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Radio fhaek
Games Pack I

For Level-I TRS-80" Systems Nz On 3
With 4K RAM or More = Cassettes

*  Space Taxi Random Tic-'l‘ac—Toe

You're the pilot of a challenging t T 4
rocket craft. Your ‘an old gar -
task: Fly over a
mountain, but stay
under a radiation

~~shield, and land
safélv'iﬂ-sﬂ
- spaceport.

enge for space |
pilots of all ages!

Hammurabi
Your chance to rule
a nation! Start with
a given amount of
assets and manage
your “kingdom” by
planting the right

s = 1 Do

: This fascinating
game allows you

to "draw” graphic
designs on TRS-80's
video monitor, store

ol

L |
|
B
R

amount of grain, bl them and recall
buying and selling 7 them, if desired.
“acres” of land. Your 3-- = - Useful and
success depends on _entertaining!

careful planning!

Checkers y
Here's another updated Star Pilot

version of an old ¢
favorite! Test your =
checker-plavl-ng |

Pilot a fighter plane
and shoot down
enemy aircraft

skill in @ match _ before they take
with your TRS- 80% evasive action. This

computer. g fast-paced game
a‘a Exciting fun allows you to fire at
for everyone! i a constantly moving
il target. Hours of
entertainment!

Cat. No. 26-1805



General Instructions

All the programs in this package are written in BASIC. That means
you can load each of them simply by typing CLOAD  [SNEO

1

3]

N

. Set up the Computer, Video Display and Cassette Recorder as
described in the User’s Manual for LEVEL 1.

. Pick out the cassette for the game you want to play —
instructions for each game are contained later in this manual.

. Insert the cassette into your recorder. Be sure the tape is set to
start at the beginning. Put the recorder in the Play mode, and set
the volume to between 7 and 9.

. Now type:

CLOAD [D\EuyE

The tape will begin to load, and asterisks will flash in the upper
left of the Display. When the program has been loaded,
READY

>_

will be displayed below the last line you typed in. If the message:
WHAT?

>_

is displayed instead, start over and try a slightly different volume
setting.

. After loading the program, type

RUN jOnENMNS

Now the game will start,

Note: If for some reason you want to interrupt the game and start
over, simply press the BREAK key and type RUN [ONEEIR
again.

© Copyright 1978 by Radio Shack, A Division of Tandy Corporation



Star-Pilot

This game places you in control of an inter-planetary fightercraft.
You are to destroy enemy space ships as they come in range of
your on-board rockets. The number of enemy space ships and
available rockets depends on your experience and confidence as a
Star-Pilot (plus a slight “*chance™ factor™).

CLOAD the program and RUN it. You will be asked two
questions:
HOW MANY YEARS HAVE YOU BEEN A STAR PILOT?
and
HOW MANY SHIPS CAN YOU DESTROY?

Type in the number of years and the number of ships. You will then
be told how many rockets you have, and the screen will instantly
be transformed into your target-tracking window.

There are two kinds of enemy space ships. One looks like this:
<-*-> and the other looks like this: !-*-!

Wait till an enemy ship is centered in your window over the plus
() sign. Then press the CLEAR key to fire a rocket.

If you destroy all enemy ships, you will be congratulated. Perhaps
on your next mission you can try to destroy even more!

If you run out of rockets, the game 1s over. Ask for less enemy
space ships next time!

The Computer will always ask if you wish to play again. Type YES
or NO and press  [DNaB3




Hamurabi

You are the exalted ruler of an ancient kingdom. Your objective is
to build your kingdom from its present population of 100
poverty-stricken peasants into a wealthy, thriving metropolis.

Agriculture is the only industry, and as a wise ruler, you will decide
how many acres to buy and sell at current rates (paying with
bushels of wheat). Of the acres you own. you must decide how
many to plant. Last year's harvest must also be distributed. Some
must go to food for your subjects, some must go to seed for this
year’s planting. and some may be saved for future years.

There are several obstacles you will encounter. The major one is
your own ignorance. Since you just inherited the throne, you don’t
know how much food each peasant will need to keep from starving.
You have no idea how many acres each peasant can plant or even
how much wheat it takes to plant an acre.

The Secretary of Commerce would not have the audacity to tell
you about your mistakes: he will, however, tell you when your
instructions are impossible to execute. You will have to learn by
trial and error (or by looking at the program listing) what is best for
the kingdom.

To resign from your position, sell all your land.



