b S5Se
_Selections

FLYING, THE é‘, LN
K~HAWK |yERS

A product of SoftSide Publications, Inc.
10 Northern Blvd., Amherst, NH 03031



_Softdide_
e Selections

TRS-80" Is a trademark of the Tandy Corporation

Index

FRONT RUNNER: Broadway
by Robert Saturn
The roar of the crowd and the hum of the
silicon chip are irresistible attractions to the
excitingworld of thetheatre ........................ 2

DV BONUS PROGRAM: Bee Wary
by Leo Christopherson

In this arcade game without aliens, lasers
and bombs, you play a bee locked in mortal
combat with a spider — one of Nature's
timeless battles. Sometimes the bee wins, and
sometimes the spider has bee steak for dinner .... 1 5

Flylng the K-Hawk
by Al Ragsdale
Using only one K-byte of memory, this
, realistic light plane simulation lets you prac-
tice take-offs and landings, turns, rolls — even 1 6
BOIODAYNCS  wsns v T r s sl e e TR YT TR e

M Adventure Disk and Cassette Bonus
V sy SoftSide Adventure Series: Mad House

‘ o V X by Peter Kirsch
g You find yourself committed to an insane

3 asylum — by mistake. Guards patrol every en-
N\ trance, lunatics stagger down the halls, and 2
r \ § raving maniacs screaminthenight............... 4
General Information 30
and System Requirements ..................o.00.

This booklet prepared by the staff of SoftSide Publications, Inc.,
Entire contents copyright © 1983 by SoftSide Publications, Inc., 10
Northern Blvd., Northwood Executive Park, Amherst, NH 03031.

_J

SoftSide Selections #44

I



SoftSide Selections #44

e )
BROADWAY

by Robert Saturn

Broadway s a simulation for a TRS-80® Model | or Ill with 16K RAM
(32K with disk).

Broadway opens with a flashing marquee. To begin, the player (henceforth
called the producer) names the production company. This name appears on
the weekly report and on the closing notice at the end of the simulation. The
program will accept any string (no commas or double quotes) up to fifteen
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 you can raise the money. 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 using the names of
friends and relatives adds to the fun of the simulation. If you fail to finance
the show within eight tries, the simulation ends, but you can try again with a
new “‘track record.”’ In Broadway, should the producer acquire more than the
requisite $1,000,000 the method used to lose the excess is as true-to-life as any.

Pre-Production

With the financial backing in hand, you begin to put the show together. The
program asks the producer to 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 weekly salary is added to a running
total that is deducted from the production company’s funds each week. Each
choice also assigns a certain number of quality points to 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. An employee at ‘‘Level #1°° raises the quality
point total, a #2 employee leaves it unchanged, and a #3 employee reduces the
quality point total.




Next, the producer must choose a theatre. A larger theatre has a larger
potential gross (if you can fill it), but also incurs greater expenses. Rent is
higher, and the theatre’s more complex equipment requires a larger, more ex-
pensive crew.

Now the producer must make some decisions about sets, costumes, lighting,
and so on. Each of your four designers has submitted three designs in his
respective department. Each design differs in quality, and therefore in cost.
The one-time fees (for items purchased) and the weekly costs (for items rented)
are added to the applicable totals on opening night. The program compiles
quality points for technical appearance as you make each selection.

Rehearsals and Opening Night

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 calling for further
rehearsals (a random function). Each extra week of rehearsals costs the pro-
ducer one week’s payroll. Here’s where a high payroll and high technical ex-
penses, coupled with a few extra weeks of rehearsal, can put the producer out
of business. On opening night, you will get a report of the total weekly cost
figures. These figures, of course, are minimums. Salary changes and advertis-
ing will add to the weekly costs.

The procedure for generating reviews is as follows: Each of the five reviewers
has five reviews upon which to draw. They range from great to very poor.
Simon, of New York Magazine, always gives a bad review (a little humor for
those familiar with the New York theatre scene). To determine which of the
five reviews to use, the program doubles the quality points earned for person-
nel, adds the quality points earned for technical appearance, and multiplies the
total by a random number ranging from one to ten (this simulates the
reviewer's mood). The process repeats for each of the five reviewers. Thus five
different people can see the same show, yet write five different reviews, a fre-
quent occurrence on Broadway. As each review appears, the show earns box
office points. Better reviews earn more points. More points mean more ticket
sales. Advertising also affects box office points (one 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.

The Run

After seeing the reviews, the producer has the option of closing the show,
and returning what remains of the original $1,000,000 to the investors. Also,
you may exercise this option after getting the report each week. If the show re-
mains open, the producer must decide how much to spend on advertising each
week. You can spend any amount, from zero to all the available funds after
payroll expenses. 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 appears on the screen, and you can increase or
decrease it by any whole dollar amount. At this point, a random event may oc-
cur (usually every three or four weeks). Both good events and bad events are
possible — and all will affect the box office action in one way or another. The
two events dealing with pay raises increase your weekly payroll directly. The
blher events will increase or decrease your current total of box office points.

BROADWAY
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investors.

AS$, B$: Contains the word
““Broadway’’ surrounded by lights
(asterisks).

AD: Advertising budget for the
current week.

B: Used in delay loops.

C: Counter for week number.
CA: Cursor position in input
subroutine.

CP: Theatre capacity.

E$: Variable used when getting in-
put from the user.

FM: Amount of ‘“‘front money”’
left.

H: A number from one to three,
input from the user.

I: Determines investor’s reaction.
I(*): Relative values of the dif-
ferent workers or other expenses.
1$: Name of investor.

IT: The quality of the company.
1U: The quality of the set, lights,
sound, etc.

1V, IX: The overall quality of the
production.

J: Miscellaneous loops.

J$: Job or expense name.

P: Total weekly expenses.

PRS$: The name of the production
company.

PX: Total start-up expenses.

BROADWAY
‘ )

Then the weekly report appears. The program figures the number of tickets
sold for the week, using a formula based on 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.
After multiplying the number of tickets sold by the current ticket price, it
displays the gross and deducts the week’s expenses, yielding the net profit. Any
loss is deducted from previous profits. If the show has had no previous profits,
the loss is deducted from what remains of the original $1,000,000. If the front
money is exhausted, the producer is out of business. In addition, every thirteen
weeks, you must pay the investors a quarterly payment of 98 percent of the
current profits, before you buy advertising or attempt to cover losses.

You may close the show after any weekly report. When the producer closes
the show, the program posts the closing notice, pays the salaries for the final
two weeks (with the salary bonds posted before opening), and displays the
final totals, which show, among other things, the percentage of return to the

Good luck with your show — and break a leg!

TRS-80 Variables

Al: Amount raised from investors.

F(*): Initial amount of an expense.

4

PY: Temporary storage for a frac-
tion of P.

Q$: A double quotation mark.

R: Player’s ‘‘track record,”’ the
percentage of previous shows that
have succeeded.

R1: Critic’s rating of the produc-
tion.

RT: Investor’s percent return.

SD: Profit to be paid to investors.
SF: Total amount paid to in-
vestors.

SN: New ticket price.

SP: Current ticket price.

ST: Net profit or loss for the cur-
rent week.

TG: Current week’s gross.

TI: Used in timer loops.

TR: Adjustment to investor’s reac-
tions based on player’s track
record.

TS: Number of tickets sold this
week.

TX: Theatre’s percentage of the
gross.

W: Counter for weeks.

W(*): Weekly cost of a given
employee or expense.

