELLIF GE4YD AND D1<32 THER RETURM

5802 [e=""
380F PRINT "ENTER TYPE OF FRINTER YOU HAVE:“:PRINT'MICROLINE 80
1"tPRINT"MX-80 2" 1PRINT*OTHER ITLFRINT:PR

[RT"SELECTION"; i TNFUT @

S810 IFB1=1THENIFO=1THENCE=CHRS (29) sELSETFE=2THENCE=CHRS {10 5ELS
EIFR=1THENCS=CHR$ {30 ELEEYFB=2THENCA=CHR$ (1B}

G830 FPRINT: IRPUT"BHAT IMASE HOULD YOU LIKE T80 FRINT®;X

4000 LPRINTC:FORI=0TRI2:LPRINTPSLL, XD sHEXTIIRETURN
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TRS-80® SWAT TABLE FOR:

COMPU-SKETCH
SWA
LINES CODE LENGTH
100~ 23 BA 562
200 - I PH 550
™. 480y 515
500 - 525 N 383
330 - 00 W a80
802 - 432 08 S
80 - 900 K1 507
902 -~ 9805 BY 398
B0 - 4000 DB 147

NOTES:
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TRS-80 random-access version by
Robert Jacobs

Data Base is a data-management pro-
gram for a TRS-80 with 48K RAM and
a disk drive. A printer is highly
desirable.

Running the Data Base

The first choice you will need to
make is whether to initialize a new file
or load an existing file. Specify this
choice by pressing “‘L”” or *‘I"’, The
first time you use it, you’ll have to
initialize a file. Thereafter, when you
want to access that data, you will load
the file. Any time you want to create a
new file with a different type of data,
use the initialize option. Several dif-
ferent files will fit on a disk, and you
can use as many different data disks as
you like. A few examples of files are: a
mailing list, (name, address, city, etc.),
checkbook list, {to whom, with-
drawais, deposits...), and an inventory
list (stock number, description
number, in stock, on order, etc.).
Whatever records you want to keep can
be usually stored in this type of
database format.

To initialize a new file, give your file
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RANDOM
ACCESS
DATABASE

by Mark Pelczarski

a name. Don’t specify an extension, as
the program requires and supplies its
own special extensions. Then tell the
computer how many headings you
want and their names., An example
would be a file named ‘‘Address,”
with six headings: Name, Street Ad-
dress, City, State, Zip Code, and
Phone Number. You might want to
add an extra heading (or more) for
some kind of code. You might use
“Computer’” for your seventh
heading, so you would know what kind
of computer a particular person owns.
Your entire record may be no larger
than a total of 256 bytes, due to the
limitations of the TRS-80’s random-
access files.

Your data will be organized into a
table. The headings will be your col-
umn headings, and each row will have
one set of information across those
headings. A set of such information is
called a record. Once a file has been
created, any time that you use the
database you only have to give the file
name (*‘Address” is our example) and
all of the information will automatical-
ly be loaded from the disk.

To load a file, press ‘L'’ rather than
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“I"”. You will then see a list of all the
data files on your diskette, Type the
name (omit the extension) of the file
you wish to load.

The Main Options

After initialization or loading, you
will be given a list of choices for
manipulating your database. Here are
the choices:

(S) SAVE current data

(P) PRINT data [to screen or printer]
(A) ADD a record

(C) CHANGE a record [such as an ad-
dress change]

(D) DELETE a record

(T) SORT data

(F) FILE [diskette directory]

(N) NEW data file [equivalent to quit-
ting and re-running program]

(Q) QUIT

Adding A Record

This is your logical first choice,
since, with no data in memory, the
other options aren’t too much fun.
Choose (A) from the options page and
you’ll be asked for information to fill
each of your headings for one record.
After you’ve filled one record, you’ll
be returned to the options page. Note
that commas and semicolons don’t
work in the data. Also see the note
below about searching and sorting
numeric fields, if you plan to do such.

Printing A Record

To see if your data is really there,
type ““P’’ to print your record. The
program will then show you a menu of
printing options. After that choice, a
list of headings will be displayed,
followed by the choices “‘BEGIN’’ and
“Return to Menu.”’ Choose the
number next to the word “BEGIN"’
and press RETURN. Each record that
you have in memory will be displayed
in sequence. If you’re printing them to
the screen, pressing any key advances
to the next record. The M key returns
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you to the option page. All the other
choices mentioned above will be ex-
plained under ‘‘searching’’ and
“formatting.”’

Searching

When printing, changing, or deleting
records, you have the choice of se-
lecting individual items, subsets of
your data, or the entire set of data.
This is done through the search
routine. When you used the print
routine above, you chose to print all of
the data by selecting ‘‘BEGIN’’ before
any other choice. Each of the headings
is also listed at that point, along with
“Record Number.”” By choosing the
number next to any of the headings or
“Record Number,’’ you elect to do a
search under that heading. You are
then asked if you want to look for an
item that is less than or equal, equal to,
or greater than or equal, to a value
you'll give. After choosing 1, 2, or 3,
respectively, you'll be asked for a value
for comparison. Example: If you want
to search for all records with names
starting with A through G, you want
NAME, < ,G, where ““G”’ is the value
used for comparison. If you want all
records from number 20 through the
end of the file, you would choose
RECORD NUMBER, > ,20.

You also have the option of specify-
ing the beginning of a value for com-
parison. If you wanted all records from
people whose ZIP code starts with a
60"’ (as 60185), you can specify ZIP
CODE, =,60*. The asterisk says that
anything may follow. This is also an
easy way to find records knowing exact
information. If you can’t spell
“‘Pelczarski’’ (or if you don’t like typ-
ing) you can try “‘Pel*’’ and you’ll find
the record.

To start the actual search, you must
choose ““BEGIN.” A hidden option
here is that you can specify several
search criteria. You might, for exam-
ple, want to find everyone in your list
whose ZIP code starts with a ‘60’’ and
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who owns a TRS-80. You would
specify ZIP CODE, =,60*, then
specify COMPUTER, =,TRS-80, and
tzll it to begin. The program will ask if
the item must meet a/l of the condi-
tions, or any of the conditions. **All”’
would find only those with ZIP 60 who
alse own a TRS-80. ““‘Any”’ would find
everyone with ZIP 60, plus everyone
owning a TRS-80 (technically,
everyone with ZIP 60, or owning a
TRS-80). Up to eight such criteria may
be specified, so you may look for
everyone whose name starts with D
through F ( =D and < F), whose ZIP
starts with 9, and who owns an Apple
and a TRS-80, etc.

Changing Records

To change a record, choose (C) from
the options page. After specifying
whatever search criteria you want, the
appropriate record(s) will be shown on
the screen., The iterns under each
heading will then be shown in se-
quence, and the program will wait for
you to type “K" to keep, ““C” to
change, or *‘R"’ if the remainder of the
record is okay. If you type “*C?, you’ll
be asked for the information with
which to replace the old item.

Deleting Records

After choosing (D)} from the options
page and going through the search
steps, you’ll be asked to verify that you
want each particular record deleted.
Type “Y" to delete, Once it’s deleted,
it’s gone.

Saving a File

When you quit, your file is saved
automatically. Type (Q) to quit. Typ-
ing (S) from the options page saves
your current file on disk without quit-
ting the program,

Sorting

The (T) option allows your items to
be sorted in ascending or descending
order, under any heading. Alphabetic

items are sorted alphabetically, and
numeric items are sorted as strings.
The latter means that numbers don’t
always sort the way you want. 125, 34,
and 7 will come out in that order
because numbers are sorted according
to the ASCII code of the first character
in each, To get a true numeric sort, add
leading zeros to the maximum number
of places, such as 007, 034, and 125.
This will force proper sequencing.

Files

If your DOS permits access to direc-
tories from BASIC, you can get a
directory directly from the options
page by typing (F) if you have deleted
the apostrophes from lines 270, 380,
and 600. Check your DOS manual for
the proper form of the directory com-
mand. Be sure to check your typing
with SWAT before you make any
changes.

Switching Data Files

You can load or create a new file
without rerunning the program by
selecting (N) from the options. Be sure
to verify that the current file has been
saved.