Space Taxi

This game challenges your skill as the pilot of a space taxi on a
distant planet. Your mission is to maneuver your craft safely over
treacherous and unpredictable terrain to a landing port in the next
valley. You and your passengers are protected from high radiation
by a dome. If you go beyond this dome you will die instantly of
radiation poisoning.

You are given 70 units of oxygen and 80 units of fuel. You must
take off from the surface by typing in a positive fuel burn for
vertical thrust and an optional fuel burn for horizontal thrust. Each
maneuver uses 5 seconds’ worth of oxygen: you must land with
enough oxygen remaining to allow the landing port to be
pressurized.

Direction and altitude are controlled by burning thrust-jets in
vertical and horizontal directions.

Type in a positive vertical burn to move the craft up or slow your
descent. Type in a negative burn to move down or slow your
ascent. The acceleration due to gravity for each 5-second burn
period is approximately —2 units. Negative velocities mean you are
moving down.

Heorizontal movement is controlled by entering positive or negative
burns for horizontal thrust. Positive burns move the craft to the
right and negative burns move the craft to the left .

You must land in the landing port with a vertical velocity of 0 to —2
and a horizontal velocity of 0. Hitting any object outside the
landing port will cause you to crash. If you run out of fuel before
you have landed safely, you will free-fall and crash.
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Random Tic-Tac-Toe

Random Tic-Tac-Toe is an exciting and challenging variation of the
old school-yard pastime, with the same objective of the regular
game, but requiring the logic and foresight of chess.

The squares of the Tic-Tac-Toe board are randomly numbered 1
through 9, and the player and the computer take turns moving. On
the first turn, it 1s exactly like the regular game, but on the second
turn all pieces shift to the next sequential number.

That is, if the Computer opened the game by placing an O in
square 5 and you responded by putting an X in square 2, then the
board would be re-drawn with an O in square 6 and an X in
square 3. Continuing with this example, let’s say the Computer
next plays to square 8 and you put your mark in square 9, then the
redrawn board will have O’s in squares 7 and 9 and the X's will be
in squares 4 and 1 (after 9 the sequence returns to 1). The first to
get three in a row wins.

When your turn comes during play, type the number of the desired
square and press gopgEMN  When the game is over, press
IO  to play again.

Sample Game:

3 5 3 5 7 3 5 7 3 5 7 3 5
X, O, X, | X | 0O, X,
2 6 2 6 4 2 6 4 2 6 4 2 6
X (=} X X, X, | X,
8 [ 8 9 ! 8 9 | 8 9 [ 8
X2 x2 DZ x 3 x3 DI DZ DZ 03
MOVE ONE MOVE TWO MOVE THREE MOVE FOUR MOVE FIVE

TIE GAME



Draw

This is not just a game —it’s a means to let your artistic fancy run
wild! The Draw cassette contains three programs:

DRAW I Instructions for DRAW Il and DRAW 111

DRAW Il A program that lets you create pictures and designs
on the Video Display: and then lets you save them
on a blank cassette tape.

DRAW 111 A program that loads your previously created

designs and pictures from tape and displays them on
the screen.

The instructions are contained in the DRAW I program: instead of

repeating them here, we’ll just offer a few hints on using the

programs:

1. Here's an easy-to-remember diagram showing how to indicate
the direction you want to “*draw™ in:

—:.

2. In addition to the numbers 1-8, you can type in the numbers 0
and 9. Typing in the number 0 takes the current direction and
extends the line (or resets it) by ten units. This saves you from
having to type the direction number ten times when you want to
continue in the same direction.

Typing the number 9 changes the draw mode: from set to re-set,
or vice-versa. In the re-set mode, the draw position will move in
the desired direction, ““erasing’’ all points in its path. The mode
does not revert back to *‘set’” automatically; you must type 0
again to change the mode.

3. Be careful not to draw outside the frame of the picture.

4. After you have drawn the picture, and you want to save it on
tape, be sure to insert the blank cassette and place the recorder
in the Record mode — before pressing the key to
start the cassette-save process.




Checkers

This is a completely electronic version of checkers — the board and
pieces are created and moved on the screen. and the Computer is
your never-tiring opponent.

CLOAD and RUN the program. The Computer will draw the
board, and position the playing pieces.

Note: After the board is drawn. you may find that the
square-numbers and other messages become faint and hard to read.
If this happens, adjust the Brightness Control on your Video
Display until the messages and numbers are easy to read. When the
game 1s over, you can set the Brightness back to normal.

First the Computer will ask if you want to make the first move.
Type YES or NO and press  [8Ng#3)

Board and Pieces

The game 1s played on the 32 dark, numbered squares. The solid
pieces at the bottom of the ““board™™ are yours, and they move up.
from higher to lower-numbered squares.