WK: Number of weeks the produc-
tion has been playing.

X, Y: Used to draw a graphic
border around the closing notice.
ZA, ZB: Miscellaneous loops.
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and DV.

Jump to program start.
100 CLEARINIO

0779
.l

Subroutine to pause until producer hits Enter.
120 PRINT'PRESS ";3%:"ENTER":B8%;" TO CONTINUE“;: INPUTE$:RETURN

Subroutine to input a single character from the producer, con-
verting lower case input to upper case.

170 :i="“‘ rl.‘;;m-r:$

140 E4=LEFT$IES, 1!+ IFESY=CHRS (97) ANDES=CHRS (122) THENES=CHRS (ASC
(E$)-32!

150 RETUGN

Subroutine to input a value from one to three.
160 CA=PEEK{1E4145)+PEEK 16417142841 5360

§70 PRINTS s INPUTES:H=INT (VAL IES))
180 IFHI10RK

Marquee.
197 CLS:PRINTCHRS {23}

 PRINT2128,8%
20 FORIB=1TQL00:
230 PRINT2128,5%
243 FORZB=1TO100:HEXTIR

0 DEFINTA-1:DEFSNGR,F,I,T,7,S:RANDON: G$=ChRe (34):17=1:1U=115P=

FEONS S IR IR IR IR SR A IR O O I &

290 Be=ES+" 1"+CHRE(LZ)+" BROADWAY “+CHR$ (L3} +ES-"
it

TI0 B=T "+EE+ "+CHRE((TM4™) BREOADKAY 17+CHR$ (13}
Bl S

S0 DIMFIZ) (3D, 113

320 1FPEEK(293)=73THENPOKEL

370 GOSUBLRC:BISUB200:FCRIA=ITOSO0NEXTIA

BROADWAY
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BROADWAY

Input the name for the production company and display a brief
InUoducﬂon

[rPE="§ehidgee, 8

; f ‘ ATION, YOU WILL GET E CH

ANCES"1FRINT'TC RAIS ﬁ T"*aL aF & 1,000,000 TC FINANCE VOUR 3HD
W."

400 PRINT'YOUR TRACK REZIRD OM PREVIDUS SHOWS IS";R:CER$(24);"%.
THIS WILL":PRINT*DETERINE HOM EASY IT IS FIR YOU TO RAISE MONE
v, tabl=0i0=t

Raise capital from investors.

410 FRINTPRINT®INVESTOR #";C

$="": INPLTOMHD WILL YOU ASK (TYPE THE NAME)";I$:CLG:IFIs=""
THENT$="INVESTOR"

420 1=RND(2S) S TR:IFICITHENT=1ELSEIF] 24 THENI=24

440 PRINTIS;:ONIGOSUBASD, 460, 460, 460,470,470, 430,480, 480, 457,450
, 300, 30C, 500, 510, 510,520, 820,323, 53¢ ..uy.a4t.f4ﬂ EEL‘PD:LQb...,D
TOS60

45C PRINT" GAID, "38%:"17n SORRY, BUT "NO.’ ";@%:I=0:FETURN

A4 FRINTY THINKS YOUTRE CREDY,"™:FRINT® BUT WILL INCE :RETURN
4 9 FF NT" CAN'T REALLY AFFORD MUCH BUT,":FRIKT® WANTS T HELP W

tRETURN

.'T" NESDC & T4 WRITE-OFF AND KILL INVESTT:RETURN

, WHD IS STILL WORKING ON THAT FIRST":PRINT™ MILLICN,
IHv_:TI";.HETUnN

Sf) PRINT", WHO TNVESTS TN ANYTHIKS, THIRKS":RRINT® YOU HAVE 2 o

INNER &ND INVESTE: RETURN

qqn PRINT" LOVES TO THROW MONEY SHAY,":PRINT™ AND INVESTS™iiRETU

Ty

&25 PRINT™, WHD HA3 NO TASTE, HAS FAITH IN YDL":PRINT" AND YOUR
GHOW AND INVESTS';:RETURN

0 PRINT" W40 HAS TURNEL [OWN EYERY OTHER":PRINT" PRCDUCER ON B
GOADYAY SAYS ":O%;°YES";T4;" AMD INVESTS":RETURN

540 PRINT®, & NOTED PATRON OF THE ARTS, IMVESTS":RETURN

530 PRI N*' §HO 15 FABULDUSLY WEALTHY, INVESTS":RETURN

S50 PRINT:FRINT®S0 FAR YOU HAVE RaIaED " YSINGRY; AT

570 IFATJFMTHENPRINT:FRINTTTHAT 5% USINGPS;AI-FM; :PRINT® EXTRA!"
16070420

SBO IFAI=FMTHENPRINT:PRINTTTHAT'S JUST ENOUGH!'":G0TOEZ0

590 C=C+!

50OC TFC=9THENFORZA={TOIS00: NEYTIA: GOSUBEI0: PRINT:PRINTEORRY, YO
i COULDN'T RAISE THE*:PRINT“DNEY,";3iGOSUBZ(0:PRINTOSTL, "THAT'S
SHOW BIZV/VUP:PRINT:PRINTWANT TD TRY AGAIN";:50SUB130:IFES="Y"T
HENZBOELSEEND

{




N

10 PRINY"YOU STILL KEED *;USINGP$;FM-AT:EQTO0410
3;0 FORB=1TD1300:HEXTB: [=0
630 GOSEBITC

STERL THE EX

4 u'HE&.i Il 0300: PRIHTL:!h:Fi.il:AI=RI+!1

87 RETURN

Determine how much to spend to hire a company.

&30 FORB=1TO1500:NEXTE:CLS

700 FRINT'NOW THAT YOU HAVE RAISED THE KONEY, YOU MUST DECIDE HO

WO:PRINTTO SPEND IT. FOR EACH OF THE MRJOR EXPENSES FRESENTED 7

L Yod,"

710 PRINTTDECIDE ON HOW MUTH YOU WILL SFEND INITIALLY AND WEE¥LY
. DURING":PRINT"THE FIRST FIVE vEEES (WHILE YOU ARE REHERRSING)

Tqr;E d 1 \ o

NOT®:

0 MAKE ”URE TERT YOUR EXPENCES DD !
DELAVED®

¢ YOU'LL HAVE NITHDNG L FT FOR

FRINT'E

(PRINT"OF N5 4 LBSS FOR A WEEK IR Ted
. AND®
7I0 FRINTYTHE FACT THAT A FULL HOUSE EVERY NIGHT WILL ONLY ERDSS

BETHEEN®
749 PRINT"$150,000 AND s223,000. YOUR OBJECT, OF COURGE, 15705
HOH";"RINT"A PROFIT EACH WEEK. REMENBER, QUT OF YOUR ®;E$; "FRONT
MONEY"; 58" YDL“ PrINTYMUET FAY ALL OF YOUR PRE-OPENING E{PENSE
(E.B T3, "rPRINT"COSTUMES, ETC.Y"
;Jﬂ BIZ0+CLE:FRINT"FIRST YOI MUST HIRE A COMPARY,":FRI
WEEKLY PAYROLL EXPEN3ES GRE ASSUMED:":PRINT:PRINT"S 5
TRACT STABEHANDS":PRINT®$ 3,000 FOR WARDROBE DERT.®
0 FRIl 5,050 FOR CONTRACT MUSICIAKS":PRINT"S 750 FOF P3ES
QE.:."rRINT $ 5,000 FOR M.”‘"E|Z= STAFF":PRINT"$ 2,500 FOR 5
TAGE MANREZMENT":PRINTT $" FOR NON-STARRING ACTORS :FRIAT"--
-----'.PRINT'$37,?E, iP=

T°FIR A § JOB YOU WILL
TN’"TN bE REL, THE MOFE YCu SPIND. THZ H d oER
! 30N ¥ UU WIL_ FIRE AND THE BETIE P T LTS .”F“
£ YDU SFEND, ThE KIGFER ‘b R WEEK

TEINK IT'S IMPORTANT. *:FRINT

8 .r!l),ﬁ(A!.:lzf,ﬁ(EJ,F!",ﬂlE

) T:FRINT:PRINTTAB(3

n

3 JiF 1IN TABZE) ;M J1NE
17

830 FRINT:PRINTTRHICH *3J$:" RILL YOU HIRZ (1, 2, OR 3)"3:503UEt
54

240

PH=P(+F (H) 1P=P-RiH!

