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EDITORIAL

Editorial

big thanks must go to all
Athose loyal readers who

promptly answered our Reader
Survey (page 33, last issue). | was
surprised at some of the results,
although at this stage it is really a bit
early to discover any interesting
trends. Many of you included some
very constructive comments. They
have all been read and will be
considered when future plans are
discussed. The overall impression is

that many people want more
programs, more tips and fewer
reviews.

In this issue you may notice some
of these changes already coming
into effect. Please don’t hesitate to
keep us up to date with your opinion.
Several people have inquired re-
garding a few of our columns, which
may appear to be coming and going

at an alarming rate. Just for the
record, columnists are extremely
temperamental people. Dirk Williams,
for example, wrote one and then
disappeared just as quickly as he
appeared. The result is that “Get
Serious” was a one night stand. My
apologies to those who enjoyed it.

The next questionable column
was the one on writing your own
adventure. Although things were left
in mid swing, that was intended. The
job of keeping adventurers up to
date and out of trouble has been
taken over by Adam Rigby, who
incidentally has just completed
Ultima Ill. Please address any
queries you may have relating to
adventure or fantasy games to him.

| recently had the pleasure of
sitting down and starting the
mammoth task of filling the software
void which exists for the
Commodore 16. This machine is a
dream to use, especially with the
extended disk and graphics com-

mands. The cursor keys are a
nuisance at first, but | will probably
get use to them. At $199 the 16
represents excellent value for money.
In future issues a regular section for
the new Commodore computers will
appear. If you are considering the
purchase of one, we will be here to
help you out. O

Andrew Farrell
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Fisher-Price makes the
software move

n the US earlier this vyear,
I Spinnaker Software Corp entered

into an agreement with Fisher-
Price, who have long had a high
standing in the non-electronic
games market.

The two companies are now
working together and have developed
a range of software which is being
marketed under the Fisher-Price title.

These learning games will be
available in Australia for the
Commodore 64 home computer. The
programs are for children in the 3-8,
and also the 8-12, years old brackets,
and concentrate on maths, creativity,
learning skills, computer literacy and
language skills.

Available from Futuretronics, (03)
579-2011.

Spinnaker software wins
US Educators awards

Five Spinnaker computer learniing
games have won the US National
Educators  Association’s recom-
mendation to educators.

The titles which won awards were
Alphabet Zoo, Story Machine, Kids
on Keys, Snooper Troops#1, and In
Search of the Most Amazing Thing.

The Spinnaker programs were
reviewed by teams of teachers and
computer professionals. They evalu-
ated the software and found that it
performed all the technical features it
claimed.

The reviews also found the
programs had solid educational
value which was presented in an
interesting manner; and that teachers
and students found the program'’s
instructions easy to use. Spinnaker is
distributed in Australia by
Futuretronics, (03) 579 2011.

Ghostbusters

Activision are currently developing
a new game based on the motion
picture “Ghostbusters” from Columbia
Pictures.

Australian distributor Futuretronics
said David Crane will create the
“Ghostbusters” software for Activision.

Crane’'s prior software work
includes “Pitfall” and Pitfall 1I”, as
well as “Lost Caverns”, currently the
best selling work of entertainment
software in the US, for the videogame-
home computer industry.

Crane’s work is being prepared for
the Christmas selling season and will
be available for the Atari and
Commodore 64 home computers.

Crane’s ideas for the game will
feature a mixture of adventure,
strategy and action based on the
events in the film. In Crane’s work the
player will become a ghostbuster.

Involvement of this type, with a
major film, is a first for Activision and
is sure to be a popular item.

Available from Futuretronics, (03)
579 2011.

Opinion - pirates get the
last laugh

In the coffee rooms of software
houses all over the world, the
percolators are working for the last
time. That may sound a little over-
dramatic, yet it is very true. Last
month a British company went
bankrupt to the tune of one million
pounds. Perhaps they were an
extreme example, but the reason for
their sudden decline? Piracy.

Piracy is prevalent wherever you
look. User groups, dealers, home
users. It is a criminal offence and
people are now being taken to court
and charged. However, the long arm
of the law is unlikely to make any
noticeable impact. Piracy is a very
safe crime to commit. You don’t have
to make a lot of noise, or brandish a
weapon. There is no need to get
violent or risk lives. Little evidence is
left behind and the owner never
knows anything is missing.

Sounds like the perfect crime.
Today it requires only one tool — a
good copy program. The latest
version will backup anything, any
error, any information hidden fron
normal view. The great battle of wits
between pirates and software houses

is over. Disk protection is now a
waste of time. In order to protect their
software in future, software houses
may have to turn to using dongles.
More expensive, bulky and a little
more difficult to break.

If they do turn to such means, we
will have to bear the costs. It seems
like some form of madness. People
copy programs to save money and
as a result software will cost more,
and there will probably be less of it
As protection methods are outdated,
new ones must be developed. Many
man hours are spent in this area, all
of which must be paid for by the end
user. We can't win. The pirates
always get the last laugh.

Speech for your 64

Dolphin Computers has released
the Currah Speech Synthesizer for
the Commodore 64. Developed and
manufactured by Currah Computer
Components in the UK it is the third
synthesizer produced by that com-
pany, the other units being for the
Sinclair Spectrum and the Vic 20.

Speech 64 is a hardware based
synthesizer with an infinite vocabulary.
Any word may be made up of sound
syllables, called allophones.

With the considerable experience
gained from its previous designs,
Currah has made the Speech 64
extremely easy to use. The unit plugs
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onto the expansion slot at the rear of
the Commodore 64 and the sound is
modulated onto the TV signal.

A simple Basic command starts
the computer talking and most words
to be spoken are entered exactly as
they read.

The standard “talking keyboard”
feature is valuable in learning to type
and introducing people with sight
handicaps to computers.

But Speech 64 will mostly be
used for the fun of it Lots of
“speechware” — software programmes
incorporating Speech 64 routines —
are being released by top-rating UK
software publishers. Several games
are already available including PC
Fuzz from Anirog.

Speech 64 will have a recom-
mended retail price of $69 and is
distributed by Dolphin Computers.
Further information from Jon Pratten,
Dolphin Computers, 99 Reserve Rd,
Artarmon, NSW 2064, (02) 438 4933.

Commodore expands
service facilities

More localised service and
support for Commodore users and
purchaser in education is now
available from Melbourne and Perth.

Victorian and Tasmanian service
requirements will now be met by the
new Melbourne service centre
established in January this year.

The Service Centre is staffed by
three technicians and one Centre
Coordinator.

In Perth, a new Commodore
operation has been established for
the State, under Manager Wayne
Drake. West Australian personnel
include two technicians and an
office coordinator.

Like Melbourne, the centre pro-
vides full warranty servicing as well
as administrative support to dealers.

Commodore in Western Australia
is based at 198 Daly Street, Belmont,
6104, (09)478 1744.

Life support on a home
computer

The lives of intensive care patients
at Griffith Base Hospital are being
safeguarded by $499 worth of
microcomputer — a Commodore 64 —
and a new piece of software.

Called “Cardiac Arrest’, the
program makes huge cuts to the

delay between the time an emergency
happens and when the alarm is
raised.

It is the brainchild of former
hospital engineer Charles O’Brian,
now with St Vincents Private
Hospital, Sydney, who worked with
programmer Peter Van Eeken of
Wagga.

A system of 17 television monitors
linked to the C64 broadcasts alarm
calls and locations with a series of
different tones to alert the attention of
staff.

The whole process takes place in
a remarkable four seconds from the
time the staff member keys in the
initial call or an individual alarm
triggers the alarm response to the
time when the complete message
flashes onto 17 screens.

But the four seconds will be
reduced to only half a second when
Commodore completes its compiling
of the program.

Educators prefer
Commodore

Commodore computers have
been nominated as preferred com-
puter by educators in South Australia
and New South Wales.

The South Australian Education
Department has named the
Commodore 64 on its preferred
listing, while the Catholic Education
Office in SA has begun equipping its
schools with Commodore 64s.

And the Association of
Independent Schools in NSW is
using Commodore’'s 64 and Vic-20
computers at its new computer
training centres in Sydney.

Almost 200 schools in Victoria
have installed Commodore systems
since the inclusion of the Commodore
64 on the State's Government
contract list earlier this year.

The story is the same in NSW,
where about 200 schools have
installed Commodore  computer
systems in the last five months.
Overall Commodore’'s share of
education computer sales in the
State is continuing to rise in line with
the increasing availability of edu-
cational software. O
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The Incredible Musical /1))
Kevboard : A

M.U

ery few products have entered
;; the computer marketplace with
the fanfare of OziSoft's
Incredible Musical Keyboard, and
probably with good reason. Very few
products are anything like as good.
In fact, the Incredible Musical
Keyboard will undoubtedly be
responsible for a marked increase in
the sales of the Commodore 64, for
at last the famed musical prowess of
the world’'s most popular computer
can be easily used.

by Phil Campbell

The package

The Incredible Musical Keyboard
arrives in quite an attractive long flat
box, together with instructions, two
simple music books, and software on
both disk and cassette. Everything is
securely packaged in plastic bubble
sheets. This is good, as popping
plastic bubbles is one of the few
simple pleasures in life which is not
fattening. The instruction booklet,
although brief, is comprehensive,
accurate and well written. Clear
directions are given for loading the
program, attaching the Incredible
Musical Keyboard to your computer,
using the keyboard, and even
reading music. The “World's Easiest
Songs” is the encouraging title of the
beginners level music book, which
includes tunes such as “Tom
Dooley’ and “Twinkle, Twinkle, Little
Star’. Not terribly ecxiting, but you
have to start somewhere! All notes
are marked with their letter names,
and a set of stickers included in the
book can be used to clearly label the
keys on the Incredible Musical
Keyboard.

The keyboard

Just ~how incredible is this
keyboard? What does it do? How
does it work? I'm glad you asked.

A variety of add-on musical
keyboards are beginning to appear

on the overseas market. These
devices wusually plug in to the
joystick port, and cost an arm and a
leg. The Incredible Musical Keyboard
is based on a much simpler
principle, as the piano-style keyboard
simply clips onto the computer and
activates the “QWERTY” keys below.

The keyboard itself is mounted in
a casing which closely matches the
brown colouring of the computer.
Fourteen white plastic keys (from C
to B) and 10 black keys protrude
over the first two rows of the
computer keyboard. A space has
been left for the function keys, which
are used to control a number of
sound parameters. The keys are only
about 50mm long and 15mm wide,
but (incredibly) are quite comfortable
to play. The casing clips firmly into
place over the keyboard, with a small
“tongue” locking into the lowest of
the six grooves which run along the
top of the computer. | knew those
grooves were there for something.

Being a jaded, cynical type, | must
admit to being rather surprised at the
secure and business-like fit that was
obtained, and at the comfortable
“action” of the keys. In fact, in my
numerous years playing musical
instruments, | have struggled with
many keyboards which are much
more awkward to get along with. It is
possible to play rather quick and
complex passages with ease — at
least it would be if | could get rid of
the rust in my finger joints.

On a cautionary note, however, the
instruction booklet advises that a
certain amount of care should be

taken in handling the keyboard.
“Always handle your Incredible
Musical Keyboard by the frame.

Never pick it up by the keys!” is a
message which appears rather often.

The software

As | mentioned earlier, software for
the Incredible Musical Keyboard is
supplied on both cassette and disk.
My first observation about the review
cassette was that it did not feature
OziSofts excellent Turbo Load
technique. However, this does not

matter much, because the cassette
wouldn’'t load anyway.

The calibre of the Incredible
Musical Keyboard software is obvious
as soon as the disk version begins to
load, due to the cleverly designed
“Sight & Sound Music Software”
logo which appears on the screen.
“Artistic but practical,” | thought as |
gazed at the perspective view of a
bunch of piano keys. After a minute
or so, a menu is displayed on the
screen. At this point, it is suggested
that the Incredible Musical Keyboard
be attached to the computer. One
option on the menu offers instructions
in the attachment process, but
experienced blunderers will no
doubt cope without this assistance.

Another option offers to explain
“How To Play Your Keyboard”, again
providing information that can
equally well be gleaned from the
instruction book or picked up with a
few minutes trial and error. Finally,
you can choose whether you wish to
play your Incredible * Musical
Keyboard, or whet your appetite by
looking at a comprehensive demon-
stration of other programs available
in the “Sight & Sound” series.

In play

After selecting the “Play Your
Keyboard” option, the disk drive
springs (or groans) into life to feed
the appropriate program overlay into
memory. When loading is completed,
a series of horizontal bars appear on
the screen. The length of the top bar
indicates volume, and can be
adjusted by pressing the unshifted
cursor keys. The next coloured strip
is divided into seven segments, each
representing an octave of the
keyboard’'s pitch range. Depressing
F1 moves the pitch up by an octave
at a time, while F3 has the reverse
effect. Using this technique, notes
ranging from a rattling growl to an
inaudible squeal (where did all these
dogs come from?) can be played on
the two octave keyboard.

Instrument voices are selected
with the F5 key. A choice of Synth,
Piano and Bass is offered, but a
variety of sounds can be obtained by
octave shifting. A good example of
this technique is the harpsichord
sound which can be obtained by
using the bass voice on high
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octaves. The F7 key allows selection
of special slide and vibrato effects,
while the shift keys allow notes to be
sustained. Last in the special effect
category is the space bar, which can
be used to “bend”’ the pitch of the
note being played. The voices and
special effects selected are high-
lighted in the two lowest coloured
bars on the screen displayed.

One of the most impressive
features of the Incredible Musical
Keyboard program is the fact that it
allows up to three notes to be played
simultaneously. Not only does this
represent a fairly clever piece of
programming (just try writing a
program to detect which three keys
you are holding down together!), but
it allows tunes to be played in three
part harmony. This places the
Incredible Musical Keyboard squarely
into the category of being a useful
educational aid, as chord structures
and other elements of intermediate
music theory can easily be
demonstrated.

The quality of the sound output is
very good if- you use a Commodore
monitor, and absolutely remarkable if
you go to the trouble of connecting
an external amplifier and large
speakers. This, of course, is a tribute
more to the Commodore 64 than the
Incredible Musical Keyboard, al-
though the preset voice sounds have
been very well designed to provide a
pleasant and realistic sounding
output. Instructions for connecting to
your hifi system are contained in
your Commodore 64 User Manual.
It's definitely worth the effort.

A taste of things to come

When you need a break from
music making, take a look at the
demonstration program included on
the disk. As you are probably
becoming wary of my tireless
enthusiasm by now, | will be brief. |
have never seen my humble
Commodore produce more amazing
graphics, nor heard it produce more
impressive sounds than in this
demonstration. No kidding!

The four major programs designed
to be used with the Incredible
Musical Keyboard are exhibited in
considerable detail.

The Kawasaki Rhythm Rocker
features a multi track recording
facility, with percussion and syn-
chronised high resolution graphics

displays. And what graphics! The
Kawasaki Synthesizer is a two disk
package which offers a sound editor,
three track recording, and hundreds
of preset sounds, for both the
beginner and advanced performer.
3001 Sound Odyssey is a complete
music synthesis tutorial, which very
effectively combines  theoretical
explanations with instant practical
demonstrations. After the learning
process is completed, the principles
learned can be put into good use
with the complex synthesizer program
included on the disk. The Music
Processor is probably the most
comprehensive and useful program
in the series. Not only can tunes be
played and recorded in Piano and
Record modes, but whole arrange-
ments can be written, edited and
played with a comprehensive music
programming language. The tunes
you play or write are all displayed on
the screen in standard musical
notation.

All these programs are available
now, and hopefully | will be able to
review them in much more detail in
the next few issues.

Conclusion

The Incredible Musical Keyboard
is a Dbrilliantly conceived and
executed product, which deserves a
place alongside every Commodore
64. Priced at less than $70, | would
have to say that it is a bargain.

However, the real power of the
Incredible Musical Keyboard is not
unleashed until it is combined with
the Synthesizer or Odyssey packages
which, | believe, retail at between
$30 and $50. This combination takes
the Incredible Musical Keyboard
beyond an educational toy into the
realms of musical instruments worth
hundreds of dollars. In fact, | see
nothing stopping the Incredible
Musical Keyboard taking its place
on concert stages around the world.
I'd like to make a corny line about
that being a good NOTE to finish on,

but I'll REFRAIN. Get it? O
Ratings (out of 5)

Hardware EXEY
Sonics ek
Graphics AR
Education Lk
value *kkkk

Dear Andrew,

Firstly, | would like to congratulate
you and your staff on an extremely
informative publication. It is good to
see an Australian magazine of the
standard you are producing.

In your editorial in Vol 1 No 6 you
asked for reader feedback and also
recommendations of programs for
your intended comparison chart.
While | think this is an excellent idea
and am eagerly awaiting this, | also
think users are entitled to hear about
the “not so good” programs as well
as the good ones. When a consider-
able amount of money ($109 in my
case) is spent on a piece of software,
you at least expect it to be
reasonably bug free. This was not so
with the general ledger program |
bought and | enclose a copy of a
letter | sent to the publishers. (You
might like to it to the “Rat’ as |
thoroughly agree with his comments
about manuals & lousy programs!)

| am very interested in the articles
you have had on disk drives and
also the business reviews. Any
chance of articles and suggestions
on how to get the most out of
spreadsheet programs for the home
user? Although | have a program, the
imagination hasn't been jogged
sufficiently as to how to put it to use.

Lastly, a hint to owners of MPS 80
1 printers who have possibly found
ribbons expensive and hard to find
and the replacement ink pads non-
existent! It is possible to re-ink the
printer pad by removing the ribbon
cartridge to expose the small pad
container. The ink is then applied to
saturate the pad. We use Casio
Super Ink S which comes in a little
plastic bottle with a long spout. This
should be readily obtainable from
your local business machine store
and although it seems expensive for
such a tiny bottle, when compared to
the price of new ribbons this is easily
recouped. | have two ribbon cart
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ridges which | alternate, re-inking the
one removed from the printer ready
to use next time. This allows the ink
to soak right into the pad. The only
difference to the original is the ink is
purple not black.