The striped pieces are the Computer’s: they move down from
lower to higher numbered squares.

YOURS

COMPUTER'S

When a piece is kinged, it becomes twice as ““tall”” and then can
move in either direction, up or down the board.

Your move

The computer will ask you FROM? in the solid square in the upper
right of the board. Type in the numbel of the square you want to
move away from, and press J

Then the Computer will ask you TO?. Type in the number of the
square you wish to move to. If your move involves jumping one of



the Computer’s pieces, be sure to type in the number of the square
you intend to land on.

Illegal moves:
@ trying to move the Computer’s piece
e specifying an invalid square number
e trying to mlove to an occupied square
® {rying to jump your own piece, or an empty square
e trying to move backward before you are kinged.

Double Jumps should be executed one jump at a time. Type in
FROM? square number and TO? square number so as to complete
the first jump. The Computer will see that you have another jump,
and will again ask, FROM? and TO?. Now type in the second part of
the double-jump.

Multiple (more than two) jumps are handled the same way: if a
piece you have just jumped with has another jump to make, you'll
always have the opportunity to make such a jump.

The Computer’s Move

The Computer will take from 10 to 15 seconds to figure and
complete its move. Then it will be your turn again.

To Jump or Not to Jump . ..

Formal international checkers play requires that if a jump is
available, the player must take it. TRS-80 checkers is not so strict
— you always have the choice whether or not to take a possible
jump.



Listings for Programs

Star-Pilot

[\

1E1] G

1143

=

G150

2 bt

G151

1515

a15ze

81525

@15za

B1535

G154

azdoe

G2626

L ale]

BR736

@x?Is

GOS Yaea GOS aoei

GO e

F oA d8 1" P A S4 1

F R &LE "] "

F A Zza " "

FoRoZ44001 i

PR 4120 I

FoR 4em0"] I -+ -1 I

PR SE "I - I

FRSE T e 1

FR GBS Y ~ = - = = - - u

T - ) (U T
GOs. daad

F oA e, "] 1"
PRI ",

PR 274" 1%

F oA 345, "1 I

FOAoaLE "

F A 468, "] . I -+ -1 "

PR Sda "

[ I v &

FRESE"T = = - — - - "
FRFS" -~ = = o - - "

F R 7B, Mmoo e e

S = = P &

GOS. 4686

FOA 79 "1 P ALLLE "I P AUA4E. . Y P ARLTE Y
F A 267, "1 1"
F R ZF4. " 1 1 u
PR35 1";
F oA 442" w;

P A 458, "1 1 1 -4 - I I
F. A S48, " -~ %

F A 584" o
F R &8, (RS 1 ",

[ B T S 1;
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a4iEas

G410

a4166

G4150

4 et

G456

a45aE

a511@

Be112

#6145

ac22a

a636a

FoA7EE" — = = = = = = = e = "

PR B47, "o m oo

G e

IFF <F, 0)=0G 5666
F AT RS
IFHCEN=M+ G 5900
K=RND(d3-1 L=RNGO2)~1
IFHsZ1K=-K
IF6L=-L

HeHE Y=l W=t
FAT" "
T=EA¥Y+H-

FOROT RS
FI=LTORA+E4E N I

G 52066

fax)

FR TR F J=45T078 ~1
FoAH AdeT+Zo4 o I-F 0, et N

CLE % «F,
IFT=477005 e
IFC=00G 2000

P=F-1 [FF=0G 2564
L[

RET

CLS I=445 F J=1TO3 P A L. "k [=T+464 N ]

Bg="% *" F A 350, B¥ F A E0E EF
Ef="4 #" PR ZE5.B$: P R EE3, B3,
F 1=1T08

AT =(RNDLZ =204 CE4+RND IS -2
IFRCT =086 118

N1

A7 I=RADCED 5 RUEI=RNDCR -5

F I=1T08

F. K=11T0O18&

PR ACKD, "*";

F A AKY-G8, "