Formatting QOutput

The formatter in this Daia Base may
be one of the most versatile ones
around. Although there are still a few
things it can’t do, it does a lot that
many ‘‘professional’’ databases don’t
allow. You can specify the exact form
in which vou want each record printed.
Each record is printed in sequence,
meaning that you cannot mix records
across a page. You can specify which
headings are to be printed and where,
which items are to be printed and
where, and what (if any) additional
character strings should be printed on
the form. You may want to include
your company name, an expanded ver-
sion of a heading instead of the
heading itself, or just some lines to

separate items.
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To create a format, choose the
special format option when printing.
You’ll be asked if you want to load or
create one. The first time, you’ll have
to create it. Draw out exactly what you
want printed for your form. You’ll be
telling the computer, line by line, what
it looks like. Your choices are (1)
Heading, (2) Item, (3) Tab, (4) Next
line, (5) String, and (6) End. Here’s
one example using the ‘“‘Address’” file I
mentioned earlier. The format will
print mailing labels like this:

Mark Pelczarski
1206 Kings Circle
West Chicago, IL 60185

Here are the format commands
(numerically, my headings are 1 Name,
2 Address, 3 City, 4 State, 5 Zip, 6
Phone, 7 Computer):

COMMANDS WHAT TO TYPE
Item, Name
Next Line, 1
Item, Address
Next Line, 1
Item, City
Tab, 16

Item, State
Next Line, 1
Tab, 12

Item, Zip
Next Line, 3
End

- W e o

-

[ ]

Lul..n-—-—-.h‘:—-un—-m.—)—
(=,

-

APRMNWANWLWNRANRN

The *“1"* after the next line means to
skip down one line. The “‘3"" at the end
skips down three lines before printing
the next label. Note that none of the
actual headings are used in this format,
and neither is the phone number.

Another example is a format that
will print a separate little form for each
person in the database. For lack of a
better example, I'll have the following
printed:

THE FOLLOWING PERSON OWNS
A

TRS-80

NAME JOE TATE
PHONE 555-1212

Here’s the format to do it:

String,----------

Next line, 1

String, THE FOLLOWING PERSON
OWNS AN

Next Line, 2

Tab, 9

Item, Computer

Next Line, 2

Heading, Name (Type ‘‘1’* for hdg.
#)

Tab, 7

Item, Name (Type*‘‘1”’ for item #)
Next Line, 1

Heading, Phone (hdg. #6)

Tab 7

Item, Phone

End

I'll let the top line of the next item to
be printed be the bottom line for the
last, so I can just end the format after
printing the last item.

That’s all there is to formatting.
Play around with it a little to see what
it does for you. After a format is
created, you’ll be asked to name it, and
it will automatically be saved to disk.
In the future, you’ll be able to load it
back in when you need it. The names
for formats work the same way as the
names for data files, except that the
format files all have the extension
S/FMT.

A Few Final Words
There are a lot of things this Data
Base program still cannot do, but itis a

good introduction for those of you
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who don’t know all of what a database
program can be used for. As yet, it has
no real numeric capability; it doesn’t
take advantage of disk capabilities;
and some of the routines are slow. On
the plus side, it has a lot of the features
you should look for in a database, and

if you ever decide to shop for one
(they’re expensive) you’ll have an idea
of the features to consider. I'm amazed
that there are $200 database programs
out there that don’t even have basic
sorting functions; and most only have
a rather primitive print formatting,

55 55 55 G5 55 55 55 55 55 85 55

85 85
55 TRS-80 BASIC 55
g5 ‘Data Base’ 55
S5 Authors: Wark Pelczarski 55
88 and Robert Jacabs 85
58 Copyright (c) 1982 S5

85 SoftSide Publications, Inc §S

85

85

55 55 55 55 55 55 §5 §6 55 §5 §8

Main control routine

100 CLS:CLEARZCOQ0

102 §0=14414:81=PEEK{SCY 1 E2=PEEK(SC+1}
103 PR=16427:F1=PEEK (PR} : PZ=FEEK (FR+1)

195 DINCS(7),C12(7), 020070 F$(5):
" INGTR(A$+"

107 DEFFNSBE{ASI=LEFTS(A$+"

CH=0
")-1)

now
3

L1 PRINT"(1) INITIALIZE A NEW DATA SET"

120 PRINT"{L) LOAD & PREVIDUSLY
130 BOSUB&LERD

SAYED DATA SET®;

140 1FA%="L"0RA$=CHR$(108) GOSURICGO:60TO20
150 [FA$="1"0RA%=CHRE {1051505UR1500: 6070200

160 GOTO100

200 CLS:PRINT"(S) SAVE CURRENT DATA"

210 PRINT®(F} FRINT DATA®

220 FRINT'(A) ALD DATA

230 PRINT"{C) CHAWGE & RECORD"
240 PRINT"{D} DELETE A RECORD"
260 PRINT™ {1} SORT"

270 'FRINT™(F] FILE HRWES":REW OMIT APOSTROPHE IF YOUR DOS HAS 4
METHCD TD BET A DIRECTORY FROR EASIC

Z80 PRIMT™ (N} NEW DATA FILE"
290 PRINT™{D) @UIT"
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297 PRINT:PRINT WI;" RECORDS FULL, RDDHM FOR “;MA-HI-1;v RORE"
I00 BOSUR &GO00:PRINT
310 IFA$="2°0Ra$=CHR$ {115} BOSUR2000: BOTO200
IZ0 TFA$="P ORA$=CHRE (117} BOSURI000: 5070200
330 IFAY="A"DRAS-CHRS{97:GDSUB400Y; BATOZ00
"N IFA$="L"0RA5=CHRE {99} THENER=3: 50SURBH00: BOTOZ00
180 TFA$="D"ORA$=CHR$ {100} THERSH=4;F3=1: GOSURBGHG: GOTO200
370 TF A$="T"DRA$=CHR%(115)THEN GOSUE7GO0:E0TO280
380 IF A$="F"DRAS="F"THENGOSURS00:BOTO200:REM ORIT AFOSTRORHE 1
F YOUR DDS HAS & WETHOD T8 GET & DIRECTORY FROM BASIC
390 IFA%="0"0RA$=CHRE {1131 ORAS="R"DRA$=CHRS (1 10) THENSHG
410 GOTDZ00
500 IFE5=1THENSID
G20 GOSUBZONO
314 CLAOSEZ
340 IFAS="WUORAS=CHRS (110} THENIRD
350 END
500 TOMD'DIR":BOSURS00OG: RETURN:REN REMDVE AFOSTROPHE AND CHANGE
CRUPGIR" TO THE AFPRUFPRIAIE DIRECTURY CORMBAND FOR YOUR DOS IF 1
T HAS A METHED TO DD THIS FROM BASIC

Load subroutine.

1000 INPUT"FILE HAME {NO EXTENSION PLEASE) ";F$
1010 ONERRORGOTO1230

1020 OPEN"I",1,F$+"/HDE"
1030 INPUTHL,NH, NI, HX, LK, FF
1040 ONERRORGOTDO
1130 DIMHS (NH), B ANH1) , T8 (R0 PLAMNY  TISNH) , B (NH+1, FF)
1140 FORI=0TONH: INPUTRI, H${1),BEICTINEXT
1150 INPUTHI, BE(NK+1)
1160 IFNI=(THENT 1BO
1170 FORT=1TORT: INPUTHL, PUCTISNENT
1186 CLOSEN
1190 6OSUBZ0000
1200 IFNI=OTHEN1Z20
1210 BOGURLIGD
127240 S5=1:RETURN
1230 PRINT"FILE HOT FOUHD"::GOSUBSGO00:RESUNELCGO
1300 FRINT:FORI=1TONI
V395 PRESINTURTATI-1) /FFI+L
1310 BET 2,PRY
1320 13011 =FNSE$ (RS (CH, PE{T)-FFLFRI-1D D)
1330 NEET
1342 RETURN
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Initialize subroutine.

F300 INPUTHFILE NAME (ND EXTENTION PLEASE) ";F$
1518 IFF$=""THENLISOO
1320 INPUTTHOW WANY HEADINGS™:MH
1530 IFRHCITHERIS20
1540 NH=HH-1:0I=0:1K=0:7%=0
1360 DIMHS INHY BX INH+1)  TIS(RHT:BE{G) =0
1375 FORI=0TOMH
1380 FRINTUHEADING #°;1+15tIHPUT * 5 "¢R${D)
1390 INPUTTHARIINUN LENSTH ¢ ";BRLI);TE=Ti+BU(I}
161G NEXT
1615 FR=INT{Z34/TH) s DINBS IRH+1,FFI
1620 IHFUT WHICH HEADING 15 THE LOMGEST ON WHICH YOU WILL SORTY;
Jid=d-1: TFJSO0RIGNHTHENT 820
1630 MI=INTL(FRE (RS -20001 /RN (JHD)
1540 DIRI$(HY), PN}
1650 BOSURZOOMD
1660 55=0:RETURN
1700 PRINT:R=FL{1):5O50E20100
1219 BET 2,PR%
720 FORII=0TONH
1730 TIS4J!1)=FNSHES (B8 (1, PULT)-FFHPRE-IN
1248 HELT
1750 RETURR
1800 FRINT:GOSUR20100
1805 FORJE=CTORH
181G LEET RS 31, R-FRE(PRI-11=TISI1)
1820 REXV
FE30 PUT 2,FRY
184 RETURNM

Write subroutine.