Keep up the good work!

Maureen Williams,
Boulder, WA.

Dear Sir,

Despite having owned a Com-
modore 64 for 18 months or more, |
am still continually impressed by its
power, expandability and flexibility
(even after having paid the full retail
price for those days: $699). | also
work on, and teach with, much
bigger computers, and this only
reinforces my views about the C64’s
value for money, and intelligent
structure.

Therefore | am less than impress-
ed by your advice columnist, in the
last issue of CR, perpetuating the
myths about the incompatibility of
the C64 to third party devices.
Despite spectacular evidence to the
contrary (just browse through a
COMPUTE! Gazette, for example),
there is still a widespread assumption
that the Commodore is quirky, and
not to be interfaced with.

Notwithstanding Gareth Powell's
penchant for 8@ columns, Easy
Script is still a fine word processor,
and more than powerful enough for a
majority of likely users. It is quite
possible to attack 3 disk drives, one
MPS802 (1526) dot matrix printer, the
1520 printer/plotter, a Centronics
(Parallel) daisy-wheel typewriter, and
an RS-232C daisy-wheel printer
(such as this Brother HR-25) to the
Commodore, and to drive them all
through Easy Script at virtually the
same time.

Your columnist, however, was
even less helpful when they gave
erroneous, and seemingly counter-
productive, advice to a writer trying
to connect a “cheap’” RS-232C
interface and printer to their system.

The writers letter left it unclear

whether the interface and printer
failed .to work at all, or just with
certain software, however | hope the
following steps are of some use:
1. Buy the C64 Programmers
Reference Guide. Unfortunately, this
was written by engineers, and not by
writers, however it is still compulsory
for C64 people.

2. Read pages 348-358, which
describe (more or less reasonably)
how the RS-232C channel functions.
3 Try this small BASIC program:

100 OPEN 2,22, CHR$(8)+CHR$(17)
110 CMD2

120 PRINT “MY NEW PRINTER
WORKS”

130 RS=ST.IF (RS=0) OR (RS=8)
THEN 130

140 PRINT#2

150 CLOSE2

160 END

EXPLANATIONS:

100: OPEN (2=file number),
(2=RS232C Channel), (2=Secondary
Address). If a number above 127 is
used for file number, a linefeed will
be generated (and the printer may
require it).

RS-232C devices must be Chan-
nel 2 (not 3 as stated), and cannot be
changed as far as | know.

Experiment with the Secondary
Address, to achieve Upper/Lower
Case, Graphics Characters, etc,
within the capacity of the printer.

CHR$(8) sets the Baud Rate, and
Byte Length, for the printer. Again,
you can experiment to find one (from
p350 of PRG) that works for the
particular printer. CHR$(8) = 1200
Baud.

CHR$(17) sets the Duplex, Parity
and Handshaking protocols required
for two devices to communicate with
each other. Again experimentation
will be required, in conjunction with
the 8 or 16 Bit Switches that the
printer or interface may have.

110: CMD2 directs output to the
appropriate buffer, saving the need
to write PRINT#2 for each PRINT
statement.

130: ST is the C64 1/O system
variable which indicates (among
other things) whether I/0 buffers are
empty. The buffer should be empty
before the RS-232C file channel is
closed (by sending a null field, then
a CLOSE statement), otherwise data-
in-transit will be lost. This is less of a
problem if the printer has an internal
memory buffer of say 2-5K.

A few other points should be
made:

1. Once the correct Control and
Command Registers are known, and
bit switches (if any) are set, most
comprehensive software (such as
Easy Script, Easy Spell, Super-
base64, G-Pascal, etc) allow the user
to configure data channels for a

particular printer to work with.

2. If the RS-232C (and the printer) is
to be used in a home-written BASIC
program, it is necessary to OPEN the
Channel (2) before setting values to
variables, and DIMensioning arrays,
since these are cleared by the <
OPEN 1fn2,sa > command. This is
because of small conflicts at the top
of memory when using RS-232C, but
can be easily programmed around.
3. For similar reasons, a very small
amount of commercial software
(such as games with sophisticated
graphics) may not work properly with
the RS-232C interface plugged in. It
is simply a case of pulling it out (with
the C64 turned off), and then loading
the software.

If there is still no satisfactory
result, keep the printer, and acquire
the VIC 1011A RS-232C interface,
and read its manual about how to
configure for the printer. They cost
about $45, but are also useful for
modems, and other RS-232C
devices.

| hope these comments have
been of some help, and would
request that your technical columnists
orient themselves more fully towards
software rather than hardware solu-
tions to these types of problems.

One of the sophisticated things
about the Commodore 64 is that it is
very flexible through changes in
software, a characteristic usually
reserved for much larger machines.

Just about everything, including
BASIC, the screen editor, screen &
normal memory, and most of the I/0
operations” are changeable straight
from the keyboard or through the
implementation of small utilities.

Let's help dispel the myth that the
Commodore 64 does not like to
interface with the real world, and
therefore to a wide range of serious
and frivolous applications and
hardware.

lan Williams




Zenith Data Systems presents a
COLOR CHOICE in monochromatic
monitor displays at a price designed
to save you money!

Choose the ZVM 122 Amber or the
ZVM 123 Green Phosphor display for
crisp character definition and easy-
on-the-eyes viewing.
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Easy Script is easy

by Bonnie Paris

A look at Easy Script from
a beginner’s point of view

""]‘hen | first got my Commodore
64, | had never used a
computer before. Everything
was confusing and | couldn’t
understand the basic BASIC book. |
was a complete novice. It seemed
like another world until | got Easy
Script.

Easy Script is Commodore's own

word processor for the Commodore
64 and is by far the easiest for a
neophyte to learn.

Once you boot up the system, you
are in business. Next you've got to
tell the system what it is that you
want to do.

Lets say you are writing a letter
that you want to save to show that
you have written it. OK| here we go.

First we've got to name the
manuscript or letter that we are
writing. So we put
F3” Letter to XYZ”’(RETURN)

Don't forget that (RETURN) or the
computer wiill tell you about it.

Second you must tell the computer
where to put the margins for your
letter, what spacing to use and so
forth. So let's enter.

3 Im20:rm65:pl66:tI55:jul :spd
(RETURN)

Now lets examine what we're
telling the computer to do.

Im2@: You are saying that you want
your left margin set at 20.

rm65: That means that you want
your right margin set at 65.

pl66: The normal page length of
printer paper is 66 so that will
probably remain constant.

tI55: This tells the computer that you
want your text to only cover 55 lines
of the total 66.

jul: This command asks the
computer to line up the right side as
well as the left side. This is purely
optional since some like it one way
and others want it the other.

sp@: That says to leave no spaces
between lines. Or you might want this
to be spl to have one space
between lines if it is a short letter.

Now we want to tell the computer
how many lines down from the top of
the page we want to start so we say.
F3 VP6 (or six lines from the top of
the page).

Then you can go on and type your
letter as you wish. But another thing

to remember is, unlike using a
typewriter, you don’'t have to return
untii you come to the end of a
paragraph in the body of the letter.
Without worrying about returns, you
can type twice as fast as you can on
a typewriter.

Now let's say you made a mistake
way up at the beginning of the letter.
Use your cursor keys to take you
back to the spot (SHIFT to go up and
non-SHIFT to go down - SHIFT to go
left and non-SHIFT to go right). Then
type over the word or, if there isn't
enough space, use [SHIFT/INSERT-
DELETE] and ALAKAZAM! There's a
space to type in what you want If
there’'s too much space and you
want to close it up, use the INSERT-
DELETE without the SHIFT. Right
here | should explain that the
computer will ask “Insert Line?” You
push RUN/STOP and it will ask
“Reset program?”. Just push N for
no.

OK so far. So now there is a whole
line you want to put in or take out

Take your cursor up to the beginning
of the line and hit F1[SHIFT/INSERT-
DELETE] and all of a sudden there's
an extra line to type on and you
haven’t destroyed the line either. It's
now just a line below. Or if you want
to close the line up, use F1 INSERT-
DELETE without the SHIFT. Easy,
isn't it?

So now you want to see what your
letter looks like when you print it
Push F1 (that takes you out of the
edit mode), then push O (output) and
V (view).

By using your R-L cursor you can
move the: picture from side to side.
To move it down to see the rest, push
the key which has the Commodore
logo on it. If there is more than one
page then push C and it will
continue to the end.

So now we've written a letter. How
about heading up a manuscript? OK
Here goes.

F3 “Name of Manuscript”
(RETURN)

F3 Im15:rm70-pl66:ti6Q:jul:spi
(RETURN)

F3 vp3(RETURN)

We know now what all thgt means,
but here's something different.

F3 cni1;F1 (SHIFT:)Chapter One
F1 (SHIFT;)F3 cn® (RETURN)
Lets examine that The cnl and



10

TUTORIAL

cn@ commands tell the computer to
centre the words Chapter One
between the margins. The Fi1
(SHIFT:) and the F1 (SHIFT;) tell it to
make the letters twice their regular
size. See, that's not so hard.

Now we want to tell the computer
that we want a heading and page
number on each page and have the
pages numbered consecutively. So
we give this command:

F3 hd3:Chapter One,,Page(F1 #)
(RETURN)
F3 p#1(RETURN)

This tells the computer that you
want “Chapter One” on the left side,
the page number on the right side,
the page numbering to start with
page one and you want it three
spaces from the top of the script
(Notice the use of two commas in the
listing.)

Now suppose you want only a
page number centred at the bottom
of the page. OK, tell the ‘computer
this instead:

F3 ft3:,-(F1#)-,(RETURN)

This tells the computer that on the
bottom of each page you'want the
page number in the middle (don't
forget those commas) with a dash on
each side. One thing to remember —
if you want the page number on the
last page of the document, you'd
better put the command at the
bottom as well as at the top.

Now we want to be sure that the
last page will come out looking like
the rest of the pages so we use this
command:

F3 fp@(RETURN)

That tells the Commodore 64 that
you want it to go completely to the
end of the first page regardless of
where the printing stopped.

Now let's say that you want to link
this to “Chapter Two” so that printing
will be easier. Here is the command
that comes at the end of the first
chapter.

F3 Ik:Chapter Two(RETURN)

Now lets say that you want to
indent a quotation or other matter.
You have already specified that you
want the document double spaced
(sp1, remember?) and left margin at
15 (Im15) and right margin at 70
(rm7@). You want to indent this
quotation and make it single spaced.
Here’'s the command:

F3 Im20:rm65;sp@(RETURN).
(Don't forget to put it back to the
original spacing by the command of

F3Im15:rm70:sp1(RETURN)

Now that does the trick. But if you
want to leave blank lines to set it off,
remember to put a RETURN in that
space.

If you want to use tabs for your
document then use the command:

F1 T H (Horizontal) or V (Vertical)

"OK” you say, “but how do | use
those tabs?” Good question. To
activate the tabs, use the {7 key
(straight for horizontal and shifted for
vertical).

So now we're finished with
“Chapter One” and we want to save it
on disk. First we have to format the
disk so it will accept the content we
want to store, so we do this:

F4 n:NAME OF BOOK,01
(RETURN)

This puts the computer in the disk
mode and tells it that this is a new
disk, what the name is and also that
this is the first disk (@1). It will then
ask “Are You Sure?” and you can
push “Y” for yes. It will then format
the disk. You can take a few minutes
to format it and then you return to the
edit mode by pushing RUN/STOP
and then give this command:

F1 F (for file)

It then asks for the name of the file
so to save time you simply put
F2 (RETURN)

"Chapter One” jumps out. Don’t
forget to press RETURN. Here is a
good place to say that if you have a
tab in your text, better put a + sign in
the title — so it looks like this
(remember its got to be only 16
characters too).

File name:Chapter One +

Now that we have it filed, we will
want to print it. First make sure the
printer is stationed at the top of the
paper and then give this command:
F1 O (output) P (print)

Say that after you read it you
remember something that you forgot
to mention and you want to change a
few things. Just load it (F1 L), then
put in the name of the document and
RETURN. Go ahead and edit it like
you did before.

Another good thing to know is that
if you get in a position you don't
know how to get out of, just push
RUN/STOP RESTORE. It puts you
back to the beginning but it won't
ruin the text that you already have in
the computer.

There are a lot more things that
you can do with Easy Script, but this
should put you on the right track and
help you understand the manual
better. Don't give up here. | learn
something from it every day | use it
It's easy with Easy Script. Ll

Have you seen the other Gareth Powell Computer Magazine ?

The Australian Apple Review

Available from newsagents and computer stores, or by direct subscription ($18 for six issues,

Gareth Powell Pty Ltd
Top Rear, 4 Carrington Rd, Randwick, NSW 2031

$36 for 12 issues from




SOFTWARE REVIEW

Petspeed 64 Compiler ...

hat's faster than a speeding
vw subroutine and jumps over
tall listings? PETSPEED.

Zolin's first law of program velocity
states simply that- The chronic
intervalation juxtaposed twixt the
inception and exhaustion of execution
of a standardized codesource (see
standard  specification:. “BULLS
WOOL #1,1983, Bull.Soc.Sci.Com.
Sta.T Vol.X, No.Y, Page Z-a") is a
constant.

For those of an academic bent,
the above bulletin will provide an
erudite and recondite exposition of
the law.

For us keyboard pounders it's
easier. It means that you can spend
weeks putting together a program bit
by byte in assembler and have a
result that goes like the clappers or
spend some hours pounding out a
program in a higher level language
and then have it crawl along. So
that's a problem. Like all problems,
though, some joker always comes
along with a solution. Then where are
you? There you were with a nice and
neat problem to sit on and ponder
(philosophically, of course) when
somebody pulls it out from under
you and you are left on the bare floor
boards — academically speaking. The
solution in this case is to COMPILE
the program.

"?" you say. “I” is my definite
answer. OK, kiddies, it goes like this:-

A compiler takes a program and
does all the things it can -
BEFOREHAND - that the computer
may have to do during program
running. That means that your
original high level program is pre-
translated to something which
makes the computer do only those
things that might change during a
program execution. For example, to
read a joystick from BASIC might
involve these steps:
enter a.subroutine,
translate all the garbage,
decode decimal values to binary,

read a value in memory, **

drop various bits off the value,

test each bit for one or zero,

decode each condition,

tell BASIC what Samantha or Shane
is doing with the joystick. **

In this example only the two lines
marked with “**” need to be
executed at the time S & S are doing
their thing.

The rest of the structure and the
paths to be taken by the data is set
by you, the programmer, at writing
time. So why make the computer do
the translation all over again? Simply
because, usually, it is simpler. In
some cases, though, that is not on.
For instance, you (or Samantha) are
tooling your hyperspace sub-cruiser
down the main runway of the space
station when a fleet of Glurk
Grossenplutters comes in from your
port bow. You frantically swing your
laser disintegrator around. All Earth
is watching on colour telly and . . .
the BASIC program decides to
compute some new co-ordinates for
your laser thingummy and everything
comes to a lurching stop. The Glurks
are looking down the impotent barrel
of your*thingummy and their what-
sises are suspended in space
poised to clobber you (and Earth of
course). Some time later (only
milliseconds but it seems hours to
your highly trained and instantaneous
reflexes) things start to move again
and you get annihilated (and Earth
too, of course, colour tellys and all).

All that could have been prevented
and the world saved for future
generations by a bit of pre-translation
back when the Glurks had not shown
up yet.

The PETSPEED compiler will do
just that for you. Does that mean that
Zolin’'s famous First Law has been
discarded and relegated to the
cesspool of historical curios that
have not stood the test of time?
Neverl Read on, dear reader. There
is more yet.

So let's see what PETSPEED is all
about.

In price it is about a hundred
dollars.

In size it is about 31@mm by 230
mm by 35mm, ie a CBM software
box.

Inside it is a manual, a disk and a
dongle. (Dongle = gizmo that plugs
into the joystick port and without
which the program will not run. Copy
the disk as much as you like. No
donglee, no runee)

Firstly the manual

Remember, its a Commodore
manual therefore it doesn't fully
document the software. It might not
be CBM policy but its CBM reality.
As far as it goes, though, it does
better than most similar bundles of
paper. Its just sad that there are
some vital things it doesn’t tell you.

The first part of the manual is all
about what hardware you can use it
on. You learn from it that you need at
least one 1541 drive or one of the
bigger ones (4040 for example) or
two 1541 disk drives. So far so good.
The next bit tells you how to convert
the disk that came in the box to four
(that's right, four) other disks that will
actually be used to do the compiling.
Well, two will be used, anyhow. The
manual tells you to make master
copies and not use the main disk in
future except to make more master
copies. After six months of no use |
used my master copy disks for
something else. | have not had to
make up a new set yet (six months
later). What you actually make up is a
pair of disks (two of each if you take
the manual's advice). The first is the
work disk that you use to do the
actual compiling. The second has a
bunch of utilities including:

*a program to make backup disks,
*a program to locate an error,

*a program to produce a report of
variables, memory locations used
and so on (it doesn’t seem to want to

Speeding up your program
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work on large programs using two
drives — when you need it most, of
course),

*a program to modify multi-dimen-
sional arrays (the compiler only likes
two dimensions or less).

There are a very good couple of
pages telling you what the compiler
will or will not accept in a basic
program.

It doesn't tell it all. For example it
makes no mention that the FRE(X)
command makes the compiled
program do very queer things. “So
what?” you say. So this:- next time
you have a program which generates
loads of strings, watch it running.
You will note that now and then it
stops dead and then starts up again.
The computer is doing what is
known as garbage collection during
the stopped bits. You can get rid of
the problem by interspersing your
program with the statements

X=FRE(®)

which forces a garbage collection.
PETSPEED won't accept it. Here's a
better one. If youve read any
programs for the C-64/1541 disk
drive combination, you will have
seen things like this:

1009 OPEN 15,8,15
10190 INPUT#15,DE,DE$,DT,DS
1020 PRINT DE,DE$,DT,DS

That comes up with a SYNTAX
ERROR.