BROADWAY
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BROADWAY
T

EIFITI20CTHENIT=
EI1FITY ‘|">-EN‘T 75E1 jETT:‘;

| zn

PRI rr. 3 Tl:‘r}r f‘:,_.
‘L{EILF" PRINT'OE THRIE

AND THERE IN C£O5T.°

UME 8§ TIC ‘HIIE DF $1a .i‘" THIS TIME. ":PRINT:PRIN

3{7}:"CAFAC SIBLE KEEELY GROES";TAD
F

RN .i::il) +3312800

MIE10001NEXTS




"eTAR{TL S 000" PRINT TRAVEL SYF
118120 T, DORTEPRINT T HRAVEL LA

f‘

]

h‘,“ —————————— " PFIWThS Z 8} +8
500
Rehearsals.
1080 CLS:PRINT"YDU ARE NOW READY TC BEGIN THE FIVE ¥EEK REHEAR3Z
L PESICD. YOUR®:PRINT"PAYRDLL EXPENSES WILL BE DEDUCTELD AFTER E&

LH REZK OF°
1090 F‘F'E"i"'“HEﬂ“"P-LS AFTER THE L&5T WEEK, THE OTHER PRE-DPZNIN
E '-'hJ 5 PRH "WILL ‘?E DE“UE ED ":PRI ‘ﬂ' BC ”B!E‘D

L L - ¢

1110 FRINT:PRINT"EYPENSES THIS WEEK - "3:PRINTUSIHGRS:P

{120 FM=FM-P:PRINT: IFFMCOTHEN22SD

{130 PRINTULEFT FROM FRONT HONMEY"::PRINTUSINGP$;FM:B05UB200:NEXT
4

{140 Fi=FH-Fi: IFFM: QTHEN2Z30

maining capital.
1150 CLS:PRINTNOW THAT REHEARSALS AR OVER AND YOUR PRE-OFENING
£ "EXPENSES ARE PAID, YCU HAVE",

115G PRINTUSINGPS; FM; i PRINT® LEFT IN AN":PRINT"EMERGENCY AZCCUNT
ll FDINT E =

1!“‘":

TERYATHENFRINTYTHE DIRECTOR WANTS ANOTHER WEE
RSALS BEFORE CRENING'SLSEGOTEI23)

1199 rp CN-p: [;cmmgmcw

1200 FAINT:PRINT'VOU NOW HAVE";

{210 PRINTUSINGF$;FM;:PRINT" LEFT IN EMERSENCY RESERVE.

20 FRINT:G0SUBI2¢:60TCLILT0
Opening night. Generate reviews.

£230 FORJ=1TO4:TLE:PRINTCHR$(23):PRINTZAE,"T T 7 G":PRINT432,"
OFENING":PRINTIS40,"N 1 B H T“.F?HB—:TDEUC,NEHE.:LE.FQEB—
{72100 REXTE: “EY?J:F'=F+F"

1240 PRIKT'WELL, HERE W GIJ. LET'S HAVE A DRINK BEFOAE THE REVIE
WS COME INVY

1250 PRINT:PRINT"OH BY THE WAY, YOUR REBULAR WESEKLY EYPENIES ([N
C‘LUD

L EYPENSES THAT BEGIN TONIGHT) AND

1270 FRINT"THE THEATRE RENTAL ARE:"
{280 P=P+FR

297 PRINTUSINGPS;P;:PRINT® PLUS";TX#1003CHRS(24) ;"% OF THE GROS

1300 PRINT:GOSUELZ0
L 13:0 CLS:PRINTTHERE COMES THE PRESS AEENT WITH THE REVIEWS:"

BROADWAY

More rehearsals needed? When finished, display amount of re-

_J
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BROADWAY

10

K, T0 THIG.”":RETURN

1520 BOSUB2290:PRINT"S

50, 1560, 1570165

"*GHOULD NOT 3 OWED ANY CLOSER TO NEW YORK™:CHRS(

SMERRTOR Y TER
1o ONRIGDSURIISG, L3

17

, 107
-": ONR1BOSUE' 470, 1430, 1490

PRINT"“NICE. BROUSHT BACK MEWORIES OF“:CHR$(223);°-THE BLAC




{260 PRIKT™'@ HODT'":RETURN

(70 PRINTY'IF VDU HURRY YCU CAN BET TICKSTS FIR LATE';CHR:(ZIM

PUHELT ¥ EJF '":RETURN

{280 & RINTESIMOk - NEW YORK MAG -';:ONR1BOSUBISOC, L&G0
20, 16201 50TC1640

1 HATED IT°":RETURK

" TEFRIBLE GHOW' *:RETURN

IT°S TRE PITS’":RETURK

“*THE A0RST THIS YER/R®":RETURN

1630 PRINT®'T COULDN'T STAND IT°":RETURM

10 BISUBZIZO

Open the show to the public.

CLS:PRINTTHE SHOW IS 3JPEHED.":PRINTAFTER EXCH WEEK YOU WI

A5 70 HOW"

JLD £ND HOW MUCH MONZY WAS TAKEN IH
_5 HJP ?‘JDi YOU WANT TD S END IN AD

"

Increment week number. Every few weeks decrease the
popularlty of the production

BROADWAY
SoftSide Selections #44
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BROADWAY
250
N e | S 0%2;5475
[, s
o

mh23L=56781139 4 LSE 789«

1870 PRINT"T.V. REPORTS ON HIGH CRINE IN":PRINT*THE BRDADWAY ARS
A":Po=P9-1;RETURNK
1880 FRINT®CITY REPQATS CONVENTION":PRINT®BJSINESS URP":F9=F9+1:F
ETURN
1890 FRINT"S00D #0RD OF MCUTH ON THE S404":P9=P9-1:RETURN
1900 FTIN*'BQD 4ORD OF MCUTH ON THEZ SHIW®:P9=P9-1:RETUAN
§910 FORB=1T0Z000:NEXTB
Present weekly report.