N K

F J=1T08

C=J+ia



@ex2e

Be345

G6350

asgan

6842

avaag

a7160

ari1a

avize

aviva

7150

ay1ae

arzea

arzea

GrIeg

agrze
Bease
GRE4E
HEESE

@6

Ga51E

ACCI=ACCI+ACTY
NJINI
S=6-1
FoB 906, "YOU HAVE": R-1; "ROCKETS LEFT "
F A S64, "THERE ARE": S "ALIEN SHIPS LEFT "
E. I=1TO460E+E N I
W=8 Y=RNDCLG s - H=RNDCSS S - T=ndsVHH-3 Af=" -3
AdLL0=415 RC1Z0=416 ACLZD =447 RC14 =479 AL S0=481
ACLEI=G43 H(L7I=544 - LR =545
IFSA2=INTL(SA23R%=" 1-0-t"
E=1+INT(SA0)0 D=3 CLS P=164 (=44 5 CF. (0
RET
CLSF "IN THIS SIMULATION, YOU WILL BE TRYING TO CESTROY
F "R FLEET OF ENEMY SFRCE SHIFS BEFORE RUNNING OUT OF"
P *ROCKETS  WHEN A SHIF IS EXACTLY IN THE CEMTER OF THE"
F "TARGET. FIRE AT IT BY FRESSING THE “CLERR™ KEY "
Fomep “THE NUMBERS OF SHIPZ AND ROCKETS DEFEND UFON®

FoUSOUR EXFERIENCE A5 A FIGHTER FILOT AND YOUR CONFIDENCE®

FOYIN YOUR OWN BEILITIES  EMEMY SHIFS BECOME BETTER AT

FUTAKING EVASIYE ACTION AS THE STMULATION PROGRESSES ¢
Fomt TN "HOM MANY YERRS HAYE Y00 BEEN A FIGHTER FILOT": R
R=INTCHESOR D) - IFRDIOR=36
IN "HOW MANY SHIFS CAN YOU DESTROY". S
IF&<as=8
IFEXMTS=47
S=INTESHRNDCSY -3
R=EINT S (24E5 CR+1@

FoUOU ARE TO DESTROY™: S "ALIEN SHIFS ¢
FOUYOU HAYE™: R "ROCKETS AVAILABLE GOOl LUK
F.I=iTOSR+Z66 T=pH0CL s N1
RET
CLE P "YOU HAYE DESTROYED THE LAZT EHEMY SHIP'
FOCONGRATULATIONS Y
W=1 H=2
IH "D0 YO WANT TORUN ANOTHER SIMULATION®. P
IFRNG. 16w

FoUOE COME BACE ANY TIME

CLS F "WOLRE OUT OF ROCEETS ANCe THERE ARE S710L " 2

F."SHIFS LEFT  YOU NEED MORE PRACTICE " G 2015

11
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Hamurabi

altdoie]

(5152

@a100

00118

@129

aal1ze

@e14¢

00159

26300

agz1

=

60328

8032a

6az4e

0R46@

410810

1626

al1aze

21835

@104

21643

91048

a1e5a

81060

21160

21124

a11ze

01156

a11ve

@1266

B30

@121a

REM COPYRIGHT BY CREATIYE COMFUTING 1972

REM

FEM

REM

REH

FEM

REM

REM

REM

REM

REM

REM

REM

*

*

#

&

*

WHAT THE INSTRUCTIONS DON‘T TELL YOU (ON PURPOSE) *

IS THAT. *

4 YO BUY OR SELL LAND AT ITS CURRENT =+

YALUE RS LISTED *

2 EACH PERSON NEEDS 26 BUSHELS FOR FOOD %

X ERCH PERSON CAN PLANT A MAXIMUM OF *

18 RCRES *

4 EACH ACRE COSTS S BUSHELS TO PLANT.  *

# THESE ARE THINGS YOU SHOULD DISCOVER FOR YOURSELF *

*

*

*

AS YOU PLAY HAMURABI.  NOW AREN’T YOU ASHAMED FOR *

REHDING THIS?!Y *

CLS.P. F (P "HAMURARRI -

P. "WHERE YOU GOVERN THE ANCIENT KIHGDOM OF SUMERIA

P "THE ORJECT I5 TO KEEP THE KIHGDOM GROWING

F P "CIF YOU WANT TO QUIT, SELL ALL YOUR LAND"

PP 0P .1 "PRESS ENTER T0O BEGIN YOUR REIGN";R$

A=100 B=0.C=0:D=2000 E=266.F=2 G=2000 H=1620:J=1 L=1

CLS:P=@.P "HAMURABI. 1 BEG TO REPORT THAT IN YERR";L;"."