Why? Good questlon The software
does not like the combination of
variables. Change to AB$,C,D and
all is well. But just imagine how long
it takes to find out in the first place. A
little documenting would do a lot of
good. | cannot believe that nobody
at Commodore has come across that
little glitch.

What it does document it does
well. There aren’t too many incom-
patibilities in the software with
standard BASIC. One bit of advice |
would give is to keep the BASIC
simple and inelegant. The little
programming flourishes are the most
likely to crash.

There is an excellent section on
“Making the Most of PETSPEED 64”.
There is a good section on memory
mapping the compiled program. In
fact the rest of the manual is good.

Then there is

The disk

What can you say about a disk?
It's about 13@mm in diameter with a
hole in the middle and a black jacket
with a label that says:

COMMODORE 64
PETSPEED COMPILER
PSC6440
and similar things. It did what it was
asked to do. What more can you

ask?

Then, of course, we have:

The dongle

This was my first introduction to
the world of dongles. Its a tan
bakelite block with a plug at one
end. The block is a little smaller than
a matchbox. The plug fits into
joystick port 2. Inside are some
clever electrics (which can't be
detected with an ohm-meter) which
provide some vital information to the
program.

If the dongle is not plugged in, the
program is likely to hang up or give
odd results. It means that you are
free to make backup copies of disks
but that the financial interests of the
author and the publisher are
safeguarded. A good arrangement. |
like dongles. Imagine the effects on
your friends if you walk up to your

computer and say, with feeling:
“Aarghh . .. my dongle just fell offl”
Seriously, though, dongles are a

good compromise in the fight
between pirates and programmers.
Sure it's not perfect security — what
is? — but it is good.

With all that,
compiler do?

It takes a basic program that
crawls along and makes it gallop. |
wrote a variation of the “sheepdog”
program a little while back and
compiled it. In BAASIC (pun) the dog
scampered and the sheep sort of
moved about. In the compiled
version the dog was a black smudge
tearing about the screen and the
sheep, well, best no more be said.

From the point of view of you, the
user, it requires that you SAVE the
program onto the WORK DISK and
run the compiler program. In a time
varying between ten minutes and
half an hour or more, the program
makes four passes through your
code. It generates a file with the
same name as your original program
with “WOW' appended. Why .WOW?

what does the
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No idea except perhaps in wonder at
its speed. It also generates a file of
the original name with .W appended.
This file holds information that one of
the utility programs can use to locate
an error in the compiled program. It
can extract the original line number
and portion of line. Clever.

The compiled program, by the
way, behaves just like a normal basis
program that you can LOAD, SAVE,
overlay, write and read files from (but
not SAVE from within the program).
All pokes and peeks are supported,
as are all disk commands -
including random access ones. |t
does all this more surefootedly and
with a crispness of response that's
impossible in dear old BASIC. If you
try listing the program, though, you
only get

10 SYS (2073) PETSPEED

But what about Zolin’s first law?
Well, yes. The original programming
in BASIC is quicker. The final
running is quicker. Where's the
“constant” intervalation?

You see, it's like this: Three time-
takers come up immediately. Firstly
there is the compiling time. Small but
significant. Then there is the problem
of fixed code. Once compiled, the
program is not maintainable. Any
change requires that you go back to
BASIC, do your changes there and
recompile. A very time-wasting
process. Then there are all the little
undocumented things that take you
a few days to sort out. Then there is
the code overburden.

There are no free meals. If a
program isn't translated at RUN time
it needs to carry some code with it to
replace the BASIC translater in the
machine. In the case of PETSPEED a
typical 8 Kbytes is added to a
program. Yes, it does crunch down
the BASIC code but adding 32 disk
blocks (sectors) to a file is no mean
thing. This overburden is very
noticeable in smaller programs. At
about 70 sectors of BASIC program,
the crunching and overburden even
out and after that the Complied
program is actually SMALLER than
the BASIC one.

This gives a hint of the optimum
target of RETSPEED, It does its best
work with BIG programs, although it
is useful with smaller ones. How big?
The biggest | have compiled was

145 disk sectors. For that you need
two drives. The compiler uses up an
enormous amount of memory, as you
may imagine. It uses the disk as a bit
of slow RAM. With a program of
about 100 sectors it stops in the
middle of one of its passes and asks
something like “out of disk room,
scratch the source code?”. A “yes”
answer lets it finish the job. Above
about 110 sectors you have to have a
twin drive or two -drives. That may
give you an indication of how
complex and clever a program it is.

Using PETSPEED changes your
programming style. As the compiler
just ignores REMs, spaces, style and
SO on, you can make a very readable
program with good spacing, short
lines, titles and all the other things
that make program reading and
maintenance a pleasure rather than
a chore. On the other hand, it lets you
be as paranoid as you like since the
final program version carries no hint
of your techniques. You can then
guard your source code and feel
safe from prying eyes.

The compiler will not support a
SAVE command within a program

and seems to have a continuing
love-hate relationship with ARRAYS.
Somehow, though, it all works out.

A note for gun programmers.
Here's something that took me a
while to find out but may be useful to
you. The piece of the compiled
program that lies between $0826
and $27ff is common to all
programs. You can save a heap of
loading time and memory by slotting
it in on overlayed programs. That
little heap of code accounts for most
of the 32 sector overburden.

In conclusion, what will PETSPEED
do for you? In one word, “heaps”.

Regardless of how many people
may make disparaging remarks
about BASIC, it is a very useful
language, particularly in its STRING
handling ability and heuristic ap-
proach. What's more, it's built into the
64. Like it or not the Commodore 64
speaks BASIC. Combine CBM
BASIC with PETSPEED and you
have a powerful combination. My
verdict? I'd thump anybody who tried
to take it away from me. | have other
programs whose absence | would
never notice. O

Public Domain Software House
for
The Commodore 64 Computer

% Games % Utilities % Education %

COMMETTE 64 makes your tape as
fast as a disk drive for your Basic
programs. Includes 3 new commands,
DEEK, DOKE and SNATCH, and you
don’t need Commette 64 when reloading
your programs. Order this time-saving
program now. Only $19.95. Dealer
enquiries welcome.

Quick Copy single disk drive backup in
4 minutes. $12.50

‘‘Public Domain Software’’ are programs
written by users for users.of the Commodore
64. They are not pirated commercial programs.
These are quality programs for young and old to
provide you with hours of fun and
entertainment .

Collections Nos 1 and 2 contain Adventure
Games, Maze Games, Swerve Startrek and
many more.

Collection No 3, Utilities, contains 2 Monitors,
Sprite Editor, Copy Program for 1 or 2 Disk
Drives and mere.

Collection No 4, Education — Monopoly, Life
Expectancy, Maths Games, Spelling, Typing etc.’
Collection No 5, Technology: Find out how a
Computer Works.

15+ programs per collection.

Each collection costs $12.50, disk or tape,
including postage and handling.

Special offer: If you order all five collections you
receive a Basic Tutor with 7 lessons absolutely
free, disk/tape.

Guaranteed for 3 months.

Order your copies now.

Send cheque or money order to:

Public Domain Software House,

P.O. Box 451,

Spit Junction, NSW 2088.

For more information, ring (02) 922 4893
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Credating reports with the Commodore 64

Manager

Many first time users of the
Commodore 64 “Manager’ data-
base package are bewildered by
the many options and features
this program offers. One area in
particular, Report Generate, can
be confusing, particularly to a
novice. Here’s how to use the
Manager's powerful report gener
ator to produce sorted reports.

| will describe a simple mailing

list application and show you
how to create two reports: a report
sorted by last name and a report
sorted by last name that also uses
the Manager's search criteria. These
two reports should provide you with
a good introduction to the Manager’s
report generator. Figure 1 shows the
record layout used for the' mailing list
file, with each field numbered from
one to 13.

Before you even turn on your
computer, you should first lay out the
report on paper, indicating exactly
where each piece of information will
go. Using grid paper makes designing
a report easier because you can
indicate the spacing more precisely.
When you lay out a report, you must
define every single piece of infor-
mation that is going to appear on the
report.

Figure 2 depicts the first report: an
alphabetical list by last name. If you
look at this report layout, you can see
that at the top of each page of the
report, as a heading, we want the title
of the report centred. Centred below
the title is the current date. We then
want to skip a space and begin
printing the actual data for the report.
For each person on the mailing list,
we want to show last name, first
name, address, city, state, postal
code, telephone number and mem-
bership status. We also want to skip
a line between each person. Finally,
at the bottom of each page, we want
to put a page number. For this
particular report there will be no

To keep the explanations simple,

column headings because all the
information on the report is self
explanatory (except possibly mem-
bership status). Eliminating column
headings allows us to get more
records per page, saving paper. (On
the second report, however, column
headings will be used).

From this description, you can see

that there are basically three parts to
the report: the heading, the data from
the records and the footer (ie the
page number). The Manager's report
generator calls each one of these
parts of a report a print zone. In the
Manager, there is a header zone, a
list zone (for the data) and a footer
zone. For each of these zones you
have to define what data will be
printed for the zone. Defining the
data to be printed is done by setting
up print areas in the Managers
report generator. In addition, you
also have to consider the following
items:
1. Search characteristics. The
Manager's report generator has the
ability to be selective in its reports.
You can print a report based on
exact matches, hunts or complex
combination searches. The alpha-
betical list of our mailing list does not
require any searching. We are simply
listing everyone in the file. However,
the second report, which lists only
members, will take advantage of the
Manager's search abilities.

by Thomas Ziegler

2. The order of the report. The
Manager provides three ways to sort
or order a report entry (file) order,
index field order, or single or multiple
combination sorts based on any
field. Entry-order reports list the data
records in the order that they were
entered. This type of report is the
fastest' to produce. Index-field-order
reports use the index created in the
Enter/Edit option as the basis for the
report. Reports sorted by index are
very fast. Reports sorted by fields are
the most powerful and flexible.
However they are also the slowest,

Ly Majlapa |-t

SR R G
Eieet Nanall oo e e i |
TREESY
TERGE RN SRR R
LY EEREREREREL TONDReRE W

1P IR

Plenber Gy i) late Jolyediiliv) L1}

r Month
bittyc= Heldme 12 |
SRS RN IR o T R

rec len= 194 chars. # of records = 44

Figure 1: Layout for each record
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XYZ MAILING LIST

AS OF: CURRENT DATE

LAST NAME FIRST NAME MEMBER STATUS

ADDRESS 1 ADDRESS 2

CITY STATE ZIP TELEPHONE
LAST NAME FIRST NAME MEMBER STATUS

ADDRESS 1 ADDRESS 2

CITy STATE ZIP TELEPHONE

Figure 2: Setting up your report

since the file has to be sorted before
the report can be printed. In our
example reports, we will sort the
reports by last name.

3. Will the report be printed,
displayed or stored on disk? The
Manager allows you to produce
reports for the screen or for the
printer. It also allows you to direct a
report to the disk drive. Reports to
disk can be used by Easy Script as
fill files.

Once you have entered all the
requirements for your report, the
Manager permits you to save your
report specifications on disk for later
use. The next time you want to
produce this report, all you do is tell
the Manager which report you want
and it will automatically start printing.

Let's look more closely at the
steps you need to follow to produce
the two reports we defined above.

Alphabetical report
by last name

The ' format for this report, as
shown in Figure 2, assumes that you

have a printer. Here is how to
produce it.
From the main menu of the

Manager, select R for the Report
Generate option. The first prompt is
REPORT FROM KEYBOARD OR
DISKFILE? The first time you define
a report, you are defining it from the
keyboard by typing in the report
specifications. After the report has
been defined and the specifications
are saved on a disk, you are using a
report from a disk file.

You next have to provide the name
of the, file you are using for your
report.

The next prompt, ENTER SEARCH
CRITERIA, is used to select specific
records. In this example there are no
search criteria required, so you
would press RETURN.

Next you have to specify the order

of the report: index, sort or file. In this
case we want a sorted report. After
you decide you want a sorted report,
you have to define the sort. To help
define the sort, the Manager
prompts: ENTER NUMBER OF
SORT KEYS. A key is simply the field
or fields we are using in the sort. The
Manager allows a maximum of 16
keys. In this case, we only need one
key, last name. When the Manager
sorts the data for this report, the data
will be sorted by last name.

After all your typing, the Manager
screen should look like Figure 3. At

this point, you have to specify which

fields you want to use in the sort. In
this case, last name is field one. The
prompts shown in Figure 3 are used
to specify whether the sort is
alphanumeric or numeric and whether
the data should be sorted in
ascending or descending order. At
these « prompts, you enter your
information and press the arrow-left
key to continue.

Next, you have to specify where
you want your output to go. If you
recall, output can go to the screen,
the printer or to a disk. Figure 4
shows the prompts that must be
answered. In our example, we want
an output to the printer.

The next step is defining the
characteristics of the three print
zones: header, list and footer. For the
sample report, you must first define
the header zone. Checking our
report layout in Figure 1, you can see
that you need to allocate three lines
for the header. one line for the title,
one line for the date and one blank
line to separate the heading from the
rest of the report. Consequently, at
the next prompt, NUMBER OF
LINES IN ZONE? you would type
“3”. The next prompt is NUMBER OF
LINES FROM THE TOP? By
changing this number, you can vary
the top margin of your report.

Next, the print-position editor is

retort Asnerate

enter aumber of . sort keaz? i

field e ERLF FE i fecdsRlesd
i s ] a a

Figure 3: Prompts used to specify
report fields

refort Gensrate

ouitfFut conditions

outfFut to Boreen. Winter. Riszk b

enter device number* 4

enter Frlater contirol character? @

enter line lensth? 29

enter number of linesz Per Paze?

1)

Ty

Figure 4: Prompts for report output

rEFOr SEnerate

print area # 1

data tupe CE-R-Rdic zubzcrifrt: 1

text /titie

lenath of area: 289
column aember -1
# of decimals

P EX-T

bresk tufe (Wone . WEnfds.

cenbering (4T W

accumulate LMY T R

18 areasz ofewn

Tine numper 1

Figure 5: Print-position editor

used to lay out your report. The print-
position editor is used in all three
zones. Figure 5 shows a blank print

_ position editor screen and provides

explanations of each entry on the
screen.

It is important to remember that
every item (even spaces or blank
lines) that you want to appear on a
report must be specified in either the
header, list or footer zone. Data
specified in the header or footer
zone will be printed once per page.
Data specified in the list zone will
print once per record. All the entries
in the.print position editor are not
used for every print area that you
specify. For example, if you enter a
text data type, no subscript entry is
required.

15
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To enter the print areas for each
zone, you simply type in the required
data and press RETURN. The data
for our example report is shown in
Table1 on page 1. Listed below
are keys that perform special
functions in the Managers print
position editor.

f7: Move to the next print area in the
zone.

f8: Go back to the previous print
area in the zone.

CRSR UP: Move to the previous item
on the screen.

CRSR DOWN or RETURN: Move to
the next item on the screen.

SHIFT CLR/HOME: Delete the print
area displayed on the screen.

f1: Return to the main menu.

f2: Return to the beginning of the
Report Generate option.

After you enter data for your first
print area, you have to press f7 to
enter the information for the next
print area. Each time you finish with
one print area, you have to press 7
for the next print area. Pressing f8
allows you to go back and edit a
previous print area. Pressing 18
allows you to go back and edit a
previous print area. When all the print
areas for a zone are entered, you
have to press the arrow-left key.

When you finish entering the print
areas for one print zone, you then
follow the instructions on the screen
and continue entering data for. all the
remaining print areas. Finally, you
exit the print-position editor.

If you look at Table 1 for the footer
zone, you will notice that the register
data type is used with subscript 104.
Register 104 is a special register that
is used to keep track of the page
number of your report.

Next, you are asked if you want to
save the report conditions. For a
sorted report, you must save the
report conditions. Otherwise, the
Manager will prompt you to insert
your data disk over and over again.
After the Manager saves your report
specifications on disk, you can use

the report specifications to print
additional reports.
When the Manager prompts:

SORT THE FILE? if you enter Y, the
Manager will sort your file and
prompt you to alternately insert the
program and data disks. After the file
is sorted, the report will be printed.

XYZ MAILING LIST
AS OF: CURRENT DATE

Clark Gail Y
611 Windsor Place Apt. 312
Anytown PA 19000 215-989-4321
Fretz Dr. Walter N
1101 Walnut Street
Anytown PA 19000 215-989-6789
Jones Susan N
1525 Ridge Road
Pinebrook NJO7005 609-123-4567
Smith Jim Y
421 Broad Street
Anytown PA 19000 215-989-4653
Smith Joe Y
11 Winding Road
Anytown PA 19000 215-987-1212
Smith John Y
123 Main Street
Anytown PA 19000  215-989-4567

Figure 6: Sample report of mailing
list alphabetized

If you enter N at SORT THE FILE,
the Manager will check your data
disk to see if you have already
produced a sorted report with your
file. If you have, the Manager will use
the sort file from this previous report
rather than creating a new sort file.

Once the report is printed, you
have the option to print it again or
return to the main menu. Figure 6
shows a sample report produced
from the specifications just described.

Members-only report

This report is similar to the
alphabetical list report except that
we are going to add column
headings and use search criteria to
limit the number of records printed in
the report. Figure 7 shows the report
layout. As you can see, this report is
simpler than the alphabetical list
report.

The search criteria are fairly
simple: we want to list only members.
In terms of our file, this means we
want to list only pe®ple who have a
“Y* entered for field nine. When
Manager prompts SEARCH
CRITERIA, we will enter. F9="Y". This
means include only records with
field nine equal to “Y” in this report.
Any record without a “Y” in field nine
will not be included in the report.

The sort specifications for this
report are identical to the sort
specifications used in the previous
report. Table 2 shows the print areas
used in this report. Notice that the
column headings are part of the
header zone.