CLE:FEINTPR$: " FRODUCTICNS";TAB{31); "WEEKLY REFORT™:PRINT'H
0 W EE o _RFDF:.NANCEE“:DRE‘é‘T:PR!NT'THEéTEE CapaCITY

'“‘ W"\iT““"l'iEH J‘- S": PER EEK TM"’# JUSINGP$;SPICP18: PE=P
9: IFPB{OTHENPS=D

930 TS= 1P3: /505 1CPIG: IFTSILPIBTHENTS=CP 18

FRINT: c'~'~‘H!”‘T”"f'ET’ S]LD T‘-il: h:Ek o ’QH"”‘I‘ INT (TS}

JE:NEPi o
] LGS:“V\.LJFDP.?‘!T

‘qE“ EL‘F*Tfi !*
{990 PRINT;57=T5-F
*PROFIT;

100 SRINT® THIS WEEK:";TAB(35):USINGF$;A85(5T)

Sh=3D0+57

- FSD: OTHENFN¥=FH+5D:3D=0

ORINTUNET PROFIT TO BE PAID 7O INVESTORS:";TRB(3Z);USINGPE;

I T’E!FENSEC T‘ TS kFFr
TINTENET "5 IFSTCOTHENPRINT

104) PRINTPLEFT FROM FRONT MONEY:":TAB{3D);USINGP#;FY
) IFFM{OTHEN2230

2050 GOSURZZZY

2470 GOTOL690

Data for the different positions within the company.

2080 DATA*LIRECTGR®, 15009,500,7500,250,2500,100,10,1,.25
7090 DATA"MALE STAR",0,20000,0,10000,9,2500,10,1,.5
2100 DATA'FEMALE STRR®,0, 16000,0,B000,0,2000,7,1,.75

2110 DATA"SET DESIGHKER", "" )0, 300,5000,200,1300,530,3,1, .82

gdip Lyt




(’7 2120 DATATCOSTUME DESIGNER", 10000,307,5000,200, 150),50,2,1,.9
2130 DATA"LIGHTING DESIGNER",BC00,30C,4000,200,1006,50,1.5,1,.8
2140 DATA"SOUND DESIGNER",4000,2 000, 100,750,25,2,1,.78

2130 DATA"CHCRECSRAPHER", 10000,300,6000,15C,2000,73,3,1,.7

150 DATACONPOSER®, 20000,800, 10000,400,3000,120,8,1,.7
DATA"LYRICIST", 15000, 600,7300,300,3000,150,7,1,.8

180 DATA"BOOK QUTHOR",13000,60¢,7500,300,3000,150,7,1,.8

2190 DATA"ARRANGER",B00C,500,5000, 400, 1500, 100,4,1,.83

2200 DATA"SETS", 15000¢,200,75000,100,50000,75,2,1,.75

E210 DATA"LIGHTS",3000,750,1500,500,1000,200,2,1,.79

2220 DATA"COSTUMES", 100000, 2000,50000, 1000, 15000,250,2,1,.78
2230 DATA"SOUND",300C, 1030, 1500,500,1000,200,2,1,.73

2240 DATE"PROPS™, 40000, 1000, 20000,306,5200,150,1.75,1,.5
Message displayed when producer overspends the budget.
2230 CL5:PRINT2192,"YOU HAVE SPENT MORE MONEY THAN YOU HAVE.":PR
INT:PRINT"THE STATE ATTORNEY GENERAL'S OFFICE WILL CONTACT YU B
Y THE":PRINT

22&7% PRINT"FIRST OF THE MONTH. THEY ASK THAT BEFORS THEN YOU T4¥
E THE TIRE":PRINT:PRINT®TO SEE “;B%;°"THE FROLUCERS";D$;* WITH IE
RO MOSTEL 70 SEE WHERE YU WENT':PEINT:PRINTWRONS."

2270 PRINT:PRINT:PRINT"IS SHOW-BIZ STILL IN YOUR ELOCD®;:GOSUBIZ
0:IFE$="Y"THENRUN

2230 CLS:END

Subroutine to compute a critic's rating for the production.
229¢ R=RND(10):RI=ReIV:RI=INT(R1/9)}

2300 IFRICITHENRI=1ELSEIFRI>STHENR:=S

2310 29=29+R{:FORTI=1TOB00: NEXTTI: RETURN

= e

[s=]
[T

A py B3 Ry b

2320 PRINT:FRINT"DO YOU WANT TO CLOSE THE SHOK®;:GOSUB130

2330 IFE$="Y"THEN2420ELSERETURN

Subroutine to input the new advertising budget.

2240 FRINT:INPUT"HOW MUCH DO YOU WANT TO SPENT ON ADVERTISING TH

IS WEEK (DD MOT USE DOLLAR SIEN OR COMMAS) ":AD:IFAD(OTHENZIAOEL

SERETUFN

Subroutine to change ticket price.

2350 PRINT'THE CURRENT TICKET PRICE I57;USINGP4;SF:PRINT"D] YOU

HANT TC CHANGE THE TICKET FRICE";:GOSUSIZ0

2360 TFE$="N"THENRETURN

2370 INPUT'TOD WHAT PRICE";SN

2380 IFEM=SPTHEMPRINT"THAT'S THE CURRENT TICKET PRICE":50T02350

2390 P9=P9-(SN-GF}12

2409 SP=SN:RETURN

Distribute profits to investors.

2210 5E=5D1,9:8D=5D-SE: SF=SF+5E: PRINT:PRINT*O0Y OF FROFITS DISTR

TBUTED TC":PRINT"INVESTORS":FORB=1TO1Z00:NEXTB:RETURN

Post closing notice.

2820 CLG:FORX=0T0127:8ET(X,00:8ET (X, 47) :NEXTX

k\__ 2830 FORY=0TD47:3ETI0,Y)sSET(127,Y) sNEXTY
BROADWAY

Subroutine to check if the producer wishes to close the show.

~
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BROADWAY
( ) PRINT28&,PR3;" PRODUCTIONG INL.™; 1
)} PRINT?124 ] E I NE NOTICEY,
PRINTISZ4," BITH EREAT REGRET THAT WE T THI3 NOT!

NCLOSE "W HEZKS FAOM TINIGHT. ABAIN THANY YOU.';
‘9."c NCZRELY YOURS,":

FR$:* PRODUCTIONG':

. 5.c. YOUR FINAL TOTALG T2 FOLLOM'

2570 FORTI=1TO7000:NEXTT

Display final totals.
7540 CLS:PRINTTFINAL TCT&LS:":FRINT:PRINTYOUR SH

CEFT WA HAS BEEN GIVEN BAZK T

ITURN IS TU Eak-

mmmm::..n. il

TARLE For TRs:80° BROADWAY

‘“”“”}ll
SWAT SWAT
LINES CODE LENGTH LINES CODE LENGTH
LI 271 JE
B! 48 3
HU 391 gy
PR 5390 iy
1L £32 o
o 550 e
i} 503 1]
54é 3

Bl
rn &
[ ]
—

1L 3 GR
o ce

a5 557 T2
5F 364 v
By 497 Fp




by Leo Christopherson

Bee Wary is a whimsical, arcade-style game for a TRS-80® Model | or lll
with 32K RAM. It is included as the bonus program on the Issue 44 DV.

Surprise! Bee Wary has no aliens, no lasers and no bombs! Instead, this fan-
ciful, animated game features a bee and a spider. The spider tries to leap up
and snatch the bee, which defends itself with its deadly stinger. You play the
part of the bee in this natural battle to the death.

You fly about the screen, pressing the four arrow keys to control your
movements. Your objective is to sting the spider and win the game. You can
fly at three heights above the spider. The spider can’t reach you when you fly
at the highest level, but all that hovering will eventually tire you, and you’ll
drop into the spider’s waiting jaws. You can sting the spider only by hovering
at the middle level and pressing the space bar. The spider has only two spots
vulnerable to your sting; and, through the course of the game, you must
attempt to locate these spots. It’s pretty tough to penetrate and actual-
ly sting the spider, so, to keep from becoming supper, be wary!
In Bee Wary, sound effects accompany the lively animation, so
be sure to connect the AUX connector to an amplifier.