2080 FRINT:ONERRORGOTO2290

2010 OPERTD", 1, FE+"/HDG"

2020 PRINTH: BHINIDHIILIGEF

2040 FORI=OTORHsFRINTRI BS4T ™, " BU{I}INEXT

2050 PRINTH!,BLINHAY)

2040 IFNI=GTHENZZT

2070 FORI=1TONI:PRINT#S,PLID) 2 NEXT

2270 CLOSES

2380 [N ERROR BOT00:§5={:RETHRN

2290 PRINT"DISK ERROR“:GOSUBSGOOC; RESUMEZOD
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Print subroutine.

3000 IPNI=OTHENGOGUEIUOM BETURK

3005 CLS:PRINT*{A} SCREEM PRINT, BEFAULY FORMAT®:FRINT"(R) SCREE
N PRINT, SELECT FORMAT:PRINT"(C: LIME PRINT, DEFAULT FORMAT®:PR
INT'{I) LIWE PRINT, SELECT FORMAT®:IFPEEK{I4312) (3E3ANDPEEK(ZY)
{37ITHENFRINTIPRINT"PRINTER NOT RERDY'":GOSURALOUOGELELGOSUBEMH

4

3005 1FA$="A"DRAS=CHRE{37) THEAFS=1:BOTOIMY

3007 IFR$="B"DRAS=CHRY (78] THENGOSUR10000: F5=2; ROTA3IME

J608 IFAI="LORA%=CHRS (92 THENFS= 11 SB=2s LPRINTEHRS (321 (L FRINTTHY
E$:GOTD3060

3009 TFA$="D"ORA%E=CHRS {100} THENGOSUR1D060:FE=2:GR=2: LFRINTLHRS {2
2V:LFRINTTIMES:GETOR0S0

3019 B0TL3003

3040 3B=1:CLS;PRINT"RFTER EACH RECORD <n> RILL RETURN YDU TD MENM
U PRINY

39090 PRINTPRESS ANY FEY . . .":GUSUBS00QU

60 BOSYERO1S

J490 IFER=Z2THENPONESC, B1:PORESCHY, 82

3100 RETURN

Print one record to screen.

3300 N FEEOSUE 3700, 3860
3340 IFSB={THENGOSUBA0DGO: IFAS="H"BRAS=CHRS {109 THENRS=]
3350 RETURH

Print one record defauft format.

3740 CLS:PRINT" ":BRINT"RECORD ";l:PRINT" *
3719 FORI=OTOMNH

3720 PRINTH®LJD,TES4!

3730 NEXTY

3740 RETURN

Print one record custom format.

3806 [L82J={:T=0:48=""

3920 JI=VALNIDS RS (T, J, Dy =g

3830 TFILITTHERN=VALAMIDEITHINY, 4,200 0042

1340 oM J1 BOTOIB30, 3840, 3871, 1890,3710, 1970

3850 AE=HE N} G0TIZ950

1950 A$=T194H):60103950

197¢ BY=LEFTS{BE,N-1)1  TFLEN (RS} <R-1THENFDRIZ=LEN{ES) TON-2: B$=B%+
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* mINEXT

1880 GOTDIR40

3390 PRINTES: IFN:ITHENFORIZ=ZTON:FRINT" ":NEXT
3200 BE="":EOTOIREE

3910 IFLERAFS{T)ITHENT=T+11d=1

3920 J2=d

PG IFRIDS(FELT), 42,1043 I " THEND 2=02+1: G0T03930
3940 AS=MIDSIFS{T),,02-011d=024!

3950 Ri=Bi+A4

3960 IFGLERIFSITHITHERT=T+1:2=1

3955 BONO3820

397G PRINTEE:RETURN

Add sutroutine.

4000 BE=(:NI=NI+i

4405 CLE:PRINT"RECORD"; NI PRINT

4010 FORJ=0TORH

$420 GOSUBASL0

4030 NEYTY

4040 TFLE=OTHERR=RI 1 BOT04080

4650 R=LE

4040 GOSUR 2ato0

3070 GET Z2,PRYU:LE=CVI{B$10,R-FFE(PRE-1}1)
4080 GOSURIBOO:PLINII=R:IE(NII=TI$CH)
4G%0 RETURH

4500 FRINTHS (34" ("3BL{0) 3 "CHARACTERS":" J"; 2 INPUTY @ "3TIS(D}
4514 RETURK

Change subroutine

5400 CLS:FRINT(C) CHANGE 1TEM, K) KEEP 17EH, OR (R} KEEP BEMAI
NDER OF RECORD"

5030 PRINT:PRINT®RECORD ;1

5030 C5=1:RS=0:FORI=0TONH

5050 PRINTIFRINT HE{J):™ @ “3TI8L0);"

5655 1FRS=1THENFRINT:G0TOS090

5060 GOSUB &0000: IFASC:"C"ANDASS JCHR$ (99} A4DASE > K" ANDAS SCHRS (1
071ANDASS 3 "RANDASC SCHRS {1 14) THENSO80

5065 PRINTCHRS (RSCIA$I+328(A%3°1"))

5070 [Fa$="K"ORA$=CHRE{107) THENSO90

5075 IFA$="R"DRA$=CHRS{114) THENRS=1: 6OTOS070

480 GOSUB450D
)85 C8=0

90 NESTJ

Z
RA
30
btk
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095 RE=(0
F00 IFCS=0:R=FY{1);605UBIBOC: I#(1)=TI${CHI
S110 RETURY

Dslete subroutine.

4000 PRINT:PRINTVDELETE THIS RECORE? *j

4070 GOSURSON00: IFR¥L"Y ANDAS: :CHES T121) ARDRS{ I ANDAS CHRS 1)
1OFTHERSG?D

6680 PRINTCHRS (ASCIRS)+I2H1AE 271 ) IFAS="N"ORAS=CHRS {110) THENS!
W

BUFD LSET B0, PR{LI-FRUPRL-D 1SNKIS LK)

5095 FUT 2,PR%

G110 LK=FL1)

6120 FORII=[+{70NHE

130 IHII-D)=18{I D PR{I1-11=F{ {1

6133 NEXTIS

6140 HI=HI-1:55=0:1<1-1

8150 RETURH

Sort subroutine.

7000 1FNI=0B0SUB9OG0: RETURN
7016 CLS:FORI=OTHNH

7020 PRINTII28¢ (21323, " 0" 0415) *3H$00)
7030 NEAT

7040 THFUT "SORT ON WHICH HEADING®;JI

7045 11=11-1

7056 1FJ1400RI1 YNHRETURN

7055 1F31¢ CHTHERCH=01: BOSUBI 304

7060 FRINT*{A) ASCENDING OR (D) DESCEMDING®:50SUBs0000
7070 1FA$="A"DRA$=CHRE 197} THENR=1:60T0T100
7080 1F3$="D"0RAS=CHRY {1007 THENA=21BOT07 160
709 50707060

7100 [FA=1THENFORI=0TDN]-1ELSEFORT=1TON]
710 T=1

7170 FORT1=T+1TON]

7122 PRINTI980, 13 11;

7125 GHASBTO7130,7140

7130 IFI$651<1$(T) THENT=I1

7135 BATOTIA5

7130 TFIS{I) Y18 {T) THENT=I]

7145 KEYTHL

7150 IFT=1THEN7180

7155 FORI=OTONA
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TI8G TH=I$(T 1 ISIT)=IS {11 18 (])=T§
RN C SRR H A Ly SE R U AR SER b
7180 HEXTI

T20G 35=N:RETURN

Search subroutine.