Remember that you have to press
the f7 key to advance to the next
print area you wish to enter. The
arrow-left key is used to proceed to

the next print zone after all the print
areas for a particular zone are
entered. Also, remember that sorted
reports must be saved before they
can be printed. Figure 8 shows a
sample report.

Once you master creating simple
reports like the two described in this
article, you can go on to create more
advanced reports that use arithmetic
and registers. The possibilities are
virtually limitless.

Explanation of prompts

Print Area. Each data item displayed
in a report will automatically be
assigned a print-area number. You
press f7 to advance to the next print
area.

Data Type- F R D T. There are four
data types available for reports:
fields, registers, display areas and
text.

Subscript. When used with the field
data type, this entry designates the
field number. When used with the
register data type, this entry desig-
nates the register number.
Text/Title. Used to enter the text for
a text data type. Whatever is entered
heré will be displayed as entered in
the report. When used with a field or
register data type, data entered here
will be a column heading.

Length of Area. Defaults to the field
size if the field data type is used. If
the register data type is used, it
defaults to 12. The number entered
here may be changed to be less than
the default.

Line Numbers. Designates which
line in the particular print zone this
data item will be placed in.

Column Number. Defaults to the
next available horizontal position
based on the previous entry. It may
be modified.

Centering Y/N. When a Y is entered
here, the data will be centered in the
area specified.

Number of Decimals. Used for
numeric fields or registers to specify
the number of- decimal places to be
displayed.

Accumulate Y/N. If Y is entered
here, totals for this column will be
displayed at the end of the report or
at break points.

Break Type. If a break point is
specified, the break can be linefeeds
or a new page. O
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XYZ PHONE LIST

MEMBERS
NAME DATE JOINED PHONE #
FIRST NAME LAST NAME MONTH/YEAR XXX-XXXX

Figure 7: Setting up member
phone list

S
oown Johp
o dwey  Willian,
Wking \bav,u

Table 1: Data for alphabetical report

The data in the name column is used for the TEXT/TITLE for text data types.

PRINT DATA
AREA NAME/TEXT TYPE  SUBS. LENGTH CENTER LINE coL.
Header Zone: 3 lines in the zone
1 XYZ MAILING LIST ] 80 b4 1 1
2 As of: Current Date L — 80 Y 2 1
3 Space T 1 — 3 1
List Zone: 4 lines in zone
1 Last Name F 1 20 — 1 1
2 First Name F 2 20 — 1 21
3 Member? F 9 1 — 1] 41
4 Address 1 F 3 30 — e 1
5 Address 2 E 4 30 — 2 31
6 City E 5 25 _ 3 1
7 State F 6 2 — 3 27
8 Zip Code F 7 5 — 3 30
9 Telephone F 8 12 —_ 3 40
10 Space il — 1 — 4 1
Footer Zone: 1 line in zone
1 Page # R 104 4 - 1 40
Table '2: Data for members-only report
The data in the name column is used for the TEXT/TITLE for text data types.
PRINT DATA
AREA NAME/TEXT TYPE  SUBS. LENGTH - CENTER LINE coL.
Header Zone: 6 lines In the zone
1 XYZ MAILING LIST T — 80 Y 1 1
2 MEMBERS T —_ 80 Y 2 1
3 Space T - 1 - 3 1
4 Name T - 10 —_ 4 8
5 Date Joined T — ) - 4 42
6 bbPhone # T — 9 — 4 64
T 15 —_ 40 —_ S 1
8 &0 —_ 11 — 5 42
9 T _ 12 — 5 64
10 T — 1 — 6 1
List Zone: 2 lines in zone
1 First Name F 2 20 —_ 1 1
2 Last Name F 1 20 — 1 20
3 Month Joined F 11 2 — 1 44
4 / T — 1 — 1 45
5 Year Joined E 10 2 — 1 46
6 Telephone F 8 12 — 1 64
7 Space T — | — 2 1
Footer Zone: 1 line in zone
1 Page # R 104 4 — 1 40

Now you can create video graphics as quickly and
easily as you put conventional images on paper.

There’s no need to fiddle with joysticks, paddles,
mouse or keyboard controls. You simply move the stylus
control as you would a pencil. “Super Sketch” reproduces
the movement on your video screen.

You can trace or draw freehand then alter the
graphic as much as you like.

And the Ozi Super Sketch does more than just
draw pictures. Interchangeable cartridge software extends
functions to include Business Presentation, Home
Planning and Music Composition.

In addition, the Ozi Super Sketch gives you Colour
or Black & White printout capacity when combined with
Printer Utility Disc. Available for C64, Apple, |.B.M., Atari,
TI99/4A, Coleco Vision.

Allin all it adds up to a pretty exciting package. But
don’t take our word for it, discover the remarkable Super

Sketch graphic tablet for yourself from $99 00

soon at your nearest stockist. AECOMTENDES T PRiCE

COMMING
SOON:
Business
Presentation,

Australian Distributors:
Suite 33/8-24 Kippax Street,
Surry Hills NSW 2010. Australia.

Home Planning
and Music
Composition
Software.
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To round or not to round

Your Commodore 64 or Vic 20
Y may be math wizards — except
when it comes to rounding
certain numbers
The process of rounding numbers
is one that must be done during and/
or at the end of many types of
calculations. If not done at the
proper steps in a series of calcu-
lations, the results may not be what
we expect. For instance, in calculating
interest earnings on a savings
account over a number of years, the
interest earned must be calculated,
say, every quarter and the interest
added to the current principle before
making the next interest calculation.
At each step, the result should be
rounded. If it is not rounded,
subsequent calculations will be
based on ‘numbers that may be
slightly incorrect. In addition, to
format numbers on the Commodore
64 and Vic 20 computers the number
must first be rounded.

AllFmath method

The technique for rounding that
relies completely on mathematics
depends on the [INT (integen
function for eliminating digits that are
to the right of the point at which we
wish to round. The INT function
eliminates all digits to the right of the
decimal point and returns the next
lower whole number. In practice, the
INTof1.1is1,0f19is1, of-1.1 is-2
and of-1.9 is-2. As you can see, INT
acts in a somewhat unexpected
manner when handling negative
numbers. Also, it does not round
before truncating. But ours is not to
reason why, ours is to understand
how it works and then program it to

get the results we need. Key in and
RUN the following program to
experiment with the INT function.

10 INPUT N
20 PRINT INT(N)
30 GOTO 19

To observe INT at work, the
number entered must have at least
one number to the right of a decimal
point. Try 1.1, 1.9, -1.1 and -1.9 to
verify the examples given above.
Press the RUN/STOP and RESTORE
keys in combination to exit the
program.

Fine, now that we know how INT
works, how do we use it to round?
The trick is to add .5 to the number
before using the INT function.
Change line 20 to read

20 PRINT INT(N +.5)

and try the program again. Works
fine with positive numbers, but what
about negative numbers? (Try —1.5,
which should round to-2))

To be able to round negative
numbers as well as positive numbers
using INT, we must elicit the aid of
two other mathematical functions:
ABS and SGN. Change line 20 to
read

20 PRINT SGN(N)
* INT(ABS(N) +.5)

and try the program again. Works
fine now! The ABS function returns
the absolute value of N. If the value
of N is positive, there is no change,
but if N is negative, then ABS returns
a positive N. This allows the formula
for rounding to work correctly (we
saw above that positive numbers
round correctly). The SGN is used to
restore negativity. If N is positive,

by Richard H. Goodyear

SGN(N) is one_and multiplying by
one will have no effect on the
rounded value. But if N is negative,
SGN(N) is =1 and multiplying by -1
will restore the rounded value to its
original negative condition, a con-
dition that was lost using the ABS
function.

We can now round any value,
positive or negative, to a whole
number, but what do we do to round
to one, two or more places to the
right of the decimal point? After all,
much of our data processing will
deal with money and we will usually
need to round to two places to the
right of the decimal point. Actually, it
is pretty easy.

To round to two places to the right
of the decimal point we will first
multiply by 100 to move the decimal
point two places to the right of its
present position, then we can round
this value, and, finally, we will divide
by 100 to move the decimal point
back to its original position. Change
line 20 to read

20 PRINT SGN(N)*INT
(ABS(N)*100 + 5)/100

and try the program again. To see
the formula work, you must enter
numbers with at least three digits to
the right of the decimal point.

The number of digits that remain
to the right of the decimal point is

.controlled by the number you use to

multiply and divide. As seen above,
multiplying and dividing by 100
leaves two digits to the right of the
decimal point.  Multiplying and
dividing by ten would leave one digit,
by 1000 would leave three, and so
on.

The formula looks pretty compli-
cated, but | hope that taking its
development step by step has
enabled you to understand how it
works.

If you experiment enough, you will
find that this formula will not work in
all cases. This is not the fault of the
formula, but is caused by slight
errors in the way the Commodore 64
and Vic 20 computers handle
numbers. Errors are not very
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common and occur only with certain
combinations of numbers.

String method

If you enter and RUN the program
for the “all-math method” you will find
that it works fine with most numbers.
And there is the catch — most! For
example, if you enter 99.335 you
would expect to get an answer of
99.34, right? But both the Vic 20 and
the Commodore 64 computers return
an answer of 99.33. An input of
33333.445 returns 3333344 and
567.555 returns 567.55. The problem
seems to exist only when the third
number to the right of the decimal
point is a five, and then depends on
what combination of numbers is to
the left of the five. You may want to
key in the program and experiment
with it a bit. Are there any other
conditions under which the problem
exists?

While it is true that the rounding
problem occurs only under special
circumstances, we would prefer that
our computer always did its home-
work “right”, right? This problem can
be resolved by first converting the
number into its equivalent string
(STR$), and then using the powerful
string-handling functions available to
us on the Commodore computers to
help us do the rounding.

The following program demon-
strates a solution to the problem
using strings: The program rounds to
two places to the right of the decimal
point. What we will be doing is
exactly what we do when we round
by hand. To round to two places to
the right of the decimal point, we
look at the third digit to the right of
the decimal point. If the number is
five or more then we add one to the
second number to the right of the
decimal point. Finally, we truncate

the number to two digits to the right.

of the decimal point. The order of
actions in the program is different,
but the principle is the same. You
can key it in and try it out, then | will
explain its workings (if you haven't
figured them out yourself).

And. now for a blow-by-blow

account of how the program works.
1@ |Inputs a number from the
keyboard and stores it in N.
2@ Converts the number stored in N
to its string equivalent using the
STR$ function and stores the string
in the variable F$.

30 Determines the number of
characters in F$(LEN) and stores
that value in the variable L

49 Assigns the value of @ to the

variable PD (for Position of the
Decimal point).
50-70 A FOR/NEXT loop that

searches for the decimal point. It
uses the MID$ function to examine
each character in F$ and sets PD
equal to the numeric position of the
decimal point in the event that the
decimal point is found. If the decimal
point is not found (a whole number)
then the variable PD remains equal
to®.

80 This line checks to see if the
number needs to be rounded. If the
length of F$(L) is less than or equal
to the numeric position of the
decimal point (PD) plus two, then
there are no more than two digits to
the right of the decimal point and
nothing to be rounded. If true, then
control passes to line 140 where F$
is printed on the screen.

9@ The third digit to the right of the
decimal point (PD + 3) is read and
saved in the variable R$. This is the
value that will determine how the
number will be rounded.

100 This line removes the digits to
the right of the point at which we
want to round. It uses the LEFT$
function to read F$ up to the second
digit and replaces the old value of F$
with this new, truncated value.

110 If the third digit (R$) is less than
five, then nothing more needs to be
done to the value in F$ and program
control passes to line 140 to print F$
on the screen.

120 Having failed the test in line 110
means that we need to add one to
the final digit of the number to round
up. To accomplish this, we must
convert the numeric string in F$ to a
numeric value (VAL), take its absolute
value (ABS) to avoid problems with
negative numbers, and add 01. The
result is stored in the variable F.

130 The value of F is now multiplied
by the result of SGN(N) which will
restore a negative condition if it
existed. The result is converted into
its string representation (STR$) and
the result is stored in F$.

140 The value of F$ is printed on the
screen.

150 Sends control to line 10 to ask
for another number.

Well, there it is, a solution to the
rounding problem. The routine is

lti'll_ﬁ_

written to round to two places to the
right of the decimal point; it is a
relatively easy matter to change it to
round to any desired number of
digits. A handy addition would be a
few lines to format the number so
that it always prints two digits to the
right of the decimal point, adding a
“00” or “Q” as required; these lines
would begin at line 140. | will leave
this task to you. O

1@ INPUT N

20

F$ = STR$(N)

30 L = LEN(F$)

40 PD = @

50 FOR I =1 TO L

6@ IF MID$(F$»Is1) = "." THEN PD
70 NEXT 1

80 IF L <= (PD + 2) THEN 140
90 R$ = MID$(F$s (PD + 3)s1)
100 F$ = LEFT$(F$; (PD + 2))
110 IF R$ < *5" THEN 14@
120 F = ABS(VAL(F$)) + .01
130 F$ = STR$(F * SGN(N))
140 PRINT F$

150 GOTO 1@

I
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Looking before you leape«-«« a

by Andrew Farrell

Il over Australia the pavements

A are traversed by bewildered

xpectant computer owners.

As they march to and fro across city

streets, and ride trams or trains to

reach another potential place of sale,

they quickly become entangled in a
great web of computer jargon.

At this time of year their numbers
increase dramatically. Today a
novice, tomorrow an expert. Armed
with little more than cash in hand, a
disaster may be imminent. Gobbled
up by fast talking sales people,
whose knowledge may not far
exceed their own. Swallowed by the
familiar jingles of incessant ad-
vertising. Something must be done to
point them all in the right direction,
for fear they should end up
floundering amidst a pile of black
and green cables behind some
unknown brand of computer.

In a computer store their eyes
open wide, their fingers become
fidgety and must be restrained by
gripping a nearby object. At the sight
of a salesperson they run and hide. If
cornered, special care must be taken
not to intimidate them with computer-
speak or strange facts and figures.
This new world of unfriendly words is
almost unavoidable if they plan to
venture further. To help arm this
growing crowd | have collated a list
of important criteria for them to
consider. Features to be avoided,
features to fight for.

It is not Commodore orientated,
although after reading it you may feel
obliged to at least have a look at one.
If you already own a Commodore,
here are some reasons to keep it. If
you own something else (disgust)
then perhaps you should be buying
a different magazine. Well, here it is.
The first unofficial 1984 expectant
computer owner buyers guide.

Finding a use

Indeed, uses there are many.
Deciding which use is the first
choice that must be made. It is likely
there will be several, some of which
may be more desirable than others.

Education, entertainment, business,
hobby or holocaust. Learn to space
invade or typewrite, balance the
cheque book or break a leg
breakdancing. The possibilities are
endless. No doubt they have all
been written down somewhere.

Most computers can do most of
these things. Some can do very few,
while others can do hardly any.
Wherever possible it is best to stick
to the first category. As with most
rules there is an exception. If the
computer will have one specific use
such as word processing or running
a cashbook, then don’t shop for the
computer first. Instead find the right
software package that will do all the
things required and then buy the
computer that it operates on.

Software is the breath of life for a
computer. Without it, it is no more
than an electronic boat anchor and
not a very good one at that
Computers need instructions on
what to do. These instructions are
placed in a specific order to make
up a program or piece of software.
Another term often used is hardware,

the stuff you can kick, punch or -

otherwise deface. Software is dif
ferent. Intangible, invisible, unless it's
boxed and sitting on a shelf in a
computer shop.

New computers as a rule don't
have much software. Computers that
are very popular have thousands of
tittes available for equally as many
applications. Two popular systems
with such a range are the Apple Il
and the Commodore 64. Across
Australia there are some 30,000
Apple Il users and over 100,000

Commodore 64 users. There is a

certain amount of truth in the saying
there is safety in numbers.

What to expect?

The problem may be not so much
knowing what to buy, but knowing
what to expect once the screen
glows and the keyboard rattles. What
to expect when it's first turned on
and when to turn it off.

A computer is not a consumer

product you can take straight off the
shelf and start using. Some say it
should be, but that would be no fun.
Its not like a hi-fi system where the
components may be assembled at
random without reference to the
manual and nine times out of ten it
will work. It's not like a washing
machine, where all the controls are
visible on the front panel. There are
hidden tricks and traps discovered
only by experimentation or sheer
accident.

Computers don’'t come to life by
themselves, they need prompting.
Before off-the-shelf software can
even go to work it is necessary to
know how to get it in the computer or
LOAD it Yes, the jargon is un-
avoidable. But new owners are not
alone. Out there, beyond the horizon
are thousands of other new owners.
Thus the tricks and traps are soon
discovered and disseminated outward
through user groups, magazines and
even newspapers.

Now that the choice has been
narrowed, it is time to examine the
ground level facts. How to make
sense out of the specifications or
features. When to ignore a sales
pitch and when to ask questions.

Memory

All  computers have memory.
Today for $500 it is expected that the
computer has a capacity of 64K
which really means around 64,000
characters of storage. Less may be
sufficient, but the more the better.
Memory gives programs room to
move, room to carry out interesting
functions, room to store information.
At home 64K is plenty. In the office a
little more can be very useful,
depending on what you want to do. If
there is only 32K there may be
occasions when things get too
crowded or programs won't fit.

Some salespersons are a little
devious when it comes to revealing
the true amount of memory inside a
computer. Even though there may be
64K built into the machine, the big
question to ask is: “How much is free
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?uide for intending computer buyers

for use when the computer is first
turned on?”

Various areas of memory will be
taken up by the built-in language of
the computer. On the Apple Il/e there
is about 28K free for use out of 48K
On the Commodore 64 there is 39K
free for use out of 64K On smaller
computers, with smaller amounts of
memory, there is even less. The Vic
2 has 35K free out of 5K. It tends to
cramp things a little.