J
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FLYING 2 |
T]HI]E ]KQ}HIP\\W)K by Al Ragsdale

K-Hawk is a fast, simple and realistic simulation of flying a light
airplane. It requires less than 1K RAM and runs in Level Il or Disk
BASIC on the TRS-80® Model 1 or Il

When K-Hawk is running, you'll see a simple representation of the plane’s
position. As you move the plane in space, a graphic indication of its
movements appears on a scope display. At the bottom, information from the
instruments constantly updates you on airspeed, altitude and so on:

SPD Airspeed in knots (nautical miles per hour)

PWR Percentage of engine thrust

HDG Compass heading, presented both as a digital
readout and as compass directions: north, east,
south, west

BRG Compass direction from the aircraft to the
beginning of the runway

ALT Altitude above the ground in feet

ROC Altitude rate or rate of climb in feet per second

The horizon indicator, which corresponds to the pilot’s forward view, con-
sists of three pixels representing the horizon, and a fourth pixel pointing up.
An asterisk represents the airport (corresponding to a downward view from
the aircraft) when you are far away. For takeoff and landing, you will see a
forward view of the runway.

K-Hawk is controlled by the arrow keys and the numeric keys. The UP and
DOWN arrow keys pitch the nose up and down, and the LEFT and RIGHT ar-
row keys bank or roll the wings left and right. The ** <"’ and ‘“ > keys corre-
spond to rudders, and are used to make small heading changes. The numeric
keys change the engine thrust to 11% times the number. Nine gives maximum
thrust (99%) and zero gives no thrust. The program can be modified easily to
fly with a joystick as well.

Pitch and roll (attitude) are shown on the horizon indicator relative to an
aircraft symbol. Notice that the horizon moves opposite the aircraft. This
sometimes causes problems for experienced pilots! Banking to the left causes
the left pixel to rise, and the right pixel to fall. To get back to wings-level,
always roll foward the up pointer, or roll bug.

Pitch is affected by power and bank angle. If you reduce power the nose

drops. If you continue to hold the nose up with reduced power, eventually the
kangle of attack (the angle at which the airstream strikes the wing) becomes too )




(high for the air to flow smoothly around the wing. This results in a stall, and
the nose falls abruptly. To recover, add power (hit “*9’") and pull up slowly.
Stalling near the ground is extremely dangerous, since some altitude is always
lost in recovery.

You can stop the program at any point by hitting ‘“SHIFT"’ and “@"’
simultaneously. Hitting any key will continue the program.

Takeoff

K-Hawk starts with the aircraft at the beginning of the runway, pointed
north, with the engine idling (notice that the runway points north and never
ends). To begin the takeoff, throttle up to maximum (hit **9**). If your system
is equipped for sound, you will hear a change in the engine sound. The PWR
indication will go to *“99”” and your SPD will start to increase. When the SPD
reaches 60, pitch UP. The K-Hawk will rotate upward (the horizon moves
downward) and lift off from the runway. You can see the liftoff in the forward
view, and watch the instruments as the altitude increases.

The best speed for climbing out is about 80 knots, although at a
steeper angle, you will climb as slowly as 70 knots. Adjust pitch to
maintain the desired climb speed. Generally pitching up slows you
down (just like a car climbing a hill).

Level Off

As you approach the desired altitude you should pitch DOWN, so the
wings are level with the horizon. The speed will start to increase, and
the rate of climb (ROC) will decrease. When ROC is zero, you are flying
at a constant altitude. However, like a real airplane, maintaining a
constant altitude in the K-Hawk is virtually impossible. Instead, you
will find yourself constantly drifting up or down slowly. The best idea
is to stay within 100 feet of a given altitude by making a small correc-
tion only when you are more than 50 feet off. Both pitch and power are
important in maintaining altitude. At high speeds you may be pitched
slightly downward to maintain level flight. At low speeds you may
have to pitch up several degrees to maintain altitude.

Turns

Similar to a car, an airplane turns more quickly at slower speeds, so less
bank is required. In the K-Hawk the bank changes by twelve degrees for each
pass through the program when a turn command is present. The rate of turn
can be seen in the HDG change. For most turns, about 24° of bank is best.
During the landing approach, 12° banks give better control. If you continue to
increase your bank angle, the aircraft begins to lose altitude, because the wings
no longer are lifting the aircraft. You can compensate for this effect by pitch-
ing upward as you bank. Both pitch and roll commands can be made
simultaneously.

In many flight procedures, turning to a desired HDG (heading) is necessary.
To do this, remember that ‘‘Right Increases, Left Decreases’’ your heading.
Your instructor will get *‘RILED”’ if you don’t remember! As you approach
the desired heading, start to roll back to level by ‘‘stepping on the roll bug.”
With practice you can learn to stop within a few degrees of any desired
heading.

For finer heading control (which is necessary for landing), use K-Hawk’s
rudders. Pressing the ** >’ key (right rudder) increases your heading by 2°.

Pressing ‘‘ < ** decreases it by 2°. (For the pilots in the audience — the rudders
Qre not necessary when turning by banking the wings. The equations assume a J

K-HAWK
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K-HAWK
ﬂ:oordinated turn. But you do have to pitch to maintain altitude).

If you read the horizon backwards, a turn indicator is provided in the center
of the HDG display. A dot means your wings are level, and your heading is
constant. A ‘‘>'’ means you are turning to the right, your heading is increas-
ing, and the compass is moving in that direction. A ‘‘ <’ means you are turn-
ing to the left and your heading is decreasing.

Navigation

The Bearing (BRG) is the compass direction from the K-Hawk to the begin-
ning of the runway. If you get lost, turn so the HDG is approximately the same
as the BRG and fly until you can see the airport. Compass directions (HDG
and BRG) are given in degrees, where zero or 360 is north, 90 is east, 180 is
south, and 270 is west. The K-Hawk has both a compass and a numerical
readout of heading. The runway runs northward, which makes flying landing
patterns along exact compass directions easy.

In Figure 2 the K-Hawk is flying northeast (HDG = 45) with the airport off
the right wingtip. This corresponds to a BRG of 135 degrees or southeast
(Figure 3). The asterisk shows the beginning of the runway at the right of the
aircraft. If you turn to a heading of 135 instantly, the asterisk will move to the
top of the screen, indicating the K-Hawk is flying straight toward the airport.
The airport symbol is scaled at about one mile per inch, so if the K-Hawk flies
too far away from the airport the asterisk will disappear, and the only means
of finding it again is to follow the BRG indicator.

Landing

Once you are near the airport you should level off at about 800 feet and slow
down to about 80 knots, which takes about 66% power (hit ‘‘6'"). Fly directly
over the airport at 800 feet, and turn west. Fly west for about one mile, and
then turn south. You are now on the Downwind Leg. Continue at 800 feet and
80 knots until the airport is at least a mile behind you. Then reduce power to
33% and slow to 70 knots. Turn left (toward the runway) to a heading of east,
and descend at about — 5 fps ROC. This is the Base Leg. When the runway is
approximately off your wingtop turn left to north. This is the Final Approach.
The airport symbol should be at the top of the screen and the BRG should be
close to north. You should maintain 70 knots SPD and about — 5 fps ROC un-
til the runway symbol appears. If it does not, level off at 300 feet and hold that
altitude while turning so HDG is equal to BRG.