8000 TFNI=CTHENBDSURSOGO: BETURN

8010 =1 12=N1:3=0:C18(6)=-11B5=]

8015 CLE:FRINT"SEARCH CRITERIA:™:PRINT

BG20 FRINT™ & ) RECORD WUMBER"

BO30 FORI=OTOMH:PRINTSL2B+(41+13432)  Ielyn) "HELI)INERT]

8035 FRINTIFRINTHM+2y ") BEGH"

8035 FRINTHH+3:"} RETURN T MERY®

8040 FRIRTIBIS, ;+ INFUT HHICH FIELD" ¢ ¢ IF1Z00RINReZTHENBOSO
8045 IFT=HH+2THERCIX (2)=-1:BOTORIS0

8045 IFI=NH+3 THEM RETURN

2630 CHLGd=1-1

§USS CLS:IFI=0PRINT128, "SELECTING DM RELGRD NUMBER®:GGTOBOSOELS
EPRINTI1Z8, *FIELD SELEETED: *jR$(I-1)

8660 PRINT2254,"INDICATE (1) SMALLER, (2} EGUAL, DR (3} LARGER®
tGOSURL0O00: C2Y {31 =VAL (A%) 1 TFC2X (I3 C10RCZY (4 >3THENBOSO

8080 FRINTS284, “LEMPARED T4y ;< IFE1A{J1=-1THENBLGH

8090 IRPUT®  ";L8diad=d+lr [FI:TTHENBLA0

8693 GOTIRULS

100 IMPUT® "I IFTCIORIGMITHERD 0O

8110 IFC2L{J)=1THENI2=1

g120 TFC2Y{33=2THENT]=]:12=!]

8130 [FE2L431=3THERTE=]

g140 BOTHACIS

B150 FFI<ZTHENB200

3150 PRINT2896,°1) 1TEM MUST MEET ALL CONBITIONS":PRINT*2; ITEM
HAY MEET ANY CONDBITION";:GOSUB&0LGD:rBS=VAL (A% IFBS<I0RBE-2THENE
1566

B0 PRINT'SEARCHING . . ."tRS=0:J1=C1Y{0): IF5B=2THERPOKESE, PP
GEESCH+E, P2

g210 DE=0:FORI=GTLY

8220 TFCIZ0d)=-1THENS=T;6GT0824C

8230 IFMOLIR L THENS 1=-2

8280 NEXT

8245 [Fdis-1 ANDJECOHTHENCH=31: 685051300

8745 TFI1=-2THENDS=1

830 [=1-1iFORI3=1IT0I2: I=141

8251 IFBS=0THENTI${CHI=1$(1}:50T08253

9237 GASUBITR0
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8233 AS=0:FDRI=(T07

8280 IFC1X U3} =-1THER]=7:G0T0B343

827¢ BNC2%10)6OT0R280,8290,8310

B2 IFTISICEY 0 ) G=OELD THENGDSD

8283 GOTOB340

G290 IFTISICIE () =L843) THENBTSD

8293 TFRIGHTS{CE(J}, 104" THENBS4D

8298 T=LERIE$L1 -1 TF LEM(TISCIE D) 3 1<TTHERGE4D
8307 IFLEFFE(TIS(EIELI) TI-LEFTS(CE L), T) THENBS X
8305 &07T0E349

BI1O IFTISICIT431 ) 5=04 L) THEKESZO

8320 BOTOE34D

8330 IFBS=ITHENAS=1:=)

8335 GOTORI4S

8340 IFBS=11HENAS=2:d=7

B340 HEXTJ

8330 IFAS=0ANDBS=1THENBISS

B35z IFASCHITHENIRG

8335 IFDS=0THENBOSURITOO

8340 1¥5E{:ITHENGDSURIIN0

g3 1FSB=ITHENBOSLESO0D

8370 IFSE=4THENGOSURA04D

§375 IF ko=t THEW 13=12

8380 NERTIS

8390 PRINT:PRINT*THAT'S ALL*:FORIT=1FD300:REXT
8440 RETURN

Error routlne #1.

9000 FRINT*TRERE'S MO DATA IN MEMORY.®
2010 FORI=ITO1G0G: MEXTRETURN

Print formatting.

10000 IFFS0I=""THEN10040
10010 FRINT"SAME FDRMAT?";:BDSUBSACGO0
10020 1FA$="Y"DRAS=CHRS 121 ) THENRETURN
10630 IFAS N ANDAS >CHRE (110) THEN1GO1O
10040 PRINT® (L) LOAD FORMAT, OR (L) CRERTT FCORMAT";:GOSUBSGO(O
10656 IFA$="C"ORAS=CHRS {99 THEN1020D
10056 TFAS$C "L ANDAS! »CHRE {108 THER1O040
1409 DN ERROR GOTOl017¢
16100 INPUT FORMAT NRME:®;R$
16130 DREN"T", 3, A%+" /FHT"
10830 INFUTAI NF
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10136 FERI=QTONF: INPUTRI, e (J) tHEYT
1015¢ CLOSES
{0140 ON ERRORBLTCO:RETHRN
10174 PRINT"FORMAT NOT FOUND®:50SHBSCO00:RESUNERDN
10200 NF=0:J=0aFgi0)=""
10210 CLS:PRINT*START IM THE UFPER LEFT CORMER AND WORE ACRESS E
ACH L1RE®
10220 PRINT"|+HEADING, Z:1TEM, J:74B, 4:MEXT LINE, 5:5TRING, &:F
ND“: THPUTOE
10230 (FJ1010RII2ATHERIDZR0
10240 FE(NF)=F4{NFI+RIGHTS$ ESTRS{J1), LEN(STRS(3{1)-1) 1d=0+]
10250 ONJ1G0TO10249, 102460, 10300, 10360, 14350, 10400
10260 FORT=OTONH:PRINTSI20+(T832:, TH15") “HELT) INERT
270 INPUT WHICH";TaT=T-11 IFTL0BRTANHTHEN D270
10280 GRTOLOELD
14300 INFUTEHOR MANY*;T: IFTSIORTQ9THENPRINTOUT OF RANGE.":G0TO
10308
10310 AS=RIGHTS (STRS (T LEMIETRICTH -1} i IFTX1OTHENAS =" +0%
10320 FE(NFI=F{NFI+R%:3=d42
14330 BOTHIG3E0
10350 INPUT*STRING:";ASiA%=R3" 1"
10350 IFLEHIA$) +J:200THERNNF=NF+1: J=0:FE{NF}=""
16370 FEINFI=F& (NF) +A3s I=J+LER (AR}
19380 IFIF232THENRF=NF+1sJ=0:F 8 {HF)=""
10390 GoTOi4210
10300 IKFUT*FORMAT HAME:"31A$
10405 OW ERROR GOTO1O460
10415 GPEN"D", 3, Attt /FHT™
16430 PRINTEI NP FORI=QTONF :PRIKTHZ, FS L) 1 BEXT
16445 LLOSES
10450 DN ERROR GOTDO:RETURN
10450 FRINT*RISK ERROR":GOSUBSGOOG:RESENEIO40G
26000 ON ERROR E0TR 20072
20005 DPEN"R™ 2,F5+°/DATE
20010 FORI=1TOFF
20020 D4=0
20030 FORI=GTONH
20040 FYELD 2, DE+{J-1147% A5 BUS,BY(T! A5 BH(LJ!
20056 Di=DE+RLLD) .
20045 NEXT TiTi=DRsNELTY
20085 ON ERROR GOTO G:RETURN
20070 PRINT"DISK DR FIELD ERROR; FRESS A KEY TO TRY AGAIN":GBSUB
&000G: RESHNE 160
0400 PRY=INTC{R-13/FF3+): RETURN
L0000 A$=""1A$=INKEYS: IFas=""THENSOOOOEL BEPRINT 1 RETURN
The Best of SoftSide

149



TRS-80®* SWAT TABLE FOR:

NOTES:

DATABASE
SWATY
LINES CODE LENGTH

108 - 200 i ] 155
210 - 320 an I8y
33¢ - 550 L 38t
400 - 1180 oK 423
1190 - 1300 iR 279
1510 - 1830 DF 363
1640 - 1810 E0 201
1820 - 2280 i) 197
2290 - Jo4g LI 304
3050 - 3740 £ 214
3800 - 3920 KE WS
393¢ - 4040 E1 215
4058 - 5053 51 333
5080 - 4070 S 323
608G - 7020 6@ 264
1030 - 7120 k0 263
122 - 7200 v 209
8000 - 8053 NG 393
8060 - BZO0 BY A74
8210 - 8270 IE 201
8280 - 8340 12 269
G343 - 9000 PL 207
210 ~ 10130 5t 160
16140 - 10270 FI 421
10280 - 10405 ayY 122
1041% - 20030 o 3%
20060 - 40000 AE 134
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MICROTEXT 1.2

by Jon Voskuil

“Microtext 1.2°’ is a word processor
program for a 16K TRS-80 (Model I or
III).