Graphics

Graphics are a great selling point,
often referred to as being of a certain
resolution, which is really a measure
of the amount of detail available. For
instance the Commodore 64 has a
graphics mode of 320 x 200 dots or
pixels. These dots may be turned on
and off by the computer to create
shapes and pictures. Graphics may
also be greated using a special
feature known as player missile
graphics or sprites. These are little
shapes that can be designed and
can then move about the screen with
the greatest of ease and speed. Very
useful in games.

Sound

Sound is another popular feature.
Some computers just have a tone
generator which can make single
notes. Others have several which
allow a few notes to play together.
The most notable is the Commodore
64, which has an inbuilt synthesizer
that is very flexible and produces
some exceptional music and sounds.

Between the above two features
some of the most fun can be had
with a personal computer. That is
providing there is a powerful
language built into the computer or
alternatively the right software is
available. The Incredible Musical
Keyboard, which is a keyboard
overlay for the Commodore 64, is a
typical example. Educational, and
very entertaining. It allows you to
design music, save it, play it back or
even play top hits.

Disk drive/cassette player

To get all these interesting things
to actually happen you will need to

retrieve programs from storage
devices and put them into the
computers memory. A storage

device is typically a disk drive or
cassette player. These are an
essential part of a computer system.
Cassette players suitable for use with
a specific computer cost around $50
and disk drives cost up to $600.
Without them progress is slow to say
the least.

Most brands will only work with
the same type of disk drive or
cassette player. Apples use Apple
disk drives, although many people
make them. Commodores use
Commodore disk drives, of which
there are several models. A few
computers use any old cassette
player, but most demand you use
their own special version.

If a printer to print a hard copy of
work on will be required, certain
other matters must also be con-
sidered. Will the computer connect
to the printer you wish to use? Most
computers connect to any printer. A

Vic 20 and accessories

few hardly connect to any. These
connections have strange names
such as PARALLEL or SERIAL
These describe the way in which
information is sent from the computer
to the printer. Similar connections
are used for disk drives, cassette
players and other devices.
Sometimes an interface is needed
to allow everything to understand
each other. These may cost up to
$130. A few other ground rules need
to be remembered. Software from
one computer will not usually
operate on a different brand. Neither
will hardware (the stuff you can kick)
connect easily to a different brand of
computer without a lot of persuasion.
Do shop around, but don’t expect
lots of service if you pay a
supermarket price. Do go to a dealer
if you can, a good one will point you
in the right direction when problems
oc¢cur. Don't expect him to take you
by the hand and lead you through
the manual. The manual is there for
you to read. But most of all, get hold
of a good magazine, and read it
every month. O
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Solving relative file
problems on the 1541

by Larry Greenley

Often users have problems
Omanipulating relative  files,
especially when it comes to
reading a relative file that has
already been created on the 1541
disk drive. This problem, however,
usually lies in the way the records
were written to disk rather than the
way they are read from disk. If you
use the following algorithm in a
relative file write routine, you will
ensure that the data is properly
written to disk, which should then
eliminate most read errors.

Relative file write routine
algorithm

is the crucial statement that ensures
that the data is written to the disk
correctly. If error 50 is not checked
and it does occur when writing to a
relative file, the record pointer
defaults to position one and destroys
the original record, usually replacing
it with a null record or bad data ( ).
Then the disk drive either spins
continually with a red flashing light
or it locks up with a solid red light. In
either case, read the error channel to
clear the error and reset the drive.

If error 50 is detected as in line 70,
a dummy (filler) record is written to

10 Open 1,8,15:Rem “Open the command channel”.

20 Open 28,2 file,,”+chr$(100): Rem “Open and create the relative file where
file=relative file name, chr$(100)=record length”.

25 I=1:Rem “Initialize i (record number) to 1”.

30 Input’Enter a record”;a$:Rem “Input data to be written to file”.

40 Print#1,"p"chr$(2)chr$(l)chr$(@)chr$(1):Rem “Position the record pointer to

the Ith record”.

50 Input#1,a,b$,c,d:Rem “Input error channel variables”.
60 If a 20 then 100 :Rem “Check for errors less than error 29, if the error is less

than 20 ignore it and go to line 100".

70 If a=50 then print#20:go to 40: Rem “Check for error 50 (record not

present)”.

74 Rem “If it exists write (print#2) a dummy record (D) to the disk in order to
make a record present and eliminate error 50”.
76 Rem “Go back to the original position command (line 40) and re-position the

record pointer to the same place”.

80 Print a,b$,c,d:Rem “If any other error occurs, print it and stop”.
100 Print#2,a$:Rem “This statement writes the data to the file on disk”.

105 Input’Do you want more records (y/n) “;g$:if g$="n"then 120:Rem “Checks
to see if more records are needed, if not, go to line 120”.

110 I=14+1: Go to 30:Rem “Increment record number (l) then go to line 30 to
input another record”.

120 close 1.close 2:end:Rem “Close both previously opened channels and

end’.

During a relative file write routine,
it is absolutely necessary to check
for error number 50 - “record not
present’. This is an error condition
that can be “trapped” (checked for
and corrected at run time) by
inputting the error channel variables
as in line 50, checked as in lines 60
and corrected as in line 79. Line 60

the file and control is returned to the
original position command (line 30)
for re-positioning. The dummy record
(@) creates a record that had not
previously been present. Once the
record pointer is repositioned and no
other errors are detected, the date
record can then be written to the
file. O

he utility itself is a machine
I language program, for which |
have written a BASIC loader. Its

main purpose is to convert whatever
is on the text screen into PRINT

statements for use in BASIC
programs. This would be useful for
creating menus, character graphics,
etc, without having to return constant
ly to the program to make adjustments.

The loader POKEs the machine
code at 49152 while a menu is
displayed on screen. This menu is
then stored in an out-of-the-way
place (under the KERNAL from
which it can later be recalled as a
help screen. This done, the program
waits for the user to hit a key, then
clears the screen and invites the
user to activate the utility with SYS
29152,

Note that | have included a
checksum routine from line 50000
onwards. This will not be executed
whenever the loader is run, but is
intended for use once readers come
to debugging what they have keyed
in. It can be used by entering RUN
50000.

Once the utility has been activated,
the user can proceed to construct a
screen using the 64’s normal screen
editor. The utility does several useful
things during this stage:

1) f7 and 18 add to the capabilities of
the screen editor by taking whatever
character happens to be underneath
the cursor and placing it in the
space either below or above the
present cursor position. This is
especially useful for putting charac-
ters down the right-hand edge of the
screen (for borders, etc) without the
worry of generating a double-length
line.

2) All keys repeat automatically.

3) A screen can be stored for safe-
keeping in either of two special
storage areas under the KERNAL by
hitting either f3 or 5. It is advisable
to use this capability regularly, in
case the screen is accidentally
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Character graphics utility

containing quotes () works, but the
resulting program does not
reason is obvious.)

Lines 10 to 35 of the loader are an

by Peter Gummer

cleared, scrolled or otherwise ruined.
4) A stored screen is retrieved by
hitting either f4 or 6. Because there
are two such screen storage areas,
the user can use this to choose
which version of a display is better
by alternately hitting f4 and f6,
flipping from one to the other.

5) If the user forgets what the
function keys do, the help screen
can be recalled by hitting 3. (Note
that f3 performs two functions every
time it is hit)

6) The activated utility is compatible
with most things one would normally
do on the 64. Therefore, if the user
needs to look at a program on tape
or disk while in the middle of making
a screen, it is easy to store what has
been done thus far by hitting 5, load
the other program, list or run it if
necessary, and return to making the
screen by hitting f6.

Converting the finished screen to
PRINT statements is done by hitting
f1. This also deactivates the utility,
which can also be done by hitting
STOP/RESTORE. Hitting f1 creates a
new program with lines numbering
from 10 onwards. Line 10 PRINTs
the clear-screen character and the
character corresponding to either
the upper- or lower-case character
set. Lines 11 onwards PRINT what
was on the screen, including colour
changes and RVS ON/OFF symbols.
Each program line corresponds to
one screen line, unless this would
make the program line excessively
long, in which case it is spread over
two program lines. Note that the end
of the final PRINT statement will be
constructed a little differently to the
rest of the program if the bottom
right-hand corner of the screen was
occupied by anything other than a
blank. This is to avoid the problem of
the screen unwantedly scrolling due
to a charatter simply being PRINTed
in that corner.

| know of three bugs in the
program. The first is that the cursor

temporarily flashes in peculiar ways
after storing or recalling a screen.
Secondly, storing the screen with 5
sometimes
reversed character where the cursor
converting a screen

_Iay. Thirdly,

leaves an

1 REM % CHARACTER GRAPHICS UTILITY X

REM

REM
REM

APUN

10 PRINT" {CLR> {SWUC>" ;:REM SWITCH TO UPPER CASE

BY

FETER GUMMER - OCT 1984

REM CONVERTS C-64 TEXT SCREEN INTO

FRINT STATEMENTS

unwanted

example of

utility.

11 PRINT"{REDI
12 PRINT"1
13 PRINT"I
14 PRINT"1
15 PRINT"1
16 PRINT")
17 PRINT"1
18 PRINT"}

19 PRINT"

20 PRINT"i
21 PRINT"1
22 PRINT"I
23 PRINT"1
24 PRINT"1
25 PRINT"}
26 PRINT"1
27 PRINT"1
28 PRINT"1
29 PRINT"I
30 PRINT"1
31 PRINT"}
32 PRINT"1
33 PRINT"1
34 PRINT"}

35 PRINT"L

{PURFP>{RVON}CHARACTER GRAFHICS UTILITY{RVOF}V¥

{LRED}SYS 49152

{RED> I";

{CYAN3

{LRED>F1 {GRY23CONVERT SCREEN TO FRINT STATEMENTS

"

H
"
i

{RED> 1";

{LRED}F3 {GRY2YHELF: STORE THE CURRENT SCREEN AND {(RED} 1";
{GRY2)>DISPLAY THIS SCREEN FOR HELF

{LRED}F4 {(GRYZ2}RECALL THE SCREEN THAT FZ

(RED} I'3

'STORED

CRED} 1";

{LRED>FS {GRY2}STORE THE CURRENT SCREEN FDR SAFETY{RED} I";

{LRED>F6&6 {GRY2}RECALL THE SCREEN THAT FS STDRED

{GRY23~
{LRED}F7 {GRY2}CURSOR DOWN |

"
"

{GRY2} -~ DRAGGING CHARACTER

{LRED}>F8 {GRYZ2}CURSOR UF I
{GRYZ23}~

{RED> ¥";

(RED> 1"

{RED} I";

{REDX 1"3

UNDER CURSOR ALONG

¢RED> 1";

{RED> I"; -

{LBLU}PRESS (GRN}F4 {LBLU>TO CONTINUE

{RED> I";
J(C/LF3}"CHR$ (148) "

50 POKES3280, 3: FOKES3281,1

1000 FORI=49152T049874:READA: POKEI,A:NEXT
1010 SYS49243:REM STORE HELF SCREEN IN RAM UNDER KERNAL
1020 POKE49418,244:POKE49419,240:REM SET UP SCREEN TRANSFER TABLE

1050 WAIT198,15:GETA%$: FRINT" {CLR2> {GRY2} {C/DN3 {C/DN3SYS49152{HOME> "3 :

49152
49160
49168
49176
49184
49192
49200
49208
49216
49224
49232
49240
49248
49256
49264
49272
49280
49288
49296
49304
49312
49320
49328
49336
49344
49352
49360
49368
49376
49384
49392
49400
49408
49416
49424
49432
49440
49448
49456
49464
49472
49480
49488
49494

49504

49512

49520

49528

49536

49544

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

DATA

DATA

DATA

DATA

DATA

DATA

169,128, 141,138,2, 120, 169,18
141,20,3,169,192,141,21,3

a8, 96, 165,215,201, 133, 208, 3
76,20,193,201, 134, 240,92, 201
138,208, 3,76, 199,192,201, 135
208, 6,32,88, 192,76, 138, 194
201,139,208,6,32,101,192,76
138, 194,201, 136,240, 10, 201, 140
240,3,76,49,234, 169, 145, 44
169,17,164,206,32,210,255,174
134,2,32,24,234,76,138, 194
32,122,194, 162,0,32, 223,192
162,1,76,223,192,32,122, 194
169,53,133,1, 162, 2,32, 223
192,162, 3,32, 223, 192, 169,55
133,1,96,32, 122, 194,173, 24
208,72,41,253, 141, 24,208,173
32,208,72,173,33,208,72, 162
1,142,33,208,162,3, 142,32

208, 232, 32,223, 192, 162,5, 32
223,192,169,53,133,1,162,6
32,223,192, 1624732, 223,192
169,55, 133,1,32, 159, 255, 165
198,240,249, 104, 141, 33, 208, 104
141,32,208, 104, 141, 24,208, 32
122,194,169,53,133,1, 162,8
32,223,192, 162,9,32,223, 192
169,55,133,1,76, 138, 194, 189
0,193, 133,252,189, 10, 193, 133
254,162,4,160,0,132,251,132
253,177,251, 145, 253, 200, 208, 249
230, 252, 230, 254,202, 208, 242, 96
216,4,244,240,216,4,236,232
228,224,236, 232,216, 4,228,224
216,4,216,4,32,88, 192,32

138, 255, 169,171, 160, 194, 32, 30
171,32,96, 165,134,122, 132, 123
32,115,0,32,107,169, 169,147
32,210,255, 120,32,101, 192, 162
238, 160, 193, 142,2,3,140,3
3,160,255,132,2,162,4, 169
153,32,117,194,169,34,32,117
194,169,147,32,117,194,173,24
208, 41,2,208,2,169,128,9
14,32,117,194,208, 110, 32,34
194,230,211, 164,211,192, 38,208
52, 165,209,201, 192,208, 46, 200
177,209,41,191,201,32, 240,37
230,211,32,34,194,198,211,32
34,194, 133,206,202, 160,0, 185

49552
49560
49568
49576
49584
49592
49600
49608
49616
49624
49632
49640
49648
49656
49664
49672
49680
49688
49696
49704
49712
49720
49728
49736
49744
49752
49760
49768
49776
49784
49792
49800
49808
49816
49824
49832
49840
49848
49856
49864
49872
49875
S0000
50010
50020
S0030
S0040
50050
50100

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
REM

REM X X X
FORI=49152T049303: READA: B=B+A: NEXT: IFBX
FORI=
FORI=
FORI=
PRINT"DATA OK":

NEW
162,194,32,117,194,200,192,9
208, 245, 165, 206,32, 117, 194, 230
211,230,211,208,47, 192, 40, 240
6,224,72,144,185,176,37,165
199,48,33,189,251,1,41,127
201,32,208,24,189,251,1, 41
127,201,32,208,8,202,224,6

208, 242,202,208, 19, 169, 34, 32
117,194,208,12,169,34,32,117
194,169,59,32,117, 194,208, 4
169,0,133,199,169,0,32,117
194,138, 168,76,162,164,164,211
192,40,208, 15, 166,214, 224,24
240,25, 232,160, 0, 32, 240, 255
32,36,234,162,5, 230, 20, 208
2,230,21,169,34,32,117,194
76,102, 193,32,83,228,88, 165
43,133,95, 165,44, 133,96,76

195, 166, 164,211, 177,209, 133, 206
16, 155197, 199, 16,32, 169, 128
133,199, 169, 18,32, 117, 194, 208
21,197,199, 16,9, 169,0, 133

199, 169, 146,32, 117, 194, 165, 206
41,63,201,32,240,17,177,243
41,15,197,2,240,9,133,2
168,185, 146,194,32,117,194, 165
206,41,6%,6,206,36,206,16
2,9,128,112,2,9, 64,201
34,208, 2, 169, 39,232, 157 251
1,96,160,0,132,207, 200,
204, 152, 164, 206, 174, 135, 2,76
22,234,169,0,32,210,255,76
49,234,144,5,28,159, 156,30
31,158,129, 149,150, 151, 1qb.1dz
154, 155, 157,34, 199, 40, 49,

56,41,34,147,13,13, 66,69
71,73,78,32,80,82,73,78
aa.z:.a ,84,65,84,69,77

69,78,84, 83,\h,6;,94,’2
7b.73.78.69.58 2,
185751574,0

CHECKESUMS X X X
1TO49455: READA: B=B+A: NEXT: IFB<
1T049607: READA: B=B+A: NEXT: IFB-
1T049874: READA: B=B+A: NEXT: IFB<
END

the output of

(The

the
O

#1B8S0ZTHENSO 10(
I9900THENSO1 00
O012THENSO100

»Q0020THENSO100

PRINT"ERROR IN DATA BEFORE LINE"I:STOF

READY.
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Its Not How Little It

S TN
F BETK PARY

At last, the world’s number one selling computer in a pack. The Commodore 64 now
available in a family pack at a very affordable family price. $700 value for just $499. You get
the powerful Commodore 64, plus datacassette and joystick, four software
programs:Money Manager, An Arcade Game, Rolf Harris Picture Builder and
Introduction To Basic(a teach yourself program). A great gift
for the whole family who work and play together.

C=zcommodore

COMPUTER
Keeping up with you.

Contact your nearest Commodore dealer or Commodore Business Machines:
Sydney: (02) 427 4888 Melbourne: (03) 429 9855 Brisbane: (07) 393 0745 Perth: (09) 478 1744

BMS/cc 269



SOFTWARE REVIEW

Best of APC
SOft'W&l‘e fOl‘ the cOmm0d0re 64 by Thomgs Quelly

ver since the existence of
E:software for home computers,
consumers have always fallen

for what they thought were “good
value” books, eg “Ten Thousand
Devastating Games  for  your
Commodore 64", only to find that the
$20 or $30 spent would have been
better invested in a head shrink to
cure their frustration on finding that
97% of the programs didn’t work! It's
happened to all of us at some stage.

The other day | was approached
by a sales representative from
Computer Reporting Services, boast
ing about a “good value” software
package, “Best of APC Software for
the Commodore 64”. But this WAS
different.