When the runway is in sight use the rudders to turn so the runway centerline
is directly under the aircraft wheels. You may have to ‘‘kick the rudders’’ to
keep lined up as you approach the runway. At about 50 feet altitude begin the
Landing Flare by reducing the power to zero and slowly pulling the nose up so
the nose is at least level but the ROC is still negative. The K-Hawk will settle to
the runway. Although K-Hawk doesn’t have a crash check, you should touch
down on the runway with wings level, the nose off the ground, and with a de-
scent rate (ROC) less than ten.

If you want to do a Touch-and-Go simply throttle up (hit “‘9’") and repeat
the normal takeoff procedure. If you want to stop — the K-Hawk doesn’t have
brakes! After all, you can only do so much in 1K of memory, but you can stop
and RUN the program again.

Aerobatics

The K-Hawk is designed to simulate a typical light airplane realistically. I
Crew on my experience as a pilot to approximate the performance of my

_J




(favorite aircraft — the Grumman American Cheetah — in this simulation. By\
changing the values of the constants, you could simulate any aircraft from the
Wright Flyer to the X-15. The Cheetah is not designed for aerobatics — it
lacks sufficient power to do a loop, and would stall if you attempted it. The
K-Hawk will do the same.

However, the K-Hawk can do complete rolls and fly inverted. If any
Cheetah pilots are out there — don’t try it! The Cheetah’s engine will stop if
you fly upside down, and the wing is not designed for inverted flight. Besides
that, if you stall in the middle of a roll, you’ll spin!

But for those brave (?) souls who are not content with realistic aircraft
limits, here’s how to do rolls in the K-Hawk. Begin by climbing to about 2000
feet with the nose high and full power. Reduce power to about 50% as you in-
itiate rolling left and pitching down simultaneously. Keep pushing left and
down until the “‘roll bug”’ is at the bottom of the display. You are now upside
down.

To fly inverted, stop the roll here, go to full power, and continue to pitch
down (which is up now) until the ROC goes positive. You can climb or dive
from this position — but remember that up and down are reversed. To com-
plete a roll, continue rolling left, but begin to pitch up when the bank is about
90°. Stop when the wings are level. If you execute the maneuver properly,
you’ll finish without losing more than 200 feet of altitude. But that takes a lot
of practice and several crashes.

Deadstick Landings

Another exercise for the advanced student is to fly the landing approach
with PWR off, starting from at least 2000 feet high near the airport. You must
keep the nose down to maintain a glide speed of at least 60 knots, and then do
the landing flare at the last possible moment.

K-Hawk Controls

T Increases A by 1 deg =
f_} Decreases A by 1 deg N
Increases R by 12 deg AN
<= Decreases R by 12 deg :
> Increases C by 2 deg (SHIFT not required) |
< Decreases C by 2 deg (SHIFT not required)
0-9 Power Setting (11% times Number)
* (1) I FRoll Bug
J Horizon Indicator
* (M K Aircraft Symbol
M Al
-t ) N Rumay SyooL
" "(J) S Airspeed
(J) F Power (% of Max)
C Oompass Heading
(N} eoezans B Bearing
H Altitude
SPD (S) M I-IF‘}G ; (g) ALT (H) U Rate of Climb
BWR  (F) BRG  (B) RC () > Means a Right Turn

k FIGURE 1. K-HAWK CRT DISPLAY (During a Climbing Right Turn)

K-HAWK J
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K-HAWK

(

NORTH
HDG,

BRG
N

FIGURE 2. HEADING & BEARING

(Figures 2 and 3 are referred to in the

““Navigation’’ section.)

(FORWARD VIEW)
(Right Rudder is needed)

FIGURE 5. RUNWAY SYMBOL
K-HAWK PILOT~ S
CONTROLS

- - -
T —t.-
- - -
t = up 4 = DOWN

RIGHT RUDDER

FORWARD

|
-.+.—- * - + RIGHT
(DOWNWARD VI EW)
Corresponds to Figure 2
Airport is Off Right Wingtip
FIGURE 3. AIRPORT SYMBOL

+ FINAL

= 1]

BASE !
¢
S

FIGURE 6. LANDING PATTERN

CHECKLIST

L] -
-t —t.-
- L ]
— = RIGHT <+« = LEFT
LEFT RUDDER 0 to 9 = THROITLE (*11%)




4 PILOT’S MANUAL ‘

TAKEOFF

FULL POWER (HIT 9) AND PITCH UP WHEN SPEED = 60 KTS
BEST RATE OF CLIMB SPEED = 80

BEST ANGLE OF CLIMB SPEED = 70

STALL SPEED = 50 (WINGS LEVEL)

LEVEL OFF
ADJUST POWER AND ANGLE OF ATTACK (UP/DOWN) TO MAIN-
TAIN ROC = 0

TURNS

ROLL RATE IS 12° PER ITERATION — STANDARD TURN RATE IS 12°
RIGHT INCREASES, LEFT DECREASES HEADING (“R 1L D”)

STEP ON THE ROLL BUG TO LEVEL WINGS

RUDDER GIVES 2° HEADING CHANGE

NAVIGATION

NORTH = 360 OR 0 EAST = 90 SOUTH = 180 WEST = 270
LOST PROCEDURE — TURN SO HDG = BRG UNTIL YOU SEE THE
AIRPORT

LANDING

LEVEL OFF AT 800 FT ALTITUDE AND 80 KNOTS (POWER = 66%)
FLY DIRECTLY OVER AIRPORT AND TURN WEST

FLY WEST FOR ABOUT 1 MILE (1 INCH ON THE SCREEN = 1 MILE)
® DOWNWIND LEG

TURN SOUTH UNTIL AT LEAST ONE MILE SOUTH OF AIRPORT
SET POWER = 33% AND SLOW TO 70 KNOTS

® BASE

TURN LEFT TO HEADING OF EAST — DESCEND AT ABOUT -5 FPS
o FINAL APPROACH

WHEN BRG IS ALMOST NORTH TURN TO NORTH

MAINTAIN AT LEAST 300 FT ALTITUDE UNTIL RUNWAY IS IN
SIGHT

IF LOST TURN SO HEADING = BEARING

MAKE GENTLE TURNS UNTIL WHEELS ARE OVER RUNWAY
CENTERLINE

USE RUDDERS TO MAINTAIN ALIGNMENT (KEEP WHEELS OVER
CENTERLINE)

MAINTAIN SPEED GREATER THAN 60 KTS AND SINK RATE LESS
THAN 10 FPS

e FLARE

AT 50 FT ALTITUDE — REDUCE POWER TO ZERO AND PITCH UP
SLOWLY

® GO AROUND
kSET POWER = 99% AND PITCH UP

K-HAWK J
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K-HAWK
(

K-Hawk Variables List

A: Angle of attack, in degrees. N: Runway symbol location.
B: Bearing to airport, degrees. O: 180 (Constant).
C: Compass heading, degrees. O1: 12 (Constant).
C$: Compass symbol. P: Not used.
D: Airport location forward of air- Q: Dynamic pressure, 1b/ft2.
craft. R: Roll angle, degrees.
E: Airport location right of air- S: Indicated airspeed, knots.
craft. T: Sound effects timer.
F: Engine thrust, percent of max- T$: Turn indicator symbol.
imum. U: Altitude rate, fps.
G: Not used. V: True airspeed, fps.
H: Altitude, feet. W: Runway alignment parameter.
I: Horizon indicator pixel loca- X: Airplane north coordinate, feet.
tions. Y: Airplane east coordinate, feet.
J: Horizon indicator pixel loca- Z: Degrees per radian constant.
tions. Z1: Scale factor and smoothing
K: Keyboard command code and factor.
miscellaneous counter. ZC: Cosine of roll angle.
L: Index for horizon indicator pix- ZG: Sine of flight path angle.
els. ZS: Sine of roll angle.
M: Airport symbol location. ZX: Cosine of heading angle.
ZY: Sine of heading angle.