Upon running, Microtext 1.2
displays a mostly blank screen with an
instruction summary line at the top or
bottom. You can either start typing, or
load a previously saved file from disk
or tape. Capitalization of characters on
the Model I is accomplished by pre-
ceding individual characters to be
capitalized by an “@’’ symbol, and

words to be capitalized by a double
“@@’’. Normal use of the Model I's
shift key inserts the ““@’’ in front of
individual characters; the “@’ key
itselt must be used to insert the double
symbol necessary for word capitaliza-
tion. Pressing and releasing clear, and
then pressing S, L, R, P, or E, will ac-
cess the save, load, review, printout, or
edit functions. Although not men-
tioned in the command summary on
the screen, pressing CLEAR-Q will
quit the program.

Saving and loading files is simply a

matter of answering the questions
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210 FRINTZ &4, GTRINGS{43,"-"}3

220 FRINT 38,4
input loop.

455 T INPUT LOGP
560 PRINT CUS;
505 C$=INKEY4: IF 8= THEN 505 FLSE C=ASCICH
520 IF C=RTN THEN C$=CRe
30 IF £290 THEN FRINT B$;"3 "j: LE(LMI=LE(LNY+"2"; CHAR=CHARHL:
[8=CHR$(C-32): GOTD 740
439 * BACKSPALE
430 IF C=BKSP THEN IF CHAR(Z THEN 505 ELSE PRINT B#;B$:: CHAR=CH
AR-1: LEMLNI=LEFTSILSLNG, LENCLSILNI-1)s BOTC 560
719 * CTRL LHARACTER
720 IF C=CLR THEN 2000
739 * END OF LINE
780 CHAR=CHAR+': IF CHARI=LUID AND CO:SPC AND COORTH THEN GOSUB
1400
759 * ADD 1D STRING
760 LSUNI=LE (LN 4TS
779 * RETURN
780 IF C=RTN THEN FRINT B$;C$: LN=LN+1: L4{LK)="": SL=0: CHAR=1:
BOT0 500
§79 * PRINT ON SCREEN
3830 FRINT B$;08;
399 * UPDATE S°C POINTER, CHK END OF LINE
956 1F 0332 THEN 500 ELSE SL=CHAR: IF CHAR=LMID THEN LNsLNél: L
$(LH3="": CHAR=1: 5L=0: FRINT
920 BOTO 500

Subroutine to break line at a space and to initiallze the next line.

399 ° JUSTIFY AND INCR LINE
1000 1F SL=¢ THEN FRINT: GOTC 1109
1420 55=LWID-5Ls FOR J=1 T4 55: FRINT B¥;: NEXY
104G PRINT STRING$ (55,324 1PRINT
1056 1F SL=LEID-1 THEW 1100
1060 LYILHH = RIGRTS (LY ELN), LWID-1-5L)
1080 LILNY= LEFT${LE(LN), SL-1)
1106 LH=LK+1
1120 PRINT L¥{LN:;EUS;
1140 CHAR=LEN(LSILN) 142
1150 5L=0
1140 RETURN
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55 S5 55 05 85 55 55 55 S5 88 §5

585 &3
58 TRE-80 BASIC 55
g5 "Microtext 1.2° 58

85  Authory Jom R, Vgskwil 88
g5 Copyright (o) 1982 55
85 SoftSide Publications, inc 55
55 85
§% S5 55 85 55 55 85 &% 55 §5 8§

Title page.

14 OLG: FEINT CHR$(23;

20 PRIRT 2198, "B ICROTEXT 1,70

I PRINT 3452, "BY JOM R. VOSKUIL®

44 FRINT 2444,°(C) 1992 GSOFTSIDE FURLICATIONS®
SO OFOR I=! T0 1000: NEXT 2: G070 144

Mixed-case conversion routine.

59 ° LOWERCASE PRINT KTH

50 ¥§3%"1 IF FPe=” THEN 74 '

&2 LOK=0: LC=-1: FOR =1 TD LEN‘PPEY: CL=ASCIMIDSIFPS, K, ti): IF
=32 THEW LOE=D

&4 IF CCix64 THEN 70

&6 IF LO=0 THEW LOK=-1

&3 LL=0: K070 72

7O LPRINT CHREICE-2ZE (LE OND CO:44 AND CC49H) 3 —(ROT LOKD}alD
=-1

72 NEXT

74 PETURN

Initialization.

99 > INITIALTIATION
109 CLS
110 CLERR 2060
115 DEFINT A-1
120 BIN L3500
175 DH ERROR G010 20000
130 B¥SPeR: RMM={3: SFC=32: CLR=3i: BY=CHRS(S): CR=CHRS{140)
14 CHAR=1
145 CH$<CHRS195)
156 Li=1
199 LEID=42
190 P=128
200 PRINT 30,"SAVE:CLR-S  LOAB:CIR-L  REVWIOLR-R  EDIT:CLA-E
FRINTICLR-8
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about the medium to be used (tape or
disk) and, if disk, the file name. Once
you have entered a file name, it will be
used as the default until you specify
another one or exit the program: Just
press ENTER when asked for the file
name, This simplifies repeated saves
during entry of a long document.

The review function causes the com-
puter to return to the beginning of the
text in memory and scroll through it to
the end. During this scrolling, you can
press any key to pause. Then, pressing
the spacebar will cause one or more
lines to be displayed; pressing ENTER
will cause the scrolling to continue; and
pressing E will enter the editing mode.

In the editing mode, you can move a
cursor up and down through your text,
o locate any line which you want (o
edit or delete. This movement is ac-
complished with the up- and down-
arrow keys. You have four options
while in the editing mode: Pressing
CLEAR will exit to the review mode;
pressing D will delete the line at the
cursor; pressing X will delete
everything from the cursor to the end
of the text; and pressing ENTER will
allow you to edit the line at the cursor.

If you choose to edit a line, the
screen will first clear, and then display
a number of lines of text with a gap of
several lines in the middle. The cursor
will be positioned at the beginning of
the line you have chosen to edit, and
you can proceed to type in a new line to
replace the old one. The new one can
be shorter than the original, or may oc-
cupy multiple screen lines. Any part of
the original line that you want retained
must be retyped: Whatever you type in
will replace the entire line. When you
have finished entering the new text,
press CLEAR-F (not ENTER unless
you want a carriage return in the text
itself), The computer will check to see
if the text lines need to be rearranged,
and then return you to the review
mode.

The printout function allows you to
send your text to a printer, after se-
lecting margins, line spacing, and (in
the case of the Model I) the case con-
version option. Pressing ENTER in
response to the offered options will
select the default value indicated. The
case conversion option allows the text
to be printed from the Model I just as it
appears on the screen, in all upper case
and with the embedded @ symbols; or
else to convert it (a bit sluggishly, using
a BASIC routine) to normal mixed case
for a final printout.

Program Notes

The DIMension statement in line
120, and the CLEAR in line 110 of the
TRS-80 version, reserve memory for
the strings which hold the text. The
numbers listed work for 48K system
with DOS booted, but will need to be
adjusted downward if vour system has
less available memory. All REM lines
may be deleted without effecting the
program’s operation, to gain more
memory space. Many of the individual
program lines could also be squeezed
together on multiple-statement lines;
this kind of packing has been avoided
for the sake of clarity, but would in-
crease available memory and possible
execution speed.

If you have a TRS-80 Model III,
some of the listed lines should be
changed as follows:

Line 50: Omit *“:GOTO 100"’
Lines 59-74: Delete

Line 7050: Delete

Line 7130: Change to “LPRINT

TAB(LM);P$;”

Line 7140: Delete
Line 7590: Change to “LPRINT
TAB(LM);PP§;"’

Line 7600: Delete

Be sure to check your typing with
SWAT before making any modifica-

tions to the program.
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Subroutine to process command codes.