IFC=1T. 1635

P C; "PEQOFLE STARYED, AND": .G. 18464

P * 1 PERSON STRRVED. HND';

IFB=1THEN1048

P B; "PEOPLE CAME TO THE CITY. ":G. 1850

F " 1 PERSON CAME TO THE CITY ®

IFI>@T. 1106

A=R-INT(A/2) :P. " THE PLAGUE KILLED HALF THE PEQPLE. *

P." THE FOPULATION IS NOW';@: v "

P " WE HARYESTED": G; "BUSHELS AT";F; "BUSHELS FER ACRE. "

P " RATS DESTROYED": E; "BUSHELS, LEAYING";D; "BUSHELS IN STORAGE. "

P THE CITY QWNS";H: "ACRES OF LAND. "

K=16+RND{(6) :F " LAND I5 WORTH":K: "BUSHELS FER ACRE "

P ATS1E, "HAMURABI "

P RTS?E, "5 Q=576

1

BUY HOW MANY ACRES": I:I=INTC(RBS(I)) . IFI=8T 1580
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FATS?E. " & YOU RRE BUYING": 1 “ACRES

ALST0 O=64G B OATH

[Bh R0

AR

IFTSHT 1570

[FI=HT 2393

GUS 200G 5 1540

F=1 F HTeda " YO RRE SELLINGY. 1: "ACRES
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QEEEE F Z=gaT0izr 2 o2 U NS
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geEse 5 [T
R4 P=RNDOSY ONRG S8 TR, S0
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GEEed I=T+1 M=1 W=0006 163

BEETE T=1+1 T=I1+41 s=@ v=0 5 18
aancy [FY=10 48

FEESE J=J41 ¥=1 ==8
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wAlie IFI=12VRET

@111 G 36
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agize F OZ=1+1T02% 5 (2. 00 N 2 KsRHDOLL+4

GELIR J=31-1=30 GOS 146G 236

gaddeg S L

AE1SE R=RNDCEDY ONRG 106, 126 1

e

Galee IFX=1G 136

Ba1ve I=I+1 x=1-Y=@ G 210

06180 I=I+1 J=J-1 X=@:Y=6"G 216
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@@216 IF J=KRET
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@v221 G. 146

60238 K=32:60S

1
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BBz4a IFYI=8F A 739 "VERT SPEED =";RBS(Y)
Be341 IFV>8F A 739 "WERT SPEED =":@-V
@az4z PR G@x; "FUEL =":F RET

auzhe PR 8325 "HORIZ. -17+ THRUST": (1. ¥
BE3SS IFABSCXIFGUS. 1866 G 35a

“Ezel PR 896 "WERT.  +0%— THRUST™: 1 %
AAZEL K=INTCRY Y=IHT (YD

@a3eS IFABSCY I FGOS 10666 368

HEIE? TFRESCKOHABS (Y IPFGUS 1306 GOTOZ5M
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H#E560 R CC.DY R OAC-1. 041y R OCCHL D+
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@ac1e IFDOSIEV=Yee
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BOsSe IFF<=@F R 83& "=== QO U T OF F UE L ===" ¥=V+2

[
Do



ag6s1
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P ATOPZ; " YOU ARE NOW FREE FALLING s#="; :FORK=1T01066 N X

GOsuUBz21
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3 P UAND HAYE DIED OF RACITION FOISONING" 5 726
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4 B OUTHE LANDING FORT COULD BE PRESSURIZED  wou"

3P “SUFFOCATED 6 7@
3 RET

FOF A BES s YO DON T HAYE THAT MUCH FUEL s,
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Draw

DRAW |

@BoEL REM

aaaEs REM

@Beax REM RUTHOR CLOAD STAFF CRF

GEeas REM

GRAES CLs P " e DRAW T PROGRAM s+x" F

gaale Fo" THESE ARE THE INSTRUCTIONS 7O THE GRAFHICS PROGRAM

aaaze F

@AGRA F "THE NEXT FPROGRRM ON THIS TAFE (DRAKW I1y ALLOWS YOU TO

@eada P YACTURLLY DRAW ON THE SCREEW WITHOUT PROGEAMMING IW EACH POINT
DEESE P OUAFTER YOU HAYE CREATED YOUR MASTERFIECE. THE PROGRAM WILL READ
geece B "TO YO THE « AND Y FOR ERCH POINT YOU FLOTTED  EVEW MORE THAN
agEva B O"THIS: THE PROGRAM WILL ALLOW ¥OU TO SAYE YOUR ARTHORK ON A
Gease P O"DATA TAPE  THE THIRD FROGRAM ON THIS TRPE, DRAKM I1I. WILL TRKE
aEase P "YOUR HRTWORK FROM THE DATA TAFE AND PLOT IT ONCE AGHIN