55 S5 553 55 55 55 55 55 55 55 58

3 55 @m STt

55 TRS-80 BASIC 33 RN ik N

58 "-HENK 58 Ih || ]

55 Author: Al Ragedale G5 N R ﬁ‘

55 Copyright © 1983 55 y '

55 So#tSide Publications, Inc 85 If you don’t wish to type this program, it

8¢ 85 Is avallable on Issue #44 SottSide CV

55 55 55 55 S5 85 §5 55 55 §§ 55 and DV.

The following line sets up the constants. Notice that all
variables except those beginning with X, Y, and Z are integers
— This speeds up the program execution considerably

1 CLS;DEFINTA-HW:DIMI{3),J03):2=57.3:11=,6:0=180:01=12:C%=" K. . N,
JE..5..W..N,.E.":ONERRORGOTAZ

The RESUME NEXT statement avoids having to check to deter-
mine if an attempt is made to set a pixel off the screen.

2 RESUMENEXT
Line 50 generates the engine sound and stall warning sounds,

then erases and redraws the runway symbol or airport symbol.
The switch occurs at 448 feet if you are pointed at the runway.

S0 FORK=1TOT:0UT253,1:0UT255,C:NEXT:PRINTAN, ® "; :PRINTaN, CHRS (19
933t LETH=Y/64+15637Y: IFABS (W) (2BANDHC44BLETN=348+641INT { (H+53) /64
L J-WIPRINTEN, ", .. 1., "jELBEM=35 +648 INT(D/3072) -E/ 10281 PRINTON, "1

Ly
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The following lines decode the arrow keys and change roll
angle and/or angle of attack If commanded. If the angle of at-
tack exceeds 12 degrees, It is set to zero to simulate a stall.
100 K=PEEK (14400} /8 IFKTR=R+C L1k =l
119 IFK=2A=4-1EL5EIF{=14=t

Line 120 forces the wings to become level on the ground and
reverses the left/right directions when inverted.

120 [FH=0R=DELSEIFARS(R) JOLETR=R-ZH0IGEN (R}

LSEIFK3F=R-DlsK=K-4

=1

Line 130 calculates the sine and cosine of the roll and sets

the stall warning at 12 degrees angle of attack.

_ (RITViTF8=0LETT=T

ASCII codas are used by line 140 to detect rudder commands

or to change the throttle (power) setting.

140 K=RSCUINKEY ) s TEK=420=0-2EI SEI7K=440=0+2ELBEIFK 4T IFK{EET=k-
F=I1itT

Llne 150 draws the roll bug, horizon, and the aircraft symbol

150

R SIRt S . Pl
Line 200 calculates the aarodynamlc lift parameters, altitude,
and altitude rate as well as checking for a touchdown, and

lowering the nose below 50 knots by setting the angle of at-
tack to zero.

12434 DITCE{A+4)/I2B-1) Vs i=VE TG Hale

Line 210 calculates the aerodynamlc drag and velocity, turn
rate, and heading in modulo 360.

n.
(Sl
5]

a

Line 220 integrates the position vector, location of the airport
relative to the airplane, and the bearing to the beginning of
the runway. It also sets up the turn indicator to show level,
left, or right.

7720 73

14TV E=T 1Y

Llne 300 draws the |nstrurnent panel

© PRINT#830, "gep

For TRS-80® K-HAWK

TABLE

SWAT
LINES CODE LENGTH
1 - 15 Tl 594
200 - I HE 815
K-HAWK

~
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Issue 44 Adventure:
Mad House

Unjustly committed to
an insane asylum, you
must wend your way
past guards and the real
inmates, with their vivid
delusions. Escape will
be no problem for you —
or will it?

SoftSide Adventure Series =SV =DV

What would you say to a program that asks, ‘““What do you want to do?”’
Well, you might say, “GET APPLE” or “KILL SPIDER”, because that’s
how the SoftSide Adventure Series works.

Each issue, the latest Adventure takes you to another world of fantasy,
puzzles and thrills. Your first task is often simple survival — and even that
basic feat can be daunting until you figure out the right way to do it. You’ll
have to be ingenious and persevering, and your rewards will be great.

To “‘win”’ a fantasy/adventure game, you must solve the author’s devious
puzzles, and overcome the obstacles that confront you — whether they be
dragons, desperadoes — or grade-point averages. Death, should it come, is
transitory — just re-run the program to live again!

24



Experienced adventurers make detailed maps of each world as an aid to ef-
fecting a solution, but you can omit this exercise if your memory is excep-

Adventure.

The three hints listed for each class will tell you the specific activities that you
must accomplish there to get an *“A’’ in the course. Don’t use the last few hints

unless you are totally stumped.

A couple general hints:

ORHGVM XZIVUFOOB GL BLFI
VOWYVIH.

BLF XZM YVORVEV ZOO GSV
TIZUURGR BLF IVZW.

Trouble with a locked door: BLF
XZM FHV VRGSVI Z PVB LI Z
SZNNVI GL LKVM GSV OLXP-
PVW WLLI.

History Class:

1. IVXRGV KIVZNYOV.

2. WIZD NZK.

3. DIRGV GVINKZKVI (DRGS
KZKVI ZMW LI KVMXRO).
Typing class:

1. OVZIM PVBYLIW.

2. GBKV KZKVI (DRGS KZKVI).
3. GBKV OVGGVI (DRGSKZKVI).
English class:

1. IVXRGV NZXYVGS — BLF
NFHG SVEV URIHG.

2. IVZW VCLWFH — BLF NFHG
SZEV RG URIHG.

3. DIRGV HGLIB DRGS KZKVI
ZMW KVM.

Algebra class:

1. HLDEV VJFZGRLMH.

2. UZXGLI GIRMLNRZOH.

3. OVZIM WYURMRGRLMH.
Geometry class:

1. OVZIM GSVLIVN.

2. NZPV KILLU DRGS KZKVI
ZMW KVM LI KVMXRO.

3. OVZIM WVURMRGRLMH.
Computer lab:

1. WIXD UOLDXSZIG.

2. OLZW Z KILTIZN UILN BLFI
XZHHVGGV.

3. HZEV Z KILTIZN LM BLFI
XZHHVGGYV.

SoftSide Selections #44
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*
tional. Express your wishes with one- or two-word commands, like “LOOK"", P4
“DROP SCALPEL”, or ““GET FROG”’. Use *‘I’ to get an inventory of your
possessions. The introduction to each Adventure explains this more fully.

To start up the Adventure, just run the program called “INTRO",
“INTRO/BAS”’, or “INTRO.BAS” on your disk, or select the Adventure
from the DV menu. On cassette, the INTRO program is the one just before the

The Adventure runs in any TRS-80 with at least 16K RAM (32K disk).

Here are the encrypted hints for High School, the Adventure in Issue 43.

The first three hints are of a general nature, and you should use them first.