The package contains 25 programs
written in a fairly legible form, with a
reasonable volume of documentation.
So what's different? It comes with a
tape containing all of the programs
already typed in for you. Yes, you
read right, already typed in!l No more
do you have to type for more than six
hours only to find a syntax error in
line 10.

There is quite a variety of
programs in the package, ranging
from shootem-ups to Tarot card
readings. Also included in the 25
programs are a simple word pro-
cessor, a calendar generator, a
database program, and a couple of
fairly boring music programs.

Most of the programs are written
in BASIC, but a couple do have
machine language routines to pep
them up a little. The book also
includes a handful of interesting
pokes and peeks to experiment with.

The first program | tried was
“Balloons”, a game so commonly
found on computers that | guess |
would have been shocked not to find
it here. An entertaining piece where
the player must guide his balloon
through a cave, making sure not to
touch the walls. How trite.

This game is typical of the games
found on the tape. Not quite Sub
Logic’s Flight Simulator, but what do

you expect for $19.95? The package
also contains a couple of educational
programs (a couple too many), one of
which draws a map of England and
asks you to name the cities -
BORING!

The Data Base is a nice little
program, for all you Data Set based
users. Its a way for you to store
phone numbers, birthdays, etc, on
your computer.

This review may sound as though
I'm criticising the package — not at
all. In my opinion this is the best
value software package to come out
this year for the C64, but just don't
expect too much. Most of the action
games allow you to use a joystick,

and the speed of movement of the
nasties is acceptable. The music
programs — well, what can | say? The
utilities are very interesting, although
maybe not so practical. As for the
educational programs, well, the less
said the better.

This package is excellent value for
money and | would recommend it to
anyone considering buying an “el
cheapo” program package. For the
budding programmer it is fantastic,
you can add/modify the programs to
create your own masterpieces and at
the same time understand how
“they’ do what you have been trylng
to do for ages.

14 FREE PROGRAMS

with each G-Pascal Compller purchased on disk for

the Commodore 64. *

DEMO - G-Pascal demonstration program.

SUB HUNT - example arcade game (joysticks, paddles or keyboard).
MODEM®64 - data communication program.

ADVENTURE - Pascal adventure game.

SPRITE EDITOR - create sprite shapes easily!

SOUND EDITOR - experiment with the synthesizer chip.

RUNTIME - create stand-alone programs waitten in Pascal.
CENTRONICS PRINT - print G-Pascal programs via parallel port
BITMAPPED TEXT - mix text and hi-res graphics!

NUMBER GAME - a simple Pascal game.

PRIME NUMBERS - calculate prime numbers quickly.

PAINT SINGLE - ‘fill in' landscapes quickly in single colour hi-res.

PAINT MULTI - “fill in’ landscapes in multi colour hi-res graphics.

WORD WRAP - wraps words around at the end of the line.

All of the above programse are supplied free with each pur-
chase of G-Pascal on disk. G-Pascal is available from your
local Commodore dealer, Commodore Information Centre
Pty. Ltd., or Gambit Games. Recommended retail: $79.50

* excludes existing older dealer stocks

If you have already purchased G-Pascal these extra programs may
be ordered by sending $20 direct to Gambit Games.

P.O. Box 124, lvanhoe, Vic. 3079

Gamblt Games Phone: (03) 497 1283.

D —
welcome here
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Adventurer’'s Corner

by Adam Rigby

lost whilst playing adventure

games, then read on and
discover the secrets that may lead to
your success.

To begin mapping, find yourself a
large piece of paper and a good
pencil. Mark a circle in the centre of
the page, then write in the circle the
name of the room you start in. Mark
in the directions you can travel in as
lines connecting this circle with
other circles.

Like this:

If you're always getting hopelessly

This means that you can go east
from the hall and end up at the dam.
To return to the hall, you would not
go in the logical direction of west,
instead you must go north. Most
adventure games are written like this
because finding your way around is
half the fun.

Another way to map your way
around places, especially in complex
adventures, is to add numbers to the
circles and have another piece of
paper on which you write the room
numbers, what is found there and
any special events that take place.
This method is only for the keen, as it
takes much patience.

If you find the map-making
process is taking you away from the
game, then stop there and then and
go off exploring at random. You will
“what fun it can be to
| hope.

AAAn Al

Now you've got your map almost
finished and you find yourself in a
maze. “No worries,” you say, “I'll map
the maze and eventually get out of it”
Not so fast— mazes are tricky things.
If you decide the best thing to do is
to map the whole episode, then |
suggest you buy a few thousand
sheets of foolscap paper and heaps
of pencils.

Mazes are set out differently from
normal areas of the adventure. In
some cases the maze is set up so
that a combination of moves will set
you free, others work on a “wrap-
around” principle — so that if you
drop something and go east you will
see it again in a few moves. The best
thing to do in most cases is to
discard unwanted objects in the
maze as a guide to its dimensions.

If this gets too much for you, type
in “HELP” and hope the computer
doesn’t reply with “I don’t understand
the word HELP”.

Review:
Classic Adventure

Classic Adventure was the first
major computer game, and was the
first adventure game | ever played.
The game is probably better known
as Colossal Caves. It is published by
Melbourne House and retails for a
small sum of money.

The version | reviewed was on
cassette and used “Pavloda”,
Melbourne House's answer to

Turboload. The only visible difference
is that while the program is loading
the screen changes to a moving
banner of colour. Melbourne must
have taken a shine to the Sinclair
Spectrum loading system.

e

I really enjoyed playing the
adventure once again, for last time |
didn’t get a chance to solve the
game, and due to the gap since |
played it last, much of it was not
familiar. | believe Melbourne House
have snuck in a few sneaky new
twists which add to the enjoyment.

The command vocabulary is not
very large and only allows for two
words to be entered at once
Although this may sound restricting
to all those avid ZORK players out
there, all it does is add to the
challenge of the game. Two helpful
commands are included, one being
“INFO” which basically covers how
to play it (shame they didn’t put in the
documentation) and the other is
“HELP” which just gives you a
general view of the game.

This is a fantastic beginner
adventure game; although it may
seem baffling at first, it will increase
the novice adventurer's skill tenfold.

I found it very entertaining and
enjoyable, and recommend it to
beginner and intermediate
adventurers.

Please write in - if you have any
problems with adventures, or are
stuck in a particular place and need
help desperately, then enclose a
stamped self-addressed envelope
and send it to the address on the
inside  front cover of this
magazine. O

COMMODORE HEAVEN No games but
everything else stocked at discount
prices. We directly import 199 different
lines and also deal with all the usual
warehouses. Let us show you how your
64 can become a powerful business
machine. Scarce items (such as Rabbits,
Arrows and Commander Il single and
MSD double disk drives) always in stock.
Phone 700 2451 at any time.

Chambers Computer
Supplies

Bankcard, Visa and Mastercard
accepted

(03) 700 2451

48 Monkhouse Drive,

Endeavour Hills, Melbourne 3802
Shop Hours:

Mon-Fri 8 am-11 am and 4 pm-7 pm
Phone orders taken at all hours.
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Drawing pictures with a joystick

by Tony Hill

ere is a program, DOODLER, 270 coPvd,273'sPrited,4,0,0,1,1,7
bl L &
4 5 2 " ) n
- <™= pictures on the screen using 255 bit"@0DEDPOUAEAGOBPOBO1 11 106"
a joystick. It includes extra commands 290 bit"09P0C0AROIPPREREA1 111000"
for drawing circles and filling in 293 bit"0A000PPARYRRAENG11110000"
enclosed shapes. The program can 309 bit:eaetaeeaaee%%al11108906:
only be runafer SCREEN GRAPHICS 553 oot oammmensmenteet 1 oneee
64 or ULTRABASIC have been i g0 "
4 315 bit"2000000000001 11100000000
LOADED and RUN first. A hardcopy 329 bit"000000000BA1111220000000"
is possible with ULTRABASIC 32% bit"000002020a11 110208000000 "
only 0O 338 bit"000000009111100000000000"
b 335 bit"P002000921111920000000000"
DOODLER 349 bit"000000011112009000000000"
343 bit"P00000111100000000000003"
2 rem doodler by tony hill 350 bit"200001111200000000202A0A"
3 rem for use with ultrabasic or s9-64 353 bit"p00011110000000000000009"
5 clrirestore 360 bit"00001 11900p0DH0RBYOBNRA0"
19 2o0sub230 365 bit"00001120a000000000000000"
13 %x=170:'4=100: in=1 378 bit"0000100000000082PRBRYLHBG"
28 Print"®ant instruchtions C4/n) " 375 bit"0090000000PHARRHRBNOORRG"
25 getaf: ifa$=""then25S 3280 rem draw routine
30 ifas$"n"thendosubd4d 3683 norm Print"M®lue Jowstick into Port #1"
35 printchr$claz)  9o0to2Es 390 fora=1tol@00 nexts Pokelds, d:pokelds, 10
40 rem instructions 395 ifin=2thengotodl?
45 norm:PokeJ3281,0:Poke33280,0 4039 hiresl, 1l sPrited4.4.98,08.1,1.7:'Placed, .y °
5@ printchr$(ld4) 485 rem
53 print"s&¥a DOODLER Auguszt 1384 i 410 c=2
68 Print" o 415 Pokel58.0:Pokel92, 10
63 Print"iMlse the Jjoystick to move the Pen arcund” 428 Placed,. .,y
78 print"sand draw on the ascreen. A number of " 42% Ju=peek (B6321) ' if.ivy=255thend2S
75 print"commands are available. To use these" 430 if ju4=254tkheny=y+1
309 print"sPecial commands, wou Press the FIRE" A5 ifJy=2S55theny=y—1
85 print"button. You will hear 3 besP. Then Press”; 448 if iv=251thenx=x—1
99 print"the apPropiate key (listed below) to use"; 445 ifiy=247thenx=x+1
35 print"the sPecial function. If vou Presz 3" 458 if.ju=246thenx=x+l: s=3+1
160 print"wron® button, wou will hear two beeps." 455 ifiu=24Sthenx=x+l y=y-1
105 print"Press the FIRE button and try again.” 460 if jym24Fthenx=x—1:y=y~-1
119 Print"One beeP will sound after Pressing a kew", 465 if jy=250thenx=x~1 u=y+1
115 pPrint"to tell wou that wou can draw 39ain." 478 if.ie=239%thengctoS60
129 print"EBPRESS “C” TO SEE THE FUMCTIONS" 475 placed, x4 dotx—16,49-45, ¢
123 getas: ifas'""fhenIZS 430 rem check Pen limits
130 print"®Wress FIRE, and then any of these buttong") 485 ifx{17thenx=17:ifxr29%thenx=299
133 Print 490 ify{48theny=48: ify>152theny=152
148 print"@KEY FUNCTIOHN G 4335 20t04d423
143 pPrint"1-9 Chooses a different Pen colour" 500 w=54272 poke=44yul ‘PokeSi4296, 15
1358 Frint" § Sawe the Picture to tare" S5 Pokeyw+E, 8ipokeye+S, 31 pokeyy+l, 180  pokewy+d, 33
135 print" L  Load a picture from tare" 518 formm=1tol2@: nextnm
168 Print" C Draw a circle with the centre at " 515 pokeve+d, @
163 print" the Pens Point" 520 Poke34296,0
178 Print" F Fill an area around the Pen tip" 525 Fokel33,8:4a1t198,1 9etas
175 Print" - Erase lines andsor Points” 530 ww=S4272 PpokeS4235,0 pokeS4236, 15
12? Print" + Cancel ERASE mode. Draw lines as" 535 Fokevw+t, 8 pokewy+3, 31 ipokewy+1, 180 Pokeyw+d, 33!
185 Print" norma 1" = x S
198 Print” I  Instructions e o AL BB e MRuRaTeg: NeLa
195 print" P Printout (Ultrabasic only}" T s i b
200 Print" R Reset (restart drawer) 243 1f.3.3~=liuthenc='1:ﬁc«tﬁf-@l:
283 print" @ Quit 26 1fa$=;§"thenc= :5ut041;
219 Print"i@BPress ‘C° to continue. Zf’ ol ol ek 2
215 geta$:ifas=""thenzls 360 ifag="4"thenc=4:390tod1s
228 ifin=1thenreturn 565 itag="3"thenc=3" '50?.‘,041:
223 ifin=2then20to3935 ;12 1f3$“:F:+hvnr=ff?ato4lu
230 rem oPening seduence 375 ifag="7"thenc=7:gotadls
255 multil, 1 588 ifas="3"thenc=8: '30*;u41:
249 char3,9,160,2," DOODLER 1" 983 1if ”'129::*“" ced
245 char3,8,98,8,"  Audust 1984" 999 ifa$="q"thensushdsud
250 fora=1tol500: nexta: norm 595 ifage"s thendotoege
IEE petupn s0A ifag= thenaotosda
260 end BAT ifag="+"thenootobEd
263 rem £10 ifag="1"thensoto?an

27
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REVIEW

Comparison Chart- Joysticks

Joystick Distributor Rec. Retail Construction Reliability Handling Rating x
Price

Wico Command Control Futuretronics $59.95 !+ jdhedelcdd KRR fodabodedaidd HHEHH KK

Super Stick 0ziSoft $24.95 11+ - —— [r— e

Pro 5000 0OziSoft $34.95 - P — P——

Pointmaster Glenwood Speakers $39.95 it it kkk ekl

Commodore Commodore $12.00 *hk *x *x ok

Spectravideo Rose Music $19.95 AREE * *Hk *Hk
Quickshot |

Spectravideo Rose Music $24.95 Fkkkdek * *rKRK *xkkk

Quickshot |1

Super Champ Progressive Software $24.95 * i bl *Hk *EEx

Boss Imagineering $39.95 *RENE - o bodaiod bl

Super Joy G.M.P. Imports $18.00 - *x 7 ** *hek

Sure Shot Dolphin Computer;ﬂw $§9§5+ R— e bebadaieboded *RRHKR

Atari Futuretronics $19.95 e i koo bokod

+><

n Contact switches
& Retractable cord

Rating includes value for money
Partial steel construction

Compiled by Andrew Farrell and Tom Quelly

PROGRAMMING

ifag="c"thengoto?ld

]
okefd296, 15

=

maorm i Print" Fress £2 and tuPe 3 name

51

G20 ifag="f"thenaotar3D
625 ifag="r"thenrun

538 ifagF="p"thengotoied
535 ifag="i"thenin=2 2otod
B4l ww=S4272  PokeSid y
43 Pokevw+s, BiPokeye+d,
08 formm=1tol B8 newxtmm
E55 Pokewve+d, B

EE0 Poke34296,0

G665 Aota32D

678 model

E73 9otodlD

20 moded

525 3otodld

53

35 end

1

UMD da@i@Aa@OQasdaoda Ao

readd,

T m Reinh " Fres

= f4 and tuFe name in

norm Print " Seadios?" D inFute

SriMtinPute

TS end

718 rem circle

715 modea

ra

Va3 circlex—18,4-45,r, 2
738 90todld

735 rem Fill

T et

T45 normPrednt S
TR Fillu~16, -
75 90todld

7ED hardi4:

TE5 gotodld

21 Pokeywe+l, 1800 Pokewy+d, 33

quotes Lo load"

prez:s return"

FOR YOUR COMMODORE 64

GOSUB OF SLIDELL’S RRP $49.95
HEAT DISSIPATING KIT
For VIC-1541 and 1541 Disk Drives
Features:
Reduces internal temperatures to safe operating levels, Does not pro-
mote dust migration, No added noise, Easy to install, Increases life ex-
pectancy and realiability of disk drive, Increases operating time of disk
drive, Installs on both VIC-1541 and 1541 Disk Drives.
The Heat Dissipating kit cools the internal components of the Disk
Drive by transferring internal heat to an external heat sink, where the
heat is then dissipated into the surrounding air. The kit will lower
operating temperatures of the IC's by as much as 20 degrees C (36
degrees F), and thus allow all the IC's to operate within their absolute
maximum temperature ratings.

Stock Code 9001.

Sole Australian Distributors for
Gosub of Slidell U.S.A.

Also many more items and
software available from our
Mail Order Department or

your Local Dealer! SEALER

ENQUIRIES
WELCOME

MAILSOFT

COMPUTER SOFTWARE
5 Ulm Avenue, Turramurra, NSW 2074 Australia.
P.O. Box 225, Wahroonga, NSW 2076 Australia

Telephone: (02) 449 2804 — 499 2450
Telex: AA 20149 — ST15




The Commodore 64 has some of the most
powerful graphics facilities available on a
personal computer.

Using them is another story — unless you own

The Graphics Workshop

A development system that teaches you

A teaching system that lets you design
Designs you can use in your own programs
Programs you can use in your own software

A fully integrated menu driven package complete with tutorials
and High resolution graphics routines

Sprite editor with multicolour rotate shift, trace and much more

Character editor with reflect, copy, rotate and reverse
Split screen generator

Sprite animator and sprite animation editor
Printer option

Compatible with existing graphics packages

Available now from your local dealer

Distributed through OziSoft for

PRIME ARTIEAX

29
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Solutions to your Business Problems

Need somewhere to store all that important information?
Practically any application you have can be handled by the
ELECTRONIC CARD FILE

ECF is the flexible fast access information system for the Commodore 64. It is
written in 100% machine code and emulates a handwritten card system, with
many more capabilities!

* You design the card the way you want it to appear.
* ECF allows up to 3200 records per disk, depending upon layout.

Efficient data entry with 100 coded entries, automatic duplication of fields if
needed, overlays, arithmetical functions, and totalling across records.

Full report and label facilities with alpha numeric sorts.

A program designed just for mailing lists of the storage of alpha data is
ELECTRONIC MAIL LIST

Great for compiling lists, making Ia{bels, or storing addresses. Simple to use, with

“full featured editing.

For the business wanting to generate invoices and statements.
SMALL INDUSTRY DEBTORS

is ideal. Designed with service industries in mind, it will effectively keep track of
all your debtors and provide a complete summary of HOW and from WHERE
you are earning your money.