a@tea PP F

681143 GOS cea

Ag11S CLS

aEl2e FO"HERE IS HOW IT WORKS

@a1ze p

a@14@ F "WHEN YOU RUN THE FROGRAM. THE FIRST THING wOU WILL SEE IS
2158 F

BELEE P U OSTAND-BY FOR THE COMPUTER TO SAY W-H-E-R-E! !0

aeL7ve F

v@1es F "THIS IS R STRLL TACTIC

83165 F "THE COMPUTER I5 FILLING ALL "A° ARRAY POSITIONS WITH ZERC
gEzEE FoOUNERT YOU WILL SEE

agziy F

@a2ze F oM OYOU CAN YSET ###4 TIMES WHERE ™" "

gozze F

a@z4a P O"THE NUMBER RFTER “SET” IS BASED ON THE MEMORY FOR YOUR COMPUTER
aez4e GOS aoe

aEzdd CLS

@0256 F 'S0 16K ERS. THIS PROGEAM CAM USE ALL THE ROOM YOU HAYE

Gazed PO UWHERES, IS ASKING WHERE OU WOULD LIKE TO START  WE HAYE
Be27e B O"FOUND THAT 22,22 15 R GOOD FLACE TO START INFUT AT THIS POINT
BAZEE P "MUST BE # 0 # WITH X COMING FIRST  AFTER ENTERING THIS wou WILL
Aasse FoOUSEE



aezae

dOF k= 22 Y= 22 DRTH= @ #H##8 FESERYE  ZET e

AEZ36 F O"THE X AND % HLWAYS SHOM THE FOSITION OF THE LAST SET OR FEZET

1@

aR4za

BE43a

Aa432

ae434

“a446

aa45a

aa46a

aa47@

88486

8845@

aaSan

6asS1@

aBs2e

aaE3e

HES4E

HOSSE

Aass1

@a5s3

#3554

@8558

9asEe

a6a59a

aacaE

FooDETM, MEANS THE CURFENT DIRECTION AS DESCRIBED LATER  EACH
FoUTIME YOU ZET. THE FEZEVE 15 RECIWEL EY ONE

FOUEACH TIME YO RESET. FESERVE 12 RAISED BY ONE SET REFERS TO

FO"MHETHER YOU WILL BE SETTING OF RESETTING ON THE NEST MOVE
FOUTHE QUESTION MARK IS ASKING WHICH DIRECTION YOUR NEXT MOME WILL
FoUBE YOU MILL HOTICE THAT THIS LINE OF DATA TRAKES THE TOF LINF
Fo"OF THE SCREEN MO GRAFHICZ CAN BE DRAWMN HERE

P

GOS Gan

L=

FYTHIS 15 THE CODE FOR DIRECTION  BEST WRITE IT DOWH!

A S &

FAND RIGHT

Fo"2 RIGHT

F"% DOWN AND RIGHT

F.otd DOWN

' "G DOWN AND LEFT

F "6 LEFT

FoUF UR RND LEFT

Fongur

F "9 CHANGES ZET TO RESET OR YICE YERSH

F '@ TAKES THE LAST DIRECTION ¢1-&) AND REFEATS IT TEN TIMES

P o"1@@ SAYES THE ARTWORK  DON'T DO THIS UNTIL

F " YOU'RE ALL FINISHED!!

F

GOS caw

cLs

P "WHEN YOU HAYE COMPLETED YOUR ARTWORK ENTER 106

F UTHE COMFUTER WILL THEN SAY

F

F "CTHE COMPUTER IS NOW SAVING YOUR ARTWORK! 1T THRKES A WHILE <"

F

F "AFTER ARBOUT 2 MINUTES THE COMPUTER WILL BEGIN SHOWING YOU LIMNES
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age2e

BE630

aac4qe

aassH
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iy
oy
EH
=

aaria

1 rerd]

Ga7za

aayv4e

GaYsE

HE7 S

Aase6

3 GOS 2e6

P UOF DATR IT WILL LOOK LIKE: g22& 232z 2428 252¢ ETC

FOUTHE LRST TWO NOYS RRE RLWARYS THE Y FOINT  THE LEADING NOS
F"ARE THE ¥ FOINT X GOES @ TO 127 ¥ GOES I TO 47

FOUAFTER YOU STEF THROUGH THE POINTS THE COMPUTER WILL SHOW YOU

FUTHE MEMORY USED. BOTH IN X AND AMOUNT  THEW IT WILL SHY. IF

FoUYOU WISH TO SAYE THE ARTWORK. FPREPARE A CRSSETTE TO RECEIVE

F "THE DATA AND FRESS ENTER 40U MAY SAYE MORE THAN ONCE

G F "CPRESS ERERK TO STOF THE PROGREAM AT THIS FOINT

el
T
]