1999 ° PROCESS CTRL CHARALTERS

2000 P=FEEK 115414} + PEEK{1641700256 - 15360 'CURSOR PSK

2020 Le=1HEEYS: IF £9="" TREN 2030

2030 E=ASCACH

2056 IF £=7¢ THEN RETURN: "BACK T0 EDIT

2100 IF {=BZ THEW GOSHR 3000: GOTD 200: "REVH

2200 IF L=87 THEN GOSUR 4004z BOTO 200: "BAVE

2300 IF C=76 THEN BOSUB S060: BOTO 200: *LDAD

2490 IF C=81 THEN ENB: TOUIT

25040 1F C-BO THEN BOSUE 7000: GOTU 200: *PRINT

2600 IF C=5% BKD LN} THEW I=LH-1: PP=P: BOSUR 9000: GOSUB 3006
GOTE 200r TERIT

2844 P=P-1: GOTQ 204

Subroutine to review text.

2999 ' REVIEW TEXT

3000 [L5: PRINTE 21, "PRESS ANY KEY 70 PAUSE™: PRINT STRINGH (83,
li_n}

3040 IF LN=1 THEN 3214

3630 FOR I=1 T LN-t

3053 FOR I=1 TG 20: NEXT

Ios0 FRINT Ls(D)

2070 IF INKEY&="" AND NOT STF THEN ZZ0

3080 §TP=(
090 FRP=PREK (18418} + FEEK{1641704236 - 153380
U0 PRINTO O, " ENTER: CONTIMUE SPACEDAR: ETEP 1 LINE

E:ERIT  *; STRING$(63,"-");
070 {$=INKEYS: IF Y§="" THEN 3120
3130 1=ASCYSi: IF 4=45 THEN BOSUE 90062 BOTD 3000
366 1€ ¥=13 THEN 3199
370 IF 14532 THEN 3119
3180 STFz-i
3150 PRINT 3P, "%
3200 NEAT &
3210 FRINT LY(iN);
3220 F=PEEK(1h4151 + PEEK (1641711254 - 15360
3230 RETURN

Subroutine to save to tape or disk.

3995 7 SAVE TO DBISK/TAPE
4000 PRINT344,5TRINGS(83,"-"};: PRINTR ¢, STRINGS€53,32) 1 FRINTR
&, *58VE TO TAPE OR DISKY? (T/DJCLEARY %)
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7530 LP=LEN(P$): IF LP{2 THEN PP$="": P¥="": GOTO 7390
7a40¢ PPE=LEFTS(PS,LP-1): Pe=""1 BOTD 75%0

7330 C4=MIDS(P$,L,1)¢ IF C$=™ ° THEWN 7330

7ok L=l-1r IF L3O THEN 7550

370 L=LL

7580 TRY=LEFT$(Ps,L)s PE=RIGHTS (P, LER(PSI-L]

7590 LERINT TAEILN) ;¢ IF UC THEN LPRINT PPe;: 5070 7610
fa04 BOBHR 40

7510 FOR J=% T8 L5: LIM=LIN#1: LERINT®®: NEXT J

7618 1F LIN:3? THEN FOR J= TO 6&-LIN: LPRINT'": NEXT J: LIN=O
Fe20 IF LER(P$I:LL THEN L=Ll: 6OTE 7530

7630 IF CR AND LEN(P$:30 THEN 7330

7547 RETURN

Subroutine to readjust lines in memory so that they fit properly on
the screen after aditing.

79%% 7 TRAT REJUSTIFY RTH

8040 CLS: PRINT"RE-QUSTIFYING TEXT. . ."

918 LIN=EL: LM=iN-)

godu Pe="": [R=0: I=EL-1

BOJO I=I+1y PY=PS+L$(D)

8040 IF RIGHTSPH,12=CR$ THEN DR=-1: GOTH 8040
B0a0 IF LENIPEI+LEN(LS{I+13)(235 AND I{LN THEN BO3D
8440 GOSUB 5300

8670 IF NGT CR THEN 8160

BO79 7 LND Lf PARRGRAFH

2080 Y=I+i-LIN: IF ¥{=0 THEN BIS0

908 * MOVE LNS DOBN IN ARRAY

Bu90 FOR J=14F TO LN: LS(I-XisL$ddry KEXT Jo LM=LN-X: BOY0 8150
gro¢ IF l<Lh THEN 8030

8110 LELINI=FS

8120 CHAR=LEWIPE)+11 SL=LEM{P%)

BrId FOR I=LIN#] TDO LH: LS{D)="": NEXT I

8140 L¥=LIN

G15¢ RETURN

8502 L=LRID

8310 IF LENPSXLRID THEN BES0

9320 IF NOT R THEN 8430

B30 LP=LEN{F®)

8340 PPY=LEFT$(P3,LF}: P$="": BHTOD B39

83370 Ce=MID3(P$,L,1): IF C3=" " THIN B3BC
8360 t=L-1: IF L}0 THEN 8530

8574 L=LWID

G580 PFE=LEFTS¢PH,L): PY=RIGHTHIPS LEN(FS]-L)
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3120 GOSHR 3240
2130 FOR I=1 70 LW
F140 LINEINFGTHE, L34D
HEG AR
5180 CLOSE
JE00 BOTO 3239
3210 FRINTE 0, "STRRT RECORDER AND PRESS ENTER.";
G215 IF INKEY$CHR$41D) ThEN 5215
2220 INFUTH-1, Lsify: GOSUR 3290
3330 FOR I=1 1B LK
a2¥ IFTE-, L$iD
G240 MEXT 1
5250 GO5UD 3000: RETURN
3296 LS=L¥{0): L=LENLS)
G300 CHAR= VALIRIBHTH(LY,Z)): L$=LEFT8(LE,L-2)
SI{0 SL= VALIRIGHTS LS, 200 L$=LEFT$£L$,L-5}
G320 LN=VAL (L%}
3330 RETURM

Subroutine to print the text file in memory to a printer.

£99% " PRINTOBT RTH

Fo00 CLB: LTN=0

7016 %$="1G": INFUTULEFT MARGIN (DEFAULT = 10} “;X8s LM=VALA$)
7020 PRINT: £8=°707: INFUT'RIGHT HARBIN (DEFAULT = 70} ";X4: RH=
VaL(f%2

Fo3g PRINT: ¥4="2°: INPUTSLIME SPACING (DEFAULT = 2 "i¥3: LS=¥A
Liig)

7040 LL=RH-LH

7050 FRINT: §4="N": INPUT'CONVERT T4 LOWERCASE, UNLESS PRECEDED
BY & (DEFAULT = N “3¥$r dO=-11 IF LEFT${XE, 13="1" THEN ¥L=0
7070 CLS: LPRINT®": P§="": CR=0: 1=9

780 I=Iti: Fe=P3tL$ill

7U%4 IF RIBHT${P$,1)=CR$ THEN CR=-1: GOI0 7110

TGO IF LEMEPS(255-LRID AND I<LN THEN 7080

7110 GOSUE 73¢4: LR=0

7120 IF LB THEN 7080

Fi36 LPRIAT TRBeLMby: IF UC THEW LPRINT P3: BOTOD 7150

7149 PRE=FEr GOSUB &0

TESG LFRINT®

T1aU BOAUE Jodd

7170 RETURN

B L=l

7310 IF LEHiF$13L1 THEM 7358

7520 IF HBT Ck THEN Fads
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$620 {4=INREYS: IF 1$="" THER 4020

4040 IF 13=CHRE(CLR) THEN 4220

F650 L3 =STRELNY +BTRECIGOIOHGLEIO0THAR)
4053 PRINIS O, STRINBS${3S,321;

4055 IF X$="1" THEN 4190

4679 IF 13¢:"D" THEN 4009

4075 Fle=F3

$580 FRINTY G, ""po LINEINPUT °FILE NAHE. "iF4
3083 If Fe="" ﬂﬁﬁ Fl$'"’ THER 40E0

4GBB IF F§="" THEN F9=F1%

40%0 FRINT® 0. "INSERT BISK AND PRESS ENTER.": PRINT STRING#(43,
u_n‘};

4093 IF [NKEYHOCHR${13) THER 40%3

4100 GRENTDY, L FE

4140 FOR [=¢ 13 LM

4150 FRIRTHL, L8113

4160 HELT 1

170 CLOSE

2180 GOTO 422%

4190 FRINT® 0, "START RECORGER AND PRESS ENTER.™;
4195 IF IHKEVHDHR$(131 THEN 4193

4254 FGR 1=0 18 LN

4§20 PRINTE-1, CHR$(331;L8{1);CHRS I

4210 HEET ]

4220 F=P-1s RETURN

Subroutine to load text from tape or disk

3597 7 LDAD FROM BISE

000 PRIKTA, STREHBS{SI,"-"#y: PRINTI &, STRIHEi‘aa,SZ);: FRIN
T 4, "LOAD FROM TRPE QR DISK? (1/0/CLEAR)

20 KE=IHKEYS: IF ¥$=""° THENW 5020

G049 [F id=CHR¥CLRS THEW 525

3045 PRINT® 0, STRING${40,321;

5650 IF X$="T' THEN 5210

SGoG IF X$<0"F° THEW 3000

3045 Fi3=F%

3070 PRINT@ 0,""is LIMEINPUT "FILL RAME: ";F%

GO75 IF F¢="" AND Fi$="" THEN 070

5678 IF F$="" THEH F$=F14%

G080 FRINT$ 0,"INSERT DISK aND PRESS ENTER.”: PRINY ETRINGE{&Z,”
S

SRS 1F IMKEVS:CHRE (1) THEK 5083

3090 OPEN"I™,1,F$

SH0 THRITS, LE HE
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8390 L§(LINI=PPE

8600 LiN=LIN+I

8510 IF LEN{P$)LKID THEK L=tHID: BOTO B35¢
3620 IF Ck ANB LEK(P$I >0 THEN B330

8336 RETURN

Subroutine to edit lines of text.