* Uses pre-printed stationery

* One key inquiry of total monies outstanding to your business
* Open item or balance forward

* Simple and easy to use.

These three programs have been designed and written in Australia for
Australian conditions.

Available from your local dealer.

Dealer enquiries welcome - (02) 211 1266
Distributed through Ozisoft for Pittwater Distributors




PROGRAMMING

Hammurabi - for beginners

770 I=INT(ABS(I))

his game is a golden oldie.
Here it is again specially for
beginners. It is designed to

780 IFI>CI1THENS810

790 J=INT(I/2)

operate on a 40 column screen, so

800 IFJ<{=B1THENE30

Vic owners may need to crunch

810 GOSUB?60

things up a fair bit. O

820 GOTO?&0

830 IFI>10¥A1THEN810

100 REM HAMMURAEBI :@: FCC

840 B1=B1-J

110 REM FIT TO PET BY ANDY GAMBLE 1979
120 REM ALTERED23/12/81.COLUMBIA CCLLEGE
130 REM 1619 W10 AVE VANCOUVER EC

140 PRINT"{CLR} "CHR%(18) "HAMMURARI "

850 B3I=INT(S¥RND(1))+1

860 B4=B3¥I

870 B2=INT ((B1+B4)%*.07¥RND (1))
880 B1=B1-B2+B4

150 PRINT:PRINT:INFUT"DO YOU MEED INSTRUCTIONS (YV/N) ";@% 850 J=INT(10¥RND (1))
160 IF@%="N"THEN220 900 AZ=INT (A2+ (5-B3)¥B1/600+1)
170 PRINTCHR®(147); "HAMMURAEI - YOU ARE A KING OF ANCIENT  SUMERIA.":FRINT 910 IFA2<=S0THENS30

180 PRINT"THE OBJECT OF THIS GAME IS TO FIND OUT HOW IT WORKS!":FRINT 920 AZ=50

190 PRINT" (IF YOU WANT TO @UIT, SELL ALL YOUR LAND.) ":FRINT:FRINT 930 Al=A1+A2-A3

200 PRINT"PRESS ANY KEY TO CONTINUE"
210 GETAs: IFA@%=""THENZ10

220 A1=100:A2=5:A3=0:B1=2800:B2=200:E3

230 PRINTCHR$(147) "HAMMURABI, I B TO REPORT THAT LAST
240 PRINTA3" PEOQOFLE STARVED AMD " oP

250 IFJ>OTHENZ280

260 A1=A1-INT(AL1/2)

270 PRINT"THE PLAGUE KILLED HALF THE PEOFLE.";
280 PRINT"THE POPULATION IS NOW "Al:FPRINT

290 PRINT"WE HARVESTED "B4" KG AT "B3" KG FER

HECTARE. "}

940 GOTO230
?50 END
260 REM ERROR SUBROUTINE

YEAR: "I PRINT 270 PRINT:PRINT"HAMMURARI'! THINK AGAIN'"
LE €AME ceEReTHE CITY: "}

280 PRINT"YOU HAVE ONLY "A1" PEOPLE AND

IN THE STOREHOUZES. ":FRINT

290 RETURN

READY.

300 PRINT"RATS DESTROYED "B2" KG LEAVING "B1" KG IN THE STOREHOUSES."

310 PRINT

320 PRINT"THE CITY OWNE "C1" HECTARES OF LAND.";
330 C2=17+INT(6*¥RND (1))

340 PRINT:PRINT"LAND IS WORTH "C2" KG PER HECTARE."
350 PRINT:PRINT"I I

360 PRINT"I POP= "A1;TAB(26):" I"

370 PRINT"I B
380 PRINT"I GRAIN= "B1;TAB(26);" I"
390 PRINT"I i
400 PRINT"I LAND= "C1;TAB(2&);" I"
410 PRINT"I per

420 PRINT"I WORTH= "C2%C1;TAB(2&)" I"
430 PRINT"L i

440 PRINT:INPUT"HOW MANY HECTARES SHALL WE BUY";I
450 I=INT(ABS(I))

460 IFI=0THENS30

470 J=I%C2

480 IFJ<=B1THEN510

490 GOSUB960

500 GOT0440

510 B1=B1-J

520 C1=C1+1

530 REM

540 PRINT:INPUT"HOW MANY HECTARES SHALL WE SELL";I
550 I=INT(ABS(I))

560 IFI=0THEN&30

570 IFI<C1THENG&10

580 IFI=C1THEN®S50

590 GOSUB960

600 GOTOS40

610 C1=C1-1

620 B1=B1+C2%I

630 REM

640 PRINT:INPUT"HOW MANY KG SHALL WE DISTRIBUTE AS FOOD";I
650 I=INT(ABS(I))

660 IFI<=B1THEN&90

670 GOSUB%40

680 GOT0&40

690 B1=B1-1I

700 A3=A1-IMT(I/20)

710 A2=0

720 IFA3>=0THEN7S0

730 A2=-A3/2
740 A3=0
750 REM

TURBO-64

BY COCKROACH
Fast load system for Commodore 64
and 1541 disk drive.
Load programs five times faster than the usual time,
without having to plug in a cartridge or load a wedge
program.
Our editor allows you to format your own Turbo-64 disks
and transfer basic or machine code programs to these
disks from your existing disk library.:
Loading programs from a Turbo-64 disk is not only 5
times faster, but easier too!
Simply type LOAD “T”, 8, 1 and press return. Within 5
seconds a menu will appear displaying your Turbo

programs. Simply press the appropriate letter to fast load
and auto start your selected program.

SCHOOLS: Turbo-64 disks will function as described
above via the Vic-switch network!

Each Turbo-64 disk created by the editor has the fast load
feature built in during formatting and is unprotected. The
editor itself is required only for the special format, the
transfer of programs from standard disks and modification
(renaming and deleting programs) of Turbo-64 disks.

The editor is not needed to fast load programs from a
Turbo-64 disk.

SEND $45.00
PLUS $2.00 P&P

TO: SCARBOROUGH FAIR
COMPUTER CENTRE

Or your Bankcard details. PO. Box 999, Southport,
Turbo Roach 3 minute Queensland, 4215.

back-up also available. $35.  Telephone: (075) 32 5133

760 PRINT:INPUT"HOW MANY HECTARES SHALL WE PLANT";1
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Life in a culture dish

by M. Zolin

This time you don't shoot them

up — or down. They are born or

die according to strict laws of
nature. You take the part of nature
and set the laws. Then you plant the
spores and watch the population
grow. Maybe your bag is growing
crystal lattices rather than bacterial
cultures? Simple, just change the
conditions and watch the crystals
grow.

You don't like the way things are
going in your creation? The joystick
will let you get there and stir things
up or quieten them down.

The program’s idea comes from
one by a gentleman called John
Conway who wrote it up in the
“Scientific American” some years

back. The point of it is that you set up
a computerised universe in which
“cells” will grow or die depending on
the state of their neighbours. Too
many neighbours or too few and the
cell dies of pollution or loneliness. A
new cell can be born if an empty
space is surrounded by the right
number of neighbors. In the program,
the player sets five parameters:-

overcrowding point — the cell dies
if its counted neighbours equal or
exceed this figure;

loneliness point — the cell also
dies if it has less than this number of
neighbours;

a new cell will be born if it has
exactly the number of neighbours in
the promiscuity or familiarity figures.

A joystick in port 2 allows placing
of new cells by-the player. The first
playing screen is static and lets the
player set up a pattern. The space
bar gives access to the dynamic
screen in which nature (and your
joystick) take over.

R resets to the static screen. Q
returns to BASIC. Don't be afraid to
experiment with variations in the
parameters — even if they make no
sense in this universe. You can
preset how the neighbours. will be
counted. The four cells in a cross
about the cell to be tested are polled
automatically. You can set how many
of the diagonals will be polled with
the “head count”.

Amazing software from SPS| Wizard $39.95
Tg qft ﬁ S Final Flight $29.95
Black Hawk $22.50 | Phoenix Lair $29.95
Java Jim $2250 | Ante Up $29.25
Hawk Attack $2250 | Trivia Trek $39.95
River Rescue $22.50 | Mail List $39.95
Slurpy $22.50 | Word Commander 64 $59.95
Macbeth $49.95 | Code Pro 64 $84.95
Danger Mouse Cyberworld $39.95
in the Black Forest Bl ditan B Lo b $225@ Gchmog’s Lair $2995
Danger Mouse @® Computer Spot @® Cybex
in Double Trouble $22.50 NSWHPIRESS 2ol e e
Special Delivery s225 | SIS S AmR RS
PR 22250 | SV .
B,mg ornmander P [ Available from your local
ird Mother $22.50
Count Down to Meltdown __ $22.50 dealer or call 419 5879
g @ S.P.S. Software Product Support Pty Ltd
Perplexian Challenger__ $29.95 ggoggf(gg)%ghgtgygo%egfg%gg’{z7-
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Some ideas

High birth rates (promiscuity = 2,
familarity = 3) and low death rates

(overcrowding = 5 or greater,
loneliness = 1) will give maze
patterns.

Medium birth and death rates —
like the defaults — give travelling
patterns.

A promiscuity figure of 1 gives
crystals or mosaics.

Dying cells turn into stars before
disappearing and new cells are born
as dots. The joystick shows a cursor.
When the cursor lands on a live cell,
that cell is prevented from dying. It

lets you anchor a pattern. O
1 rem "¢ 1
2remd&l flife dn a culture: dish I
3 rem "| |
4 rem " | “C? Copyright 1984 by I
3 rem " | Mar io Zolin |
6 rem "| I
7 rem "¢ 4
8 :

9 datad76,071,265irem jmp start

190 dataf90,909,911,007,211,007,000,000

data202,902,9204,901,000,138,072,152,072,173
dat2000,220, 160,200, 162,099,074, 176,001 ,202
data@d74,176,091,232,974,176,001,136,074,176
data@91,299,074,149,009,064,142,910,064, 1904
datalf8, 194,179,096, 189, 167,966,133 ,251,133
data233, 169,004,029, 192,066, 133,252,041 ,003
datan@9,216,133,254,996, 162,999, 169,032,157
dat20929,004, 157,000,095, 157,000,006, 157,231
dataf9pE,202,298,239,169,299,141,032,208,141
data@®33,208, 169, 142,932,219,255, 169,008,032
data21@,255,9296,072,291,0292, 144,007,201 ,938
datal?5,018,104,024,936,173,009,064 ,043,007
2 datal94,924,109,009,964,056,096, 124,056,996
24 d>tal73,9293,964,016,248,043,239,072,201,003
25 datal44,297,201,923,176,018, 104,024 ,996,173
26 data?19,964,043,007,104,024,199,010,064,056
27 data®96,1@4,0956,096,173,010,964,016,248,048
28 data239,972,169,099,141,205,964, 169,016,141
29 data206,064,206,205,964,298,251,206,206,064
30 data2es,246,194,0965,000,009,174,997,064,172
31 dataQes,9E4,932,055,964,177,251,201,032,240
32 data®94,291,943,208,9109,163,043,145,251, 163
33 data®93,145,253,208,0908,169,087,145,251, 169
34 data@®3,145,253,232,916,064,1765,008, 169,081
35 datal145,251,169,095,145,253,138, 142,005,064
36 data®32,148,964,176,004,024,199,9192,064, 141
37 dataP97,0€4,152,140,906,064,032,114,064,176
38 datadp4,924,199,099,064,141,003,064,0965,174
39 data®95,064,172,006,064,032,055,064,177,251
40 data291,943,203,005, 169,032, 145,251,096,201
41 data987,240,9904,201,981,208,908, 169,081,145
42 data251,169,995,145,253,096,032,076,064, 162
43 data®12,142,997,064,142,005,064, 160,020, 140
449 data008,964,149,006,964,032,207,964,032, 182
45 data®64,032,934,065,032,228,255,249,242,201
46 data®sS1,240,006,201,932,203,234,240,004,096
47 data®76,219,065,162,002, 160,001 ,032,055,064
48 datal?7,251,201,081,2490,019,201,087,249,006
49 data291,032,240,232,208,023,032,2490,065,173
52 data993,0864,205,014,064,144,008,205,013,064
51 datal76,003,076,164,065,169,042,145,251,032
52 data197,966,176,004,200,076, 122,065 ,032.092

—
n

—-
w

—
s

—_ e
W oD

n N
DN - O

53 data®66,032,115,066,176,006, 160,001 ,232,076
54 datal22,085,032,228,255,201,031,240,013,201
55 data®82,249,006,032, 123,066,076, 118,065,076
56 data@71,065,076,114,065,032,240,965, 173,003
57 data®64,205,012,064,249,008,205,011,064,240

58 data®93,276,237,065, 169,046, 145,251, 169,005
59 datal145,253,076, 164,065, 169,000, 141,003,064
60 datal?73,015,064,141,904,064,138,072,152,072
61 data202,032,071,066,232,200,032,071,066,136
62 data232,032,071,066,202,136,032,071,066,200
63 data1?73,004,064,240,039,202,136,032,071,066
64 data2e6,004,064,240,029,232,232,200,200,032
65 datad7!,086,206,004,064,240,017,202,202,032
66 data@71,066,206,004,064,240,007 ,232,232,136
67 datal36,032,071,066,104,168,104,170,032,55
68 data@64,096,032,055,0964,177,251,201,081,208
69 datap94,238,003,064,996,201,087,203,003,232
70 data®93,064,096,138,072, 152,072 ,032,034,065
71 data®32,207,064,104,168,104,179,096, 192,038
72 data240,002,924,0996,056,0965,224,023,249,002
72 dafa624,086,@56,898,182,602,150,66@,@32,655
74 data@64,200,032, 146,066,032, 197,066, 144,247
75 data@32,115,066,232,144,236,096,177,251,201
76 data@42,249,005,201,046,249,006,096, 169,032
77 datal45,251,996,169,081,145,251,096,000,040
78 dataas@,lee,160,288,240,024,684,184,144,184
79 data224,008,048,988,128, 168,208,248 ,032,072
8@ datall2,152,192,000,000,000,000,000, 0, 0

81 dat2001,091,9001,901,021,001,002,002,002,002
82 data@02,002,0922,003,003,003,003,003

90 :

100 n=94%4096:cs=0:printchr¥{ 147)chr${ 142)chr$( 8)
192 print *
124 print "
126 print "

*chr$( 165)" "chr#$( 125)" "chr$(111)" “chr#$111)>
“chr#( 165" "chr$(125>" "chr$(111>" "chr$(111)
“chr$(108)" "chr$( 125)" "chr# 165)" "chr$(108)>" in a culture dish"

188 printiprintiprint” loosely based on the concept of"

112 printiprint”'the game of life' by john conumay"
112 forc=1to9:printinext

114 printtab(11)"7.5 seconds to load"

116 forn=ntecl17112:read aics=cs+a

118 poKe n,atnext

12@ if cs<>75399 then print“"data entry error"

122 printchr$( 145)chr#( 145>t forc=1t030:print" ";inextiprint

124 printtab( 17)chr$(S)"loaded"chr$( 159)

126 printiprint tab(3)"any Key to enter the dish":ba$=chr$( 125)

128 wait198,1:pokel198,0

130 printchr$(147)chr® 117)7:forc=1t037:printchr$(96) tnextiprintchr$ 105)

132 printbar$spc(13)"house rules"spc{13>bars$
134 forc=1to3:gosub1@@D:next

136 printbhars$" overcrouding Kills"tab(38)bar$igosub100@

138 printbars"

loneliness Kills"tab(38)bar®%igosub100@:gosub 1000

14@ printbar#$spc(5)"familiarity breeds"tab(38)bar$igosub1009

142 printbar®spc(S)"promiscuity breeds"tab(38)bar$igosubl1P0B:gosub 1000
144 printbars" but it depends on how you count"tab(38)bar$:gosub 1090
146 printchr${ 1@86) 7 :forc=1t037:printchr$ 96); tnextiprintchr$ 107>

148 forc=1to03fprintspc 10)chr& 183)chr$( 181)2tab(23)chr# 182) tnext

15@ printiprintchr$(18)"tap a Key"
152 vait198,1:poke198,0

154 printchr$( 147)tprintiprint" vour credentials please ":iprintin=4x4@96

156 rem "JEEM" indicates 3 cursor left characters

158 input" overcrouding tolerance ¢1 to 70 SImm" ;i
160 input"” loneliness tolerance (1 to 7) =R
162 input*® familiarity rating <1 to 4> cINm" ;i
164 input" Promiscuity rating (1 to 4) Zmm"
166 input" poll head count i@ to 4>

1688 printiprintiprint" joystick in port 2,
178 printiprinttab(22)"fire a cell

172 printtab(22)"make a pattern

174 printiprinttab(22)"l space 1] start

1768 printtab(22)"[r Jeset

178 printtab(22)"[qluit

132 printchr#$C 18)"tap a Key"

182 wait198,1:poke198,0

184 sys4x40396

Poken+13,i!print
PoKen+14,i!print
PoKen+ll,iiprint
PoKen+12,itprint

4IERL" 7 i:poKen+15,i
move normally.

186 printchr$(19):ford=1to3:forc=1to37:print" "7inextiprintinextiprintchr$(19);

1388 print" why not try a little [vlariation"

190 printiprintspc(19)"or [slquib out

192 getas$:ifa$ >"s "anda$< >"v"then192

194 if a$="v"thenl154

196 end

1922 printbar$spc(37)bar$ireturn

59999 end v

60090 n$="datalife"is$H="s:"+n$

6@921 openl15,8,15,s$input#lS,a,b$,ciprintb$iciprint
60903 save n¥,8:input#lS,a,bSiprint”saved "bFiprint
50205 verify n¥,8

60007 input#15,a,b%$,c.diprint”"status "rasb$rcid
62003 closelS:end

"saving"
"verifying";
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ADVENTURE INTO EXCITEMENT ...