[

F "AS WAS STATED, THE THIRD FROGREAM ON THIS TAPE. DRAW 111, WILL

F UTREE A DRTR THFE AND TURN IT BACKE INTO YOUR ARTHORE

F

F "WE HAYE HAD LOTS OF FUN WITH THIZ PROGREAM  HOFE YOU FING

F"IT FUN ALSD

END

IN "PRESS ENTER TO TURN THE PARGE Y. AE FET
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aeere
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aald4
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PP FOPOP R OF
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R=1
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S Y
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IFS=6F “RESET "5 INE

IFR=1600G S&a
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IFS=6R. (X, ¥)
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a7 e
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BEz6E
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o

BRSZE
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A=R
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IFA=2%=X+1
TFA=35=X41 Y=+l
IFA=4t=Y+1
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IFR=€
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IFR=gy=r~1
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IFOs=@uk (P O5 Yo sk=K+1

IFSCa@k=k-1 IFF ¥ Y E=K+1

F=fF+1
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[FRe ik =k-1

IF o= =+l

RET

REM LOGGING
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REM LOOKING
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GeERs REM DRAW I11 PROGERM
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aEEes FoOTRBCLS) ek DRAN TIT 44" P
HEAGT B "REDRAKS GRAFHICS DATA TARFES

dEEEs FoOUFRESS CERERK TC

STOF AFTER FICTURE IS DRAWN " F

@gie IN "WHEN YOU HAYE THE CRSSETTE READY TO LOAD FRESS ENTER " R$
DG F o I=@TO1a6easTERLE

BEE25 K=k+1 P K

aaesa IN #A, B, C DL ECF. G H L T

Ge94@ ROI=R ACI+HLI=E ACT+20=C ACI+30=0 ACI+40=E
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galéa  CLS GOS I066e FORU=GTOL GOS Zo0d N UG0S 255
BAZTE  FORN=1TO&4 GOS 2308 M N N=1 F ATL18Z, "WENT TO GO FIRST™

aga46  IN AP ATLSE Y YiG0S GORE: IFR=1T G0S S

v"l
b

BE3Ee  G0S 1660 GOS 5065 G 306

alame  FoOATLE4 ¢ YiOF ATAES "FROM": CINF G=1

G 1066

r";