Gym class:

1. KOZB ELOOVBYZOO
2. KOZB YZHPVGYZOO
3. KOZB YZWNRMGLM
French class:

1. OVZIM ELXZYFOZIB
2. IVXRGV WRZOLTFV
3. WL SLNVDLIP DRGS KZKVI
ZMW KVM LI KVMXRO.
Band class:

1. XLFMG GRNYV.

2. KOZB BLFI UOFGV.
3. IVZW BLFI NFHRX.
Biology lab:

1. WRHHVXG UILT.

2. WRHHVXG DLIN.
3. WL BLFI SLNVDLIP DRGS
KZKVI ZMW KVM LI KVYMXRO.

Use these hints only if you are
desperate:

FHV GSV XLNNZMW ORHG
EVIYH GL HVV ZOO GSV
KLHHRYOV EVIYH GSV ZWEV-
MGFIV FMWVIHGZMWH.

To graduate: KZHH HRC
XOZHHVH; KZB BLFI ORYIZIB
URMYV; KZB BLFI TIZWFZGRLM
UvVv; DVZI BLFI XZK ZMW
TLDM; TL GL GSV
ZFWRGLIRFN.

How to use your money:
YFB KZKVI DRGS XLRMH
XSVXP LI NLMVB.

KZB URMYV DRGS XLRMH
XSVXP L1 NLMVB.

KZB UVV DRGS XSVXP LI
NLMVB LMOB.

25
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® Use And Enjoy These Programs Right
Away!

® Avoid Worry About Typos!

® Get Additional Programs to Enjoy
Without Typing.

Order this Issue’s Programs on Disk or Cassette! E

Send the coupon below to:

SoftSide Publications, Inc. E ®
10 Northern Blvd. e /
T

Nor th WDOd EXCCUUVE Park

Ambherst, NH 03031

__YOES_IaQ Selections

ORDER THIS ISSUE'S MEDIA

S5

Having difficulty finding the time to input the programs eledlon_f
from this issue of SoftSide Selections’ Don't despair — the
cassette and disk versions are still available' And. each DV

(disk version) contains an additicnal program

[] #44 DV $16.00 [ #44 CV $8.00

Disk Only: [J Apple®  [J IBM® PC

Disk or Cassette: [] Atari® [ TRS-80%® Mod. | [] TRS-80® Mod. 111
Name

Address

City/State Zip

O Check or Money Order
[0 MasterCard [ VISA
Name of Cardholder

MC# or Interbank#/VISA#
Exp. Date Signature

Prices subject to change without notice Apple®, IBM®, Atari® and TRS-80% are registered trademarks of The Apple Computer
Company, International Business, Machines, Inc., Warner Communications, and The Tandy Corporation respectively
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Like SoftSide? Wait ’til you’ve seen our BEST!

The Best
of SoftSide!

For the past four years, SoftSide Magazine has been bringing Apple®, Atari®, and
TRS-80® owners the best in BASIC software. But now you can do even better...The
Best of SoftSide. From all our back issues, we've selected the most useful...the most
entertaining...the most fun programs SoftSide has ever published.

The Best of SoftSide is available in three versions...one for Apple, Atari, and
TRS-80. Each contains page after page of BASIC code for adventures, simulations,
practical applications, and much more.

To order your copy of The Best of SoftSide, fill out the coupon, and mail it
along with $14.95 to SoftSide, 10 Northern Blvd., Northwood Executive park,
Ambherst, New Hampshire 03031.

The Best of SoftSide

[J YES...I want to enjoy the best programs — Games, Utilities,
Adventures — from SoftSide Magazine's past Please rush my
copies of The Best of SoftSide to

Name
Address
City State Zip
Here’'s my order For The Best of SoftSide
Quantity Quantity Quantity
Book Only | Disk Only Book plus Disk| | .
Computer $14.95 ea. $35.00 ea. $40.95 ea. I'm paying by:
[ Check #
Apple® [J Money Order #
> O VISA
A O MasterCard
TRS-80® Mod | Total Enclosed $
TRS-80® Mod 111 (Foreign order please include $5 postage PAY
IN USA FUNDS ONLY.)
TOTAL COPIES @$14.95 @$35.00 @349.95
VISA/MasterCard # Exp. Date

Name of Cardholder.

Signature
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General Information =/

These are the standard procedures for the programs published in
SoftSide Selections. Sometimes, a particular program does not lend
itself to these procedures. Always read the specific instructions ac-
companying a program. They will instruct you if there are any
variances from the following procedures. Also, back issues of Soft-

Side may differ in some details. )




||||\|||m“|n.
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B SWat
i TARLE

At the conclusion of each program listing in SoftSide Selections,
we include a SWAT (Strategic Weapon Against Typos) Table. SWAT
for the TRS-80 appeared in SoftSide Issue #30. If you missed Issue
#30, we’ll send you a free reprint of SWAT. Send a self-addressed,
stamped envelope to: SoftSide Publications, Inc.

Department SWAT

10 Northern Blvd.
Northwood Executive Park
Amherst, NH 03031

Please be sure to tell us that you have a TRS-80 computer.

Magnetic Media

Disks are available in Model | or Model 11l format. They contain the
DOSPLUS operating system. A cover program runs automatically
when you boot the disk. Back issues earlier than May 1981 are
available only in Model | format. If you have a two-drive Model 1ll, you
can convert such disks with the CONVERT utility.

Tapes CLOAD in the normal manner on Model I's, and at low speed
(500 baud) on Model llI's. The first program is a cover/menu program;
side two of the tape is a duplicate of side one.

SoftSide Selections disks and tapes are duplicated on reliable, pro-
fessional equipment. Bad copies are exceedingly rare. Nevertheless,
the trip through the mail occasionally results in damage to the sen-
sitive magnetic media. If, after a reasonable number of attempts on
well-adjusted, clean equipment, you are unable to load a program,
return it to us along with an exact explanation of your problem. We
will send you a replacement copy.

SoftSide Selections media are not copy protected. We urge you to
make an archival backup copy of your disk or tape as soon as you
receive it, as our replacement policy is valid only for 30 days. Please
resist the urge to give away copies of copyrighted material.

Line Listings

The line listings in this booklet are in standard 64-column format,
and they appear exactly as they should on your screen when you type
LIST.

System Requirements

The necessary memory and other equipment you need to run a pro-
gram are listed in the introductory paragraph of the article for each
program. (Also see the SoftSide Adventure Series elsewhere in this

kbooklet.)
S
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al  Softdide
Selections

Here's SoftSide Selections, the handy,
pull out booklet with program listings for
your TRS-80 Model | or Ill computer. This
issue, SoftSide Selections for the TRS-80
features:
® Broadway — “There's a broken heart
for every light on Broadway.” Here’s your
chance to produce and direct a Broadway
play. Can you get financing? Will it be a
hit, or will the critics pan it? Time to get
investors!

® K-Hawk — You will be amazed when
you see this complete, real-time flight
simulator written in less than 1K of
BASIC.

® TRS-80 DV Bonus Program: Bee Wary

Leo Christopherson’s magic returns,
this time with an entertaining, animated,
arcade-style game.

® The SoftSide Adventure Series —
Issue 44 Adventure: Mad House

Unjustly committed to an insane
asylum, you must wend your way past the
guards and the colorful inhabitants, who
include most of the major figures of
history — or so they say...

SOFTSIDE PUBLICATIONS, INC.
Amherst, New Hampshire
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