Text and Colour Graphic Adventures For The Commodore 64
EXPLORE EIGHT MAGICAL WORLDS OF MYSTERY AND INTRIGUE

CASTLE OF MYDOR HIMALAYAN ODYSSEY THE DASIS OF SHALIMAR
The sacred crown of Mydor has been stolen by the Explore mysterious temples and distant monas- In the drifting sands of the desert lies a seemingly
evil wizard. Explore the eerie castle, defeat the Troll* teries in your quest for the Green Eye of the yellow  deserted oasis. Among the ruins lie ten golden
and return the crown. god. Beware of the Yeti! treasures to discover.

THE LOST CITY KING SOLOMON’S MINES THE SCROLL OF AKBAR KHAN
Explore tunnels and temples, fight the giant eel, Trek across darkest Africa, face burning deserts, Inside the forbidding walls of the city of Akbar Khan
escape the wrath of vengeful idols and collect malarial swamps and hungry crocodiles in your lies the fabled scroll. Can you find the scroll and
valuable Maya relics. quest for the fabled mines. escape from the city?

)
5 ISLAND |

THE VOLCANO OF RAKA—TUA MYSTERY ISLAND THE GAMBLER
Discover the secret of the blind statue, break into On an uncharted island lie ten hidden treasures. A challenging game of poker with sound and colour
jail and tread dangerous lava tunels in your quest Can you defeat the giant crab, escape the many graphics, set aboard a Mississippi paddle steamer
for five treasures. dangers and recover them all? bound for New Orleans.

Available from your nearest Commodore Dealer
or order direct on the form below

Tape $26.95 Disk $28.95

[gRDER FORM] To: Mountain Valley Software, PO Box 407 Boronia, Vic. 3155. Phone (03) 762 4415.

Name Please supply the following titles on Tape Oor pisk O

| enclose cheque/money orderfor$ .. ... i e d B 0 e G Ee i s ww e wivvioies

or charge my: Bankcard/Mastercard NO: .. oy o e s saiiiis o sio s i Shs e 8 o

________________ Postcode .......... ExpireDate ..........................o8ignature ..o




NEWS

_User Grou

ver wondered how you can get
access to all that public

domain  software
keeps talking about? A good start is

everyone

to join your local User Group. Where
they meet and who to contact will
now appear regularly in the following
column. If you run a User Group
please don't hesitate to let us know
the above details along with any
special up and coming events.

Sydney

Sydcom 64,

PO Box 586,

Mona Vale 2103.

Time: 2nd Tuesday of each month
at6.30 pm.

Place: YWCA (4th Floor).

Contact: Secretary, Michael Stead
on 99-3370 (between 4 and 6 pm).
Activities: Monthly newsletter -
“Peripheral”.

1P Grapevme

Casula, NSW 2170.

Time: 1st and 3rd Wednesday of
each month at 6.39 pm.

Place: API Hall, Kurrajong Rd,
Prestons. (Next to 2FC Tower)
Contact: Lex Toms (02) 6028691

Queensiand

CCUG (Q), PO Box 274,

Springwood 4127.

Time: 1st Tuesday of each month at
7.30 pm.

Place: Milton State School.
Activities: Monthly workshop and
newsletter.

‘b‘l ’ .$‘ P..- — QQ
NSW ACT
Southern Districts C.U.G. Commodore User Group (ACT),
3 Lucille Crescent, PO Box 599,

Belconnen 2616.

Time: Ist Monday of each month at
7.30 pm.

Place: Melba High School.

Time: 3rd Monday of each month at
7.30 pm.

Place: Woden Town Centre

Library.

Western Australia

Western Australia Commodore
Computer Users Association
- WACCUA,

P.O. Box 31,

Leederville, WA 6007

(P9) 381 2988

Time: 1stand 3rd Monday

of each month.

Who's keeping up with
Commodore?

Commodore SX-64 portable

Commodore’s new Plus/4
microcomputer

-
Tony Cooney
Computers
Everything
Phone: (09) 322 7496
Showroom 11 Milligan Street, Perth, 6000 o
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PROGRAMMING

Life
Expectancy

by Andy Gamble
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PROGRAMMING

°
1040 DATA"ANY PARENT, EROTHEF CR SISTEF UNDER = HAS (OR HAD):"
® 1050 DATA"CANCER, A HEART CONDITIOM OF LDIZEETES SIMCE CHILLHGOL?T"
1060 DATA"M=YES"
® 1070 DATA" I=NO"
1080 DATAZ, "MI"
® 1000 DATA"+4+4++HEALTH+++++"
1100 DATA"HOW MUCH TOBACCO DO YGU SMOMER"
® 1110 DATA"A=MORE THAMN Z PACKS A DAY"
1120 DATA"C=1 TO 2 PACKS A DAY"
® ;120 DATA"M=0OME HALE TO ONE FACK A DAY
1140 DATA" I=DCH'T SMOKE"
® 150 DATA4d, "ACMI"
1160 DATA"+4+4++++DRINK++++4++4"
® 1170 DATA"DO YOU DRIMK THE EQUIVALENT OF A *
1180 DATA"RIJARTER BOTTLE OF {.IQUOR A DAY?"
® 1190 pATA"H=YES"
o 1200 DATA" I=Ng-
1210 DATAZ,"HI"
° 1220 DATA"++++++WEIGHT++++++"
1230 DATA"A=QVERWEIGHT EBY 50 FOUNDS OR MORE"
e 1240 DATA"E=OVER BY 30-50 POUMDS"
1250 DATA"G=0VER EY 10-3I0 POUNDS"
e 1260 DATA" I=NOT QVERWEIGHT"
1270 DATA4,"AEGI"
P 1280 DATA"++++++CHECK-LPS+++++++"
1290 DATA"IF A MALE OVER 40: DO YQOU HAVE AM ANNUAL CHECK-UF?"
e 1300 DATA"K=YES"
1310 DATA" I=NO OR NOT A MALE DR UNDER 40 YEARS oLD"
e 1320 DATAZ2,"KI"
1330 DATA"IF A WOMAN: DO YOU SEE A GYMECOLOGIST OMCE A YEART®
e 1340 DATA"K=YES"

1350 DATA" I=NO OR NOT A WOMAN"
@ 13460 DATAZ, "KI"
1370 DATA"++++++CLURRENT AGE+++++4+"
@ 1380 DATA"I=-UNDER 30"
1390 DATA"K=BETWEEN 30 AMD 40 YEARS OLD"
® 1400 DATA"L=BETWEEN 40 AND 57 YEARS OLD"
1410 DATA"F=EETWEEN =C AMD 70 YEARS QLD"
® 1470 DATA" N=QVER 70"
1430 DATAS, "ELFNT®
® 13440 READQ:FPRINTAS:PRINT
1450 FORA=2TO7:READNS
® 1350 IFLEFTS(@%,1)=" "THEN1490
1470 PRINT" ";Q%
® 1420 NEXTQ
1490 PRINT" ":@%:READC,C%
® 1500 PRINT"CHOOSE QNE OF THE LETTERS AEQUE";
1510 GETGS: IFGE=""THEN1S10
® 1520 PRINTGS
1530 FORC2=1TOC
® 1540 IFLEFT®(G$,1)=MID%(C%,C2, 1) THEMNIS7O
1550 NEXTCZ2
® 1550 PRIMT"{C/UP}{C/UP}":GOTO1500
1570 PRINTCHR®(137) :PRINT:PRINT
® 520 FORN=1TOLS
1590 IFLEFT®(GS, 1)=MIDE (AS, N, 1) THENIA10
® 1500 NEXT
1610 M=N-9:Z=7+M:GOTO250
® 1520 PRINT:PRINT:PRINT"YOU ARE ENSECTED To LIVE TO THE AGE o =¢
1630 IFZ<&60THEN1TOO
® 14540 FORY=60TNZSTERS
1650 README,Fs$
1660 MEMTY
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1770 PRINTAAS: IFAAE="Y " THENY 1 ~ |

® -40 EnD o}
® oeany




When You'’ve Invested In

A Commodore 64

You'’ve Invested In
Your Kids Education.

At last, the world’s number one selling computer in a pack. The Commodore 64 now
available in a family pack at a very affordable family price. $700 value for just $499. You get
the powerful Commodore 64, plus datacassette and joystick, four software
programs:Money Manager, An Arcade Game, Rolf Harris Picture Builder and
Introduction To Basic(a teach yourself program). A great gift
for the whole family who work and play together.

C=commodore =

COMPUTER

38 Keeping up with you.
Contact your nearest Commodore dealer or Commodore Business Machines:
Sydney: (02) 427 4888 Melbourne: (03) 429 9855 Brisbane: (07) 393 0745 Perth: (09) 478 1744
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DEALER DIRECTORY

CYBEX COMPUTING

Australia’s leading supplier of
Commodores to Schools

MULTI LINK

Network for the Commodore 64
*Network together up to

48 Commodores
*Download software
*Communicate between satellites
*Central control terminal for teacher.
The only communications network
for the Commodore 64. Economical
and efficient. Contact us for a
quotation on supply and installation.

RTC PRODUCTS
Now available in Australia
C64 Link 2 (Transparent |IEE

Interface $179
1541 Express - speed up your

1541 $ 99
Super Copy - for data disks  $ 56
P Link (Serial Printer

interface) $156

CYBEX COMPUTING
121 Tynte St, North Adelaide
Phone (08) 267 5855

(#8) 333 0711

Townsyville
Commodore Software
and Hardware Specialists

Nathan Plaza, Ross River Road,
Townsville, Qld.

Tel: (077) 79 7507

Computerama

1541 FLASH increases your loading
speed by 3 times.

30 DOS WEDGE commands easily
fitted $199 + $2 for shipping,

Mail order welcome.

Suite 4, 912 Albany Highway,
East Victoria Park, WA 6101.
Phone: (09) 362 5882

1 8
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HIGH TECHNOLOGY °* LOW PRICES

Ring us now for wide selection
and best prices on Commodore
equipment.

(02) 467 1933

1/303 Pacific Highway

Lindfield NSW 2070

Sales and Service

c: commodore
computer centre

SERVICE K‘]ﬂ@@@ 868 saies

@ Prompt repairs by friendly experts -

® Easy Access ! !!

@ Plenty of parking
@ Open Saturday mornings

Programs, Printers, Disc Drives,
Monitors, Plotters, etc.

o Established 1968

Melbourne's largest
range of Computers,

TELEPHONE: 419 6811

OFFICE EQUIPMENT (VIC) PTY. LTD.
MNaxwell™ 16z - 164 NicHoLsoN ST
(Near Collingwood Football Club) ABBOTSFORD

LLGOMBUTER WAVED

325 George Street Sydney

ATTENTION

1541 & SX 64
OWNERS

Triple the speed of your disk drive loads with
the new SPEEDLOAD cartridge.

Classified Section %
FOR SALE

Commodore 64 networking system.
Allows up to 48 Commodore 64s to be
linked to main unit Will install, hardly
used, bargain at $700. (Includes master
unit plus 2 satellites) Phone Sean on
(Sydney) 93 5123.

2 Commodore 40165, good condition,
$200 each or near offer. Also 4922
printer $250 or near offer. Phone Andrew
on 93 5123 (Sydney).

Yg@%An advertisement this size
will cost you $45 per issue.

(02) 291631 Built in enhanced DOS Wedge (with UNNEW).
No wiring required. Eliminates drive chatter
for when loading protected disks. Works with
some commercial software. Defaults to
PR'NTERS i CABLES Device 8. Can be used on other device
numbers. LOAD ($) loads direct to screen
EDUCAT'ONAL SOFTWARE leaving memory intact. Full BASIC memory
and $COO0OO0 free. Cassette buffer also free.
QUALITY GAM ES SEND $59.95 + $4.00 P&H to
COMMUNICATIONS EUREKA SOFTWARE
Box 319, Niddrie, Vic 3942
EXPERTS DEALER ENQUIRIES WELCOME
Commodore 64 Users
*  EPROM programmers
* Make your own Autostart cartridges
* Save and recall programs
Latrobe Valley : 8Real wtol_rld interfaces
= input lines
Computer Services * 8 GUBIIINGS

260 York St, Sale, Vic. 3850
Phone: (051) 44 6155

Specialising in business, education and
home computers. We sell Commodore,
Apple, Televideo, Atari and largest
selection of software in Victoria. Also
Brother, Epson, C.Itoh printers, and
computer and printer supplies.

Bankcard and Visa accepted
Mon - Thur 9-5.39, Fri 9-9, Sat 9-12

Analog joysticks for Commodore 64 and
for Apples

Dealer enquiries welcome
Available from

Myertronics,

P.O. Box 65,
Riverstone 2765.
Ph: 627 2510

Note: Bankcard accepted

39
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View from the Hold

Hand” Harvey is leaving Com-

modore comes as a sadness to
all of us rats in the hold. The story is
that he is moving to fresh fields and
woods new at the “Sydney Morning
Herald” where he will be involved in
the computer page. Now, by a
strange coincidence, it appears that
the august publisher of this magazine
has moved his allegiance from “The
Australian”, where his Saturday
column was replaced with useful
information about kites, to the
“Sydney Morning Herald” where his
artificial pearls of wisdom will appear
every Monday morning. Is there
some sinister plot here, we wonder?
Or is it just one of those coincidences
that happen every day of the week.
Perhaps.

But consider this. David “Old
China Hand” Harvey was brought up
in Hong Kong and speaks Cantonese.
Stephen Hutcheon, the computer
editor of the “Sydney Morning
Herald”, was also brought up in
Hong Kong, where his father is the
editor of the “South China Morning
Post”. And the publisher of this
magazine has lived in Hong Kong
most of his life and, when discussing
trivia with David Harvey (and their
conversations consist of little else)
talks in Cantonese.

Now do you feel there is some
deep laid sinister plot? Certainly it is
not something that can easily be
explained away. Especially to a
suspicious rat such as myself.

The news that David “Old China

Scoop

It was interesting for this rat to
observe the other Australian com-
puter magazines proudly proclaiming
scoop reviews of the Commodore
Plus 4 and the Commodore 16. In
both cases the reviews were rewrites
of articles that appeared in England
and, in the case of the Plus 4, the
review was wrong. Because the final
shape and style of that machine has
still not been decided and what we
will see on the Australian market may
be a totally different machine.

Will the magazine concerned then
blush, hang its head in shame and

confess all to its readers? Certainly
not. They will brazen it out in a style
reminiscent of that used by the
publisher of this magazine when he
announced that Nigel Shepherd as a
professional footballer had played
for Arbroath. He was wrong. The
team was Airdrie United.

Different trends

If you are keeping up with the
Commodore the Commodore is
keeping up with you. | have never
been over enthusiastic about that
advertising campaign although, if the
proof of the pudding is in the eating,
then the fact that Commodore is the
best selling personal computer in
Australia by a country mile must
over-ride my ratty opinion.

But | am not alone in this view and
you can expect to see a radically
new approach to advertising from
Commodore Australia in the next few
months. The success of the starter
pack, which sold 10000 units in
three days and had demand far

outstripping supply, made the
Commodore management wildly
excited.

Now that Commodore is moving
to larger and more palatial premises
they are obviously going to go flat
out to increase their total sales. Not, |
think, their percentage hold of the
personal computer market — that is
already dangerously high - but
rather their number of profitable
sales.

This rat has several spies within
the Commodore organisation, and
the current game plan is to keep the
Commodore 64 much the same for
the conceivable future. This makes
good sense, as it is a stunning
computer which offers more for the
dollar than any other. The Commodore
16 will fit into a sort of Vic 20 slot and
there will be a totally separate drive
for the business market.

The machines will be very different
- the Commodore version of the
Bytec Hyperion should create some
stirs — and the style of selling will be
different. It would not surprise this rat
in the slightest if even the dealers
were totally different. The sort of

dealer who can happily handle the
starter pack may not be able to fully
service a customer who is looking for
a complete business package built
around a 16 bit machine.

This rat sees these trends and
these directions. And this rat is
willing to take a small bet in Bodalla
cheese that he is not a million miles
away from the truth.

Video tape

This rat has seen a video camera
that will fit on to the Commodore 64.
The results were not as sharp as they
might be and there are obviously
some snhags to be ironed out But
whereas | don't think the Commodore
colour printer is ever going to get off
the ground in its present form -
they'll wait for the lasers instead — |
can see that a video camera is going
to be available certainly by the
middle of next year. If that is possible
then the linking of a Commodore to a
video player is feasible. (Feasible, be
damned. We've already done it to
test a program called ExpandoVision,
about which more in the next issue.)

If all of this is likely and possible
and you are still with me, then
consider the amount of information
that could be stored on a standard
video tape. It would be measured in
Gigabytes rather than Megabytes.
And a tape costs, say, $15. And any
VTR can search from one end of the
tape to the other in under five
minutes. Obviously laser memories
on disks are on the way in, but | have
heard murmurs down in the hold that
the logical exténsion of using a
sound cassette on which to save
information is the video tape. O
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Commodore make software for people. All kinds of people. Software for fathers,
mothers, brothers, sisters, uncles, aunts, nieces, nephews, grandparents and
even brothers-in-law who fix cars. Everybody. Software for fun, profit, homework,
housework and officework. We do not however, make software for dogs. Yes, we
are working on it, but as research in this area is fairly limited, we're calling for all
the help we can get. If you have any suggestions please contact your nearest
Commodore dealer.
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Commodore Makes

Software For Every
Member Of The Family.
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Almost.

Commodore make software for people. All kinds of people. Software for fathers,
mothers, brothers, sisters, uncles, aunts, nieces, nephews, grandparents and
even brothers-in-law who fix cars. Everybody. Software for fun, profit, homework,
housework and officework. We do not however, make software for dogs. Yes, we
are working on it, but as research in this area is fairly limited, we're calling for all
the help we can get. If you have any suggestions please contact your nearest

Commodore dealer.

C= commodore

COMPUITE
Keeping up withyou.

Contact your nearest Commodore dealer or Commodore Business Machines:
Sydney: (02) 427 4888 Melbourne: (03) 429 9855 Brisbane: (07) 393 0745 Perth: (09) 478 1744
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