GLEes  IFOF{La+(F>a40T GOS CBaE

o
r"x

aleac P OATLE4, " TO "0 IN T IF(T=@seil=03T RET

glEie  IFCTCLo+CT2e40T GOS &006. G 1066

81645 FORE=112TOLET FORY=ETOLL S (K ¥ 8 G ¥H120 N Y N R

gloze GOS 15668 IFR=6T P AT448, "ILLEGAL": P RTSE4, " MOVE " G 1686
@1186  ACTI=ACk s AF)=6 N=F GOS 35608 N=T.GO0S 3566

@145 IFT<ST AT r=-2 N=T.GUS Z505

g1zée  IFCAESCT-FI=Fo+iRBSCT-Fr=%0T RET

B125@  N=oT+F) A2 ACNy =8 GO5 3566

@155 IFA(TI=-1T 1278

Glae@  FORB=FTO8S 2:G=T+B: IF(GRE40+(G+EXE4 0T 1206

61265 IFCCRCGI=L i+ RUGY=20 0 (ACGHRI=0DT F=T @=8 0§ 1086
gizée N B

a12ve FORB=-3T0-7S 2 G=T+E IF(GLEO+(GHECET 1296

a1Eae IFCCROGI =14 HOGI=2 0 ok ROGHE=E0T F=T 0=0. G, 1066

@124 N B.RET

GGG G=@ TP AR D=L+ T 00 T RET

B1526A  IFACF»=-2T7 FORB=-%TO-75S 2-GO5 1568 W E

@1548 FORE=FTO%S 2 GOS 1568 N B RET

BASEE  IFLF=T=Ei+i (F-T=#E % (R CF4T 0 2 =1 s+ AP+ T A20=20 0T =1
wi58E  RET

G208 FORA=UTOSS 2 W=1igek FORY=UTOES 2. Z2=6+Y

G2e1e  FORI=NTOW+LS FORI=ZTOSHS SETCL Iy W T N T NY M X

H2E2e RET

G2OEE  F N=1T0&64 FER ALNY N N RET

@251 [ R91, 2301, 98, 1059 1, 1, 2%

(0= N RER I TS P« = P G e e P P T Pl e P L P s P SR e T & i D

62513 [ -1085, -1, 59, 89, -1, 35 -1, 38,

03 P OATED. RET

BISEE Y= INTCON-1 020+ ReNmoy=1 okl T=oi=1 ole T=i=1 0w



e

GEEEaG

[alatt it

asave

asars

[eblatslss

halabry

it

e

S AN

(2SN

a5ze@

@5205

CHCACND+TGE0S 2600, I760. Z00a, T200. 4000

FET

FORZ=2TOLL 5 (I+20 0420 2 o J+D T+ N
FORZ=2TOLD 5 0 1+2. T+dy N 2 RET
FORZ=zTONT B o143 I430 ko400 J440 N 2

GOS ZVE0 FORI=4TOLZE 5 R (142 J+40 N 2

GOS 2Rl FORZ=4TOM4Z 2 F «I+Z2. 04730 F 142 T+40 N

[==33 FORI=1TO64 TFOAC DL Aoz T &

IFAC T =2T FORE=-2TO-75 & GOS 5468 N B

FoB=FTO2S &GOS S16m N E

N1 IF@=-33T 9909

ReTr=RoF s AOF = N=F GOS 3506 N=T G605 3

IFTHSET AT =2 W=T GO 2500

IFCABSOF =T v HESOF-T =185 T RET

N=i T+F /2 AoND=80 GOS 356 TFAIT =17 SE3

IFrRCCOCEN®(RIC+E=03T F=T T=C+E G 5674
N E

FORB=FTOSS & C=T+B IF{2E+CHEHEGNT S
IF&Rfiﬁﬁﬁ)*fH(C+B);B‘T F=T T=C+EB 0§ SG7G

W & RET

IFAY T =80T F=@ L=]
IFCTJ+ECE+ L T+EE4 2T 5145

IFCACT+E =0 R0 T T k=0 k=1 L=J+E

IFRCT3=2T R=R-1 G S126
IFI<ET R=R-2

IFLXTT R=R+3

IFLXSAT R=R+X

FORA=FTOSE 2605 225680 N A

C=RH0C 8 TR ORI+ CIR=Q (0 40T Q=R F=I T=L

RET

G=I+A H=I-H IFCGRE64)+(G+HAOE4YT 5276

IFCCALGRI=La+CACEI=20 2 (ACGHACENT R=R-8

IFHCET 5380

IFCRUG @ CAHY =) T R=K+4

IF(ACHY=-2 2 (A(GY=8)T R=R+4

IORET

FET

RET

(St}

S

&}

&3

FE=-3T0-7S 2 0=T+B IFCCC+0CHESENT 5@

G

& RET



BEE7e  IF(HCE+CH-ACBI T 5206
83288  IFCCAHI=15+CACHI=2) p4(A(H~-R)=~2)T R=R-&
@5300  S=R.G=L+A H=L-A.IFG>64T 5335
G5362  IFHC@OT 5367
85385  IFCRCGI @Y CCACHY=E+{I=H) )T R=R-1@ G S3E7
B5386  IFCACHI=-20#CCACGY =@+ (1=G))T R=R-1@
a52a7  IFG+A>64T S335
8353168  IF (RGO (HGHRI=EDT R=R+5+K41H
85328 IF(CACGI=1)+(ACGI=2D 24 ARG+ AT R=R+4 5=5+4
5336 IFCHCE+CH-ACEN T, 5356
A324@  IF (CACHY=1+(ACHY=2)0 0 (ACH-AY=~2)T R=R+4 S=5+4
as3o@  IFROST R=S
BE5@EE  RET
geaes  F Y=eTOLl F X=1TOPS 2 F Z=Xel6TOX#16+15.S (2, ¥) N Z:N X N ¥
BEZEE F N=9TO1S85 2 G0S 2580 N N.F X=6T0L F Y=12T044 & <X, ¥) N YN X RET

G506 F ATAE, "YOU WINY. G 2960






All Radio Shack computer programs are distributed on an “AS IS” basis
without warranty,

Radio Shack shall have no liability or responsibility to customer or any
other person or entity with respect to any liability, loss or damage
caused or alleged to be caused directly or indirectly by computer equip-
ment or programs sold by Radio Shack, including but not limited to
any interruption of service, loss of business or anticipatory profits or
consequential damages resulting from the use or operation of such com-
puter programs.

NOTE: Good data processing procedure dictates that the user test the
program, run and test sample sets of data, and run the system
in parallel with the system previously in use for a period of
time adequate to insure that results of operation of the com-
puter or program are satisfactory.

Refer to User’s Manual for warranties. Failure to adhere to procedures
set forth in User’s Manual may result in the {oss of warranties.
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