8992 7 EDIT LN SURRTN

9004 IT=1: 1F 1313 THEN Y1=15: BOTQ 904¢

9010 Vi=I+Z: PRINT 3FF,;

020 Y=t3y IF 2LH-1 THEN X=LN-1

R03C FOR I=IT#! 70 X: PRINT L${l): NEXY ]
Q040 EL=VI-tITHINIT-IT) -2

RGOS0 G%=" UF/DOKN ARROWS:NOVE ENTER:EBIT B, X<DELETE
CLRIEXIT"

7060 FRINT 30,53: FRINT STRINBS(3,"-"}:

9080 FRINT sVi164-2,7¢E";

9082 1F FEEK {14400} +0 THEN 7088

%085 (5=[RKEYS; IF I$="" THEN 7083

2088 FRINT B3;B%;

0 IF XS(*CHF&(?li THEN 7130
100 IF V153 THEN Vi=V1-1: EL=EL-}: GO0 9080
140 IF EL=1 THEN 7680

§115 Ei=Fl-3: IF EL{1 THEN £i=i
Y126 FRINT $127,°": FOR I=EL 7O EL+12: PRINT L&{@): MEXT: &0T0 9
(a¢
130 IF x9{:CHR$(16) THEW 2180

9144 IF EL>=Li-1 THEN %080
7150 EL=EL+}
918G IF #1413 THEN ¥1=V1+i: GO 7406

7143 NH=4: IF SNGLM-EL-1 THEN Ri=i8-EL-1

9170 EL=EL+NN: FRINT 9%40,3: FOR I=EL-NH TD £L; PRINT L$(I1}: HEX
T I+ BOTD 9040

91584 IF Y$=CHR$ICLRY THEN F3%4
$196 IF A$:00" OR Wi=3 THEMN 92534

3700 FOR J=EL 70 £N-1: Letd)=te(d+1)y NEXT: LEILK)""

EIG i=15-¥t: IF g:LM-EL THEM X=LH-EL

220 PRINT 3¥iiod-55,"": FOR J=EL TO EL#X¢ PRINT L$(Ji: MEXT

2230 IF EL=0¥-1 THEM Vi=¥1-1: EL=EL-}

7240 LH=L¥-1: GBTC 9080

RI50 IF Y8700 THEN 9310

Gisl PRINT 44, DO DU WART TO DELETE FRCM HERE T8 THE CHD OF TH
E TEAT? {y/Hy %

262 FRINT#VIRAE-Z,"CE";
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9265 14=INKEYS: IF £6="" THEM PRINTOVI164-2,° ';:5070 9242
3263 1F 150"V THEN 9040
9270 FOR J=EL TO L¥: L$1J)="" NEXT J: LNeEL: CHAR=1: =9

9280 PRINT @V1364-55,%"s FOR J=V1 70 i4: PRINT: HEXT J
290 ERINT 30, 03

9300 PRINT 8Y1464-£5, "CE"3: BOTO 9100

5300 IF $$OCHRSGRTNG THEN 9080

9320 L1=EL-A: IF L141 THEN L1t
2330 L2=EL+4: IF LILN THEN LZ=LK

9340 CLS: PRINT'TYPE NEW LINE BELGW (CLR-F 7O FINISHY": PRINT 5T
RINGH(83,"-")
9350 FOR J=L1 70 EL: PRINT L¥(J}: NEST J

9360 FRINT: PRINT: FRINT: PRINT
9370 FOR J=EL+! TO L2: PRINT L¥{d): NEXT J

9380 PRINT 3(EL-L1+2!144,;
9390 TLN=LH: LN=Li#!

$400 FOR J=1 10 5: L$ITLN+II="": NEXT

130 C1=CHAR: S128L: CHAR=(: §L=0
420 BOSHR 500 e

9420 CHAR=C1: SL=§!
S350 1F L$(LE="" THEN LN=LN-)

9450 HL=LN-TLN
2350 [F HLsf THEN 9510

3470 IF N3O THEN 3500
9430 FOR J=EL TO TLN: L$1Ji=isid+tiz MEXT 4

742G LE{LNi=""r GOTD 7350
3500 FOR J=LN 10 EL#l GTEP-1: LE(J+NL-11=L8(20s NEXT J

9515 FOR J=0 TO #i-1: LS(EL+JL8(LN+I): LE(LN+I)=""2 NEXT J
3920 DY$=RIGHTS (L (EL4HL-1) 4]

9530 IF CI$=CR$ THEN 9580
9540 IF CI$03 " THEN L8 (EL+HL-13=Lg (EL4NL-114" ©

9550 55511 LS=LS(EL#NLI: LL=LEN(LE)
3550 IF HIDELS,53,170" * AND 55¢=LL THEM 55=55+1: 50T 9580
¥570 1 LENILSIEL#ML-17)488 <=LWID THEN SASUB 8300: EOTO 9590
9550 LH=TLNMNL -1

¥5%54G RETURR

Error-handling routine.

19999 ° ERROR-HAMDLING ETH
Qﬁﬁ FRINTR, STRINGE (463,300
26010 E=ERR/Z+1: PRINTRG, "ERROR: CODE":E;
23059 PRIMT'; PREES ANY nE¥ H
20060 IF INKEYE="" THEW 20480
Z0R70 P=P-1: RESUME 200
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TRS-80® SWAT TABLE FOR:
MICROTEXT 1.2

SWAT

LINES CODE LENGTH
10- 710 BA 390
72 - 150 IA 183
180 - 440 T 404
g - 900 o4 401
920 - 1130 FH 264
1160 - 2600 NK 374
2800 - 3120 WL 343
3130 - 4020 1D 297
4040 - 4100 YN 308
4140 - 4999 06 209
3000 - 5083 6L 364
3070 - 5230 IH 202
3235 - T020 ND 29
7030 - 7130 H§ 394
7160 - 75390 i1 281
7500 - B8040 uL 314
8050 - 8140 SL 313
8150 - 8600 TA 237
B&10 - 9080 oe 349
5082 - 9140 1B 305
9165 - 9262 WS 445
9265 - 93860 SW 38b
7370 - 9480 0 282
9490 - 19999 DB 9
20000 - 20070 KL 114

NOTES:
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SWAT

by Jon R. Voskuil

SWAT (Strategic Weapon Against
Typos) is a debugging utility for any
TRS-80.

One of the major frustrations of typ-
ing computer programs from printed
listings is finding typographical errors.
The process is a time-consuming lesson
in the computerist’s version of Mur-
phy’s Law, ““There is always one more
bug.”

Enter SWAT to the rescue! Inspired
by a program with a similar aim that
appeared in Nibble magazine, we’ve
developed this program to help you
find differences between the program
listings in The Best of SoftSide and the
lines you type into your computer.

Following this explanatory article,
you will find SWAT Tables for each
program in this book. These tables
consist of columns of numbers and
alphabetic codes, and are the result of
running SWAT. The idea is that the
tables in the book ought to be identical
to the ones you generate on your com-
puter. If there are any differences, then
you know that the program in your
computer’s memory differs from the
published program, and the table can
tell you, within a few program lines,
where to find the error.

What SWAT does

Swat generates three columns of in-
formation. Each entry in the first col-
umn is a range of line numbers; each
entry in the second column is a two-
letter SWAT Code; and each entry in

TRS-80 version by Alan J. Zett

the third column is the length in bytes
(characters), of the specified program
lines.

Superfluous or omitted characters
will appear as differences in the third
column. Mistyped characters will ap-
pear as differences in the second
column.

How to use SWAT

First, type the listing of SWAT that
appears immediately after this article.
Cassette users, save SWAT on tape.
Disk users, save the program in the
ASCII format with the command
SAVE“SWAT"” A

Then, to use it on another program,
you must append it to the end of the
program to be checked. Here’s how.

Type the program you want to test,
then SAVE it on tape or disk. Disk
users, put a disk with the SWAT pro-
gram in the disk drive, and type
MERGE “SWAT*’. Tape users, after
you’ve typed and saved the program to
be tested, follow these steps:

A=PEEK (1463621 1256+754: A=A+653368 (A I2THT
) tPOKEA, PEEK (16548) s POKEA+1 ,PEEK (16549)
A=PEEK{16533)+PEEK (16634) $256-2: B=INT (R/
256) 1 A=A-B3236: POKE1 6548, Az POKE 14549, B:C
LEAR

CLOAD (the SWAT prograa)

A=PEEK{16362) 1256+2541A=A+4553681A32747
) tPOKE16348, PEEK (A) 1 POKE16349, PEEK (A+1) 2
ELEAR
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Once you have appended SWAT to
your program, type RUN 65000. You
will have the opportunity to choose
alternate ‘‘parameters’’ (more on them
later), and whether to send the output
to the screen or the printer. Once the
SWAT Table has been generated,
simply compare it to the published one.
If they are identical, you may begin us-
ing your program.

What if the Tables Don’t Match

First, examine the listed line
numbers in the first columns of the
SWAT Tables. If they don’t match, it
probably means that you have inserted,
omitted, or changed one line or more.
A gross error in the length of a line
may also cause this type of discre-
pancy. An inserted or omitted line will
affect all entries in the first column
from that point on. Search the lines in-
dicated by the earliest erroneous entry,
and correct mistyped lines. Then repeat
the SWAT procedure above.

If, after doing this, there are still
discrepancies in the second or third col-
umns, more detailed trouble-shooting
procedures will be necessary. A bad en-
try in column three will almost always
be accompanied by a bad entry in col-
umn two, although the reverse may not
be true.

If the length entry in column three is
OK, but the corresponding SWAT
code in column two is bad, the most
likely cause is a simple substitution of
one character for another somewhere
within the indicated lines. For exam-
ple, a variable name NO may have been
typed as NQO; a comma may have been
put in the place of a period; a number
like 32767 may have been mistyped as
32757; or perhaps a word in a PRINT
or REM statement may have been
misspelled. There are more com-
plicated possibilities, with the same
number of bytes added in one part of a
line as were omitted elsewhere in it.
Also, keep in mind that BASIC
keywords (PRINT, INPUT, FOR) oc-

cupy only one byte in memory. Thus,
although GOSUB loocks longer that
GOTO, typing one for the other would
change the SWAT code, but not the
length.

If the entry in the third column is
bad, it’s possible to get some clue
about the nature of the error by com-
paring the actual number to the
published one. A number that is too
large usually indicates extra characters,
while a number that is too small usual-
ly indicates an omission. Remember
that keywords may be deceptive in this
context. The only way to find the typ-
ing errors is simply to compare what
you typed line by line and character by
character with the printed listing.
SWAT narrows down the range you
must search to no more that 12 lines or
approximately 500 bytes of code. This
‘‘resolution’’ can easily be changed by
answering ‘““N’* when SWAT asks you
if you want to wuse standard
parameters. You then enter, at the next
prompt, the numbers following
“NU=""and ““B="", separated with a
comma. If there is no indication in the
published SWAT Table of modified
parameters, just accept the standard
ones.

Remember that SWATis very picky,
and ‘‘knows’’ nothing about how
BASIC works. It may therefore balk at
an insignificant difference in a REM,
DATA, or PRINT statement. The only
way to get correct SWAT Tables is to
type exactly what appears in the
printed listing.

Using SWAT to Check Itself
After typing SWAT and saving it on
tape or disk, add the following line:

65200 REM

|;¥§Then, change the value of LN in line
‘60000 to 65200. You may then RUN
the program, and it should generate the
table printed right after the listing of
SWAT.
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83 85 55 55 55 58 55 55 85 85 54

g5 55
55 TRS-80 BASIEC 55
55 "SHAT? 55

58 Author: Jon Voskuil 85
58 Translator: #lan 3. lett 85
38 Copyright (c) 1982 85
55 SoftSide Publications, Inc 85
58 55
55 5% 55 55 55 55 55 55 55 55 &8

43000 CLEARSTIEN=-45000NU=12: 82500

§5005 CLB:MP=0sPRINTNORMAL PARANETERS?':G0SURBSSIZ0:IFXE Y THE

NPRIMY"IMPUT 4 OF LINES, % OF BYTEG: *;:INPUTNU, BiMP=-{

65010 B=PEEK{1&5AB) +PEEK {15345 1208 M=0 PIsPEEK 116414} 1 P2=PEEK (S

84151 eCLS:PRINTIIIZ, STRINGS (65, 1835 1 PRINTS2E,® DO YU HANT A P

RINTOUTT {¥/N) ";:GOSUBGSIS0:ELE

bSDlS IFY3=%y “THEHﬁﬁlﬂT INPUTCFROGRAM TITLE: "3T4:POKE1S414,PEEK
168220 (FOKEL44 13, FEEK 4144231 s PRINTCRRS (150 PFINTIHB{IJ HTRE-80

SHQT TRELE FCR: ",TS FRINT

63018 iF P THEW FRINTTAR(1Z3:"(NODIFIED PARAMETERS: NU="MI", B="

BU}sPRINT

23020 AE=THRRRE - M i R PRINTTAR{I7I"LINES

SHAT COBE  LENBTH™:PRINTTARUSE -voemmmmmmmes oo

G503 LI=PEER C{A+2) +655368 (A+2)327071 ) +RPERK L (A+3) 45034 (A+3 2327
£711 456 Al =R b=t L=t IFL 1=LRTHENSS1 20
43040 FORI=LTONU: AA=G:A=PEEK L {4 +5533810AGI276T) IPEER L{A+ 1) 44030
SELATIIIZTATI ML
85050 L2=L:L=FEEK{ {A+2} 4555361 {A+2032747 14PEEK{ {A+3) +435301 (A4]
FIZTSTI RIS :
5060 FORJ=RA+IIDA-1:G=5+PEEN (4655250 1032787) ) INEXT

BIO70 [FL=LNORA-A1:BTHEN=KY
65080 KEXT
45090 D=INTE5/ 076} :5=5-048701 DI=I0TL5/26) s D2=5-01420:C4=CHRE DI+
631 tLHRE {D2445)
45100 FRINTTABALS) (USINGAT L1 La 8 A-A1 s LIPS Y THENN=M+ 11 IFN=
LATHENN=0: PRINT: PRINTD980 1 STRINBE{4], 143} 1 PRINTEO78, " PREES \Eﬁ
TER: TD LOHVIRUE "p: &EJH“QEAEQ..RIQTEB?é CH 1${31

5148 EBTDE‘QSO
A5120 PRINT:PORELSALE PLPORELS41G, P2IFRINTEND

£5135 X«-.A (Y6 IF{8="" THENGS1 JOELSERE TURN
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TRS-80° SWAT TABLE FOR:
SWAT

NOTES:

SWAT
LINES CODE LENGTH
85000 - p30O20  FL 547
45030 - 431900 1M 502
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® Become a fearless fighter on a Quest
through a labyrinthine dungeon!

® Become an admiral in the Battle of
Leyte!

® Spend a leisurely afternoon playing
Solitaire.

® Manage your information with Data
Base.

@ \Write letters with Microtext.

® Much, much more...Utilities...Games...
Adventures...

For over four years, SoftSide, ‘“Your BASIC
Software Magazine,” has been bringing
thousands of Apple®, Atari®, and TRS-

80® users the best in BASIC entertainment

software, as well as reviews and articles,
all designed to help you get more out of
your microcomputer.

Now, from SoftSide’s past...we've selected
the most useful...the most enter-
taining...the most fun-filled programs
we’ve ever published. The Best of SoftSide
offers you many hours of fun and pro-
grams of enduring value.
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